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Chapter 1: Welcome to Monopoly City. Learn the basics of
the city and how to get started in the game.

Chapter 2: Building Your Empire. Lots of information on build-
ings, leases, commodities, and other components of the game.

Chapter 3: General Strategy. Provides a basic, game-winning
formula, plus variants on that formula for different victory
conditions. Gives advice on how to proceed through the game.

Chapter 4: Walkthrough of Scenarios 1–4.

Chapter 5: Walkthrough of Scenarios 5–8.

Chapter 6: Walkthrough of Scenarios 9–12.

Chapter 7: Walkthrough of Scenarios 13–16.

Chapter 8: Multiplayer in the Monopoly Tycoon game.
Provides insights on how the multiplayer game differs from
the single-player game. Includes winning multiplayer tactics,
tips, and cautions.

At the end of the book, you’ll also find several chapters that provide a brief history of the
Monopoly® board game plus quick-reference tables for shops and commodities.

Without further ado, let’s begin our tour of Monopoly City!

Introduction
The Monopoly Tycoon game is an evolution of the world’s most popular board game. It is not
identical to the board game. Rather, it takes many of the board game’s most popular themes and turns
them into something more complex, yet still readily accessible.

This book is your guide to Monopoly City, the capitalistic backdrop of the Monopoly Tycoon
game. In it, you’ll find strategies for every aspect of the game: Businesses, commodities, utilities,
railroads, and even your opponents. Both single-player scenarios and multiplayer games are explained
in detail.

You can read this book straight through, or use it as a reference and just read the sections that are
of most interest to you. Here’s a summary of each chapter of the book so that you’ll know where to
look when you’re digging for information:
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CH 1: Welcome to Monopoly City

Welcome to
Monopoly City

Before you dive into the single-player scenarios or multiplayer games, let’s get started by taking a
good, hard look at Monopoly City. Your objectives and opponents may change from game to game,
but the city itself—the block structure, the location of railroads and utilities—is timeless.

This chapter examines both the city itself and a few of the game’s basics. Feel free to skim or read
quickly if you’ve already got a good start in the Monopoly Tycoon game; otherwise, read carefully.

Here’s an overview
of Monopoly City.

Just like in the board game, not all blocks are created equal. Some are much more expensive to
buy and build on than others. This quality is represented by “prestige” in the Monopoly Tycoon game. 

The prestige of a block will determine who is willing to shop there. A bit later in this chapter, in
the section titled “Citizens,” you’ll learn about the different types of citizens in Monopoly City and
where they like to shop.

Blocks and Prestige
From the City View, we can see all of the blocks within
Monopoly City’s limits. For those of you who have played
the board game, many of the names are familiar. Most of
these blocks are available for lease.

The prestige of a given block in measured in stars. The
least expensive blocks, such as Baltic Avenue, have a one-
star rating. The most prestigious locales, such as Boardwalk,
have a five-star rating. Here’s a quick look at all of the blocks
and their associated prestige ratings.

Prestige varies from
block to block.
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Block Name Block Color Stars (Prestige Rating)

Baltic Avenue Purple ★
Mediterranean Avenue Purple ★
Jefferson Dock Dark Gray ★
Hempstead  Dock Dark Gray ★
Albany Dock Dark Gray ★
Oriental Avenue Light Gray ★★
Vermont Avenue Light Gray ★★
Connecticut Avenue Light Gray ★★
St. Charles Place Pink ★★
States Avenue Pink ★★
Virginia Avenue Pink ★★
St. James Place Orange ★★★
Tennessee Avenue Orange ★★★
New York Avenue Orange ★★★
Kentucky Avenue Red ★★★
Indiana Avenue Red ★★★
Illinois Avenue Red ★★★
Atlantic Avenue Yellow ★★★★
Ventnor Avenue Yellow ★★★★
Marvin Gardens Yellow ★★★★
Pacific Avenue Green ★★★★
North Carolina Avenue Green ★★★★
Pennsylvania Avenue Green ★★★★
Park Place Blue ★★★★★
Boardwalk Blue ★★★★★

Tip
You must own the lease on the

block to build landscaping. There’s

more on the process of leasing

blocks in the next chapter.

Add landscaping
to increase the

prestige of a
given block.

The star ratings indicate the “natural” prestige of each of the blocks. Adding landscaping can
increase the prestige of a given block; this increases the overall appeal of the area. 
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Each block is built on a 7x7 grid, giving you a total of

49 possible development units.
For every 10 units that get devel-
oped into parkland, the block’s
prestige rating will go up by one
star. Individual units, therefore,
add 10 percent toward the next
star—and each one has a cumu-
lative effect on the citizens’ per-
ception of the block.

Tip
If you add enough landscaping to an

already prestigious block, you can

increase the prestige above the five

star rating. The graphic represen-

tation of the prestige will remain

at five stars, however.

The city contains
four railroad sta-
tions, including the
B&O Railroad.

The city is also supported
by four utilities.

Purchasing the railroads and utilities can be an excellent
way to start in the Monopoly Tycoon game. These special
businesses provide you with a steady, consistent income that
helps provide the capital for large commercial developments.

Railroads and Utilities
In addition to the blocks available for commercial devel-
opment, Monopoly City also contains four railroads and
four utilities.

The four railroads include the Reading Railroad, Shortline
Railroad, Pennsylvania Railroad, and the B&O Railroad. 

There are also four utilities: Gasworks, Water Works, Telecoms, and the Electric Company.

Other Blocks
Monopoly City also contains several blocks that do not have any effect on the game. They are not
available for lease, and they have no bearing on your financial well-being; they are simply decorations.
These blocks include the Zoo, the Hospital, the Museum, the Airport, the Marina, the Bus Station, the
University Campus, and the Police Station.



4
4

4

™

Prima’s Official Strategy Guide
Monopoly City has
a marina.

Many citizens 
like to visit the

Monopoly City Zoo.

Citizens
One of the most important factors in the game is the happiness of your citizens. If the citizens are 
content, they will rent your apartments and spend their money in your stores. Unhappy citizens will
decide they’ve had enough and leave the city for the suburbs. So how do you keep people happy 
and spending money? 

Different people have different needs and tendencies, so let’s take a look at the variety of citizens
residing and shopping in Monopoly City.

The Five Types of Citizens
Each of the five types of citizens has different needs and tendencies. Here’s a brief look at each type.

Children
Children usually spend their money on sweets and entertainment. If you’re trying to appeal to this demo-
graphic, stores such as Ice Cream Parlors, Amusement Arcades, and Toy Shops are likely candidates.

Teenagers
Like children, teenagers also like to buy sweets and look for entertainment. As time goes on and more
types of stores become available, teenagers will also frequent music and video stores.

Adults shop for the
essentials.

Adults
Adults look for the widest range of commodities. They are
the most likely to buy essential items such as bread, meat,
and dairy products. Adults also purchase clothing and furni-
ture. A successful business empire will be sure to meet the
needs and desires of this important demographic.
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Retired People
A retired person’s shopping list resembles that
of the adult’s, but it tends to be scaled back somewhat.
Retired people spend less money.

Tourists
Tourists generally come to the city looking for an evening’s
entertainment. They tend to frequent such businesses as cine-
mas, theaters, and restaurants. During the day, they will shop at
some daytime businesses, such as Souvenir Shops. Tourists will
also look for hotel accommodations.

Tourists like to frequent
nighttime businesses.

Salary Bands
Each of the five types of citizens can also belong to any one of three salary bands: high, medium, and
low. A citizen’s salary band determines many things about their needs and shopping habits. 

Low-Income Citizens
Citizens in the low-income salary band will be on the lookout
for the most competitive prices. They are going to be the most
comfortable shopping on the low-prestige blocks and may
actually avoid those stores on blocks with four- or five-star
prestige levels. They are not very concerned about the quality
of your buildings. Low-earning citizens will also be the most
willing to travel to meet their shopping needs.

Some of your citizens will be most com-
fortable on the low-prestige blocks.
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Place your stores near
apartment buildings.

Medium-Income Citizens

Medium-income citizens still look for good deals and bargains, but

they also value quality. Prestige also matters to this group, although

they won’t be willing to pay excessive prices to shop in your high-

class stores. They want decent quality at a reasonable price. 

Building medium-quality stores on three-star blocks will

likely attract a lot of medium-income citizens. Be sure to place

your stores relatively close to a residential area, as medium-

income citizens are less likely than low-income citizens to

travel long distances for shopping.

High-Income Citizens
Value and prestige are very important to high-income citizens.
They prefer to shop in high-quality stores on high-prestige
blocks. In addition, they don’t like to travel very far to shop.
Catering to high-income citizens has many initial expenses,
but you can charge a lot more for your goods, because high-
income citizens are willing to pay high prices.

To attract this demographic, build high-quality stores on
blocks with four- or five-star prestige ratings. 

Boardwalk is a favorite
haunt of the upper crust.

Opponents
You’ll face a number of opponents in the Monopoly Tycoon game. These opponents all have slightly
different approaches to the game when played by the computer. (When you’re facing human players,
the “personality” of your opponents’ characters is obviously not an issue.)

Battleship
Color: 
Light Blue

In-Game Description
“A retired navy caption, Battleship has seen it all and done it all. Compared to the cramped cabins
and harsh conditions of the high seas, this city is a walk in the park for him. He is quite content to
build up his empire in the cheaper end of town if this seems viable to him, and he is not that worried
about going into the red. He will consider his position carefully before making his move. When you
get to know him, he’s a rather nice chap who is fond of his pipe.”
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Comments
The computer plays Battleship very competently. He’s willing to extend himself and go
into debt in order to expand his empire. You’ll find him a worthwhile opponent.

Iron
Color:
Yellow

In-Game Description
“Iron could be described as a little fussy, sometimes getting tied up in the details. She spent most of
her working life as a maid, smoothing out the wrinkles of life. She therefore likes to have everything in
its place—all neat and tidy. She will be careful to make sure that all of her businesses are running
smoothly and are as profitable as possible. She may sometimes appear a little conservative when it
come to expansion and will tend toward the more populated areas of the city.”

Comments
Iron is played competently by the computer, though, just as the in-game description suggests some-
what conservatively. She usually does well, but usually won’t challenge you for first place.

Top Hat
Color:
Orange

In-Game Description
“As a magician, Top Hat has always been one for cunning stunts and deceptive illusions. He always
keeps a surprise up his sleeves or under his hat, and is prone to taking the odd risk. More often than
not, you’ll find Top Hat building his empire in the cheaper districts. He usually moves quickly, some-
times erratically, spreading confusion in his wake. He is one to watch if you enjoy a roller coaster ride.”

Comments
Again, the in-game description is quite accurate. Top Hat tends to be erratic; in one game he may do
just fine, and in the next he may fail completely. He has even been known to bankrupt himself and fall
out of the game entirely!

Cannon
Color:
Green

In-Game Description
“With his strong military training, Cannon is very regimented and a stickler for detail. He has an impres-
sive arsenal of weapons that he polishes every day. He has a very ordered approach to life and an
aggressive streak that becomes apparent when going head-to-head at city auctions. He loves mixing it
up at street level and is not too worried about going into the red. He’s willing to invest in the cheaper
blocks, looking for the up-and-coming success stories of the future. More than most, he finds himself
pulled toward the more populated areas of the city.”
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Comments
Cannon is an aggressive auction bidder. This doesn’t always translate into success in the game, but he
tends to play very competently. Above all, be aware that he might bid you up in auctions.

Racecar
Color:
Red

In-Game Description
“Racecar is a sprightly chap, always running in top gear! Of course, all this speed comes at a cost. He’s
one of the most carefree characters in town, prone to overcooking it at times. Once he has an idea in
mind, he’ll fling himself headlong into it, without too much concern for what might go wrong. He has
a preference for the expensive end of town and is not too worried about going into the red.
However, his cool carefree exterior tends to evaporate when he is on a 24-hour warning.”

Comments
Racecar is definitely a competent character. He’s willing to go fairly high in auctions, and he usually
places well in the game.

Horse
Color: 
Medium Blue

In-Game Description
“A bit of a country girl, Horse is fairly new to the big city. Daughter of a very successful rancher, she
decided to study business rather than horses. She keeps in touch with her past and her background
and loves to spend her evenings line dancing. She rushes decisions at times and panics when things
get tight. She tends toward the blocks of average value and is attracted to blocks that are home to the
city’s citizens.”

Comments
Horse’s main characteristic is her inclination to build in middle-of-the-road properties. She tends to
place somewhere in the middle of most games.

Shoe
Color:
Brown

In-Game Description
“A cobbler by trade, Shoe has worked his way up from the bottom. A seasoned businessman, he rel-
ishes a challenge, digging his heels in when the going gets tough. As he has experienced what it is like
to go without, Shoe is usually very careful with his money and can, at times, appear rather too cau-
tious. Prone to slipping out of character when under pressure, he’s harder to predict than most. He is
a warm-spirited chap and genuine sole.”
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Comments
Shoe’s conservatism tends to restrict him to middle-of-the-road performance, though in certain
games he has been known to do quite well. He tends not to overbid in auctions and never over-
spends. Show will never bankrupt himself, but his caution tends to make him one of your less-danger-
ous opponents.

Thimble
Color:
Dark Pink

In-Game Description
“Thimble can be rather indecisive and will take a fair time making decisions. Most of this hesitation will
probably be blamed on the fact that she is still so young and is new to life in the big city. Buoyed by
this inexperience, she often does not appear to have a care in the world. However, when on a 24-
hour warning, she might well contradict her otherwise bullish nature. Bearing in mind that not so long
ago she was running a small fashion house, this is a big step up for her.”

Comments
Thimble is one of the most aggressive auction bidders in the game. She tends to do well overall—but
when you think of Thimble, you’ll eventually come to think of only one thing: Aggressive auction bidding.

Wheelbarrow
Color: 
Dark Blue

In-Game Description
“Wheelbarrow is a shrewd investor, and his background as a builder will serve him well as he expands
his empire. Regularly surveying his empire, he likes to base his growth on firm foundations and does
not like going into the red. Although generally good-natured, Wheelbarrow can become aggressive
and is one of the most unpredictable characters in the city.”

Comments
As with Top Hat, Wheelbarrow’s unpredictability often leads to poor performance. That’s not to say that
he’s incapable of winning. However, you’ll notice that Wheelbarrow is seldom your most dangerous rival.

Dog
Color: 
Light Pink

In-Game Description
“Dog gets her name from her favorite pet. She will bide her time waiting for her moment to strike. With
the aroma of old money, she can be quite vindictive at times and is very shrewd with her business
decisions. With this in mind, most players keep out of her way, but that’s not to say that her traits cannot
be used against her. Indecision might just get the better of her when she is on a 24-hour warning. She is
never seen without her little terrier, the only creature in this world that she shows true compassion for.”
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Comments
Dog is another character that tends not to be a consistent high performer. It may be her conservatism,
or it may just be that she spends more time with her dog than with her business. Whatever the rea-
son, Dog usually won’t give you a particularly hard time.

Tutorials
Now that you’ve had an overview of people and things you’ll encounter in Monopoly City, you
should learn a little more about the mechanics of the game by playing through the tutorials. There are
thirteen tutorials in total:

Tutorial 1: Introduction to Panels

Tutorial 2: The Three Views

Tutorial 3: City View

Tutorial 4: Block View

Tutorial 5: Building

Tutorial 6: Business View

Tutorial 7: 3 D View Rotation 

Tutorial 8: A Day in Monopoly City

Tutorial 9: Creating a Shopping Center

Tutorial 10: Going to Auction

Tutorial 11: Utilities

Tutorial 12: The Railroads

Tutorial 13: Getting a Monopoly

Use the Navigator
panel to switch
between blocks.

Tutorial 1: 
Introduction to Panels
This tutorial describes the various panels used 
to display information about city blocks and 
your opponents.
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Tutorial 3: City View
City View gives you an overview of all of Monopoly City.
From here you can see every structure, including both your
buildings and those of your opponents. This view is very
useful for getting an idea of where you stand, since you can
see where your opponents are building their empires. 

This view also helps you to scout out empty blocks that
you should build upon.

Tutorial 2: 
The Three Views
This tutorial shows you the three types of screens available
for surveying Monopoly City and the buildings within it. You
will be making extensive use of these three views.

This tutorial
shows you the
three views.

You can find out all sorts of
interesting data in City View.

Monitor businesses
on a given block
using Block View.

Tutorial 4: Block View
Block View allows you to concentrate on a single block.
From here, you can see how well all of the businesses on
one particular block are doing—including those that belong
to your opponents and to the city. 
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Tutorial 5: Building

You can see which
blocks are available

for construction.

This tutorial introduces you to the basics of building a
business. It’s not a complicated process; you just select a
business type, draw a footprint, and the building goes up!

Tutorial 6: Business View
Look at the data
for an individual
business in
Business View.

This valuable tutorial teaches you how to extract useful data
from the Business View. Pay close attention to this one!

Practice zooming
in and out.

Tutorial 7: 
3D  View Rotation
This tutorial simply invites you to experiment with the 3D
rotation available in the game. You can quit whenever you’re
accustomed to the controls.
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Here’s a list of
daily events.

Tutorial 8: A Day in
Monopoly City
This tutorial familiarizes you with the various events that
occur in Monopoly City each day. We’ll be covering each of
these events in more detail in Chapter 2—but playing
through this tutorial won’t hurt, either.

You’ll build several stores
on Kentucky Avenue.

Tutorial 9: Creating a
Shopping Center
This tutorial takes you through the basics of finding out which
businesses are a good idea to build. Then, you are guided
through the processes of building a small shopping center.
This tutorial is important because it walks you through some of
the most basic and useful commands used in the game

Pacific Avenue goes
up for auction.

Tutorial 10: Going to
Auction
You’ll attend your first auction in this tutorial. You’re taken
through the basic steps of starting an auction and shown
how to bid once the auction actually starts. Auctions will be
discussed more thoroughly in Chapter 2.
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Discover the 
benefits of owning

the Telecoms.

Tutorial 11: Utilities
The utilities can be a good source of income for your busi-
ness empire. This tutorial shows you relevant data about the
utilities available for purchase during the game.

Learn all about 
the railroads.

Tutorial 12: The Railroads
This tutorial explains the benefits of leasing the railroads. As
you’ll soon discover, owning the railroads is a key part of our
strategy in the single-player game.

Lease Illinois
Avenue.

Tutorial 13: Getting a
Monopoly
This tutorial steps you through the process of acquiring a
lease for Illinois Avenue, thus creating a monopoly. Then,
you’ll learn how to buy out businesses, a skill that will be
very important later on in the game.
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Building Your
Empire

This chapter discusses how the Monopoly Tycoon game works. It covers topics that are discussed in
your game manual, but adds practical information and suggestions on how to use specific information
to your advantage. Topics such as timeframe in the Monopoly Tycoon game, day and night cycles,
building characteristics, and Chance Cards are all covered in the next few pages. Read carefully to
deepen your understanding of the game.

Time in the Monopoly Tycoon game
You might initially be confused by how time passes in the Monopoly Tycoon game. The basic formula
is this: For each day (24-hour period) that passes in the game, five years pass.

For example, let’s say it’s the beginning of 1960. The sun rises; the 
day proceeds; the sun sets; and
the clock finally reaches midnight.
As soon as the clock ticks past
midnight, it’s no longer 1960:
Now, it’s 1965!

This abstract time scale is ini-
tially confusing but will become
second nature after you’ve played
the game a while.

Tip

All scenarios start in the year

1930. They don’t all end in the

same year, however.

Stores
Most of your activities in the Monopoly Tycoon game revolve around retail stores. These next few
pages explain various aspects of building, maintaining, and selling retail stores.

Ideally, you should place stores on the
same block as apartment buildings.

Proximity of Apartments
There are a few things to consider when building stores. First
of all, you need to decide where to build it. Most of the
time, you’ll want to place the store on the same block as an
apartment building. However, sometimes that block will be
full or the building rights won’t be activated. (More on
building rights later on.) In this case, consider building on an
adjacent block.
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The bottom line is that retail
stores should always be placed
close to apartments. If there aren’t
enough apartments in a particular
area, you’ll either want to build
some or look elsewhere.

Daytime vs. Nighttime Businesses
The stores that sell daytime commodities are open from 9 a.m. to 5 p.m. Stores that sell nighttime
commodities are open from 6 p.m. to midnight. Therefore, there are two separate markets. As you
build up your empire, you’ll want to make sure you’re profiting from both.

It’s a good idea to group daytime businesses with other daytime businesses, and nighttime busi-
nesses with other nighttime business. So, for example, if there’s an apartment on Baltic Avenue, you
can build daytime businesses on Baltic and then place nighttime businesses on the adjacent
Mediterranean Avenue. This will increase the convenience for your customers and make them more
likely to buy from your stores.

Tip
Building stores two or more
blocks away from apartments is
risky and not something you
should usually consider.

Build up a block
with daytime stores.

Construct nighttime
stores next door.

Store Quality
Another important consideration is what quality of store to build. Stores can be low-, medium-, or
high-quality. Low-quality stores are naturally the cheapest to build, and if you’re building in the 
cheaper end of town, it makes sense to build low-quality stores. The citizens that live there aren’t
going to be that concerned about the quality of the store, just the prices of the items inside. However,
if you’re developing a shopping center in the expensive part of town, the citizens living there are
quite concerned with quality, so medium- or high-quality buildings make the most sense. Use the
prestige of the blocks to determine the quality of buildings you place there.
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Recommended Building Quality
Block Prestige Recommended 

Building Quality

★ Low

★★ Low

★★★ Medium

★★★★ Medium

★★★★★ High

Build higher-quality
stores on the four- and

five-star blocks.

