
Forword 
 

 

The was a young man from Thermopylae 

Played his old maiden Aunt at Monopoly* 

They had a big battle  

And slaughtered some cattle 

But still couldn’t rhyme with Thermopolae 

 

 

 

This is all about about winning.  We aim to present a series of simple, 

easy to remember, rules that anyone can apply. But for the connoisseur 

there are a set of detailed investment tables that can be used to make 

complex decisions easier. 

 

Ever since the game was invented people of all persuasions and 

nationalities have been intrigued with strategies.  Despite this many still 

believe that winning depends on the throw of the dice. 

 

Certainly, in respect of any individual throw it does, and luck plays its 

part in most games; but, over a period, a good player will win consistently 

and a bad player will lose consistently.  Of course the bad player will win 

the occasional game and if there are four players the good player cannot 

win all the time. 

 

So how do you increase your chances at every opportunity? By buying wisely, 

by developing to the optimum level, by weakening your opponent and by being 

nice. 

 

The sections which follow contain a certain amount of arithmetic to 

demonstrate the principles behind the rules, but if that leaves you cold 

don't worry.  You don't need to know the maths to appreciate the 

principles.  If you prefer you can just read the bold summaries at the end 

of each section and skip the text. 

 

Stick at it and, over a period, try to develop along the suggested lines.  

You will improve your chances and should, as a result, enjoy the game more.  

Whatever you do be flexible.  Don't get a fixation on [DB2] or a particular 

colour - you must develop along the best lines according to what the dice 

allows - but over a period you will win more than average.  And that's what 

it's all about. 

 

As names vary from place to place all properties are referred to by a code 

contained in the [brackets].  It should not take you too long to work this 

out and if you save the file you can do a global replace using your own 

names. 

 

 

Many happy travels 

 

 

[*Monopoly is a registered trade mark of Waddington’s in the UK and Parker 

Bros elsewhere in the world] 
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Playing to Win 

 

As in certain other games, players fall into three distinct categories at 

the end of a time limited game: 

 

 A winner 

 

 losers (those bankrupted), 

 

 survivors (those still in the game) 

 

So if you are playing a time limited game you may choose whether to play 

all out to win (and hence also increase your chance of losing) or just to 

survive. 

 

The strategies for these contrasting objectives are quite different.  If 

you wish to win you will maintain a high profile, take risks and gamble for 

the top spot.  However, to merely survive you will tend to develop more 

slowly and to keep a much larger "float" of money in hand to pay fines.  It 

is not unusual for middle of the road "survival" oriented players to keep 

over £2,000 in reserve for fines whereas players going for a win tend to 

re-invest anything over £1,000. 

 

The choice is yours and you can often change from a safe to a gambling 

strategy part way through.  If you leave it too late though you will 

invariably be the bridesmaid - never the bride! 

 

Which Property? 

 

The game is set up so that the properties are not equal.  Some are 

considerably better than others.  Everyone knows that [WW] won't make your 

fortune but, which is better out of [DB1] and [OR3]? 

 

Many players feel that the expensive properties are the best, but this is 

not so.  What matters most is your rate of return, is how much will you get 

back in return for your investment.  Rates of return on the board vary 

between 0.07 for the undeveloped [BR1], to 1.62 for [LB3] with an hotel. 

 

What do we mean by rate of return?  Well, its simply this:  If I invest £1, 

how much will I get back from a single landing by an opponent with 

sufficient cash?  To illustrate this, if I have invested £400 and the rent 

from that property is £400, my rate of return will be: 

 

     400 

     ___ = 1.00 i.e. 1 

     400 

 

If my investment is £200, and rent £100: 

 

     100 

 Rate of return =  ___ =   0.50 

     200 

 

If my investment is £100 and rent £200 then: 

 

     200 

 Rate of return =  ___ =   2.00 

     100 

 

 

So the answer to the question above is [OR3]!  Why?  Well, the rates of 

return for [OR3] are better.  £750 to develop [DB1] with two house gives a 

rent of £500, hence a rate of return of 
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     500 

     ___ =  0.67 

     750 

 

 

Whereas with [OR3] we can get a rent of £600 for an outlay of only £500 

which gives a rate of return of: 

 

     600 

     ___ =  1.20 

     500 

 

 

Obviously, we cannot normally carry out all the necessary calculations 

during a game, so I've done them all for you in Table 1. 

