DEALS & TRADES

You can buy, sell, or trade locations and wild Pokémon with rival Trainers at any time.

Locations and wild Pokémon can be traded for Poké Balls, other locations, other wild Pokémon, and/or Get Out of Jail
Free cards. The amount is decided by the Trainers making the deal.

HELP! 1 CAN'T PAY!
1. Try to earn Poké Balls.

If you owe Poké Balls and can’t pay, try to earn Poké Balls by selling locations back to the Bank for the amount
on their board spaces or to a rival Trainer for an agreed-upon price. You may also try to sell wild Pokémon to rival
Trainers for an agreed-upon price.

2. If you're still in debt, you are bankrupt and out of the game!

Do you owe arival Trainer?

Give them all your wild Pokémon and any Get Out of Jail Free cards.

Do you owe the Bank?

Return all your wild Pokémon to their matching sections next to the board. You've released them back into the wild!

Return any Get Out of Jail Free cards to the bottom of the Adventure deck.

The remaining Pokémon Trainers keep playing until one Trainer is the first
to collect at least one of each type of wild Pokémon to complete their

Pokémon tracker mat or there is only one Trainer left in the game. That
Trainer is the winner!

HOW MANY OF THESE WILD POKEMON WILL YOU CATCH?
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RACE TO CATCH THE WILD POKEMON!

You’re a Pokémon Trainer adventuring through a vast land with your Pokémon partner! Explore vibrant locations, catch
different types of wild Pokémon to add to your Pokémon tracker mat, and battle rival Trainers to collect Poké Balls!
If you’re the first Trainer to complete your tracker mat or you’re the last Trainer with Poké Balls, you win!
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g a CONTENTS: Gameboard ¢ 4 Plastic Pokémon Tokens * 4 Pokémon Tracker Mats ¢ 16 Location
—
2-4

Cards * 16 Adventure Cards * 16 Challenge Cards « 4 Reference Cards * 1 Numbered Die *
1 Catching Die with Labels « 48 Cardboard Wild Pokémon Chips ¢ 90 Cardboard Poké Balls




WHAT’S DIFFERENT ABOUT
MONOPOLY: POkKEMON?  RSEMMITIUP!
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The first time you play, apply one
label to each side of the catching
die in any arrangement.

SPRIGATITO.
A NBaTILE

On your turn
1. Roll the numbered die.

2. Move your token clockwise that
number of spaces.

3. Where did you land? Carry out
the rules of that board space.
See THE BOARD SPACES.

4. Your turn ends. Pass the dice to
your left.

THE BOARD SPACES

LOCATIONS

Uncontrolled Locations

When you land on an uncontrolled

location, you must take control of it.

To do so, pay the amount on the board

. space, and take the Location card from
the Bank. Then you may try to catch a
wild Pokémon by exploring that location!

@ See EXPLORING.

Can’t afford a location? Auction it!

Any Trainer can bid. The Banker starts the bidding at
1 Poké Ball, and anyone can increase the bid by as
little as 1 Poké Ball. You don’t need to follow turn order,
and the Banker ends the auction when no Trainer

is willing to increase the bid. The highest bidder

pays the Bank and takes the Location card, but they
may not immediately explore that location. If no one
wants to bid on the location, that’s fine. No one pays
anything, and the Location card stays with the Bank.

Collect color sets to protect locations!
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When you have taken control
of both locations in a color set,
it means that those locations
cannot be taken from you by

a rival Trainer if you are ever
defeated in battle!

Note: In this game, you do
not earn more with color sets.

LOGATION LOGATION

Controlled Locations

When you land on a location that you control, you
may explore that location for free!

When you land on a location that a rival Trainer
controls, you must pay them to explore that location
or battle them (i.e., if you choose to explore, you
can't battle afterward, and vice versa).

See EXPLORING and BATTLING.

EXPLORING

You pay nothing to explore a location that you control. If you want
to explore a location that a rival Trainer controls, you must pay
them the exploration cost shown on the Location card.

Then roll the catching die!

If you roll a Poké Ball, it means you caught a wild Pokémon!
D Collect one Pokémon type for that location from next to the
board and add it to your Pokémon tracker mat!

If you roll a red X, it means you caught nothing! You may
@ end your turn or pay 1 Poké Ball to the Bank and re-roll.
You may keep paying to re-roll until you catch a wild
Pokémon—but don’t spend all your Poké Balls or you'll
be out of the game! ADVENTURE

Note: If you land on a location where you’ve previously caught

a wild Pokémon, you can explore that location again to catch more

of that same Pokémon type. If you’ve already filled a space on your
tracker mat with a certain Pokémon type and you catch another
Pokémon of that same type, place it next to your mat—and remember
to add it to your die roll when battling!

BATTLING

If you land on a location that a rival Trainer controls and you don’t
want to explore, you may battle that Trainer instead. Battling
means you might avoid having to pay the Trainer for landing on

a location they control—and you might also be able to take that
location from them!

To battle, you and the rival Trainer each roll the numbered
die. You may each add 1 to your roll for each Pokémon on
your Pokémon tracker mat (include your Pokémon partner
in that total). You may also each use any Challenge cards
you have to improve your total. The higher total wins!

« If you win, you pay the rival Trainer
nothing and you take the Location
card from them (unless that Trainer
has a complete set). Now you
control that location!

¢ If the rival Trainer wins, you
must pay them the battle fee
shown on the Location card.

¢ If there’s a tie, the rival Trainer
wins, and you must pay them the
battle fee!

Then end your turn. You may not explore.

CHALLENGE