Store Size
Another thing you’ll need to decide when constructing a store is how much stock you want it to be
able to hold.

Each block is divided into a 7x7 grid. Each type of building has several different footprints that
you’re allowed to use. In addition, buildings can have variable numbers of floors. Some commodities
take up more room than others, so each unit of a building can hold a variable amount of a given stock.
For example, a dairy store can stock four units of dairy products per grid square. Therefore, a 2x2 dairy
store that is two stories tall can hold 32 units of dairy produce.

This small dairy store can hold
32 units of dairy products.

It is often a good idea to build a tall store with a small
footprint, rather than a store of the same size with a larger
footprint. This saves on space, so you can build other stores
nearby, plus it reduces the amount of land rent you’ll have to
pay. A taller store with the same footprint as a shorter store
will cost more in rent but not as much as that same capacity
store with a larger footprint.
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Tip
All stores have to have their storefront on

the street. If you’re not careful when

developing a block, you’ll have the perime-

ter of the block all built up with nothing

in the center. Certain buildings, such as Ice

Cream Parlors, News Stands, Dairy Stores, and Cafés (among

others) allow you to build long narrow stores. Place these

types of stores in the middle of the block, extending them

way into the center to efficiently utilize all of the land.

Apartments vs. Stores
In addition to retail stores, you can build apartment buildings and collect rent from the tenants.
Usually, however, apartments are not the most profitable use of space. As a general rule you shouldn’t
build them unless you need to. 

Apartments are expensive
to build and don’t bring
in much profit.

You may wish to build an extra apartment near your
stores, however, to increase the number of customers. In this
case, you aren’t seeking profit from rent—rather, you’re pro-
viding more customers for your stores.

Store Types
Here’s a set of tables summarizing the stores available in the Monopoly Tycoon game. Each table con-
tains stores available at a certain date. Within each table, daytime stores are listed first, followed by
nighttime stores. Within the daytime or nighttime group, stores are listed alphabetically.

In addition to store names and the type of supplies sold there, the tables list whether the store is
daytime or nighttime, how much the utilities will cost for each unit (or square) of store size, and what
each store’s stock capacity is. 
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Retail Stores Available Starting 1930
Store Stock Capacity Daytime/ Supplies Utility Cost 

(per unit) Nighttime (per unit)

Bakery 4 Daytime Bread Elec: 50¢ / Telecoms: 50¢ / 
Gas: $2 / Water: $1

Book Store 3 Daytime Books Elec: $1 / Telecoms:$1 / 
Gas: 50¢ / Water: 50¢

Butcher Shop 3 Daytime Meat Elec: 50¢ / Telecoms: 50¢ / 
Gas: $2 / Water: $1

Café 3 Daytime Snacks Elec: $1 / Telecoms: 50¢ / 
Gas: $3 / Water: $2

Clothes Store 3 Daytime Clothing Elec: $1 / Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Dairy Store 4 Daytime Dairy Produce Elec: $1 / Telecoms: 50¢ /
Gas: 50¢ / Water: $1

Diner 3 Daytime Snacks Elec: $1 / Telecoms: 50¢ / 
Gas: $3 / Water: $2

Doctor’s Office 3 Daytime Healthcare Elec: 50¢ / Telecoms: $2 / 
Gas: 50¢ / Water: $1

Electrical Store 3 Daytime Electrical Goods Elec: $1 / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Fish Market 4 Daytime Fish Elec: $1 / Telecoms: 50¢ / 
Gas: 50¢ / Water: $2

Furniture Store 2 Daytime Furniture Elec: $1 / Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Grocery Store 4 Daytime Fruit/Vegetables Elec: 50¢ / Telecoms: 50¢ / 
Gas: $1 / Water: $1

Hardware Store 3 Daytime Tools/Hardware Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Jewelry Store 1.5 Daytime Jewelry Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

News Stand 8 Daytime Newspapers/ Elec: 50¢ / Telecoms: 50¢ / 
Magazines Gas: 50¢ /Water: 50¢

Souvenir Shop 5 Daytime Souvenirs Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Toy Shop 3 Daytime Toys Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Ballroom 3 Nighttime Dancing Elec: $2 / Telecoms: 50¢ / 
Gas: $1 /  Water: 50¢

Bar 4 Nighttime Drinks Elec: $1 / Telecoms: $1 / 
Gas: 50¢ / Water: $1

Cinema 1.5 Nighttime Movies Elec: $2 / Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Restaurant 2.5 Nighttime Meals Elec: 50¢ / Telecoms: $2 / 
Gas: $3 / Water: $2

Theater 2 Nighttime Performance Elec: 50¢ / Telecoms: $1 / 
Gas: 50¢ / Water: 50¢
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Retail Stores Available Starting 1940
Store Stock Capacity Daytime/ Supplies Utility Cost 

(per unit) Nighttime (per unit)

Antique Store 3 Daytime Antiques Elec: 50¢ / Telecoms: $1 /
Gas: 50¢ / Water: 50¢

Ice Cream Parlor 4 Daytime Ice Cream Elec: $1 / Telecoms: 50¢ / 
Gas: 50¢ / Water: $1

Night Club 2 Nighttime Dancing/Drinks Elec: $1 / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Pool Hall 3 Nighttime Gaming Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Retail Stores Available Starting 1950
Store Stock Capacity Daytime/ Supplies Utility Cost 

(per unit) Nighttime (per unit)

Sports Store 3 Daytime Recreational Goods Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Music Store 3 Daytime Music Tapes Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Delicatessen 3 Daytime Meat/Fish/Dairy/ Elec: $1 / Telecoms: 50¢ / 
Produce Gas: 50¢ / Water: $1

Fast Food Outlet 5 Nighttime Fast Food Elec: $1 / Telecoms: 50¢ / 
Gas: $1 / Water: $2

Retail Stores Available Starting 1960
Store Stock Capacity Daytime/ Supplies Utility Cost

(per unit) Nighttime (per unit)

Travel Agency 2 Daytime Vacations Elec: 50¢ / Telecoms: $3 / 
Gas: 50¢ / Water: 50¢

General Store 4 Daytime Fruit/Vegetables/ Elec: $1 / Telecoms: 50¢ / 
Dairy/Produce/ Gas: $1 / Water: 50¢
Newspapers/
Magazines/Bread

Pharmacy 3 Daytime Healthcare Elec: 50¢ / Telecoms: 50¢ / 
Gas: 50¢ / Water: $1

Bowling Alley 3 Nighttime Gaming/Fast Food Elec: $1 / Telecoms: $1 / 
Gas: / $1 Water: 50¢

Retail Stores Available Starting 1970
Store Stock Capacity Daytime/ Supplies Utility Cost 

(per unit) Nighttime (per unit)

Department Store 1.5 Daytime Clothing/Books/ Elec: 50¢ / Telecoms: $2 /
Jewelry/Electrical Gas: $1 / Water: 50¢
Goods/Furniture/
Toys

Health Club 2 Daytime Healthcare/ Elec: 50¢ / Telecoms: $1 /
Recreational Goods Gas: 50¢ / Water: $1

Amusement Arcade 8 Nighttime Gaming Elec: $2 / Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Video Store 3 Nighttime Videos Elec: 50¢ / Telecoms: $1 / 
Gas: 50¢ / Water: 50¢
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Retail Stores Available Starting 1980
Store Stock Capacity Daytime/ Supplies Utility Cost 

(per unit) Nighttime (per unit)

Computer Store 3 Daytime Computers Elec: $1 / Telecoms: $1 / 
Gas: 50¢ / Water: 50¢

Phone Shop 3 Daytime Phones Elec: 50¢ / Telecoms: $3 /
Gas: 50¢ / Water: 50¢

Supermarket 4 Daytime Meat/Fish/Fruit/ Elec: 50¢ / Telecoms: $1 /
Vegetables/Dairy/ Gas: $1 / Water: 50¢
Produce/Bread/
Clothing

Electronic Superstore 2 Daytime Videos/Music Elec: $1 / Telecoms: 50¢ /
Tapes/Elec. Goods/ Gas: 50¢ / Water: 50¢
Toys

Commodities
Each retail store sells one or more commodities. (Sometimes, the same commodity is sold in a variety
of different stores.) These next few pages delve into the topic of commodities, discussing such
important issues as consumer demand, profit margins, and spoilage.

The following table shows every commodity in the game, along with its cost, default sale price,
and the stores or venues that sell it.
Commodity Cost Default Sale Where Available

(per unit) Price (per unit)

Antiques $11 $55 Antique Store
Apartment Rent N/A $18 Apartment Building
Books $2 $10 Book Store, Department Store
Bread 75¢ $4 Bakery, General Store, Supermarket
Cell Phones $4 $40 Phone Shop
Clothing $5 $30 Clothes Store, Department Store, 

Supermarket
Computers $20 $800 Computer Store
Dairy 60¢ $4.50 Dairy Store, Delicatessen, General 

Store, Supermarket
Dancing $1.50 $17.50 Ballroom, Night Club
Drinks 50¢ $6 Bar, Night Club
Electrical Goods $10 $34 Electrical Store, Department 

Store, Electronic Superstore
Fast Food 75¢ $8 Fast Food Outlet, Bowling Alley 
Fish 60¢ $4.50 Fish Market, Delicatessen, 

Supermarket
Fruit and Vegetables 65¢ $3.80 Grocery Store, General Store, 

Supermarket
Furniture $15 $60 Furniture Store, Department Store
Gaming 75¢ $9.80 Pool Hall, Bowling Alley, 

Amusement Arcade



22
22

22

™

Prima’s Official Strategy Guide
Commodity Cost Default Sale Where Available

(per unit) Price (per unit)

Health Care $2 $15 Doctor’s Office, Pharmacy, 
Health Club

Ice Cream 10¢ $3 Ice Cream Parlor
Jewelry $15 $50 Jewelry Store, Department Store
Meals $3 $15 Restaurant
Meat 50¢ $5 Butcher Shop, Delicatessen, 

Supermarket
Movies $1 $11 Cinema
Music Discs $3 $12 Music Store, Electronic Superstore
Newspapers 50¢ $2.50 News Stand, General Store
Performance $1 $17 Theater
Recreational $8 $40 Sports Store, Health Club 
Snacks $2.50 $9 Café, Diner
Souvenirs $3 $12 Souvenir Shop
Stay Over $1 $25 Hotel
Tools and Hardware $6 $16.10 Hardware Store, Electronic 

Superstore
Toys $5 $18 Toy Shop, Department Store, 

Electronic Superstore
Vacations $20 $100 Travel Agent
Videos $4 $14 Video Store

Determining Commodity Demand
Before building a store, you should always commission a poll on nearby apartment buildings. This will
reveal what the people want to buy.

There are many commodities in demand in Monopoly City. Some of them will be in demand
throughout the game, and some will only be available after a certain year. Computers, for example, are
not available until 1980.

Check the previous table for the list of all the commodities in the game, their costs, their default
selling price, the stores that carry them, and when they first become available.

Profit Margins
Different businesses have different profit margins. The profit margin is a measure of how much a busi-
ness costs to operate versus how much cash it brings in.

Most of the businesses in the game have fairly similar profit margins. Some are slightly better,
some are slightly worse—but no businesses have such great profit margins that you should build them
even if there’s little demand. Likewise, no business has such bad profit margins that you should avoid
building it when there’s high demand with the exception of computer stores (see the following tip).
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Tip
Computer stores are an exception tothis rule. They have such outstand-ing profit margins that you shouldbuild them even if there’s only mar-ginal demand for computers.

More important than profit margins is total profit, which is discussed in the next section.

Profit Margin vs. Total Profit
Stores that sell expensive goods will generate a lot more total profit than stores selling cheap goods.

For example, a Jewelry Store will always generate much more cash than a News Stand, assuming that

both commodities are in equal demand. It’s simply the case that jewelry is a higher-priced item, so

each sale generates more dollars.

It costs more to restock a store with expensive commodities, but it’s still a lot easier to turn a hefty

profit with a Jewelry or Clothing Store than it is with a News Stand or Bakery.

Should you therefore avoid News Stands and Bakeries? No, but if possible, your first few stores

should sell higher-priced items. This will ensure good income right from the start. Later, you can add

stores that sell those lower-priced commodities.

Adjusting Prices
You won’t always be able to get the default prices for a given commodity. How much you can charge for

merchandise will depend largely on where your store is located (high- or low-prestige area), how much

demand there is for the merchandise, and whether there are any competing stores nearby. Depending on

the situation, you may be able to raise the retail price above the default price, but this is rare.

Ideally, you should charge as much as possible without driving away your customers. The only

surefire way to set the prices correctly is by trial and error. Monitor your stores, and check which com-

modities aren’t selling well; these commodities should have their prices lowered. Meanwhile, hot

commodities’ prices can be adjusted upward.

Spoilage
It is important to make sure your merchandise is mostly sold out by the end of the day (or evening for

nighttime stores) due to “spoilage.” Half of all stock that wasn’t sold will spoil overnight and have to

be restocked.
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Time of Day
Pay attention to the time of day when you construct your stores. Your main concern is avoiding
spoilage.

When a new store is built, it’s instantly stocked with commodities—providing that the construc-
tion happens between 6 a.m. and the store’s typical closing time. Note that these commodities are
not free; the cost of the commodities is added to the cost of building the store.

Because of this auto-stocking, you should try to construct daytime stores between midnight and 9
a.m., and nighttime stores between midnight and 6 p.m. This gives the stores time to sell the goods
they are auto-stocked with.

If you build the stores outside of these times, you may be faced with a situation where the store is
built and fully stocked just one hour before closing time, giving customers little time to buy anything. As a
result, the commodities spoil and you lose money.

This rule applies to items that you would expect to spoil, such as fruit and vegetables, as well as

those you might not expect to spoil, like antiques. So, be careful not to have too much stock left over

at the end of the day, especially for expensive items such as jewelry.

Building Considerations
When should you build stores? When should you sell them? Is there a particular time of day that’s best
for building? These questions are answered in the next few sections.

Bank Balance
When you’re trying to decide whether to start new construction, the most pressing question is: “Do I
have the money for this?”

Every day at midnight, your financers perform a solvency
check. If you are in debt at mid-
night, you will be issued a 24-
hour warning. This means that if
you are not out of debt by mid-
night the following day, you are
considered bankrupt and ejected
from the game.

You shouldn’t build anything
new if you’re under a 
solvency warning and you’re not
sure if you’ll have the cash to bail
yourself out by the next midnight.

Tip
If you go into debt more than

$10,000, you aren’t allowed to

start any new construction. You

can’t initiate auctions, either.

Therefore, it’s important to note

that while going $10,000 in debt doesn’t cause you

to automatically lose the game, it does seriously

restrict your options.
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Here’s a review of the important daily events in
Monopoly City:

6 a.m. Restock stores, pay/collect rent on land, collect
rent from apartment tenants, pay utilities, and
collect income from railroads and utilities

9 a.m. Daytime businesses open

5 p.m. Daytime businesses close

6 p.m. Nighttime businesses open, voting takes place, if
any (more on voting in Chapter 3)

12 a.m. (Midnight) Solvency check, nighttime 
businesses close

Tip
If you have enough money, you can

build stores at any time of the day.

Building within the times we suggest

is an advanced technique that’s use-

ful for saving a little extra money

and is mainly useful in extremely tight games.

If you’re in debt at
midnight, you’ll be
placed under a 
24-hour warning.

Refurbishing and
Demolishing Stores
You can refurbish or demolish stores. Refurbishing allows you
to change the commodity sold by the store, while demolish-
ing a store simply eliminates it.

You should typically not use these options. If a business
is failing, you’ll usually just want to sell it.
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The Auction
Process
When you decide you wish to own
a block, you must select it and put
it up for auction. Starting an auction
will trigger the auction countdown
timer. The auction will occur after
the timer has finished.

Only one auction can be queued up at any given
time. This delay gives your opponents time to look at the block
and decide if they want to bid on it.

All players are present at the auctions. If any player does not
wish to bid, he or she can simply pull out.

Tip
It’s important to understand that

you don’t need to own a lease in

order to build. Owning the lease

just entitles you to certain

advantages—for example, your

businesses don’t have to pay rent.

If you’re not interested
in the property being

auctioned, you can simply
pull out of the auction.

You can lease all of the classic Monopoly®

board game blocks (such as Boardwalk and
Kentucky Avenue) and also the railroads and utilities.

A lease on a property lasts 25 years (5 game
days). At the end of this time period, the lease expires and ownership of the
block reverts to the city. The block is then available for lease to anyone. You do not lose control of
buildings you have created there during that time, however.

Selling Stores
You can sell individual businesses to the city. But since the Monopoly Tycoon game is a game of
acquisition, not selling, you usually won’t want to sell properties.

The one time selling businesses is handy is when you’re about to be ejected from the game due
to debt. If you need some quick cash to get out of debt, selling your businesses can be the only real-
istic way to get back in the black.

Though, again, you generally shouldn’t sell businesses unless you absolutely have to.

Auctions and
Leases
The best way to get ahead in the Monopoly
Tycoon game is to become a landlord. You do this
by leasing blocks from the city.

Note
We use the terms “lease”and “buy” interchangeablywhen we’re talking aboutobtaining blocks, rail-roads, and utilities.
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While the auction timer is counting down, the building rights on the block to be

sold are closed, meaning that you can’t build anything on that block; nor can anyone else.

After the auction, the building rights remain closed until the owner of the block decides to acti-
vate them. Once activated, the building rights are open exclusively to the owner of the block for 24
hours. After that time, anyone can build on the block.

You can sell your
lease on a property.

Selling Leased Properties
You can also sell leases. Selling a lease triggers an auction for
the property. The city provides the opening bid. You cannot
bid in the auction.

You can also try to lease a property owned by an opponent by offering them a lease price. They
can, of course, decline. Remember that each block has a guide price that roughly corresponds to the
prestige of the block. If you trigger an auction to sell off a property and avoid bankruptcy, the block
will be sold to the city for its guide price if no one bids.

Conversely, your opponents may also offer to buy out your leases. You can decline or accept. If you
accept, an auction is triggered with the offered price as the first bid. You cannot bid in this auction.

Auction Timing
If you think you might go into debt during the course of an auction, consider not starting that auction
until 7:20 pm or later.

Any auction started just after 7:20 p.m. will
occur just after the midnight sol-
vency check, giving you an extra
day to get out of any debt you
may incur during the auction.

Starting auctions after 7:20
p.m. is a major part of our auction
strategy, both for single-player and
multiplayer games.

Tip
If you’re already under a 24-hour

solvency warning, waiting to

start an auction after 7:20 p.m. is

an especially good idea.

Benefits of Property Ownership
When the auction is done and the dust settles, you may find yourself in possession of a new property.
The following sections explain the advantages of owning each type of property.
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Benefits of Railroads
Here are the benefits of owning railroads:

The amount of freight charges you’ll collect depends on how many railroads you own.

Collect $200 if one railroad is owned.
Collect $400 for each railroad if two are owned
($800 total).
Collect $600 for each railroad if three are owned
($1800 total).
Collect $800 for each railroad if all four are
owned ($3200 total).

Collect freight charges every day at 6 a.m.
Collect daily ticket sales every day at 6 a.m.

Benefits of Standard Blocks
Here are the benefits of owning a typical block:

Don’t have to pay rent on your businesses

Collect rent on buildings owned by the city or
opponents every 6 a.m.

Can buy out city and opponent-owned businesses

24-hour exclusive building rights

Can build landscaping

Lease owner owns landscaping even if previous
owner built it

The 24-hour exclusive 
building rights are a particularly
powerful tool. Once activated,
you can build exclusively on the
block for a full day. If you fill up
the whole block during this time,
you can effectively shut your
opponents out of the area.

Tip
The most efficient time to buy out

an opponent’s business is between

6 and 9 a.m. This way, you get to

collect the rent from your oppo-

nent at 6 (before you take control

of the business), and you also get to benefit from a

full day of merchandise sales (after you take over).
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In addition to freight, you’ll collect money from daily ticket sales. Unlike freight, ticket

sales produce variable amounts of income, so you can’t predict the exact amount. However, you can
be sure to collect the following percentages of ticket sales:

25% of ticket sales if one railroad owned
50% of each railroad’s sales if two railroads owned
75% of each railroad’s sales if three railroads owned
100% of each railroad’s sales if four railroads owned

There’s money to
be made by owning
the railroads.

For example, if you own the Reading and the Shortline,
you’ll get 50 percent of freight fees and 50 percent of ticket
sales from the Shortline, plus 50 percent of freight fees and
50 percent of ticket sales from the Reading.

Benefits of Utilities
When you own utilities, you collect fees every day at 6 a.m. The percentages are as follows:

25% of fees if one utility owned
50% of fees for each if two utilities owned
75% of fees for each if three utilities owned
100% of fees for each if four utilities owned

For example, if you own both the Gasworks and the Telecoms, you’ll earn 50 percent of the
Telecom fees and 50 percent of the Gasworks fees.

Also, note that your businesses don’t have to pay utility fees on the utilities that you own.

It’s important to realize that utilities become more and more valuable as the city grows. The more
businesses are built, the more utilities are used and the more money they collect.

The businesses that pay the most utility bills are:
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The ability to cheaply buy out opponent-owned busi-
nesses is vital. Buying out opponents’ businesses is usually
a bad idea if you don’t have the monopoly; it’s just not
cost-effective. If you do have the monopoly, you can deal a
double strike to the opponent by taking away his or her
businesses while adding to your own earning potential.