 

The first column in each section shows the cost to the developer, the 

second shows the site rent and the third is the rate of return for a single 

landing by an opponent who can pay up.  The figures given for the Utilities 

and Stations refer to the number owned. 

 

Thus we can see that for £440 we can get 3 houses on [MA1] giving a rent of 

£450 and a rate of return of: 

 

     450 

     ___ =  1.02 

     440 

 

 

For £700 we could have 2 houses on [DG1] for a rent of £390 with a rate of 

return 0.56. 

 

When looking at the Table it soon becomes apparent that the expensive 

properties are not necessarily the best. 

 

 
The "best value" set based on rate of return is clearly the pale blues:  

[LB1], [LB2], [LB3] and, second, the pale browns:  [OR1], [OR2] and [OR3].  

What of [DB2]?  Well, it does have the best rate of return for any set with 

three houses, but after that it tends to be held back by averaging with 

[DB1] which is unspectacular. 

 

What obvious conclusions can we draw from the rate of return chart? 

 

When presented with decisions tend to go in these directions: 

 

 Get the [PB] set 

 

 Get the [OR] set 

 

 Avoid the [DG] set 

 

 Avoid the [RD] set 

 

 Get [DB2] and [DB1] by all means, but don't pay through the nose 

for them. 

 

 

 

One other point is important - you can't win with just the pale blue set.  

The lowest value set that you can win with, on its own, is probably the 

magenta set.  Clearly then, if you want to develop quickly on one set and 

stand a good chance of winning without a second set, then the orange set is 

the best bet. 
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Dealing in Property 

 

What's it worth?  Should I buy or sell?  Be a bull or bear? 

 

Let's get it straight from the start.  Have you ever seen anyone win: 

 

 Without a set? - No 

 

 With less than 3 houses on a property? - No 

 

 With only the pale blue or dark brown set? - No 

 

 With only the four stations? - No 

 

 Without [DB2]? - Yes - lots of times 

 

It really comes down to combining a number of things, but one of them 

should not be a preference based on your favourite colour or the high value 

sets. 

 

First  - you must develop property, and the lowest value set you can win 

with alone is the [MA] set - but even that needs luck. 

 

Second - low value sets will be easier to develop than high value. 

 

Third  - you may have to pay over the odds for [DB2] and it may not be 

worth it. 

 

Fourth - consider the rates of return we have already talked about. 

 

Fifth  - the first one to get a set has a big advantage - even if it is 

only [BR1] and [BR2]. 

 

So when we set off round the board our landings are a matter of luck - so 

how do we go about getting a set?  Well, don't try to build a set from 

scratch - you'll have to bargain so much that it's hardly worthwhile - 

unless, of course, you have no choice. 

 

Weigh up your adversaries and try to obtain two of a set even before the 

third is out of the bank - once a set is out of the bank all of the set 

rises in value.  Snap up any auctioned property that goes at a reasonable 

price - see chapter on auctions. 

 

When you've got two of a set (preferably low/medium value with high rate of 

return) deal as hard as you can for the third.  What's it worth?  As a 

general rule the third property of a set is worth about double its face 

value, so this is what you should be prepared to pay.  If you are selling 

and trading property or need the cash then sell at this price, but if you 

can afford to wait then go for even more.  Players with a preference for 

particular properties will often pay over 3 times their value - [DB2] often 

fetches over £1,000 in cash or equivalent property and the fourth station 

frequently gets around £800 to make up the set. 

 

So when an opponent is close to making a set - stall, try to get him to 

make his second property deal with someone else first so that you can trade 

holding the third property and hence command a higher price.  Of course, if 

he has something you want you may as well get on with the deal. 

