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OBJECT OF THE GAME |

Stitch has set up a scavenger hunt across the island! Win the hunt by being
the first to collect three different sets of items! Call on the mischievous alien
with action cards that let you collect money or snatch and swap items.

WHAT’ DIFFER.ENT ABOUT MONOPOLV DEAL STITCH9 |
CHARACTER CARDS

At the start of the game each player will choose their own character to play as and place
the corresponding character card in front of them. Each character has a unique special
ability that can be used throughout the game, which is described on the card.

: SET iT UP!

L emove the five character . . '6‘ Shuffle the rest of the cards and deal __
cards from the deck. five to each player You can look at

your cards, but keep them secret.
Each player chooses one member of

Stitch’s Ohana to play as and takes Place the rest of the cards
that character card. Put any unused facedown in the center of play.
character cards back in the box. That's the draw pile! The discard

pile will go next to it.

' I
el

Be the first player to collect three complete sets of items! Each set must be a
different color. For example: you can't win with two red sets and one blue set.

The youngest player goes first, and play moves to the left.

c Draw two cards. If you ever start your turn with no cards, draw five instead.
a Play up to three cards of any type. You may choose to play none.
There are three ways to play cards.

Add to your Bank by placing money or action cards in front of you,
faceup. You'll need money in your Bank to pay other players
throughout the game.

22| <Action cards.areaoith. the.amount showa onthetopdefiof the. m « mm « w
J) card. Once you place an action card in your Bank, think of it as a
money card—you can't play its action once it's in there.

Add an item to your collection by placing it faceup in front of you, separate
from your Bank. You may place as many items as you want throughout the
game, but remember you need three complete sets, each in a different color,
to win.

Play an action card by reading it aloud and following the rules on
the card. Discard it faceup next to the draw pile when done,
unless the card says otherwise.

Once you play any type of card, you can't put it back in your hand.
See THE CARDS for more info.

a At the end of your turn, you may have up to seven cards in your hand. If you
have more than seven, choose which extras to discard. (It's ok to end your turn with
no cards!)

Paying other players

Owe money to another player? You
have two options:

“ Pay from your Bank. ¢ There’s no change in this game, so
Give the player money or action you may have to pay more than what
cards from your Bank equal to what you owe if that's all you have. For
you owe. That player puts those example: if you owe a player #2, and
cards in their Bank. you have a #5 card in your Bank and

e o e e 2 B $IRMSY QMO USEGiVE thatplayern e o -
€8 P4y Witk yourtems: R

[tems are worth the amount shown your #5 card.

on the left of the card and gotothe ¢ If you don’t have enough money in

other player’s item collection. your Bank or items, just pay what
Items never go in the Bank! you can. If you have no money or
You choose how you want to pay, not items, nothing happens.

the player you're paying, but it's best
to pay with cards from your Bank first.
Never pay with cards from your hand.

If you don't have enough in your Bank,
then you must pay with the items in front

of you.
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The game ends when

the game.

)

MONEY CARDS
e s

€URFBOARD

TEHS PAYHENT
COLECTED

player collects three complete
sets of items, each in a different
color. That player wins!

CHARACTER CARDS s

Each character has a unique special
ability that players may use throughout

LILO: At the start of your turn,
you may choose to draw from
the top of the discard |piIe

e.

It gl wenoend| | @ You may make a

JUMBA: At the start
" 8Py B aPtar, draw

cards instead of 2. pay another player.

PLEAKLEY: You may use
this character card as a
rainbow wild card.

ANGEL: At the start of your turn, you
may choose to draw from another .
player’s hand instead of the draw pile.  ® You may not make a complete item

You may not look at the other player’s set using only rainbow wild items.
cards before you draw them.

LEROY: You may
perform an additional

action on your turn. ACTiON CARDS

Put these in your Bank and use them
when you need to pay other players.

Collect three complete sets of these,
e » me00Gh d e ifferent col0kt Wik OUGE N & m=
never place item cards in your Bank.

THE END OF THE GAME

one

THE CARDS |

TWO-COLOR WILD ITEM
Choose one color, and
flip that card so the color
you'd like it to represent is
on top.

WaL aim . .
complete item set using

only two-color wild items.
3 e w YO UMAY-USERtWO: COlOPWilelitom tom= = == 4

RAINBOW WILD ITEM
Choose any color you'd
like the card to represent,
and place it next to any
other items you own in
that set.

¢ You may not use a rainbow wild item
to pay another player.

Remember, you can place any action
cards in your Bank as money. Once
you've done that, you can't play them
as action cards. Below are a few action
cards you may have questions about.

0oPs!

Choose one of the item
colors specified on the
* cardrandrcolfectmomey == = == 1
from other players based

smiee | 0N the number of items

e | yOU have in front of you
in that color set.

FORGCH M YO AN T 008,

Value of this card
when used to pay
another player.

| Money you collect  MEEGA, NALA KWEESTA!

when you pla

an OOyPS! gct%,on Place this card on another

ﬁard, accor_tzing to player's character card to

[ hanra stop thatplayer from
using their character’s
special ability. The special

this color set.
this color set. ability will remain blocked

L Number of items in
until the player discards

items.

three actions.

start a new set.

©Disney.
www.disney.com

#10 worth of money or
P action cards from their Bank during
WiLD ITEM CARDS their turn (discarding does not count
You choose the color these represent. towards the three cards you may play
They can be used to complete sets of during your turn).

¢ Once placed, you can always ¢ Playing this card affects only you.
change which color you'd like them For example, if you play this card
to represent later in the game, as when another player plays OOPS!,
long as you do so on your turn. you do not have to pay that player,
e Changing wild item cards to a new but all other players do.
color does not count as one of your ¢ Any player may play a Joyride card

¢ You can't place wild item cards in
your Bank, but you can use them to

JOYRIDE
Make your escape! Play
this card to block an
action another player tries
to use against you.
*You may play this card
= = AteANY=tiMe sevONsf itmm x m= »
isn't your turn.

to cancel another Joyride card.

e|f you add this card to your Bank
as money, it counts as one of the
three actions you may take on
your turn.

The HASBRO and MONOPOLY names and logos, the distinctive design of the gameboard, the four comer squares,
the MR. MONOPOLY name and character, as well as each of the distinctive elements of the board and playing
pieces are trademarks of Hasbro, Inc. for its property trading game and game equipment. © 1935, 2025 Hasbro.
TM & ® denote U.S. Trademarks.

Consumer contact:

US/Canada: Hasbro Games, Consumer Affairs Dept., PO. Box 200, Pawtucket, Rl 02861-1059 USA.
TEL. 1-800-255-5516.

Australia consumer service: https://consumercare.hasbro.com/en-au

New Zealand consumer service: https://consumercare.hasbro.com/en-nz

Hasbro, Pawtucket, RI 02861-1059 USA. WWW.mOhOPO]y-COm
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