Hotels are most valuable if no other players have any.
Once other players start to develop monopolies and build
their own hotels, the market becomes saturated.

You can only build hotels if
you have a monopoly.

You can buy out city- or opponent-owned businesses
for a greatly reduced cost.
You can build hotels and capture the tourist market.
You retain possession of hotels even after you no
longer have a monopoly.

Electricity: Amusement Arcades, Cinemas, Ballrooms
Gasworks: Bakeries, Butcher Shops, Cafés, Diners,

Restaurants
Water Works: Fish Markets, Cafés, Diners, Fast Food

Outlets, Restaurants
Telecoms: Department Stores, Restaurants, Doctors’

Offices, Phone Shops, Travel Agencies

Utilities can 
provide you with

steady income.

Monopolies
If you manage to lease all of the properties of the same 
color, you’ll get a monopoly. Having a monopoly confers 
several advantages:
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Buy leases on all properties in a monopoly within a short time frame, if possible.

Otherwise, the first one might expire before you buy the last one, and you won’t have a monopoly.

This Chance Card
allows you to

restock your stores
for half price.

Chance Cards
This last section lists the various chance cards you’ll draw in the
Monopoly Tycoon game. The cards are broken up by theme;
some cards earn you money, some cost you money, some
allow you to disrupt opponents’ businesses, and so forth.

“Get Money” Cards
These cards are very simple: They add the indicated amount of money to your account instantly.

Life Insurance Matures Collect $200
Income Tax Refund Collect $400
Receive For Services $500
Bank Error in Your Favor Collect $400
You Have Won Second Prize In a Beauty Contest Collect
$200
You Inherit $200
Xmas Fund Matures Collect $200
Annuity Matures Collect $400
Receive Interest on Preference Shares $250
Your Building Loan Matures Collect $300
Bank Pays You a Dividend of $800
You Have Won a Crossword Competition Collect $200
You Win the City Lottery Collect $400
Somehow, You Have Won 1st Prize in a Beauty Contest
Collect $800
The City Awards You a $500 Bonus for Services Rendered

“Lose Money” Cards
These cards instantly subtract the indicated amount from your bank account. The money simply disap-
pears; it does not go to any other players.
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“Monetary Aid” Cards
If you are currently the player with the least cash, these cards can help you out. If you are the player
with the most cash, you may be required to Help the Poor. If you are currently somewhere in the mid-
dle as far as cash is concerned, these cards will have no effect on you.

“Collect Money” Cards
This type of card allows you to instantly collect the indicated amount from each player in the game.
Naturally, the more opponents in the game, the more valuable these cards will be.

Collect $80 From Every Player for Organizing Special
Event at City Hall
It is Your Birthday: Collect $200 From Each Player

“Pay Out Money” Cards
These cards are the reverse of the “collect money” cards; they cause you to pay money to every
other player.

You Have Been Elected Chairman of the Board: Pay
Each Player $250
Share Your Wealth: Pay $200 to Each Player

Pay School Tax of $300
Pay Hospital $200
Doctors Fee Pay $300
Pay Your Insurance Premium $500
Pay for City Services $200
Pay a $200 Fine for Being in the Wrong Place at the
Wrong Time
Parking Fine $100
Pay Road Maintenance $300
Pay Police & Fire Services $200

Cash Boost: If you have the least cash of all players,
receive $400 in city aid.
Cash Boost: If you have the least cash of all players,
receive $1000 in city aid.
Help the Poor: If you have the most cash of all play-
ers, give $400 to the player that has the least.
Help the Poor: If you have the most cash of all play-
ers, give $750 to the player that has the least.
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Asset-Based “Lose Money” Cards
These cards require you to pay fees based on your assets, such as railroads, utilities, and businesses.

Asset-Based “Receive Money” Cards
These cards award you money for park land you own and tenants currently residing in your
apartment complexes.

Beautiful City: You are awarded $10 per unit of park
land that you own for beautifying the city (Max $400).
Beautiful City: You are awarded $20 per unit of park
land that you own for beautifying the city.
Serving the City: Receive $5 bonus for each citizen
housed in your apartments.
Serving the City: Receive $4 bonus for each citizen
housed in your apartments.

Pay Property Tax on your business empire: $20 each
business. (Max $400)
Pay Surveyor’s fees on properties owned: $50 each
property.
Safety Checks: Pay $100 for each Railroad Station
you own.
Safety Checks: Pay $200 for each Railroad Station
you own.
City Inspection: Pay $100 for each Utility you own.
City Inspection: Pay $500 for each Utility you own.

“Utility Fee” Cards
These cards require you to pay extra money to a utility based on either the number of businesses you
own or the amount of park land you own. Of course, if you own the utility in question, you need not
worry about these cards.

Drought Warning: Pay $10 water tax for each unit of
park land you own (Max $400). Money goes to the
owner of the Waterworks.
Drought Warning: Pay $20 water tax for each unit 
of park land you own. Money goes to the owner of 
the Waterworks.
Rewiring: Pay $6 for each business (Max $400) you own.
Money goes to the owner of the Electric Company.
Rewiring: Pay $10 for each business you own. Money
goes to the owner of the Electric Company.
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“Utility Refund” Cards
You only need to worry about these cards if you own the utility in question. If you draw them, you will
pay your opponents for each of their businesses that use the utility in question.

“Utility Compensation” Cards
You only need to worry about these cards if you own the utility in question. If you draw these cards,
you will not collect the usual usage fees on the following day.

If you are the owner of the Water Works, compensate
customers for water contamination: No charge for
water tomorrow.
If you are the owner of the Electric Company, compen-
sate customers for brownouts: No charge for elec-
tricity tomorrow.
If you are the owner of the Gasworks, compensate cus-
tomers for gas leaks: No charge for gas tomorrow.
If you are the owner of the Telecoms Company, com-
pensate customers for dropped lines: No charge for
telecoms tomorrow.

If you are the owner of the Water Works, compensate
customers for water contamination: Refund to each
player $10 for each of their businesses that use
water.
If you are the owner of the Electric Company, com
pensate customers for brownouts: Refund to 
each player $10 for each of their businesses that use
electricity.
If you are the owner of the Gasworks, compensate
customers for gas leaks: Refund to each player $10
for each of their businesses that use gas.
If you are the owner of the Telecoms Company, compensate
customers for dropped lines: Refund to each player $10
for each of their businesses that use telecoms.

New Gas Pipes: Pay $6 for each business (Max $400)
you own. Money goes to the owner of the Gasworks.
New Gas Pipes: Pay $10 for each business you own.
Money goes to the owner of the Gasworks.
Upgrade Phone Lines: Pay $6 for each business (Max
$400) you own. Money goes to the owner of the
Telecoms company.
Upgrade Phone Lines: Pay $10 for each business you
own. Money goes to the owner of the Telecoms company.
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Make general repairs: Pay $20 for every medium-
quality building you own.
Make general repairs: Pay $30 for every low-quality
building you own.
Make general repairs: Pay $40 for every low-quality
building you own.

“Restocking” Cards
These cards affect the restocking of your stores.

“Building Repair” Cards
These cards require you to pay extra money based on the quality of your buildings. 

Notice that high-quality buildings never have to pay for repairs. In addition, low-quality buildings
both cost more to repair and require repairs more often than medium-quality buildings.

Half Price Stock purchase: 50% off your next
restocking in all stores.

Special Re-Stock: Select one of your businesses for a
one-off stock reordering. The store will be instantly
restocked at no cost.

Stock shortage: Next time your stores get restocked
they will only receive 50% of the stock ordered.

“Good Publicity” Cards
These cards are used on your own stores or blocks to increase the sales of your businesses.

Shopping Center Publicity: Select a city block; triggers a
one-day advertising campaign for the chosen city block.
Store Publicity: Select one of your stores to promote;
will increase its appeal to each citizen that is inter-
ested in the goods sold.

“Mess With Your Neighbor” Cards 
(Store Level)
These cards target one of your opponents’ stores and cause some sort of disruption.

Store Strike: Select an opponent’s store; forces the
store to close for the remainder of the day.
Price Adjuster: Select an opponent’s store. You can
secretly adjust the price of one commodity up or down.
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“Mess With Your Neighbor” Cards 
(Block Level)
These cards affect all businesses on a given block.

Inflated Prices: Select an opponent’s block; affects
every citizen’s perception of commodity prices on the
affected block. Effects expire at end of current day.
Bad Publicity: Select an opponent’s block; removes
every citizen’s awareness of the selected block.
Effects expire at end of current day.
Early Lease Expire: Select a block you own; forces
the lease agreements that are currently in place to
expire.
Force a Block to Auction: Select an opponent’s block,
which will be forced to auction. The city will provide
the opening bid (50% of block value).

Stock Write-off: Select an opponent’s store. All
remaining stock in that store is instantly written off.
Hostile Takeover: Select an opponent’s store that 
you wish to buy out. You will pay a sum to the 
current owner equal to the current business value
of the store.
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General Strategy
Now that you’ve learned most of the basics of the Monopoly Tycoon game, it’s time to put everything
together. This chapter provides a blueprint for success, as well as tips on specific aspects of the game.

Chapters 4 through 7 walk you through specific single-player scenarios, but before starting those—it
will give you a good foundation and teach you how to proceed in a typical scenario. Then, you can refer
to the walkthroughs for scenario-specific advice.

Generating Income
There are several ways of generating income in the Monopoly Tycoon game. Some are more suitable
than others for the single-player game. Here’s a brief look at each method, with notes on when to focus
on each.

Railroads as the
Cornerstone
Our strategies for the single-player game often begin with the
purchase of railroads. If you capture all four railroads early in
the game, you’ll assure yourself a solid, consistent source of
income that gives you a leg up on the competition.

The key is to get all four railroads; they have a multiplying
effect, generating more income as you acquire more of them.

Buy up the railroads
at the beginning of

almost every scenario.

Sometimes your
opponents will bid
up the railroads.

In a typical single-player scenario, if you immediately auc-
tion and buy all four railroads one after the other, you can
expect to pay a total of about $8,000. This money is made
back very quickly.
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Both newspapers and
clothing are in demand
on Connecticut Avenue.

Building Stores
A good rule of thumb is to build the most profitable stores
first. As explained in Chapter 2, the most profitable stores are
the ones that sell the most expensive commodities.

For example, the results from a poll on Connecticut Avenue
show both newspapers and clothing are in demand. Build a
store for clothing first, even though there may be slightly more
demand for newspapers. When you have more money in the
bank, you can go after the smaller, less profitable markets.

Generally, you’ll either want to
grab the railroads early in the
game, or ignore them altogether.
Taking them early allows you to col-
lect income over a longer period of
time, while taking them later is
much less effective.

Tip
The guaranteed income from own-

ing all four railroads is $3,200 a

day. Plus, you’ll receive a variable

extra amount from ticket sales

(often between $150 and $800).

Income From Utilities
Utilities are particularly useful in multiplayer games; Chapter 8 devotes a good deal of attention to the
benefits of utilities.

In a single-player game, utilities are still useful, but they
aren’t the all-powerful juggernauts that they are in multiplayer.

We generally recommend buying railroads first in the
single-player game, and then focusing on the utilities later.
Since the utilities’ earning power is directly based on the
number of businesses that use their services, the utilities’
earning potential is much greater later in the game. Buying
them immediately is therefore not terribly useful.

Buy up the utili-
ties when you have

the money.

You’ll build stores in almost every game, but as you’ll see when you read our walkthroughs, building
stores doesn’t need to be the cornerstone of your strategy. Buying utilities, railroads, and opponents’
stores can be an excellent path to wealth, as well.
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Buying Stores
You can buy stores that are owned by either the city or your opponents. To buy a store, you need to
lease the block it’s situated upon.

Buying out opponents’ stores is almost always a good idea in the single-player game. This is espe-
cially the case if you get a monopoly first, because this allows you to buy the business at a very favorable
price. Buying businesses on blocks where you don’t have a monopoly is expensive (you pay more than
the business’s value), but it’s still often worth it—especially if you target your closest opponent’s stores,
thus depriving him or her of wealth.

Create a monopoly
and buy out your
opponents’ stores.

Tip
If you’re ahead in the single-player game, don’t
allow your opponents to buy the lease on any
blocks where you own stores—and never, ever let
them get a monopoly. This will keep them down and
prevent them from buying out your businesses.

In fact, in many single-player missions, you can get by
with very minimal construction. Instead, simply buy your
opponents’ most profitable businesses. If you do this enough,
and have income from railroads and utilities as well, you’re
certain to put yourself in a position to win.

Often, you’ll want to
renew your leases,
especially on rail-
roads and utilities.

Renewing Leases
Leases expire after 25 years (five game days). As leases expire,
you face the decision of whether to renew them.



40
40

40

™

Prima’s Official Strategy Guide
If the end of the scenario is approaching, you may not want to renew your leases. In this situation,

you may not have time to get your money back out. However, if your opponents start an auction to lease
a property where you have stores, outbid them if you can.

Don’t worry too much about expiring railroad and utility leases near the end of a scenario unless one
opponent stands a chance of getting all four; the opponent won’t be able to profit much from them in
such a short timeframe. The exception to this is in the “Empire Value” scenarios, where your leases on the
railroads and utilities have intrinsic worth because they count toward your Empire Value.

General Formula for Single-Player
Scenarios
We follow a fairly simple formula in most single-player scenarios. We’ll explain this formula in the next
few paragraphs, and then discuss variations on the formula. The variations are used in specific scenarios
depending on what the victory condition for those scenarios are.

The formula is as follows:

Buy all four railroads before 6 a.m. in 1935.
While waiting for the railroads, build one or two  prof-
itable stores—but don’t spend over $2,000 on them.
If out of debt in 1935, buy utilities. Otherwise, wait
until out of debt before buying them.
Build a few more stores here and there, as permitted
by your bank account.
Buy up monopolies on already developed land—
especially those built up by your closest opponent(s).
When a monopoly is achieved, buy out of your
opponent’s stores on that territory.
After taking over a good chunk of your closest
opponent’s empire, select an undeveloped block or
three and build your own development complete
with apartments, shops, and hotels.

That, in essence, is our single-player formula. It’s simple but powerful. Depending on the length and
difficulty of the scenario, you might not get to all of these steps; instead, you may very well win after
completing the first few!

There are a few modifications to this formula, which depend on the victory conditions of the sce-
nario you’re playing. The following sections explain them.
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The least popular
player is voted out
in Last Man Standing.

The Last Man Standing scenarios add voting to the mix. In
true “Last Man Standing” scenarios, a vote is held every third
day. The player that’s least popular (the player with the fewest
votes) gets kicked out. This process continues until only one
player remains: The winner.

Last Man Standing Scenarios

Another variant is the Race for Mayor scenario, in which periodic votes are also held. In this case,
however, nobody gets kicked out. The winner of each vote gets a rosette (a token of victory), and when
one player has collected a certain number of rosettes, he or she wins.

The citizens of Monopoly
City decide whom they like

best, and award a rosette in
Run for Mayor scenarios.

These games require you to be popular. Being popular is
very closely tied in with being successful at business, so you
don’t need to change your strategy too much. However, we
do recommend two things.

First, be even more careful than usual to keep your oppo-
nents down. Don’t let them lease anything if possible; bid
extra aggressively on auctions, and take over their businesses
instead of buying your own.

Consider building some
landscaping to increase
your popularity.

Second, occasionally add landscaping to your blocks.
(These are the only scenarios where we bother to landscape!)
You don’t need to do much. This is often sufficient to sway
the vote.
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Daily Profit Scenarios
Daily Profit scenarios challenge you to make a certain amount of money in one day. In such scenarios, you
should follow the typical formula until you’re fairly sure that you can earn the target profit. At that point,
go nuts. Build stores, lease blocks, and generally go on a spending spree. Just be sure that you’re done
before midnight!

When midnight rolls around, stop. Just sit on your hands for the next day, and let the profits roll in.

Don’t buy anything, since that would diminish your profit for the day!

Railroads and utilities are key to these scenarios. They give you steady income every day but don’t

take any upkeep beyond their initial cost (which will occur on a different day than the one you’re trying

to make your goal profit).

It’s important to realize that you don’t have to be out of debt in order to win these scenarios; it’s all

about the difference in your bank account from the start of the day to the end of the day. Therefore, you

can go into severe debt on the day before and still win the scenario.

Target Empire Value Scenarios
Target Empire Value scenarios reward the player with the highest Empire Value. Sometimes there’s a tar-

get Empire Value, and the first player to reach it is the winner. Other times, the game has a specified time

frame, and the player with the highest Empire Value at the end of this time is the winner.

Empire Value is a total measure of wealth; it includes not only cash, but also businesses, leases, and

utilities. Because everything is included in this measure, you don’t have to worry about building up cash

or holding back on construction. It’s simply a matter of building up quickly.

Since value is key in these scenarios, you should look especially hard for good deals. In particular,

you should only buy out opponents’ businesses when you have a monopoly! Since you can buy busi-

nesses for less than their value in spots where you have a monopoly, your Empire Value will immediately

increase with each purchase.

In fact, it’s even a good idea to buy out your opponents’ not-so-profitable businesses in places

where you have a monopoly. They’re still worth more than you’ll pay for them. Try not to take losses

though; set prices in less-profitable stores to at least break-even levels.

Sales Scenarios
Sales scenarios are won by the player who sells the most items. It doesn’t matter if those sales were
particularly profitable; in fact, they can even be unprofitable. They just have to be sales.

Follow the usual strategy in these missions until you have a fair amount of cash. After you’ve attained
steady cash flow, you might want to focus on lower-end businesses (such as Dairy Stores and
Newsstands), which generate lots of small sales, as opposed to stores that stock and sell fewer items.
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An extreme tactic in these scenarios is to build a huge Ice Cream Parlor on a busy,

low-prestige block, and set the price of ice cream to 10 cents! This tactic will lose a bit of money
but generate lots of sales. (Be sure not to do this until you have profits rolling in from other sources!)

Dealing with Financial Troubles
This chapter closes with a few important tips on avoiding financial crises. Always remember: Being in
debt for two days in a row will cause you to lose!

Start Auctions After 7:20 p.m.
Starting an auction after 7:20 p.m. ensures that it won’t actually happen until after midnight—in other
words, the auction happens at the start of the next day. This way, if you go into debt during the auction,
you’ll have nearly two full days to climb back out of debt.

On the other hand, if you go into debt near the end of a
day, you’ll get slapped with a solvency warning almost imme-
diately, and you’ll have to be very careful not to be in debt on
the next midnight check.

Ultimately, the “start auctions after 7:20 p.m.” rule is all about
buying time and giving yourself some extra breathing room. It
allows you to freely bid as high as you need to, knowing full well
that you’ll have two full days to fix your financial situation.

An auction started at 7:20 p.m.
will occur just after the mid-

night solvency check.

Refrain from Excessive Building

It may be an obvious statement, but we’ll say it anyway: Stop building or buying new businesses if
you’re in dire financial straits. This requires extra patience when you’re waiting for a railroad or utility auc-
tion to come due and you’d like to do something in the meantime. Money is tight in the game’s early
stages, so often you can’t build too much while you’re waiting for those auctions to come due. Learn to
be patient and you’ll be a better player.

Use Chance Cards as a Last Resort
Chance Cards are just as likely to hurt your finances as to help them. Here are few simple rules for using
them near the all-important midnight hour:
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1. If midnight approaches and you’ve just barely out of
debt (say, you have a total of $50 to your name), never use
a Chance Card. If the card is negative and it costs you
money, you might go into debt and fail your solvency check.

2. If midnight’s approaching and you’re a couple hundred
dollars in debt, you can use a Chance Card as a last
resort. If it’s a beneficial card, you might just win enough
money to get out of debt before the solvency check.

3. Finally, if midnight is approaching and you’re in good
financial shape—but one of your opponents isn’t—try
the Chance Card. If it’s a card that lets you zing your
opponent, you might be able to knock him or her into
debt just before midnight and make him or her fail the
solvency check. On rare occasions, this ploy can even
win you the game outright!
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Gold Cup Starting Funds: $10,000
Silver Cup Starting Funds: $12,000
Bronze Cup Starting Funds: $15,000
Number of Opponents: 0
Start Date: 1930

Scenario Description
Make at least 100 sales to complete this level. You need to build businesses in order to make sales;
there are no other players, so there is no pressure.

Victory Condition
Make 100 sales; it’s as simple as that. You can obviously win this scenario without our walkthrough,
but our walkthrough will help you to beat the mission
very quickly.

Walkthrough
As soon as the mission starts,
switch to City View. Select 
Port Jefferson. 

Tip
Choose any of the blocks in

Monopoly City that has an

apartment complex—or, if you are

really patient, any block that

allows building. However, Port

Jefferson is one of the busiest and cheapest blocks

available, with a large apartment complex already

in place. We recommend it as a good starting place.

Walkthrough:
Scenarios 1-4

The first four scenarios are quite relaxed; in fact, the first two scenarios don’t feature any competition
at all! Beating them is simply a matter of not beating yourself. Still, they provide a good opportunity to
practice the general techniques that you’ll use time and again throughout the game.

You can beat these scenarios by using a wide variety of techniques, so think of our strategies as
recommendations rather than strict guidelines.

Our strategies are proven at the Gold Cup difficulty, which is the level we recommend for 
most players. 

Scenario 1: Starting Out
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Port Jefferson already has a
large apartment complex that
is owned by the city.

Commission a poll to
determine what the
citizens are buying.

Switch to Block View, and then click on the Commission
Poll option. 

Tip
Commissioned Polls are very useful

in the Monopoly Tycoon game. Use

them extensively in each scenario.