 

Your objectives must be: 

 

 To commence development yourself as quickly as possible, on a 

set giving a good rate of return (you may appear to 'give away' 

higher value property to get a cheaper development underway.) 
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 To frustrate development by your opponents for as long as 

possible  (whatever you do don't let anyone have a set, if you 

can possible prevent it, before you know you can make one 

yourself) 

 To manoeuvre your opponents towards the sets with poor rates of 

return.  (always be prepared to let the green and red sets go 

as long as you can make up other sets) 

 To soak up your opponents cash when you deal with him, so that 

he cannot get to an optimum level (3 houses) 

 

 Sell the fourth station to someone with [DB2] and [DB1] to soak 

up his development cash (he should be more interested in 

houses) 

 

What do you do when there's four of you and two of the others have got off 

to a flying start? 

 

So all you can, short of collusion, with the other 'undeveloped' player, 

even if this means letting him off the hook. 

 

He who plays 'dog in the manger' can only lose. 

 

What are the stations worth? 

 

It's difficult to say, but they are generally overrated.  They are 

unimprovable after you've got all four, and they tend to cost a lot.  Let's 

suppose I get [ST1] and [ST3] by landing on them.  Then I buy [ST2] for 

£400, and get rooked £800 for [ST4]. 

 

 My total outlay is 800 + 400 + 200 + 200 = £1600 

 

     1600 

 so, my average cost is ____ =  £400 

        4 

 

 

 and the rental is £200, giving a rate of return of 0.50. 

 

Had I invested in the Magenta set, let's say: 

 

 [MA1] (landed) £140 

 [MA2] (bought) £200 

 [MA3] (bought) £280 

 9 houses @ £100 £900 

      _____ 

      £1520 average cost = £507 

 

 

     450 + 450 + 500 

 My average rent is _______________ = £467 

      3 

 

 

      467 

 Giving a rate of return of ___ =  0.92 

      507 

 

 

Even allowing for there being 4 stations (and hence more chance of landing) 

would not affect the figures. 

 

If you are going to aim for a rate of return of 1.00 (a reasonable target) 

then the stations are worth little more than face value.  This is, of 
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course, unless you have the knack of skipping round the board on the 

stations by shaking double '5's, as some people seem to have. 

 

 

The conclusions from this and preceding sections are: 

 

 Try to get sets with good rate of return and develop as soon as 

possible. 

 

 Push your opponents towards the poor rate of return sets. 

 

 Don't let any opponents develop before you if you can prevent it. 

 

 If anyone else is getting development underway make your deals as 

urgently as you can. 

 

 Soak up opponents development cash by selling expensive property. 

 

 Don't get a consistent fancy for a set unless its the orange one. 

 

 Make sure you have a set that is of sufficient value to win. 

 

 Don't be 'dog in the manger' - if you're going to lose - enjoy it! 

 

 Don't pay too much over the odds for the stations. 

 

Developing 

 

When should I develop, where and how far? 

 

The answers to these are easy: 

 

 As soon as possible (throw caution to the wind). 

 

 On the site that gives best rate of return for what you can 

afford. 

 

 To 3 houses on each of the sets then reassess. 

 

Why as soon as possible? 

 

 If you wait to develop others will reach ahead and if you land on their 

property first you may go down.  You will also lose your development money.  

If you manage to develop second out of four players you will have three 

chances of rent coming in against one chance of paying out.  Obviously if 

you develop first your chances are better and if last you have little 

chance of winning. 

 

Why on the site with best rate of return? 

 

 Weigh up which site is best for development (if you are lucky enough to 

have more than one) by considering: 

 

 What is the cash outlay required? 

 

 Can I get to 3 houses? 

 

 Suppose you already have [BR1], [BR2], [DB2] and [DB1].  You have £400 to 

invest. 

 

1 house each on [DB2] and [DB1] will give rents of £200 and £175, whereas 4 

houses on [BR1] and [BR2] will give rents of £160 and £320, which is 

preferential by £480 - 375 = £105. 
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A further £50 makes [BR2] even more advantageous. 

 

Choose carefully and remember that it is usually better to develop a cheap 

site which more houses than a dear one with less.  (We come back to this 

later.) 

 

Why 3 houses? 