They are your link to the trends in

the marketplace; without them,

you’d have no idea what businesses to build.

Tip
When we say “2x2,” we mean this:
As you drag a footprint for thebuilding in construction mode,make it two units by two units.When we say “low quality,” we

refer to construction quality. Low-quality buildings

are cheaper to build than high-quality buildings.

Referring to the poll results, build a 2x2, low-quality store for each of the three highest-ranked
daytime commodities.

™
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When you’ve finished placing your day businesses, add another low-quality structure, this one
devoted to the highest-ranked nighttime business (from the poll).

Place your first day
business adjacent to the
apartment building.

Place the other two day-
time businesses nearby.

Tip
Port Jefferson is a low-prestige

block. In general, if you’re

building in a low-prestige area,

the citizens are not as concerned

with the quality of the stores.

Therefore, low-quality stores make the most sense.

Place the night business
on the next block if you
run out of room.

Once you’ve completed construction, sit back and
watch the sales pour in. You should have enough sales by the
end of the day to win the game.

Not too tough, huh? Don’t worry, the challenge will 
ramp up soon.
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Gold Cup Starting Funds: $10,000
Silver Cup Starting Funds: $12,000
Bronze Cup Starting Funds: $15,000
Number of Opponents: 0
Start Date: 1930

Scenario Description
This scenario is very similar to the last one; the winning
conditions are based on total sales, and you have no
opponents to deal with. This time, however, there are no
preexisting apartment buildings. You need to provide
housing for the citizens before they can start shopping.

There are no preexisting
apartments at the start

of this scenario.

Victory Condition
Make 100 sales. Sound familiar? The added wrinkle is that you need to create housing before you can
start building shops. The housing won’t directly help your sales total (i.e. rentals don’t count as sales
for the purpose of winning the mission), but it will provide your shops with customers.

Build an apartment
building to house your
future customers.

Walkthrough
As soon as the mission starts, switch to City View and select
Port Jefferson. Build a 3x4, eight-story, low-quality apartment
building. Now, wait until some people move in.
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Tip
Again, you could have chosen any

block that allows construction.

However, Port Jefferson will once

again meet your needs quite nicely.

It’s so cheap—and we love cheap!

Conduct a commission
poll to see what’s hot.

Once you have people in your apartment building,
switch back to City View. Commission a poll to see which
commodities are in demand. 

Place the daytime
businesses near the
apartment building.

On Port Jefferson, build 2x2 low-quality stores for the
four highest-ranked daytime commodities, and a medium-
sized low-quality building (2x3 or 3x3) of the highest-ranking
nighttime business. 

Tip
If you want to spread out, build

your nighttime business on

Hempstead Harbor, one block east

of Port Jefferson.
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You can place your night business
on Port Jefferson, or next door on
Hempstead Harbor.

After the construction of your buildings is complete, it
will only take a day or two for you to meet your sales require-
ment. When you reach 100 sales, you win 
the scenario.

Tip
Okay, that still wasn’t too tough.

But the next mission features (drum

roll please!) a real, silicon-powered

opponent! You’ll have to be a little

sharper if you want to win the next one.

Scenario Description
200 sales is your goal. Just as in the first scenario, you’ll need
to build a variety of stores—but this time there’s another
player in the game. Your opponent will try to reach the 200
sales mark before you do. This means it’s important to quickly
build the shops with goods in high demand.

This time, you have
an opponent to

worry about.

Scenario 3: Compete for Sales

™
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Gold Cup Starting Funds: $10,000
Silver Cup Starting Funds: $12,000
Bronze Cup Starting Funds: $15,000
Number of Opponents: 1
Start Date: 1930
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Victory Condition
Be the first to make 200 sales. This shouldn’t be a problem if you follow our walkthrough.

Walkthrough
When the scenario starts, switch to City View. Look for a busy
block with an apartment building on it. In this example, we’ll
use Port Jefferson.

Switching to City View reveals several
pre-constructed apartments.

Commission a poll to reveal
the top commodities.

Conduct a poll on your chosen apartment complex, to
figure out what the tenants would like to buy. 

Build stores for
the commodities in
high demand.

Build five small (2x3), low-quality daytime businesses,
one for each of the top five daytime business commodities.
Then, build a medium-size, low-quality building to house the
top night business. 
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Tip
You may not have enough room on

Port Jefferson to place all of your

buildings. If you run out of room,

place your night business one block

over, on Hempstead Harbor.

A night business on Hempstead
Harbor will give you a piece
of the evening market.

After you place all of your buildings, switch the Player
Comparison panel to “Sales” and watch your sales grow. If
you chose the right buildings, you’ll be well ahead of your
opponent all day. When you’ve sold 200 items, you win.

Sit back and watch
the sales roll in.

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Number of Opponents: 2
Start Date: 1930
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You have two opponents to
deal with in this scenario.

Scenario Description
As this scenario begins, many of the city’s blocks are
already populated with stores and apartment buildings. In
addition, there are three opponents who will try to make
their $3,000 profit before you do. 

One of our approaches to this scenario is to look for pre-existing business opportunities, then buy
up and expand our own shopping center. The other approach is to forget about shopping altogether
and just go for the railroads.

We’ll describe both strategies in the walkthrough, so you can pick whichever is right for you.

Victory Condition
Be the first to make a profit of $3,000 is a single day. You have two opponents to worry about this
time, not just one.

It’s important to realize that your goal is not to necessarily amass a lot of cash or even to be out of
debt. At the end of the day, you simply have to end up $3,000 ahead of where you started at the
beginning of the day. If you start the day at -$2,000, therefore, and end up with +$1,000, you’ll win
the scenario!

Walkthrough
This walkthrough is actually two walkthroughs, both of which will work. Read about both and try
whichever one appeals to you!

New York Avenue contains 
several nighttime businesses,

but no daytime businesses.

The Old-Fashioned Way
At the beginning of the scenario, there are several blocks
owned by the city. Check out the businesses located on each.
In our example, New York Avenue is built up with several
nighttime businesses, but no daytime businesses are nearby.
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A poll reveals what com-
modities are in demand.

Commission a poll and see what commodities are 
in demand for New York Avenue (or whichever block you
choose). 

Next, build stores that sell each of the top few commodities; build them on Tennessee Avenue
(since New York Avenue is largely full).

™
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Tip
The best stores for this scenario are

those that sell relatively high-priced

goods in high demand, such as clothing,

furniture, and electrical goods.

Build several stores
on Tennessee Avenue.

Make sure your
inventory is moving.

Adjust the prices in your stores as necessary to make
sure they’re turning a profit.
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Switch back to City View and look for another block that’s been built up. In
this example, Virginia Avenue is full of daytime stores, but there are no nighttime
businesses nearby.

Virginia Avenue has
been built up with
daytime businesses.

Place popular night-
time businesses on

States Avenue.

Commission a poll to see what nighttime commodities
are hot, and then build a few stores on States Avenue for
those commodities.

Take a break from construction and allow your bank
account to recover. When it does, look into leasing some of
the other blocks built up by the city. In this example, we’ll
buy up the Port Jefferson group. Start auctions for—and
lease—Port Jefferson, Albany Dock, and Hempstead Harbor. 

Auction and buy
Port Jefferson.
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When all three blocks are in your possession, buy out

the most profitable but reasonably priced businesses
located on those three blocks.

Tip
To boost sales, you may with toconstruct an additional apart-ment building on your newlyacquired property.

Tip
You may wish to wait until after 6 a.m.

to buy out the businesses. That way

you can collect rent on them but still

get the full benefit of the entire

shopping day, which starts at 9 a.m.

Buy out some of the
businesses located
on Albany Dock.

Consider placing an
apartment building on
Hempstead Harbor.

Continue watching closely over your stores, and looking for
opportunities to construct or buy more successful businesses.



The first order of
business is to acquire
the Shortline.

When the auction occurs, bid as much as necessary to
buy the Shortline railroad. 

You win!
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Auction Mania.
This is the alternate way to win.
When the scenario starts,
immediately start an auction on
the Shortline Railroad.

Tip
Your opponents may decide to take

blocks to auction. It’s up to you and

your bank account as to whether

you want to participate.

When you make $3,000 in one day, you win the scenario.

Tip
It really doesn’t matter which rail-
road you buy first; you’ll be buying
all of them eventually.

Tip
You may need to outbid a tenacious

opponent; however, the bidding will

probably not go much over $1,200.
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Buy the Reading Railroad when the auction comes due.
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One or more of your
opponents may try to
buy the railroads.

The instant that the auction is over, start another auction,
this time on Pennsylvania Railroad. Bid as much as necessary
to buy the railroad.

Start an auction on the
Pennsylvania Railroad.

As soon as the Pennsylvania Railroad auction is over,
check the time of day. If the time is 7:20 p.m. or later,
immediately start an auction on the Reading Railroad.

Tip
If you put a block up for auction

at (or after) 7:20 p.m., the auction

itself will occur after midnight.

This way, even if you go into debt

to purchase the railroad, you’ll

have a full day to recover before the next midnight

credit check.
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Start an auction for the Reading
Railroad after 7:20 p.m.

Tip
If you were fast enough in starting

the auctions, you will have all

four railroads in your possession

by 6 a.m., so at 6 a.m. you will

receive 100% of the fees associated

with the railroads.

Finally, once the Reading Railroad auction is over, start an 
auction on the B&O Railroad. Buy the B&O Railroad.

Tip
If the profit falls short, justbuy out a few opponent-ownedbusinesses, and then try again.The railroad income, plus thebusinesses’ income, will put youover the top.

The combined fees from all four railroads should exceed $3,000. As soon as you collect the fees
from the railroads, you win the scenario.
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Walkthrough:
Scenarios 5-8

These next four scenarios are considerably more challenging than the first four. You’ll face a variable
number of opponents based on the difficulty level you’re playing at. Since there’s competition, you’ll
need to refine your techniques. Follow our walkthroughs carefully to succeed in these four scenarios.

Scenario 5: First to be Worth $20,000

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 3
Bronze Cup Number of Opponents: 2
Start Date: 1930

You have several opponents
in this scenario.

Scenario Description
In this scenario, your goal is to be the first with an Empire
Value of $20,000. The value of your empire will include the
value of your businesses, any properties you own, plus the
cash in your bank account.

This time you have many opponents to deal with.

Our approach to this scenario is fairly straightforward: buy up the railroads for starting cash, then
branch out into the low-prestige blocks, and, finally, move to the higher-prestige areas.

Victory Condition
Be the first player to be worth $20,000. Again, note that Empire Value is the important thing, not cash.
You can have considerably less than $20,000 in cash and still win the scenario.
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Look for an inexpensive block with an apartment building and very few or no stores. Many times,
Hempstead Harbor and/or Vermont Avenue will fit this description. In this walkthrough, we’ll start with
Hempstead Harbor.

First, start an auction for
the Shortline Railroad.

Walkthrough
The first thing you’ll do in this scenario (and most subse-
quent scenarios) is to buy the railroads. As soon as the sce-
nario starts, put the Shortline up for auction. 

At the start of the scenario,
Monopoly City is already a

bustling metropolis.

While you’re waiting for that auction to start, switch to
City View. You’ll notice that many of the blocks have apart-
ments and a few stores already built. Your opponents will
begin building a few stores here and there.

Tip
If Hempstead Harbor is full when

you reach this point in the scenario,

look for another low- or medium-

prestige block to start with.

From the City View, commission a poll on Hempstead Harbor. Build small- to medium-size stores
for the top few commodities. Don’t spend more than $2,000 on this.
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Tip
The number of stores you build

depends on which commodities are in

demand. The important thing is not to

spend too much money. If you spend too

much you’ll get a warning at midnight and you

won’t be able to crawl out of debt the next day.

Hempstead Harbor
looks like a good
place to start.

Adjust the prices in your
stores to make sure your

goods are moving.

Watch your stores on Hempstead Harbor and make sure
your goods are moving. Adjust prices as necessary.

Put the Pennsylvania
Railroad up for auction.

Soon, it will be time for the Shortline Railroad auction. Outbid
any opposition and buy the Shortline. The instant that auction is
complete, start an auction on the Pennsylvania Railroad.
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Tip
Though it’s tempting to build more

stores while you wait for the auc-

tions to happen, hold off for now.

You’ll need the money to purchase

the railroads.

When it’s time for the
Pennsylvania Railroad auction, 
outbid any opposition and buy
the railroad. Then start an auction
on the Reading Railroad and buy
it. Finally, auction and buy the
B&O Railroad.

Tip
You will go into debt with theacquisition of the four rail-roads. With any luck, the busi-nesses on Hempstead Harbor will

help make up the difference. Ifyou didn’t overspend while constructing your
stores, your debt at 6 a.m. (after you collect the

railroad fees) should be manageable.

Your debt should
be fairly small
after 6 a.m.

Tip
In our case, commissioning a poll on

Marvin Gardens revealed demand

for Clothes, Books, and Movies.

Switching to Block View reveals

that there were currently only a

Dairy Store and Souvenir Shop built nearby. This was

a good place to expand our empire.

Now that you have a firm base of income from the rail-
roads, expand your empire. Depending on the competition,
you may continue to build up Hempstead Harbor, or look
for hot markets on the higher prestige blocks.
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Be an opportunist. Look for busy blocks and commission polls on them. Often you will find that
there are no nearby stores for several of the commodities in high demand. Build a store or two there,
then look for a different block. It’s fine to scatter your stores.

Commissioning a poll on
Marvin Gardens reveals what
commodities are in demand.

In Block View, you see what stores
and apartments have already been
built and who owns the buildings.

Tip
Remember to build medium- or 

high-quality stores on the higher-

prestige blocks. This produces the

best results.

The utilities are a good
source of steady income for
your growing empire.

Consider buying up the utilities when you have enough
cash in reserve. They provide a steady income each day.
(Start the auctions at or after 7:20 p.m.)

Watch the Empire Value on the Player Comparison panel. If you’ve built enough stores, you should
be well ahead of your closest opponent. Continue to build stores here and there until your Empire
Value is $20,000. When it reaches that mark, you win the scenario.
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Scenario 6: Greatest Empire
Value by 1945

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 4
Bronze Cup Number of Opponents: 3
Start Date: 1930
End Date: 1945

Scenario Description
This scenario is very similar to the last one. The only difference is that instead of building up to a spe-
cific Empire Value, you must be worth the most by a certain time—in this case, the beginning of 1945.

Victory Condition
Have the greatest Empire Value by the beginning of 1945. This means that you’ll continually have to
build and add stores to your empire, because as long as there’s time left, your opponents will
continue to build theirs.

Start an auction for the
Shortline Railroad.

Walkthrough
The first thing to do is buy the railroads. When the scenario
starts, put the Shortline up for auction. 

While you’re waiting for that auction to start, switch to City View. You’ll notice that many of the
blocks have apartments but not many have stores, so the playing field is wide open at this point. As
time progresses, your opponents may begin to build a few stores here and there.



66
66

66

™

Prima’s Official Strategy Guide

Connecticut Avenue is
one of several good

places to start.

Switch to City View and commission a poll on
Connecticut Avenue. Build small- to medium-size stores for
the top few commodities. Try not to spend much more 
than $2,000.

At the start of the scenario,
Monopoly City has several
apartment buildings, but
not many stores.

Tip
If an opponent is developing

Connecticut Avenue when you reach

this point in the scenario, look for

another low or medium prestige

block to start with.

Look for an inexpensive block with an apartment build-
ing and very few or no stores. Many times, Baltic Avenue,
Connecticut Avenue, and/or States Avenue fit this descrip-
tion. In this walkthrough, we’ll start with Connecticut Avenue.

Tip
The number of stores you build will

depend on which commodities are in

demand. The important thing is not to

spend too much money. If you spend too

much you’ll get a warning at midnight, and you won’t

be able to get out of debt the next day.



At the Pennsylvania Railroad auction,
outbid any opposition and buy the
railroad. Next, after 7:20 p.m., start an
auction on the Reading Railroad and buy it.
Finally, auction and buy the B&O Railroad.
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Adjust the prices in your
stores to make sure
they’re profitable.

Watch your stores on Connecticut Avenue.
Make sure your inventory is moving. Adjust your prices
as necessary.

Soon, it will be time for the Shortline Railroad auction.
Outbid any opposition and buy the Shortline. The instant
that auction is complete, start an auction on the 
Pennsylvania Railroad. 

Tip
Wait until you have all of the rail-

roads and some cash in your pocket

before building any more stores.

Put the Pennsylvania
Railroad up for auction.

Tip
You will go into debt with the purchase  of

the four railroads. Hopefully, the businesses

on Connecticut Avenue will bring in some

money. If you didn’t overextend yourself while

building your stores, you’ll be OK.

If you did get a solvency warning, restart the sce-

nario and build fewer stores next time.
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You may have to go into the red
to purchase all four railroads.

Expand your empire with the money you collect from
your railroads. Depending on where your competitors have
placed their stores, continue to build up Connecticut Avenue
or find a different location to build up. Also, now that your
bank account has recovered, you can look to expand your
empire to the higher-prestige blocks.

Baltic Avenue looks
like a promising loca-

tion for expansion.

Tip
If you build up Baltic Avenue during

1935, you’ll likely receive a solvency

warning. That’s okay; just don’t over-

spend in 1940.

Shoe is doing well
on Vermont Avenue.

Buy up the utilities when you have enough cash in your
bank account. You can never have too much steady income!
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Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 4
Bronze Cup Number of Opponents: 3
Start Date: 1930

Scenario Description
The ultimate goal of this scenario is to keep your citizens happy so they will vote for you. The citizens
of Monopoly City like landlords who build apartments for them to live in and profitable businesses
for shopping. The citizens also appreciate nice landscaping, so you’ll want to include some park land
on the blocks you own.

After the third day, a vote will be taken at 6 p.m. The player with the most votes at that point wins
the rosette for the day. The first player to receive three rosettes wins.

Victory Condition
Be the first to get three election rosettes and become mayor. Since your popularity is tied in very
closely with your empire size, you won’t need to do much differently than usual. The exception is that
you may want to build landscaping on certain portions of your blocks, as this tends to make people
like you even more.

The amount of landscaping you’ll need to do depends on how tight the race is; if you’re loved by the
people, you can just concentrate on buildings. If you have a close competitor, start planting those trees!

Walkthrough
Start this scenario in the usual way: Set up an auction for the Shortline Railroad.

Next, switch to City View and look for a relatively inexpensive block with an apartment building
with few stores nearby. Most of the time, Baltic Avenue or Vermont Avenue will fit the bill. In this
example, we’ll use Baltic Avenue.

Watch the Empire Value on the Player Comparison panel. This scenario has tougher
competition than the last one, so one or two of your opponents might be a little too close for
comfort. Continue to build stores here and there and you should be able to stay ahead of the
opposition. Just be careful not to let your guard down.

If your Empire Value is the greatest at 12:00 a.m. 1945, you win the scenario.

Scenario 7: First to be Mayor
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Be sure you have all of the rail-

roads in your possession before

6.a.m. to realize the full benefit of

railroad ownership.

Wait for the Shortline to come up for
auction, and outbid anyone who tries to
buy it. Then, immediately start an auction
for the Pennsylvania Railroad, followed by
the Reading Railroad, and the B&O
Railroad. This should take you through 6
a.m., 1935.

Commissioning a poll reveals
that Baltic Avenue is a good

place to start.

Commission a poll on Baltic Avenue. Build some stores
for the commodities in highest demand. 

Tip
As always, be careful not to over-

spend. Try not to spend more than

$1,500, as you’ll need around $3,500

to successfully bid on the railroads.

Tip

Adjust the prices in your
stores as necessary.

Now that you have the railroads for start-up capital,
build a few more stores on or near Baltic Avenue—but only
if you’re under $1,000 in debt after 6 a.m. (Getting into more
than a thousand dollars of debt is always dangerous.) Adjust
your stores’ stock prices as necessary to make sure the items
are moving and your stores are turning a profit.
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Immediately after you purchase the
Telecoms, start an auction for the
Gasworks and buy it. This should take you
until approximately 6 a.m. 1940. Next,
start an auction for the Electric Company,
and then switch to City View.

Commission polls and look for another
busy but mostly undeveloped block. In this example, we’ll use
Vermont Avenue, but you could choose any of several others.

If you are out of debt at approximately 7:20 p.m. 1935,
start an auction for the Telecoms. If not, don’t buy any utili-
ties until 7:20 p.m. in 1940.

Tip
Be especially careful if you

received a solvency warning.

Acquire the utilities
for additional income.

Tip
An auction started at 7:20 p.m. will

occur just after midnight. This way,

if you go into debt during the auc-

tion, you’ll have the entire day to

get out of debt before the next solvency check.

Continue building
on Vermont Avenue.

If you have spare cash, build up Vermont Avenue with
the most profitable daytime stores. Place any nighttime
businesses next door on Oriental Avenue. Continue adding
structures until you run out of space or money. Don’t go into
debt more than about $1,000.
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Put States Avenue up for
auction and buy it. As soon as
States Avenue is in your
possession, start an auction on
St. Charles Place. Next, activate
the building rights for States
Avenue and construct a 3x4

apartment building with seven floors. As soon as you have tenants, commission a poll. Start building
stores for the daytime commodities most in demand (unless you’re in serious debt, in which case you
should hold off on the stores for a day).

When the Electric Company comes
up for auction, buy it and immediately
start an auction for and buy Waterworks. 

Tip
Around 6 p.m. 1940, a message will

pop up, alerting you that the first

rosette will be given out at the

same time tomorrow (1945).

One of the things that will keep you popular with the public is being a good landlord. Assuming
that you already own the utilities, after 7:20 p.m. 1944 or early 1945, start an auction on a set of blocks

that is not currently leased by anyone and is mostly or totally undevel-
oped. In this example, we’ll
use Virginia Avenue, States
Avenue, and St. Charles Place.

Tip
In this example, there arealready a few small storeslocated on these blocks. Don’tworry too much about a coupleof small stores—if they’re prof-itable, you can buy them out once you own theblocks they sit on. If they’re not profitable, col-lect the rent and let the city or your opponentstake the losses.

Tip
Don’t build nighttime businesses

yet. We’ll be placing them on St.

Charles Place.

When the auction begins, buy St. Charles Place and then put Virginia Avenue up for auction.
Activate the building rights for St. Charles Place and place buildings for any nighttime commodities in
demand on States Avenue.
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Place nighttime
businesses on St.
Charles Place.

Sometime around now, the 1945 rosette will be
awarded. Don’t worry if you don’t win it; you should have
little trouble getting all the rest.

Buy Virginia Avenue at the auction. Since you now have
a monopoly, place a hotel on St. Charles place. In addition,
place a Souvenir Shop next to the hotel. To keep your
popularity up, place a medium size (about 2x5) park
somewhere on St. Charles place.

Place a park on St.
Charles Place.

Tip
Remember to renew your leases on

the railroads and utilities.

Renew your lease for
the Shortline Railroad.

You should now have a substantial lead on your oppo-
nents and win the rosette for 1950. 

As time goes on, continue to keep your stores prof-
itable. Acquire a few more properties. If opponents or the
city own stores there, consider buying them out if they’re
profitable. You may even wish to create another monopoly.

When you win three rosettes, you win the scenario.
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Scenario 8: Sell, Sell, Sell

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 4
Start Date: 1930

Scenario Description
In this scenario your goal is to sell lots of items. One thing to notice here is that profit is not what’s
important—aside from keeping yourself afloat and able to expand. What is important is that you sell a
high volume of items. Look into cheaper commodities and consider lowering prices a little more than
normal to keep sales up.

Victory Condition
Be the first to reach 3,000 sales. Again, remember that the quality or profit margin of those sales is
irrelevant. You just want to sell lots of stuff!

Start off with an auction
for our old friend, the

Shortline Railroad.

Walkthrough
Start this scenario the same way we’ve started the previous
three: Start an auction on the Shortline Railroad.

Switch to City View and look for busy blocks with an
apartment building but not many stores nearby. Again, a
low-prestige block is preferable, but a medium-prestige
block will do if one isn’t available.

Many times, Vermont Avenue will have a large apartment building without too many stores
around. We will use Vermont Avenue as our starting point for this walkthrough.



75
75

75
primagames.com

CH 5: Scenarios 5–8

Tip
Watch your bank account closely.

Don’t go into debt: You still have

four railroads to pay for!

Place a few stores on
Vermont Avenue, but watch

that bank account!

When the Shortline Railroad auction is complete, set up
auctions for the remaining three railroads and buy them. At 6
a.m. of the second day, you should get several thousand dollars
from your railroads. Now you can look to expand your empire.

Vermont Avenue
looks like a good
place to start out.

Conduct a poll on Vermont Avenue and
see what’s selling. Build stores for the top few
commodities. Don’t be afraid to build stores for high-priced
goods such as clothes or furniture; even though total sales
are your objective, you still need the revenue from sales of
expensive items.

You may face some competition
when purchasing the railroads.
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Tip
If you received a solvency warning,

be careful to stay out of debt for

the remainder of 1935.

Tip
If didn’t build any nighttime

businesses near or on Vermont

Avenue, consider placing one or two

on Oriental Avenue—unless your

opponents have beaten you to it.

Oriental Avenue is a good place
for nighttime businesses.

Switch to City View and look for a block where the city
owns an apartment building and several businesses all on the
same block. In this example, we’ll use Baltic Avenue. Start an
auction for Baltic Avenue, and buy it when it comes up for
sale. Then auction and buy Mediterranean Avenue.

Baltic Avenue has many
city-owned businesses.

Tip
You could just buy Baltic Avenue,

but if you buy Mediterranean

Avenue as well, the stores are

cheaper to buy out.

Prima’s Official Strategy Guide
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Once you’ve acquired Baltic Avenue and

have a surplus of cash, have a look at the total sales
for the block. Select each profitable business and check
how much it costs to buy out. If the cost is less than $800,
buy the business. If the cost is more, consider the size of
your bank account before purchasing.

It may still be worthwhile to buy out
opponents in certain situations (we will
encounter such a situation later in 
this scenario).

The newsstand is
worth buying.

Tip
Buying out city businesses does not

benefit the other players in any

way. When you buy out an opponent-

owned business, on the other hand,

you give them more capital to work with.

Tip
You can always hold off and buy out a busi-

ness at a later time. The buyout price

changes constantly, so waiting for a lower

price could be a good strategy.

Utilities are always
a good investment.

If you’re not under a solvency warning, look into buying
the utilities at this point. If you are under a solvency warning,
wait until the next day and then buy the utilities.
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Switch to City View to see where
Racecar’s biggest concentration of stores
is located. In our example, many of his
stores are located on Albany Dock. If
possible, start an auction on Albany
Dock. (In addition to Albany Dock, you
can also lease Hempstad Harbor and Port

Jefferson; this reduces the cost of buying out Racecar’s stores.)

If Albany Dock has already been leased, try a different block where Racecar has built some stores. 

Now that we have some more capital, check back with Vermont Avenue. If your opponents
haven’t done so, fill out the block with a few more businesses.

Build up Vermont Avenue.

Tip
In this example, the closest oppo-

nent is Racecar. It could be anyone.

Tip
The idea here is to take away Racecar’s most
high-volume, profitable stores and force him to
relocate. Although he’ll have money to rebuild
with, it will still take him some time to estab-

lish a shopping center. Also, it’s likely he’ll have to move
to a block that is less populated and/or more expensive.
Meanwhile, you’ll sit back and rake the sales.

Things should be going fairly well for you at this point.
However, don’t be surprised if one of your opponents is
nipping at your heels. It’s time to deal with him.
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Racecar has quite a few
stores on Albany Dock.

If possible, start an auction
for Albany Dock.

Tip
If you can’t lease a block with Racecar’sstores and you have a “Mess with yourNeighbor” type Chance Card (see the sec-tion in Chapter 2 on Chance Cards), now

would be a good time to use it.

After you’ve acquired Albany Dock, buy out Racecar’s
profitable high volume stores.

Tip

As with Baltic Avenue, be careful

not to overpay for a business.

The Dairy Store
looks worthwhile.
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The Furniture Store
is a little pricey.

Racecar may have more than one shopping center. If
necessary, auction that block too, and purchase the best
businesses once you own the block. Taking away his best
businesses should slow his sales considerably and give you
more breathing room.

As time passes, keep on the lookout for good business
opportunities. If you amass a lot of cash, consider finding an
undeveloped corner of the city and starting your own
shopping center.

Tip
One of your opponents may decide

to start an auction. You may or

may not want to bid on the block.

If the block contains a lot of busi-

nesses, you may want to consider

buying it, and then buying out the profitable, high-

volume stores located there.

Sometimes your opponents will start
an auction. It’s up to you to decide if

the block is worth leasing.

Generally, you don’t want to build apartment buildings if
you don’t have to. (They tend not to be very profitable.)
However, if you want to start a new shopping center in an unde-
veloped area, it may be necessary to provide nearby housing.
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It may be necessary to build
an apartment building in an
undeveloped area.

Renew the leases on the railroads and utilities as they
expire, and continue to buy out any particularly choice
businesses that your closest opponents build.

Renew the lease on the
Pennsylvania Railroad.

Keep a close watch on Racecar (or whoever’s closest to
you) and your other opponents. Continue to add pieces to
your empire to make sure your sales stay ahead of the oppo-
sition. It may take a long time, but when you reach 3,000
sales, you win the scenario.
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Walkthrough:
Scenarios 9–12

This chapter walks you through Scenarios 9 through 12. These scenarios offer a greater challenge than
the previous eight, so you’ll need to be on your toes to succeed.

If you’re having trouble with a particular scenario—despite having the help of these walkthroughs—
go back and refer to the earlier chapters for general strategy tips. These walkthroughs provide a large-
scale blueprint for how to proceed through the scenarios, but there are still lots of little decisions that
you must make on your own. Those earlier chapters will help with the decision-making process.

Also, bear in mind that our walkthroughs are only one way of approaching any particular scenario.
Any number of alternate methods can be successfully used, so feel free to experiment.

Scenario 9: Last Man Standing

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 4
Start Date: 1930

Scenario Description
The ultimate goal of this scenario is to keep your citizens happy so that they will vote for you. The citi-
zens of Monopoly City like landlords who build apartments for them to live in and provide profitable
businesses for shopping. The citizens also appreciate nice landscaping, so you’ll want to include some
park land on the blocks you own.

After the third day, a poll will be taken around 6 p.m. The least popular player will then be ejected
from the game.

Victory Condition
Be the last player left in the game. This condition is similar to that of the last scenario, except that you
can’t ever afford to be in last place. In the last scenario you could afford to be behind in popularity for a
few years and still win the game; this time, last place is unacceptable.

Walkthrough
Start this scenario in the usual way: Set up an auction for the Shortline Railroad. 



Wait for the Shortline Railroad to come
up for auction, and outbid any opposition.
Then immediately start an auction for the
Pennsylvania Railroad, followed by the
Reading Railroad, and the B&O Railroad.
This should take you through 6 a.m., 1935.
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A poll reveals that Albany
Dock is a good place to start.

Next, switch to the City View and look
for a reasonably priced block with an apart-
ment building—but not with many stores nearby. Most
of the time, Albany Dock, Vermont Avenue, and a few others
will work. In this example, we’ll use Albany Dock.

Conduct a poll on Albany Dock. Build a few daytime
stores for the commodities that are in highest demand. 

Tip
Be careful not to overspend on the

stores. Specifically, don’t spend

more than $2,000.

Tip
Be sure that you have all of the

railroads in your possession before

6.a.m. to realize the full benefit of

railroad ownership.

Continue placing businesses on
Albany Dock if you can afford it

and if your opponents haven’t
taken all of the available space.

Now that you have the railroads as a steady income,
build a few more stores on or near Albany Dock, but only if
you’re less than $1,000 in debt and your opponents haven’t
beat you to it. Adjust your prices as necessary to make sure
that items are moving and your stores are turning a profit.
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If you are out of debt by the
evening of 1935, start an auction for
the Electric Company at approxi-
mately 7:20 p.m. Otherwise, wait a
day and start this same auction in
1940 at 7:20 p.m. (you should be out of debt by then).

Immediately after you purchase the Electric Company, start an auction for the Gasworks and buy it.
Now start an auction for the Telecoms, and then switch to City View.

Commission polls and look for another busy but mostly undeveloped block. There are several to
choose from, but in this example, we’ll use Baltic Avenue.

Acquire the utilities
for additional income.

Tip
As usual, start auctions at orafter 7:20 p.m., because thenthey will occur just after mid-night. This way, if you go intodebt during the auction, you’llhave the entire day to get out of debt before the

next solvency check.

Tip

Be especially careful not to

overspend if you received a

solvency warning.

Tip
If your opponents have built upAlbany Dock, look elsewhere toplace extra stores.
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Baltic Avenue looks
like a good candidate
for expansion of
your empire.

Build up Baltic Avenue with the most profitable stores.
Continue adding businesses until you run out of space or
money. Watch your bank account; don’t go into the red more
than $2,000 or so.

Continue building
on Baltic Avenue.

When the Telecoms come up for auction, buy them and
immediately start an auction for the Water Works. Buy the
Water Works also.

Tip

Around 6 p.m., 1940, you’re

notified that the first vote

will be taken at the same

time tomorrow (1945).

The first vote will
take place tomorrow.

Being a good landlord is one of the things that will keep
you popular with the general public. So, let’s acquire some
properties and build them up.
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Put Tennessee Avenue up for
auction and buy it. As soon as
Tennessee Avenue is in your pos-
session, start an auction on New
York Avenue. Next, activate the
building rights for Tennessee
Avenue and commission a poll.
Start building stores for the day-
time commodities most in demand.

Tip
In this example, there arealready a few small storeslocated on these blocks. Don’tworry too much about a coupleof small stores; if they’re prof-itable, you can buy them out once you own the

blocks they sit on. If they’re not profitable,
collect the rent and let the city or your
opponents take the losses.

Buy up New York
Avenue, Tennessee

Avenue, and St.
James Place.

When your finances allow it, start
an auction on a set of blocks that is
mostly or totally undeveloped and is
not currently leased by anyone. In this
example, we’ll acquire New York
Avenue, Tennessee Avenue, and St.
James Place.

Tip
If one of your opponents is ahead of

you at this point, buy out his or her

properties and stores before building

your own empire: What better way to

build yourself up than to knock oth-

ers down? Refer to the end of this walkthrough for a

detailed discussion about how to do this.

Tip
Don’t build nighttime 

businesses yet. We’ll be

placing them on New

York Avenue.

Prima’s Official Strategy Guide
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When the next auction begins, buy New York Avenue and then put St. James Place
up for auction. Activate the building rights for New York Avenue and place buildings for any night-
time commodities on New York Avenue.

Now buy St. James Place at the auction. Since you now have a monopoly, place a hotel on
Tennessee Avenue. In addition, place a souvenir shop next to the hotel. To keep your popularity up, place
a park somewhere on Tennessee Avenue or New York Avenue.

Place a hotel and
souvenir shop on
Tennessee Avenue.

You should now have a substantial lead on most or all of
your opponents, and someone else will get the boot 
in 1945. 

Top Hat is eliminated.

This graph gives
you an idea where

you stand.
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Check which of Shoe’s stores are
profitable, and if the buyout price
isn’t ridiculous, purchase the busi-
nesses. This will force him to relo-
cate or lose sales (and hopefully
popularity as well).

As time goes on, continue to keep your stores profitable by adjusting prices. Acquire a few more
properties. If opponents or the city own stores near your existing properties, consider buying them out if
they’re profitable. You may even wish to create another monopoly.

Tip
If you auction and buy AlbanyDock and Port Jefferson as well,
you can buy out Shoe’s stores at
a much-reduced cost. It is up toyou to determine which is morecost effective. If he has a lot of profitable stores,

you’ll usually want to buy all three blocks.

Tip
Don’t bother renewing your 

leases on utilities and railroads;

there won’t be enough time left 

in the game to make the 

purchases worthwhile.

While you might have been ahead in 1945, one or more of your opponents may be getting uncom-
fortably close. In this example, Shoe is doing rather well for himself over on Hempstead Harbor.

Shoe has a lot of
businesses on
Hempstead Harbor.

Send Hempstead Harbor to auction if possible, and buy
the lease when the auction comes up. 
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Tip
Once you have established a  com-
fortable lead, don’t allow youropponents to lease any proper-ties; always outbid them unlessthe price gets ridiculous. Thatway, they can never become a popular landlord.

Don’t allow your 
opponents to become
successful landlords.

When all of your opponents have been eliminated, you
win the scenario.

Scenario 10: $6,000 Daily Profit 

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930

Scenario Description
In this scenario, how much you can make in one day is the most important thing. It doesn’t matter how
much money you have in total, but rather, how much more you have at the end of the day than you did
at the beginning.
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Next, switch to City View and look for a good
place to build a few stores. There are several eligi-
ble candidates, but in this example we’ll use New
York Avenue.

One basic approach to this scenario is to conduct auctions on blocks, to build a few stores, and
then to conduct more auctions. Instead of this strategy, we use the one we’ve been successfully using in
previous scenarios: Acquire railroads and utilities first. Most of our profit in this scenario comes from rail-
roads, utilities, and rent from city- or opponent-owned stores.

Victory Condition
Be the first player to make $6,000 profit in one day. Net worth and popularity are unimportant; it’s all
about building a big enough empire to churn out $6,000 cash in a 24-hour period.

The best way to achieve this goal is to buy and build furiously, then sit back and watch for an entire
day, spending nothing, while the money rolls in. That’s the essence of our strategy.

Buy up the 
Shortline Railroad.

Walkthrough
First, put our old friend, the Shortline Railroad, up for auction. 

New York Avenue looks
like a good block for
our purposes.
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Build stores for
the items most in
demand on New
York Avenue.

Commission a poll on New York Avenue
and see what commodities are most in
demand. Build stores for the hottest commodities.

Tip
As usual, you will be buying all

four railroads, so don’t spend

too much money building stores

right now.

Make sure that your
products are selling
by adjusting prices.

Adjust the prices in the stores on New York
Avenue to ensure that they are turning a profit.

When the Shortline comes up for auction, buy it. Then immediately start an auction on the
Pennsylvania Railroad, followed by the Reading Railroad and the B&O Railroad. Make sure to outbid any
opponents and possess all four railroads by 6 a.m., 1935.
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Once you have acquired all four utilities and you are no longer under a solvency warning, turn your
attention back to the rest of the city. Find a block with several buildings located on it. In this example,
start an auction on New York Avenue.

Buy up the Telecoms
after you’ve acquired
the railroads.

When the Telecoms come up for auction, buy them and
start an auction for the Water Works; buy it. Then auction and
buy the Electric Company and Gasworks.

Your bank account
should not be in

the red now.

Tip

If you didn’t overspend on New York

Avenue, you should not receive a

solvency warning in 1930.

If you are out of debt by 7:20 p.m. 1935, start an auction
for the Telecoms. Otherwise, wait a day and initiate this
auction at the same time tomorrow.
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Put New York Avenue
up for auction.

Tip
You won’t collect much

rent from city- or 

opponent-owned businesses,

since most of the buildings

on New York Avenue are

yours. However, this way you won’t have to

pay rent for your own businesses.

While you wait for the auction on New York Avenue to come due, construct a few more businesses.
Several blocks are likely to be good places to expand, but in this example we’ll use Oriental Avenue
since it contains an apartment building but no stores.

Oriental Avenue is a
good opportunity.

Conduct a poll on Oriental Avenue and build stores for
the hottest commodities. When New York Avenue goes to
auction, buy it. Now look for another developed block and
start an auction for it. In this example, we’ll lease Baltic Avenue.

Baltic Avenue is heavily
developed—a good

place to collect rent.

Again, while you wait for the auction, build a few more
stores here and there. 
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Tip
An auction started too late in1940 will occur in 1945, thuseating into the profits for that day.

When 1945 starts, just sit back and watch. Don’t build or buy a thing, as this will eat into daily
profits. All of our careful planning should now pay off. 

Continue leasing blocks, but make sure that you don’t start any auctions after 6:30 p.m. 

Tip
Don’t be too concerned about

being in debt at the end of 1940. If

things go as planned, you’ll win

the game before the 1945 solvency

check. And even if you don’t quite

make your profit goal in 1945, you will probably

make enough to be out of debt.

Continue to build up
your business empire
by placing stores on
busy blocks, such as
Marvin Gardens.

Also, continue to construct businesses until the end of 1940.

Prima’s Official Strategy Guide
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Careful planning
pays off!

If you don’t quite make your profit goal in 1945, build up
a few more stores and lease a few more blocks during 1950.
You should be able to meet your profit goal in 1955.

You win the game when your daily profit reaches $6,000.

Scenario 11: 
Greatest Empire Value by 1960

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930
End Date: 1960

Scenario Description
Unlike many previous scenarios, which were races to be the first at a particular financial threshold, this
scenario is timed. It begins in 1930 and ends in 1960, and whichever player is ahead in 1960 is the winner.

Victory Condition
Have the greatest Empire Value by the beginning of 1960. Empire Value is the sum total of your assets,
including the sale value of your businesses.

The nice thing about Empire Value is that you don’t have to worry about hoarding cash. You can
simply continue to build and grow throughout the entire mission, without holding any cash back. You
don’t have to scale back your growth for any reason!
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Port Jefferson is one
of several good
places to start.

Look for an inexpensive block with an apartment building
and very few or no stores. Many times, Port Jefferson will fit
this description. 

Tip
If Port Jefferson is being builtup by an opponent when youreach this point in the scenario,

look for another low- or medium-
prestige block to start with.

At the start of the scenario,
Monopoly City has several

apartment buildings, and
several city-owned stores.

Walkthrough
The first thing we’ll do is to buy the railroads. When the
scenario starts, put the Shortline up for auction. 

While you’re waiting for that auction to start, switch to City
View. You’ll notice that many of the blocks have apartments
but not many have stores, so the playing field is wide open at
this point. Your opponents may begin to build a few stores
here and there.
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Switch to City View and conduct a

Commission Poll on Port Jefferson. Build small-
to medium-size stores for the top few commodities. Spend
$2,000 or less on buildings, because you’ll need cash to win
upcoming railroad auctions.

Build several stores
on Port Jefferson.

Tip
The number of stores you buildwill depend on which commoditiesare in demand. The important thingis not to spend too much money. Ifyou spend too much, you’ll get a

warning at midnight and won’t be able to crawl out
of debt the next day.

Adjust the prices in your
stores to make sure
they’re profitable.

Watch your stores on Port Jefferson. Make sure your 
inventory is moving; adjust your prices as necessary.



98
98

98

™

Prima’s Official Strategy Guide

Marvin Gardens looks
like a promising 

location for expansion.

Expand your empire with the money you collect from
your railroads. Depending on where your competitors have
placed their stores, continue to build up Port Jefferson or it
may be best to find a different location. Also, now that your
bank account has recovered, you can expand your empire to
the blocks with higher-prestige.

At the Pennsylvania Railroad auction,
outbid any opposition and buy the 
railroad. Next, start an auction on the
Reading Railroad and buy it. Finally, 
auction and buy the B&O Railroad.

Tip
Wait until you have all of the

railroads and some cash in

your pocket before building

any more stores.

Tip
You will probably go into debt

with the purchase of the four

railroads. Hopefully, the

businesses on Port Jefferson will

bring in some money. If you didn’t

overextend yourself while building your stores,

you’ll be OK.

Soon, it will be time for the Shortline Railroad auction.
Outbid any opposition and buy the Shortline Railroad. The
instant that auction is complete, start an auction on the
Pennsylvania Railroad. 

Outbid the opposition.



If these blocks aren’t available, consider other low- or medium-prestige block groups, such as the
Port Jefferson group.
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Tip

If you are ever under a

solvency warning, don’t

start any auctions until

after 7:20 p.m. of that day.

Buy up the 
utilities for more

steady income.

Connecticut Avenue
has many businesses
owned by the city.

As time goes on and you have a lot of money coming in,
you should look into leasing well-developed blocks and buying
out the profitable stores there. If one of your opponents is get-
ting too close to you, lease the block where many of their stores
are located, then buy out the most profitable businesses. 

In addition, you can lease blocks mostly utilized by 
the city. In this example, the city has many stores on
Connecticut Avenue. 

Buy up the utilities when you have enough cash in your bank account. You can never
have too much steady income!

Buy out profitable
businesses on

Connecticut Avenue.

If available, start an auction for Connecticut Avenue and
buy it. Also lease Vermont Avenue and Oriental Avenue.
Switch to Block View and buy out the most reasonably priced,
profitable businesses.
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Tip
Don’t bother renewing leases—

the game will end before you’d be

able to profit from doing so.

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930

Consider buying out
the businesses of

your closest 
opponent. In this

case, Iron.

Continue to build stores here and there, and you should
be able to stay ahead of the opposition. Just be careful not to
let your guard down. If any opponent gets too close, buy out
a few of his or her best stores.

Scenario Description
In this scenario, your goal is again to have the best Empire Value. As before, the value of your empire will
include the value of your businesses, any properties you own, plus the cash in your bank account.

Our approach to this scenario is much like that of the last scenario: Buy up the railroads for starting
cash, then branch out into the low-prestige blocks, and finally the high-prestige areas.

If your Empire Value is the greatest at 12:00 a.m., 1960, you win the scenario.

Scenario 12: 
First to be Worth $25,000
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Victory Condition
Be the first player to be worth $25,000. Again, as with the last scenario, you can focus on
all-out expansion with no worries about cash. You just need to keep enough cash on hand to avoid
failing two consecutive solvency checks.

At the start of the scenario,
Monopoly City already has 
several apartments and stores.

Walkthrough
The first thing we’ll do in this scenario, as most other
scenarios, is to buy the railroads. As soon as the scenario
starts, put the Shortline up for auction. 

While you’re waiting for that auction to start, switch to
City View. You’ll notice that many of the blocks have
apartments and/or a few stores already built. Your opponents
will begin building a few stores here and there.

Look for an inexpensive
block with an apartment building
and very few or no stores. Many
times, Mediterranean Avenue
and/or Vermont Avenue will fit this
description. In this walkthrough,
we’ll start with Vermont Avenue.

Tip
If Vermont Avenue is full when you

reach this point in the scenario,

look for another low- or medium-

prestige block to start with.

Vermont Avenue
looks like a good

place to start.

Switch to City View and commission a poll on Vermont
Avenue. Build small- to medium-size stores for the top few
commodities. Try not to spend more than $2,000.
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When it’s time for the
Pennsylvania Railroad auction,
outbid any opposition and buy
the railroad. Then start an auction
on the Reading Railroad and buy
it. Finally, auction and buy the 
B&O Railroad.

Tip
You will probably go into debtwith the acquisition of the fourrailroads. With any luck, thebusinesses on Vermont Avenuewill make up the difference. Ifyou didn’t overspend while constructing your

stores, your debt at 6 a.m. (after you collect the

railroad fees) should be manageable.

Now that you have a firm base income from the railroads, expand your empire. Depending on the
competition, continue to build up Vermont Avenue. Also, now that you have some cash in your pocket,
you can look for hot markets on the higher prestige blocks.

Watch your stores on Vermont Avenue and make sure your
goods are moving. Adjust prices as necessary.

Soon it will be time for the Shortline Railroad auction.
Outbid any opposition and buy the Shortline. The instant 
that auction is complete, start an auction on the 
Pennsylvania Railroad. 

Outbid any opposition and
buy the Shortline Railroad.

Tip
Though it’s tempting to build

more stores while you wait for

the auctions, hold off for now.

You’ll need your money to pur-

chase the railroads.
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Baltic Avenue has
many businesses
owned by the city.

After you are out of debt and have
significant amounts of money coming in, lease
well-developed blocks and buy out the profitable stores
there. In this example, the city has several stores on
Baltic Avenue. 

Buy out profitable
businesses on
Baltic Avenue.

Start an auction for Baltic Avenue and buy it. Then, auction
and buy Mediterranean Avenue. Switch to Block View and buy
out the most reasonably priced profitable businesses.

The utilities are a
good source of steady
income for your
growing empire.

Once you have Baltic Avenue and its best stores in your
possession, buy up the utilities for extra income.
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Watch the Empire Value on the Player Comparison panel. If you’ve built enough stores, you should
be well ahead of your closest opponent. Continue to build stores and lease blocks until your Empire
Value is $25,000. When it reaches that mark, you win the scenario.

Consider buying out the businesses
of your closest opponent—in this
case, Iron.

As the scenario goes on, continue to build stores here
and there, and you should be able to stay ahead of the
opposition. Just be careful not to let your guard down.
Continually buy profitable stores from your toughest rivals to
decrease their total Empire Value.

Watch the Empire Value on the Player Comparison panel.
One or two of your opponents
will probably be nipping at your
heels, or even beating you. In this
example, Iron has built up several
stores on Hempstead Harbor. If you
wish, send Hempstead Harbor to
auction, lease it, and buy out Iron’s
most profitable stores.

Tip
Remember, it may be best to also

lease Port Jefferson and

Albany Dock before buying out

Iron’s stores.
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Walkthrough:
Scenarios 13–16

These last few scenarios will test your skills and help to prepare you for the rigors of multiplayer in the
Monopoly Tycoon game. The opposition is somewhat tougher than before, but you’ll find that the
same techniques that we recommended before are still quite valid here. It’s just a matter of avoiding
mistakes and moving quickly.

Scenario 13: The Race for Mayor

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930

Scenario Description
The ultimate goal of this scenario is to keep your citizens happy so they will vote for you. The citizens
of Monopoly City like landlords who build apartments for them to live in and who provide profitable
businesses for shopping. The citizens also appreciate nice landscaping, so you’ll want to include
some park land on the blocks you own. 

There are no preexisting buildings in
Monopoly City in this scenario.

There are no preexisting apartments or stores in this mis-
sion, so you might be tempted to build a few. However,
since apartments aren’t very profitable in and of themselves,
our strategy is to build stores near apartments that other
players have built.



In this example, Battleship has built a
small apartment building on Port
Jefferson. Top Hat has also built a few
stores nearby. Build a few stores of your
own and get a piece of that market.
Don’t spend more than $2,000 this way.
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Victory Condition
Be the first to get five election rosettes and become mayor.

The election process is simple; after the third day, a vote will be taken at 6 p.m. The player with
the most votes at that point wins the rosette for the day. The process repeats every third day, and the
first player to receive five rosettes wins.

Walkthrough
Start this scenario in the usual way: Set up an
auction for the Shortline Railroad.

Next, switch to City View and watch
to see if any of your opponents build an
apartment building. If they do, immedi-
ately commission a poll on that block and
build a few stores there.
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Tip
Make sure that your stores contain

goods in demand, but don’t duplicate

any stores that your opponent has

already built.

Tip
Apartment buildings are expensive

to build and usually aren’t very

profitable. Hold off building

housing for now; instead, steal

customers away from any opponent who does

decide to construct an apartment.

Battleship has constructed an
apartment on Port Jefferson.

Wait for the Shortline to come up for auction, and out-
bid anyone who tries to buy it. Then immediately start an
auction for the Pennsylvania Railroad, followed by the
Reading Railroad and the B&O Railroad. This should take you
through 6 a.m., 1935.
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Now that you have the rail-

roads in your possession, giving you a
steady daily income for startup capital,
build a few more stores on or near Port
Jefferson—but again, don’t overspend.
Adjust your stores’ prices as necessary to
make sure the items are moving and your
stores are turning a profit.

Tip
Be sure that you have all of the

railroads in your possession before

6.a.m.; that way you’ll realize the

full benefit of railroad ownership.

Tip

As always, proceed slowly if you’re

under a solvency warning.

Acquire the utilities for
additional income.

At approximately 7:20 p.m., 1935, start an auction for
the Telecoms.

Start an auction on Baltic
Avenue right away.

Look for the most undeveloped, inexpensive, and busy
block available. In this walkthrough we’ll use Baltic Avenue.
(If Baltic Avenue is built up, consider building on Hempstead
Harbor.)

Start construction on an apartment building, then imme-
diately send Baltic Avenue to auction.

Immediately after you purchase the Telecoms, start an auction for the Gasworks and buy it. This
should take you until approximately 6 a.m., 1940. 

Start an auction for the Electric Company, and then switch to City View.



When the Electric Company comes
up for auction, buy it and immediately
start an auction for the Waterworks. Buy
the Waterworks also.
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One of the things that will keep you popular with the public is being a good landlord. When
you’re out of debt and have enough money in the bank, start an auction on a set of blocks that is not
currently leased by anyone and is mostly or totally undeveloped. In this example, we’ll use Virginia
Avenue, States Avenue, and St. Charles Place.
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Tip
Sending Baltic Avenue to auction

immediately after you build the

apartment building will prevent

your opponents from building there

before you can. However, placing the apart-

ment there before the auction gives tenants

time to move in.

Place nighttime businesses
on Mediterranean Avenue.

Buy Baltic Avenue and build it up with the most prof-
itable daytime stores. Place any nighttime businesses next
door on Mediterranean Avenue. Continue adding structures
until you run out of space or money; make sure to keep some
cash in reserve to buy the utilities, however.

Tip
Around 6 p.m., 1940, a message will

pop up alerting you that the first

rosette will be given out at the

same time tomorrow (1945).



Put Virginia Avenue up for auction
and buy it. As soon as Virginia Avenue is
in your possession, start an auction on
States Avenue.

Next, activate the building rights for
Virginia Avenue and construct a 3x4 apart-
ment building with seven floors. As soon as you have tenants, commission a poll and start building
stores for the daytime commodities most in demand.
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Tip
There may already be a few small stores located

on these blocks. Don’t worry too much about a

couple of small stores; if they’re profitable,

you can buy them out once you own the blocks

they sit on. If they’re not profitable, collect the rent and

let the city or your opponents take the losses.

Tip
Don’t build nighttime businesses

yet. We’ll be placing them on

States Avenue.

Place nighttime businesses
on States Avenue.

When the auction begins, buy States Avenue and then
put St. Charles Place up for auction. Activate the building
rights for States Avenue and place buildings for any night-
time commodities in demand on States Avenue.

Build a hotel on
States Avenue.

Finally, buy St. Charles Place at the auction. Since you
now have a monopoly, place a hotel on States Avenue. In
addition, place a souvenir shop next to the hotel.
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As time goes on, continue to keep your stores profitable. Acquire a few more properties. If
opponents or the city own stores there, consider buying them out if they’re profitable. You may even
wish to create another monopoly.

When you win five rosettes, you win the scenario.
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Place park land on
States Avenue.

To keep your popularity up, place a medium-size (about
2x5) park somewhere on States Avenue.

Hopefully, the first
rosette is yours.

You should now have a substantial lead on your oppo-
nents and win the rosette for 1945.

Tip

Remember to renew your leases on

the railroads and utilities.
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Scenario 14: First to be 
Worth $40,000

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930

Scenario Description
In this scenario, your goal is to maximize your Empire Value. The value of your empire will include the
value of your businesses, any properties you own, plus the cash in your bank account.

Our approach to this scenario is fairly straightforward and typical of our earlier strategies: Buy up
the railroads for starting cash, look to lease some inexpensive but well-developed blocks, and then
buy out the stores there.

Victory Condition
Be the first player to be worth $40,000. As is usual for an Empire Value scenario, since you don’t have
to worry about keeping much cash on hand, your only spending limit is your need to keep out of
bankruptcy.

Walkthrough
At the risk of sounding like a broken record, our first advice is to buy the railroads. As soon as the sce-
nario starts, put the Shortline Railroad up for auction.

At the start of the scenario,
Monopoly City already has several

apartments and stores.

While you’re waiting for that auction to start, switch to
City View. You’ll notice that in this scenario, many of the
blocks have apartments and a few stores already built. As the
day progresses, your opponents will begin building a few
stores here and there.
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When it’s time for the
Pennsylvania Railroad auction, out-
bid any opposition and buy the
railroad. Then start an auction on
the Reading Railroad and buy it.
Finally, auction and buy the 
B&O Railroad.

Tip
Since Marvin Gardens is so expen-

sive to build on, only place a small

store for the top commodity. You can

build more stores later, after you

have more cash available.

Place a store for the
top commodity for

Marvin Gardens.

It might be tough to find a good spot for a few startup
stores. In our example, let’s place just one store on Marvin
Gardens for now.

Outbid any opposition and
buy the Shortline Railroad.

Watch your store on Marvin Gardens and make sure that
your goods are moving. Adjust prices as necessary.

Soon, it will be time for the Shortline Railroad auction.
Outbid any opposition and buy the Shortline. The instant
that auction is complete, start an auction on the
Pennsylvania Railroad.

Tip
Though it’s tempting to build more

stores while you wait for the auctions,

hold off for now. You’ll need the money

you have to purchase the railroads.
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Once you have Connecticut Avenue, Vermont Avenue,
Oriental Avenue, and their best stores in your possession,
buy up the utilities for extra income.

Tip
You will probably go into debt with

the acquisition of the four rail-

roads. If you didn’t overspend while

constructing your store, however,

your debt at 6 a.m. (after you collect the rail-

road fees) should be manageable.

The utilities are a good
source of steady income for

your growing empire.

Connecticut Avenue has
many businesses owned

by the city.

Now that you have significant amounts of money coming
in, consider leasing well-developed blocks and buying out
the profitable stores there. In this example, the city has
several stores on Connecticut Avenue.

Buy out profitable businesses
on Connecticut Avenue.

Start an auction for Connecticut Avenue and buy it. Then
auction and buy Oriental Avenue and Vermont Avenue to
gain a monopoly.

Switch to Block View and buy out the most reasonably
priced, profitable businesses.
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Always consider buying out 
the businesses of your closest

opponent—in this case, Cannon.

Watch the Empire Value on the Player Comparison panel.
One or two of your opponents is likely to be close to you at
this point; for example, in this case, Cannon has built up sev-
eral stores on St. Charles Place. If you wish, send St. Charles
Place to auction, lease it, and buy out Cannon’s most prof-
itable stores.

As the scenario goes on, continue to
build stores here and there. In addition,
lease any other built-up blocks and buy
out the successful businesses there. You
should be able to stay ahead of the
opposition. Just be careful not to let your
guard down.

Tip
Again, consider buying Virginia

Avenue and States Avenue before

buying out Cannon’s stores.

Tip
You could also buy up some property and build your

own apartment complex and shopping center. That’s

risky in this scenario; there are already many

apartment buildings in the city. If you pursue this

course, you may have to drop your rent considerably in order

to find tenants.

If you wish, you can
develop your own

apartment building and
shopping center.



Continue to build stores and lease blocks until your Empire Value is $40,000. When it reaches
that mark, you win the scenario.

Watch the Empire Value on the Player
Comparison panel. If you’ve acquired
enough stores, you should be well ahead
of your closest opponent.
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Scenario 15: Last Man Standing 2

Tip

Renew the leases for the railroads

and utilities when they come up.

Send the Shortline back
to the auction block.

Tip
Your opponents will be likely to

take a block to auction. Consider

buying the block simply to deny

them the chance to increase their

Empire Values, especially if the purchase will

give them a monopoly.

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930
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Scenario Description
As with all “voting” scenarios, the ultimate goal of this scenario is to keep your citizens happy so they
will vote for you. As usual, the things that make you successful in business will also tend to make you
popular. So, you can, for the most part, follow your usual formula, and then build a bit of landscaping
for an extra measure of goodwill.

There are no preexisting buildings is this scenario. As in other scenarios that lack preexisting struc-
tures, we recommend building stores near your opponents’ apartments rather than building your own
apartments—at least, early on.

Victory Condition
Be the last player left in the game. After every third day, a poll will be taken around 6 p.m. The least
popular player will then be ejected from the game—so you can’t afford to be down too far in the
early going.

Walkthrough
Start this scenario in the usual way; initiate an auction on the Shortline Railroad. 

Next, switch to City View and watch to see if any of your opponents build an apartment building.
If they do, immediately commission a poll on that block and build a few stores there.

Tip
As always when competing with

opponents’ stores, make sure that

your stores contain goods in

demand, but don’t duplicate any

stores that your opponent has already built.

Iron has constructed an
apartment on

Mediterranean Avenue.

In this example, Iron has built a small apartment building
on Mediterranean Avenue. Build a few stores here to reap a
fraction of the profits.
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Now that you have the railroads, start an auction on an
inexpensive but busy city block. While you’re waiting, build
a few more stores on or near Mediterranean Avenue—but
again, don’t overspend. Also, adjust your current stores’
prices as necessary to make sure the items are moving and
turning a profit.
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If you are out of debt at 7:20 p.m., 1935, start an auction for the Electric Company. Otherwise,
wait until 7:20 p.m. in 1940 to buy up the utilities.

Outbid your opponents and
lease the Shortline Railroad.

Wait for the Shortline to come up for auction, and outbid
any opposition. Then immediately start an auction for the
Pennsylvania Railroad, followed by the Reading Railroad and
the B&O Railroad. This should take you through 6 a.m., 1935.

Tip
Be sure that you have all of the

railroads in your possession before

6.a.m. to realize the full benefit of

railroad ownership.

Adjust prices 
as necessary.

Port Jefferson looks like a
good candidate for the

expansion of your empire.

Immediately after you purchase the Electric Company,
start an auction for the Gasworks and buy it. This should take
you until approximately 6 a.m., 1940.

Start an auction for the Telecoms, and then switch to City
View. Look for another busy but mostly undeveloped block.
There are several to choose from, but in this example, we’ll
use Port Jefferson. Place an apartment building and immedi-
ately put Port Jefferson up for auction.
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Construct several stores
on Port Jefferson.

Win the auction, and then build up Port Jefferson with
the most profitable daytime stores. Place any nighttime busi-
nesses next door on Hempstead Harbor.

Continue adding businesses in this area until you run out
of space or money. Watch your bank account carefully, espe-
cially if you’re under a solvency warning.

When the Telecom comes up for
auction, buy it and immediately start an
auction for the Water Works. Buy the Water
Works also.

Tip
Around 6 p.m., 1940, you’ll be notified

that the first vote will be taken at

the same time tomorrow (1945).

Being a good landlord is one of the things that will keep you popular with the general public. So,
let’s acquire a few more properties and build them up.

When you’ve amassed enough money, start an auction on a set of blocks that is mostly or totally
undeveloped and is not currently leased by anyone. Or, if they’re available, you can buy up
Hempstead Harbor and Albany Dock to create a monopoly.

In this example, we’ll acquire Hempstead Harbor and Albany Dock. Put Hempstead Harbor up for
auction and buy it. As soon as Hempstead Harbor is in your possession, start an auction on Albany
Dock. Next, activate the building rights for Hempstead Harbor. If you haven’t already, build stores for
nighttime commodities that are popular on Port Jefferson.
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Place a hotel and Souvenir
Shop on Hempstead Harbor.

When the auction occurs, buy Albany Dock. Since you
now have a monopoly, place a hotel on Hempstead Harbor.
In addition, place a Souvenir Shop next to the hotel. To
keep your popularity up, place a park somewhere on
Hempstead Harbor.



Send St. Charles Place to auction, if
possible, and buy the lease. Check to see
which of Shoe’s stores are profitable, and
if the buyout price isn’t ridiculous,
purchase them. This will force Shoe to
relocate or lose sales (and hopefully
popularity as well).
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Someone else will get the boot in 1945. You may not be the most popular
player just yet, especially if you didn’t have enough capital to buy up Port
Jefferson—but that’s okay. You just have to avoid being the least popular candidate for now.

Continue to develop Port Jefferson.

Top Hat is eliminated.

This graph gives you an
idea where you stand.

Shoe has a lot of businesses
on St. Charles Place.

While you were probably winning in 1945, one or more
of your opponents may have been uncomfortably close. In
this example, Shoe is doing rather well for himself over on St.
Charles Place.

Tip
It’s advantageous to auction and

buy Virginia Avenue and States

Avenue, thereby creating a monopoly

before buying out Shoe’s stores.



As time goes on, continue to keep
your stores profitable. Acquire a few
more properties. If opponents (or the
city) own stores there, consider buying
them out if they’re profitable. You may
even wish to create another monopoly.

120
120

120

Scenario 16: Wealthiest by 2000
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Tip
Remember to renew your leases on

the railroads and utilities.

Renew your lease on the
Shortline Railroad.

When all of your opponents have been eliminated, you
win the scenario.

Scenario Description
The goal for this scenario is to amass the greatest amount of assets by the year 2000. Businesses, prop-
erties, and cold, hard cash all count toward this total.

This is a fairly long scenario, so you’ll need to build a solid foundation for your business empire.
There are no preexisting buildings, so you’ll need to start from scratch.

Gold Cup Starting Funds: $5,000
Silver Cup Starting Funds: $6,500
Bronze Cup Starting Funds: $8,000
Gold Cup Number of Opponents: 5
Silver Cup Number of Opponents: 5
Bronze Cup Number of Opponents: 5
Start Date: 1930
End Date: 2000
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Walkthrough
Start this scenario by initiating an auction
for the Shortline Railroad.

Next, switch to City View and watch
to see if any of your opponents build an
apartment building. If they do, immediately
commission a poll on that block and build
a few stores there. Don’t overdo it, and
don’t duplicate any stores that already exist.

At the start of the scenario,
Monopoly City has no 
preexisting buildings.

Victory Condition
Have the greatest Empire Value by the beginning of 2000. As
per usual, these “Greatest Empire Value” scenarios allow you
great freedom to spend your money as you see fit, removing
all restrictions save the need to avoid bankruptcy.

Tip
As before, we’re avoiding building

apartments early on, because they

aren’t very profitable in and of

themselves. Later, when our for-

tunes are better, we’ll build a few.

Construct a Clothes Store
on Illinois Avenue.

In this example, Dog has built a small apartment building
on Illinois Avenue. Build a store or two here. In this example,
the most profitable store is probably a Clothes Store.

Tip
Wait until you have all of the rail-

roads and some cash in your pocket

before building any more stores.

Soon, it will be time for the Shortline
Railroad auction. Outbid any opposition
and buy the Shortline. The instant the auc-
tion is complete, start an auction on the
Pennsylvania Railroad.



At the Pennsylvania Railroad auction,
outbid any opposition and buy the rail-
road. Next, start an auction on the Reading
Railroad and buy it. Finally, auction and
buy the B&O Railroad.
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When the auction occurs, buy Connecticut Avenue. Since you now have a monopoly, place a
hotel on Vermont Avenue. In addition, place a Souvenir Shop next to the hotel. 
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Tip
You will probably go into debt with

the purchase of the four railroads.

If you didn’t overextend yourself

too far, however, you’ll be OK.

Build up Oriental Avenue with
daytime stores—naturally,

only those selling the 
commodities most in demand.

Switch to City View and look for another busy but mostly
undeveloped block. There are several to choose from, but in
this example, we’ll use Oriental Avenue. Place an apartment
building there, and then immediately put Oriental Avenue up
for auction.

When you’ve secured the rights to Oriental Avenue,
build it up with the most profitable daytime stores. Place any
nighttime businesses next door on Vermont Avenue.

You can now look to expand your empire with the money you collect from your railroads.

Place stores for popular
nighttime commodities on
Oriental or Vermont Avenue.

Put Vermont Avenue up for auction and buy it. As soon
as Vermont Avenue is in your possession, start an auction on
Connecticut Avenue.

Next, activate the building rights for Vermont Avenue. If
you haven’t already, build stores for popular nighttime com-
modities on Oriental Avenue.



As time goes on and you have
more and more money coming in, you
should look into leasing several well-
developed blocks (preferably a monop-
oly) and buying out the most profitable
stores there. If one of your opponents is
getting too close, lease the blocks where
many of their stores are located.
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Place a hotel and Souvenir
Shop on Vermont Avenue.

To keep your popularity up, place a park somewhere on
Vermont Avenue.

Buy up the utilities for
more steady income.

Buy up the utilities when you have enough cash in your
bank account. You can never have too much steady income!

Tip
If you are under a solvency warn-

ing, don’t start any auctions until

after 7:20 p.m.

Consider buying out the businesses
of your closest opponent. In this
case, Shoe.

This scenario continues all the way through the year
2000—considerably longer than the previous scenarios.
Therefore, you’re going to need to build up a few more
blocks to stay ahead of your opponents. Look to develop the
higher-prestige areas, such as Marvin Gardens, Pacific Avenue,
and Boardwalk. So long as you keep your empire growing at
a steady clip, you should emerge victorious.
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Special Bonus Scenario: 
My Mega Metropolis
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Extend your empire into the high-
prestige areas, such as Boardwalk.

If your Empire Value is the greatest at 12:00 a.m., 2000,
you win the game!

Starting Funds: $20,000,000
Number of Opponents: 0
Start Date: 1930

Scenario Description

There are no opponents
in this bonus scenario.

This bonus scenario allows you to build the city of your
dreams. You start out with tons of cash, plus there are no
opponents to deal with. Monopoly City is your playground!

In addition, many of the usual building restrictions have been relaxed. Truly, anything goes.

Victory Condition
In this special bonus scenario, your objective is clear: You are sternly commanded to have as much fun
as possible. Silliness, foolish construction, and bizarre structures are all permitted and encouraged!
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Walkthrough
First of all, this isn’t truly a walkthrough, because this scenario isn’t truly a scenario.
It’s just an opportunity for you to build whatever you want. This walkthrough, therefore, is more of a
list of suggestions on how to play around and have fun.

In this scenario, you can build gigantic apartment buildings and stores. Many of the building
size restrictions have been relaxed, so you can build huge stores—up to 20 stories tall. This might
be fun, but it’ll be tough to turn a profit with that much inventory. Go ahead and give it a try; it’s a
worthwhile challenge.

You can build very large buildings, including
apartments. We’ve placed one on Vermont Avenue.

We’ve placed a giant Jewelry 
Store on Virginia Avenue.

You can build up mega–shopping centers near your huge apartment buildings to capitalize on the
huge market that your apartment buildings will provide.

Commission a poll to reveal the 
lucrative market on Vermont Avenue.

Build a nice shopping area on
Oriental Avenue to lure in shop-

pers living on Vermont Avenue.
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Keep building to your heart’s content. There is no specific victory condition, so feel free to make
your own. And congratulations: You’ve won the single-player game! Now it’s time to test your skills
against other human players.
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We’ve set up a nighttime
business area over on St.
James Place.

Also, you’ll probably want to create a night district,
complete with giant-sized Night Clubs and Theaters to capi-
talize on the after-hours market.

We’ve turned Indiana Avenue
into our own Monopoly City

Central Park.

In addition, you will probably want to make your Mega
Metropolis an attractive city—so don’t forget about land-
scaping. It’ll keep your citizens happy, too.
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Multiplayer in
the Monopoly
Tycoon game

Single-player and multiplayer in the Monopoly Tycoon game are quite similar to one another. The struc-
ture of the game is the same in both variants, as is the city and all the particulars of how to win. The only
real difference is the opposition—but that’s hardly a minor difference! You’ll find that the character of the
game is vastly different depending on whom you’re playing against.

We can’t predict what sort of opponents you’ll face—and your opponents’ tactics will to some
degree affect your options. What we can do, however, is highlight the differences between single-
player and typical multiplayer games so that you’ll know how to make the initial adjustment between
the two game types. Also, we suggest useful strategies for avoiding trouble and for distancing yourself
from your competitors.

Basic Differences Between 
Single- and Multiplayer
The mechanics of the single- and multiplayer game are identical. The only difference is that in multi-
player games, you’re facing real human opponents.

This single difference adds a whole new dimension of challenge. The moment you place real, live
people into the game the intensity level skyrockets.

Player Agendas
Human players have a much more
defined agenda than computer-
controlled players.

Computer-controlled players don’t have much of an agenda.
They tend to play fairly conservatively, building a small
empire step by step. They very seldom gun for you or make
reckless, aggressive moves in a desperate bid to win.

Human players can and will do all of that. You can’t just
sit back and assume that human players will continue to do
whatever they’ve been doing; instead, you need to expect
that they’ll eventually make their move.

In multiplayer games, you should try to look at the game from the other players’ perspectives.
What do the other players need to do in order to win? This is useful because it helps you counter
their moves. If another player clearly needs to lease Ventnor Avenue in order to form a monopoly and
challenge your lead, you can use that knowledge and prevent him from leasing it—or at least, make
him pay so dearly for it that his victory is a hollow one.



Computer-controlled players very seldom try to attack your
position directly. By this we mean that they usually won’t try
to lease blocks where you’ve placed most of your businesses;
they usually won’t try to buy out your businesses; and they
usually won’t target you with the meanest Chance Cards when
you’re in the lead. Human players will use all these strategies,
so you need to think in terms of defense as well as offense.

Often, the best defense against over-aggressive players is
to bid them up at auctions and then drop out, leaving them with a property that they overpaid for. If
you can force aggressive players to pay too much for their holdings, you’ll eventually come out ahead.

More Competition for Resources
The computer players in the Monopoly Tycoon game don’t expand too aggressively. Often, a single-
player scenario will end with only a very small amount of development across the board.

Multiplayer games, on the other hand, feature a lot more development. Businesses are built quickly;
whole blocks get built up in a hurry. As a result, there’s a lot more competition for space. The cheapest
blocks are always the best place to start—but since everyone knows that, there’ll be intense competi-
tion to develop them. If you aren’t fast, you’ll find yourself left with the more prestigious blocks, which
are tougher to effectively build on unless you have a lot of cash on hand.

There’s also a lot of competition for railroads, utilities, and property in general. You can’t expect to
just snap up the properties you want the same way you often can in the single-player game.

More Bankruptcy
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Human players can be extremely aggres-
sive; you’ll often be the target of nega-
tive Chance Cards and hostile takeovers.

Going bankrupt is much more
common in multiplayer games
than in single-player games.

Whereas the computer-controlled players vary in their aggres-
siveness, overall they’re pretty conservative; very seldom will
they bankrupt themselves. Human players, on the other hand,
are always trying to walk that fine line between maximizing
their building potential and going bankrupt. As a result, you’ll
see a lot of bankruptcy as players try to squeeze that last
shop onto a block or spend that extra few hundred dollars in
an auction—only to fail their solvency check at midnight.



Monopolies are very powerful tools. Once you have a
monopoly, you can buy out opponents’ businesses for less
than the actual business value. This results in an instant profit
and increased earning potential for the player with the
monopoly and an instant loss for the player whose stores are
being bought out.

Also, the first player with a monopoly can often corner the
hotel market—at least, until another player manages to get a
monopoly and build his or her own hotels.

As a result of this, human players will do everything in
their power to prevent you from getting a monopoly. They will bid aggressively at auctions, even if
they have no interest whatsoever in the property at hand—because they know what will happen if
you’re allowed to have it.

We’re not suggesting that you don’t even try for monopolies. On the contrary—you should always
try to get them. At the very least, you should make your opponents fear the possibility of your monop-
oly and thereby force them to worry about you as the game progresses. We’re just saying that you
shouldn’t base your entire strategy around obtaining monopolies, because you can’t always get them.

Buying Opponents’ Businesses
Another strategy that we frequently recommend in the single-player game is to buy out opponents’
businesses. Usually, we recommend that you get a monopoly first, since this greatly reduces the cost
of buying the businesses.

This technique is, again, seldom useful in multiplayer, mainly because your opponents won’t con-
cede a monopoly to you very easily. If you do manage to get a monopoly, then by all means buy out
all opponent-owned businesses in the area. Just don’t expect the opportunity to arise very often.

Buying opponent-owned businesses on blocks where you don’t have a monopoly is a serious
error in a multiplayer game. When you do this, you’re overpaying your competitor and receiving poor
value in return. Instead of hurting your opponent, you’re helping him—and you’re weakening your
own position at the same time.
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Single-Player Tactics that
Won’t Work in Multiplayer
Because of the differences between single- and multiplayer in the Monopoly Tycoon game, there are
certain strategies detailed in the last few chapters that don’t work well at all in multiplayer.

Easy Monopolies
Don’t expect monopolies
to come easily!



Most of our single-player strategies begin with the swift
acquisition of all four railroads. Once again, the problem
here is that human players simply won’t concede the rail-
roads (or anything else) without a fight.

You may eventually be able to get a railroad monopoly—
but if you go after the railroads early in the game, everyone
will see what you’re trying to do.

Furthermore, it’s important to know that the railroads aren’t
as big of a prize in multiplayer games as they are in single-

player scenarios. This is because your opponents will construct so many businesses that the fixed
income from the railroads becomes paltry by comparison.

Strategies Geared for Multiplayer
Now that you’ve learned what doesn’t work in the multiplayer game, you’re probably wondering
what does work. Every game is different, and every set of opponents requires slightly different strate-
gies—but the following suggestions will give you a good head start in the multiplayer scenarios of the
Monopoly Tycoon game.

Grab the Utilities!
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Railroads are of less importance
in multiplayer games than in 
single-player scenarios.

In a densely populated city,
utilities are all-powerful.

Utilities play a giant role in multiplayer games. The reason?
Multiplayer games feature a great deal of construction. You may
have noticed that single-player games don’t tend to fill up the
blocks very quickly; this is definitely not the case in multiplayer.

When you have several human players in the game, all
building furiously from the very start, you’ll find that the city
becomes densely populated in a hurry. Since the utilities’
income is directly related to the number of buildings in the
city, you can imagine why utilities are such powerful weapons.



131
131

131
primagames.com

CH 8: Multiplayer 

A player who owns
utilities not only collects income
from other players, but also doesn’t
have to pay utility bills on his or her
own shops. It’s a great situation so,
naturally, everyone will want a piece
of the action.

Sneak In a Utility
Auction
Since your opponents won’t easily
concede the utilities, one tactic is to
wait until your opponents are

financially drained from other projects, and then start a utility
auction. One way to do this is to send several other, less-important properties (say, the railroads) to
auction first. This will make your opponents think you want the properties, so they’ll try to bid you up.
Bid along, and then drop out, leaving them with an expensive purchase.

Then, when your opponents have claimed a number of other properties and are light on cash,
make your move.

Prevent the Early Grab
While it’s entirely possible to win the game without owning any utilities, it’s still important that you
don’t allow your opponents to take them, either—at least, not cheaply. If an auction comes up and
you let your opponent buy a utility for $2,000 or $3,000—shame on you! Bid it up. Never let the utili-
ties go cheaply.

This is particularly important in the game’s early stages, when the other player stands to make a great
deal of profit from the utilities over a long period of time. If the game is nearing the end, however, you
might want to concede the utilities depending on the victory condition and exactly how much time is left.

Prevent Opponent Monopolies

Tip
You’d expect railroads to be just

as powerful as utilities in a

densely populated city, but

that’s not the case. As more and

more apartments are built inside

the city, people move into them and the number of

commuters diminishes. Thus, the railroads don’t

command nearly as much power as utilities in mul-

tiplayer games.

You need to go to war in the auc-
tion house, or else your opponents
will get excellent deals.

We’ve already discussed the difficulty of getting your own
monopolies because the other players make it hard to do so.
The corollary to this rule is that you must make it hard for your
opponents to get monopolies too!

In practice, this means bidding up any properties that
the opponent is intent on grabbing. This is particularly crucial
if your opponent already has all the other properties in a
color set and just needs one more to complete a monopoly.
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An important tool in the Monopoly Tycoon game auctions is
your ability to pretend that you’re interested in a property.
The simple act of sending a property to auction suggests that
you want that property; therefore, make a habit of sending
useless properties that aren’t in your plans to auction just to
see if your opponents will bite on them. Allow them to bid
you up and then drop out, leaving them holding the bag.

You can use these tactics very effectively at the beginning
of the game when you haven’t really established your empire
yet. At this point, you could build just about anywhere—so

if you happen to win the property you sent to auction, it actually isn’t all that bad. Just start building
there, and turn your victory into something worthwhile.

Of course, there’s a fine line between bidding up the opponent and getting stuck with an expen-
sive, unwanted property yourself. The proper amount to bid up a potential monopoly property varies
from game to game and depends a lot on the psychology of your opponents. If you know that the
other player is reckless and forceful, you can probably bid him or her up quite high. If the other player
is cautious, be careful or you might get stuck holding a property that doesn’t fit into your plans.

Bid Them Up!
It’s not an exaggeration to say that multiplayer in the Monopoly Tycoon game is won or lost at the
auction house. Since every player starts out on equal footing with equal opportunities to develop
areas and build businesses, the winner is typically the player who leases the right properties for the
right price. Players who overspend and bankrupt themselves, or who play it too safe and never
acquire any valuable properties are destined for failure.

Here are a few tips on getting the most from auctions.

Learn Your Opponents
Auctions in the Monopoly Tycoon game are like a poker game. There’s lots of betting and a lot of
bluffing, and it always helps to know something about the people you’re playing against.

Most players exhibit auction tendencies that you can pick up on and use to your advantage. For
example, some players make no real effort to hide their intentions; they bid aggressively on properties
they want and drop out early from auctions that don’t interest them. These players are easy to deal
with, because you can bid them up when they obviously want something, and you can easily take
properties away from them if they don’t have much of a personal interest.

Other players delight in ruining their opponents’ plans. These players will bid up just about any
auction, especially if they think that another player really wants the property. The next two sections
offer suggestions on how to deal with these players.

Feign Interest
Even if you have no interest in a
particular auction, it’s often
wise to bid a little.



Don’t Get Personal!
It’s easy to get mad in an auction, especially
when it seems like another player is picking on
you by driving up your desired blocks’ prices.
The best remedy for this is to let that player
take the desired blocks at an extremely high
price. If this happens frequently enough, that
player will end up in bad financial shape.

The worst thing you can do is get into a
personal vendetta with another player and

bid up the auctions that he or she wants past the point of reason. You’ll usually end up spending lots
of money on unwanted properties this way and possibly even send yourself straight to bankruptcy.

Build Extra Apartments

Tip
Auctioning blocks that your

opponents want has another

great advantage: If you start

the auctions first, your oppo-

nents will have to wait a while before put-

ting your desired blocks up for auction!

You can keep your opponents on their toes and give them a
hard time by sending their properties to auction at inconvenient
times. For example, let’s say that Shoe has a large development
on Baltic Avenue, and he’s also in debt. If you really want to
make him sweat, put Baltic Avenue up for auction.

Now Shoe is in a bind. He desperately wants to win the
lease for Baltic Avenue since that would mean he needn’t pay
any rent on all those businesses. Furthermore, he desperately
wants his opponents to not win the lease, because then he’s not
only still paying rent but paying rent to an opponent! However,
he’s low on cash so he has to be careful what he spends.
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Target any blocks that your opponents
have built up, and send them to auction.

Be Active

Extra apartments can pump new
lifeblood into your shopping centers.

In the single-player game, you often don’t have to build
apartments. Instead, you can simply build stores near
existing apartments.

This is a good situation for you. Bid the property up fairly high; that way, if you win it, you’ll col-
lect lots of rent from Shoe and make up the money very quickly. If Shoe wins, he’ll have paid such a
high price that he’ll sink even deeper into debt, and he will probably be forced to stop building until
his finances are repaired.
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Location, location, location! Shoppers like to shop nearby—
next door, if possible. Build your shops as close to apart-
ments as you can.

If you’re building a shopping center that draws business
from a nearby apartment but there’s room to build stores
even closer to that apartment, look out! An opponent who
wants to damage your finances can build the exact same
stores that you built, only closer to the apartment—and
thereby take away your business. You can sometimes restore
some of your business by undercutting the opponent’s
prices (especially on less-prestigious blocks), but getting into

a vicious price war usually benefits neither party in the end.

The bottom line is to build as close to apartments as you can. Otherwise, it’s easy for opponents
to steal your business.

Build Close to Apartments
Build stores as close to apart-
ments as is physically possible.

This works well in multiplayer games, but you should also consider the possibility of building your
own apartments. This is particularly key when you’ve built a huge, high-density shopping area that isn’t
consistently selling out its entire inventory. In this case, you may want to drop another apartment next
door, thus adding a large customer base that will help your stores sell out.

Building apartments is not very profitable in and of itself, so you’ll want to avoid it during the very
earliest stages of the game (when you don’t have much money). Later on, however, an extra apartment
can mean the difference between a ho-hum shopping center and a wildly successful one.

Try to only build apartments on blocks that you have leased. This way, your opponents can’t jump
in and build stores right next-door, thus profiting from the investment that
you made in the apartment.

Tip
Keep your eyes open for opponents

building apartments on non-leased

blocks or on blocks that are full but

have an open-building-rights block

nearby. If you see such an apartment

going up, quickly commission a poll on it and build any

desirable stores as close to it as possible. This way, you

can immediately benefit from the apartment—while your

opponent is forced to shoulder the costs of building it.
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When you or your opponent is
hovering near debt, Chance
Cards are a powerful tool.

Chance Cards are, by and large, not terribly powerful. Usually,
they involve winning or losing very minor amounts of money.
However, as mentioned in earlier chapters, small amounts of
money can make all the difference.

Team Up
Let’s say that Racecar and Wheelbarrow each have enough money to fill up about half a block
with stores. They’ve picked out a block that both would like to develop. Meanwhile, Horse, who is
winning, has a small shopping center nearby that encompasses about half a block as well.

If Racecar and Shoe both build stores on the same block, being careful not to duplicate each
other’s stores, they’ll eventually create a shopping center that’s bigger, better, and offers more selec-
tion than Horse’s. The customers will abandon Horse and flock to Racecar and Shoe’s shopping center.
Both of them will profit, and Horse will suffer a setback.

Teaming up like this can allow the losing players to quickly make up ground on a winning opponent.

Use Chance Cards At Appropriate Times

Pull Yourself Out of Debt
If you’re slightly in debt and the midnight solvency check is approaching, use a Chance Card. It may
give you enough money to get out of debt and avoid a 24-hour warning. This makes a huge
difference, because you have much more room to wheel and deal if you aren’t under the threat of a
24-hour warning.

Place Opponents in Debt
If an opponent is very close to being in debt as midnight approaches, use a Chance Card. If it’s a card
that allows you to take money from an opponent, you might be able to force that opponent into debt
and either cause a 24-hour warning or bankruptcy!

Make a Play at the End
If the end of the game seems imminent and you’re probably going to lose by just a little, then by all
means use a Chance Card. It might help just enough to help you win.



The key to success in multiplayer the Monopoly Tycoon game
is to walk a fine line between bankruptcy and success. On the
one hand, if you build and buy too quickly, you’ll bankrupt
yourself. On the other hand, if you never go into debt, you’ll
build and buy far less than players who are willing to go in
and out of debt in order to get more projects completed.

Learning just how far into debt you can go is a fine art, but
remember that the consequences of bankruptcy are far more
immediate than those of playing it too safe. Bankruptcy
means an instant end to your game and zero chance of

winning. Being overly conservative has its own risks but at least you’ll stay in the game. If there are
more than two players, this often means that you can still place well (though usually not first). And in a
best-case scenario, your opponents will bankrupt themselves, leaving you the winner by default.

As you continue to play, you’ll get a better sense of how far into debt you can safely go, and
you’ll be able to take more chances with a higher probability of success.

Adjust Strategies to Number of Players and
Time Remaining
Our final advice is to always pay attention to both the number of players in the game and the amount
of time remaining. Both of these factors should be used as a gauge of how much to pick on individual
players and how much to simply mind your own business.

When to Attack
In a game with very few players you can be very aggressive. The extreme example is a game with only
two players; in such a game, everything you do to hurt your opponent’s finances will pay off in a big
way. Play negative Chance Cards; buy out the opponent’s businesses; lease important properties to
interfere with his or her plans.

In a nutshell, then, disrupting your opponent’s plans in a two-player game is just as rewarding as
minding your own business empire.

However, as more and more players are added to the game, aggressive strategies become less
useful. Spending time and money to disrupt one opponent is very well and good, but what about the
other opponents—the ones you aren’t disrupting? They’re busy expanding their empires while you’re
busy fighting a private war with your neighbor. In this case, you’re liable to be left in the dust.

The rule, therefore, is that the more players are in any given game, the less valuable it is to target a
single player and try to knock him or her down.

The exception to this rule comes if the game draws near a close and you are one of the two lead-
ing players with no other players seriously challenging. In this case, you can and should try to attack
your opponent, because he or she is your only real competition for the win.
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Keep yourself out of extreme financial hard-
ship; it’s all too easy to go bankrupt in the
heat of competition.



The Bottom Line
The bottom line on multiplayer games is that they’re there’s a delicate juggling act. As you play more
and gain more experience, you’ll get a better and better sense of just how closely you can approach
bankruptcy without going overboard. If you play with the same group of people on a regular basis,
you’ll also learn about your opponents’ financial habits and bidding tendencies. Continue to watch
and learn, and turn your newfound knowledge to your advantage.

The Monopoly Tycoon game is a very open game—meaning that you can see very clearly what
your opponents are doing. Their businesses are right there on the City View for anyone to inspect;
their auction bids are out in the open; and you can inspect the prices of their commodities by just
clicking on their businesses. Therefore, if one player in particular is consistently beating you, it’s not
that hard to find out what he or she is doing. The next time you play, don’t worry so much about win-
ning; instead, just watch that player and learn. Copying a successful player isn’t cheating; in fact, copy-
ing is almost always the first step toward improvement. After all, great artists don’t just sit down and
paint masterpieces right from the start; they spend years studying the work of master painters, copying
their style and techniques until they finally become proficient enough to develop their own personal
style. Games are no different—so keep watching and don’t be afraid to copy success. You’re virtually
guaranteed to become a better player!

As mentioned above, the more players that are in the game,
the more incentive for you to disregard what your opponents
are doing and just concentrate on your own businesses. You
should still bid up opponents’ auctions a reasonable amount
just to prevent any one player from getting too far ahead, but
you shouldn’t stick your neck out.
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A game with many players
requires a defensive strategy.

When to Sit Back

Sometimes, the more players are in a game, the more there’s a tendency to be passive and allow oppo-
nents to lease properties cheaply. Nobody wants anyone else to get their properties cheaply, but they also
don’t want to risk bidding too high and getting stuck with a property they don’t want.
Therefore, players drop out of auctions and
hope that the other players will take
responsibility for bidding up properties.

If this happens in one of your games,
you need to take advantage of it by send-
ing properties you really want to auction.
Then, after you have what you want, try to
be a little more aggressive when bidding
on other players’ properties.

Tip
In games with multiple players, try

to focus on one thing: Getting a

good deal. Don’t overpay for leases

or build in precarious spots just to

negate a perceived threat from another player.
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A Brief History 
of the Monopoly®

board game
The Monopoly Tycoon game is the digital descendant of the best-selling board game in the world.
the Monopoly® board game has sold millions of copies in 80 countries and 26 languages, and count-
less “theme” Monopoly® board game sets have been released, including sets based on Star Wars
and The Simpsons.

We thought that in addition to the usual quick-reference chapters, we’d present a brief history of
the board game. It might interest you to learn something of the long—and sometimes strange—history
of the Monopoly® board game.

The Beginning
In 1933, Charles B. Darrow of Germantown, Pennsylvania began the process of trying to sell a game of
his own invention. It was the height of the Great Depression when many Americans were jobless—
including Darrow himself—and the game reflected the mood of the cash-starved nation. It was called
Monopoly®, and it cast each player in the role of a wealthy real estate developer. The goal was sim-
ple: To amass a greater fortune than the other players.

The theme of the Monopoly® board game could not have been better for its day. For Americans
living in the shadow of a bleak economy, what could be better than to escape—even for an hour or
two—into a world of prestige and high finance?

In 1934, Mr. Darrow introduced the game to executives at Parker Brothers. The game was rejected
out of hand; the executives cited a total of 52 design errors as the reason for the rejection.

Many would have given up at this point, but Mr. Darrow persisted. He collaborated with a printer
and produced 5,000 handmade sets of the game. These were sold to a Philadelphia department
store. The game sold quickly and was a complete success, but with limited production capability it
was virtually impossible for Darrow to keep up with demand. As a result, Mr. Darrow returned to
Parker Brothers and made them another offer.

Not surprisingly, since the game was now a known (and successful) quantity, Parker Brothers
accepted and shortly thereafter began to produce the game.

Early Production
The first year of the Parker Brothers-published Monopoly® board game was a great success; in fact, it
became the best-selling game in America.
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The early game was not identical to the modern one. For example, instead of
the classic die-cast metal tokens, players were initially represented by small
wooden pawns.

In 1937, no doubt wishing to add a distinctive style to the game, Parker Brothers began to ship the
game with the die-cast tokens (the racecar, the battleship, the horse, and so forth) that are today asso-
ciated with the game. The production of these metal tokens was briefly interrupted between 1943
and 1947, as wartime metal shortages forced Parker Brothers to temporarily go back to wooden
pawns. But with the end of the war, the metal tokens returned.

Modern History
Today, an estimated 500 million people have played the Monopoly® board game. Some of its most
well-known features, such as the tokens and the Railroad, Community Chest, Chance, and Title Deed
designs, as well as Boardwalk and all four game board corners are trademarked. They certainly should be;
many of the game’s parts have become iconic and are well-recognized elements of American culture.

A number of novelty Monopoly® board game sets have been made over the years. Most famous
include a Neiman Marcus all-chocolate set that retailed for $600, and an Alfred Dunhill set with gold
houses and silver hotels, which sold for $25,000.

The Monopoly® board game continues to evolve, and its popularity shows no signs of waning. In
1983 the game’s 50th anniversary was celebrated; in 1999, fans of the game voted for a new die-cast
token: a sackful of money.

In addition to the game itself, a deluge of the Monopoly® board game themed products and game
variants, such as the computer game this book is written about are constantly appearing—and are consis-
tently well received.

Who knows what the future holds for the Monopoly® board game? The only thing that seems
certain is that the game’s popularity will continue. 
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Recommended Building Quality
Block Prestige Recommended 

Building Quality

★ Low

★★ Low

★★★ Medium

★★★★ Medium

★★★★★ High

Retail Stores Available Starting 1930
Store Stock  Daytime/ Supplies Utility Cost 

Capacity Nighttime (per unit)
(per unit)

Bakery 4 Daytime Bread Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: $2 / Water: $1

Book Store 3 Daytime Books Elec: $1 / 
Telecoms:$1 / 
Gas: 50¢ /Water: 50¢

Butcher Shop 3 Daytime Meat Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: $2 / Water: $1

Café 3 Daytime Snacks Elec: $1 / 
Telecoms: 50¢ / 
Gas: $3 / Water: $2

Clothes Store 3 Daytime Clothing Elec: $1 / 
Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Dairy Store 4 Daytime Dairy Produce Elec: $1 / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: $1

Diner 3 Daytime Snacks Elec: $1 / 
Telecoms: 50¢ / 
Gas: $3 / Water: $2

Doctor’s Office 3 Daytime Healthcare Elec: 50¢ / 
Telecoms: $2 / 
Gas: 50¢ / Water: $1
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Store Stock  Daytime/ Supplies Utility Cost 
Capacity Nighttime (per unit)
(per unit)

Electrical Store 3 Daytime Electrical Elec: $1 / 
Goods Telecoms: 50¢ / 

Gas: 50¢ / Water: 50¢

Fish Market 4 Daytime Fish Elec: $1 / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: $2

Furniture Store 2 Daytime Furniture Elec: $1 / 
Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Grocery Store 4 Daytime Fruit/ Elec: 50¢ / 
Vegetables Telecoms: 50¢ / 

Gas: $1 / Water: $1

Hardware Store 3 Daytime Tools/ Elec: 50¢ / 
Hardware Telecoms: 50¢ / 

Gas: 50¢ / Water: 50¢

Jewelry Store 1.5 Daytime Jewelry Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

News Stand 8 Daytime Newspapers/ Elec: 50¢ / 
Magazines Telecoms: 50¢ / 

Gas: 50¢ / Water: 50¢

Souvenir Shop 5 Daytime Souvenirs Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Toy Shop 3 Daytime Toys Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Ballroom 3 Nighttime Dancing Elec: $2 / 
Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Bar 4 Nighttime Drinks Elec: $1 / 
Telecoms: $1 / 
Gas: 50¢ / Water: $1

Cinema 1.5 Nighttime Movies Elec: $2 / 
Telecoms: 50¢ / 
Gas: $1 / Water: 50¢

Restaurant 2.5 Nighttime Meals Elec: 50¢ / 
Telecoms: $2 / 
Gas: $3 / Water: $2

Theater 2 Nighttime Performance Elec: 50¢ / 
Telecoms: $1 / 
Gas: 50¢ / Water: 50¢
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Retail Stores Available Starting 1940
Store Stock  Daytime/ Supplies Utility Cost 

Capacity Nighttime (per unit)
(per unit)

Antique Store 3 Daytime Antiques Elec: 50¢ / 
Telecoms: $1 / 
Gas: 50¢ / Water: 50¢

Ice Cream 4 Daytime Ice Cream Elec: $1 / 
Parlor Telecoms: 50¢ / 

Gas: 50¢ / Water: $1

Night Club 2 Nighttime Dancing Elec: $1 / 
/Drinks Telecoms: 50¢ / 

Gas: 50¢ / Water: 50¢

Pool Hall 3 Nighttime Gaming Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Retail Stores Available Starting 1950
Store Stock  Daytime/ Supplies Utility Cost 

Capacity Nighttime (per unit)
(per unit)

Sports Store 3 Daytime Recreational Elec: 50¢ / 
Goods Telecoms: 50¢ / 

Gas: 50¢ / Water: 50¢

Music Store 3 Daytime Music Tapes Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Delicatessen 3 Daytime Meat/Fish/Dairy/ Elec: $1 / 
Produce Telecoms: 50¢ / 

Gas: 50¢ / Water: $1

Fast Food Outlet 5 Nighttime Fast Food Elec: $1 / 
Telecoms: 50¢ / 
Gas: $1 / Water: $2

Retail Stores Available Starting 1960
Store Stock  Daytime/ Supplies Utility Cost 

Capacity Nighttime (per unit)
(per unit)

Travel Agency 2 Daytime Vacations Elec: 50¢ / 
Telecoms: $3 / 
Gas: 50¢ / Water: 50¢

General Store 4 Daytime Fruit/ Elec: $1 / 
Vegetables/ Telecoms: 50¢ / 
Dairy/Produce/ Gas: $1 / Water: 50¢
Newspapers/
Magazines/Bread
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CH 10: Store Data

Store Stock  Daytime/ Supplies Utility Cost 
Capacity Nighttime (per unit)
(per unit)

Pharmacy 3 Daytime Healthcare Elec: 50¢ / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: $1

Bowling Alley 3 Nighttime Gaming/ Elec: $1 / 
Fast Food Telecoms: $1 / 

Gas: / $1 Water: 50¢

Retail Stores Available Starting 1970
Store Stock  Daytime/ Supplies Utility Cost 

Capacity Nighttime (per unit)
(per unit)

Department Store 1.5 Daytime Clothing/ Elec: 50¢ / 
Books/Jewelry/ Telecoms: $2 / 
Electrical Gas: $1 / Water: 50¢
Goods/
Furniture/Toys

Health Club 2 Daytime Healthcare/ Elec: 50¢ / 
Recreational Telecoms: $1 / 
Goods Gas: 50¢ / Water: $1

Amusement Arcade 8 Nighttime Gaming Elec: $2 / 
Telecoms: 50¢ / 
Gas: 50¢ / Water: 50¢

Video Store 3 Nighttime Videos Elec: 50¢ / 
Telecoms: $1 / 
Gas: 50¢ / Water: 50¢

Retail Stores Available Starting 1980
Store Stock  Daytime/ Supplies Utility Cost 

Capacity Nighttime (per unit)
(per unit)

Computer Store 3 Daytime Computers Elec: $1 / 
Telecoms: $1 / 
Gas: 50¢ / Water: 50¢

Phone Shop 3 Daytime Phones Elec: 50¢ / 
Telecoms: $3 / 
Gas: 50¢ / Water: 50¢

Supermarket 4 Daytime Meat/Fish/Fruit/ Elec: 50¢ / 
Vegetables/ Telecoms: $1 / 
Dairy/Produce/ Gas: $1 / Water: 50¢
Bread/Clothing
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Store Stock  Daytime/ Supplies Utility Cost 
Capacity Nighttime (per unit)
(per unit)

Electronic 2 Daytime Videos/Music Elec: $1 / 
Superstore Tapes/Elec. Telecoms: 50¢ / 

Goods/Toys Gas: 50¢ / Water: 50¢

Commodities
Commodity Cost (per unit) Default Sale Where Available

Price (per unit)

Antiques $11 $55 Antique Store

Apartment Rent N/A $18 Apartment Building

Books $2 $10 Book Store, 
Department Store

Bread 75¢ $4 Bakery, General Store, 
Supermarket

Cell Phones $4 $40 Phone Shop

Clothing $5 $30 Clothes Store, 
Department Store, 
Supermarket

Computers $20 $800 Computer Store

Dairy 60¢ $4.50 Dairy Store, 
Delicatessen, General 
Store, Supermarket

Dancing $1.50 $17.50 Ballroom, Night Club

Drinks 50¢ $6 Bar, Night Club

Electrical Goods $10 $34 Electrical Store, 
Department Store, 
Electronic Superstore

Fast Food 75¢ $8 Fast Food Outlet, 
Bowling Alley 

Fish 60¢ $4.50 Fish Market, 
Delicatessen, 
Supermarket

Fruit and 65¢ $3.80 Grocery Store, General
Vegetables Store, Supermarket

Furniture $15 $60 Furniture Store, 
Department Store

Gaming 75¢ $9.80 Pool Hall, Bowling 
Alley, Amusement 
Arcade

Health Care $2 $15 Doctor’s Office, 
Pharmacy, Health Club

™
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CH 10: Store Data

Commodity Cost (per unit) Default Sale Where Available
Price (per unit)

Ice Cream 10¢ $3 Ice Cream Parlor

Jewelry $15 $50 Jewelry Store, 
Department Store

Meals $3 $15 Restaurant

Meat 50¢ $5 Butcher Shop, 
Delicatessen, 
Supermarket

Movies $1 $11 Cinema

Music Discs $3 $12 Music Store, Electronic
Superstore

Newspapers 50¢ $2.50 News Stand, General 
Store

Performance $1 $17 Theater

Recreational $8 $40 Sports Store, Health 
Club 

Snacks $2.50 $9 Café, Diner

Souvenirs $3 $12 Souvenir Shop

Stay Over $1 $25 Hotel

Tools and $6 $16.10 Hardware Store, 
Hardware Electronic Superstore

Toys $5 $18 Toy Shop, Department 
Store, Electronic 
Superstore

Vacations $20 $100 Travel Agent

Videos $4 $14 Video Store

Stores by Electricity Consumption

Store Electricity 
Cost (per unit)

Bakery 50¢

Butcher Shop 50¢

Antique Store 50¢

Department Store 50¢

Doctor’s Office 50¢

Grocery Store 50¢

Hardware Store 50¢

Health Club 50¢

Store Electricity 
Cost (per unit)

Jewelry Store 50¢

Music Store 50¢

News Stand 50¢

Pharmacy 50¢

Phone Shop 50¢

Pool Hall 50¢

Restaurant 50¢

Souvenir Shop 50¢
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Store Electricity 

Cost (per unit)

Sports Store 50¢

Supermarket 50¢

Theater 50¢

Toy Shop 50¢

Travel Agency 50¢

Video Store 50¢

Book Store $1

Bar $1

Bowling Alley $1

Café $1

Clothes Store $1

Computer Store $1

Dairy Store $1

Store Electricity 
Cost (per unit)

Delicatessen $1

Diner $1

Electrical Store $1

Electronic Superstore $1

Fast Food Outlet $1

Fish Market $1

Furniture Store $1

General Store $1

Ice Cream Parlor $1

Night Club $1

Amusement Arcade $2

Ballroom $2

Cinema $2

Stores by Gas Consumption
Store Gas Cost 

(per unit)

Amusement Arcade 50¢
Antique Store 50¢
Bar 50¢
Book Store 50¢
Computer Store 50¢
Dairy Store 50¢
Delicatessen 50¢
Doctor’s Office 50¢
Electrical Store 50¢
Electronic Superstore 50¢
Fish Market 50¢
Hardware Store 50¢
Health Club 50¢
Ice Cream Parlor 50¢
Jewelry Store 50¢
Music Store 50¢
News Stand 50¢

Store Gas Cost 
(per unit)

Night Club 50¢
Pharmacy 50¢
Phone Shop 50¢
Pool Hall 50¢
Souvenir Shop 50¢
Sports Store 50¢
Toy Shop 50¢
Theater 50¢
Travel Agency 50¢
Video Store 50¢
Ballroom $1
Bowling Alley $1
Cinema $1
Clothes Store $1
Department Store $1
Fast Food Outlet $1
Furniture Store $1
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CH 10: Store Data

Store Gas Cost 
(per unit)

General Store $1
Grocery Store $1
Supermarket $1
Bakery $2

Store Gas Cost 
(per unit)

Butcher Shop $2
Café $3
Diner $3
Restaurant $3

Stores by Water Consumption

Store Water Cost 
(per unit)

Amusement Arcade 50¢
Antique Store 50¢
Ballroom 50¢
Book Store 50¢
Bowling Alley 50¢
Cinema 50¢
Clothes Store 50¢
Computer Store 50¢
Department Store 50¢
Electrical Store 50¢
Electronic Superstore 50¢
Furniture Store 50¢
General Store 50¢
Hardware Store 50¢
Jewelry Store 50¢
Music Store 50¢
News Stand 50¢
Night Club 50¢
Phone Shop 50¢
Pool Hall 50¢
Souvenir Shop 50¢

Store Water Cost 
(per unit)

Sports Store 50¢
Supermarket 50¢
Theater 50¢
Toy Shop 50¢
Travel Agency 50¢
Video Store 50¢
Bakery $1
Bar $1
Butcher Shop $1
Dairy Store $1
Delicatessen $1
Doctor’s Office $1
Grocery Store $1
Health Club $1
Ice Cream Parlor $1
Pharmacy $1
Café $2
Diner $2
Fast Food Outlet $2
Fish Market $2
Restaurant $2
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Store Telecom Cost
(per unit)

Amusement Arcade 50¢
Bakery 50¢
Ballroom 50¢
Butcher Shop 50¢
Café 50¢
Cinema 50¢
Clothes Store 50¢
Dairy Store 50¢
Delicatessen 50¢
Diner 50¢
Electrical Store 50¢
Electronic Superstore 50¢
Fast Food Outlet 50¢
Fish Market 50¢
Furniture Store 50¢
General Store 50¢
Grocery Store 50¢
Hardware Store 50¢
Ice Cream Parlor 50¢
Jewelry Store 50¢
Music Store 50¢

Store Telecom Cost
(per unit)

News Stand 50¢
Night Club 50¢
Pharmacy 50¢
Pool Hall 50¢
Souvenir Shop 50¢
Sports Store 50¢
Toy Shop 50¢
Antique Store $1
Bar $1
Book Store $1
Bowling Alley $1
Computer Store $1
Health Club $1
Supermarket $1
Theater $1
Video Store $1
Department Store $2
Doctor’s Office $2
Restaurant $2
Phone Shop $3
Travel Agency $3

Stores by Telecom Consumption