 

Look at the rate of return table.  Note how the rate of return for [MA1] 

jumps from 0.44 to 1.02 when you increase from 2 to 3 houses.  This leap 

happens for all of the developable properties and is the point at which 

development becomes 'self-financing.  Any rate of return over 1.00 will 

require only one landing by a solvent opponent to pay for the total 

investment on that property. 

 

Don't spread development too much if you can't afford to get to 3 houses.  

Concentrate on one set until you have 3 houses on the whole set then 

reassess. 

 

How can I be flexible, but still get best value? 

 

Look at Table 2 - this is the change of return table.  Unlike Table 1 (rate 

of return), it assumes that we have already invested a certain amount of 

money and illustrates the effect of investing in a further house or hotel.  

In each set of 3 columns; the first shows the outlay, the second the 

increase in rent and the third the change in return. 

 

It will be seen that if we have 1 house on [YW1] and purchase another our 

outlay will be £150 giving an increase in rental of £220, i.e. 

 

     220 

 Change of return = ___ =  1.46 

     150 

 

 

Going from 3 to 4 houses on [LB1] costs £50 and gives an extra rental of 

£130, i.e. 

 

 

     130 

 Change of return = ___ =  2.60 

      50 

 

 

 What does the change of return table tell us?  Primarily, it confirms 

a most important principle that we discussed earlier: 

 

 all properties should be developed to 3 houses as soon as 

possible. 

 

For confirmation look at the change of return values for 3 houses (with the 

exception of [BR1]) - the worst is 2.40 and the best 4.00.  Compared to 

both greater or lesser levels of development they are all high. 

 

 

What else is there in the table of change of return values? 

 

 Most properties below OR3 (in value) have good change of return values 

as far as hotel development. 

 

 One house is not cost effective. 
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So we can use these general conclusions to draw a simplified diagram of the 

change of return table which will be easier to remember (see table 3 - the 

Simplified Investment Table). 

 

Try to remember the break points between Average and Good and you will have 

what you need for most games, but in simpler terms: 

 

 Always get to 3 houses as soon as possible 

 

 Cheaper sites first if you have an even choice 

 

 Cheaper sites are more effective developed beyond 3 houses than dearer 

ones. 

 

When to Buy Houses 

 

Most games get to a free-for-all stage, where there is substantial 

development (3 or more houses) by 3 or more players. 

 

Usually the game will have phases where you have to judge whether opponents 

are more likely to land on your property, or you on theirs, by the "dice 

windows"*. 

 

If your window contains high rentals lay off development until you are 

past.  Though if you have an even choice this should not prevent you 

developing if your property is at 2 houses, i.e. get to 3 as quickly as 

possible. 

 

If your window has a clear run (one where you can easily afford the 

rentals) go ahead with development.  If your opponents' windows contain 

your property, maximise the return on the property so long as you can 

afford it, i.e. get to 3 houses if you can.  The houses will have a 

mortgage value anyway if you run into trouble. 

 

As the proper rules stand you may, of course, buy after your turn and if 

there are no house rules to the contrary you should: 

 

always buy houses after your turn but before the next shake of the 

dice. 

 

This will minimise the number of times you have to sell houses back to the 

bank. 

 

(We play a house rule which allows you to buy "only on your turn and before 

you shake") 

 

 

* See the section on dice for explanation of this term. 

 

 

 

Mortgaging for Capital 

 

Mortgaging property is something that many players undertake only when they 

find they cannot pay a fine with ready cash.  They seem to feel it is some 

admission of failure.  Let's look at the positive side of mortgaging for 

the purpose of raising capital. 

 

Imagine you have just had your turn and your holdings look like this: 

 

 [LB1]  [ST2]  [RD2] 

 [LB2]  [ST3]  [DG3] 

 [LB3] 

 

 Cash in hand £38 
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Opponents' development - 1 or 2 houses spread around the board.  With £38 

we can't develop anything, but we have 8 properties on which our opponents 

could possibly land.  What is our income without development likely to be? 

 

 [LB1] 12 [ST2] 50 [RD2] 18 

 [LB2] 12 [ST3] 50 [DG3] 28 

 [LB3] 16 [WW] 28 

 

Giving a total of £214 for 8 properties - an average of £27 and a 1 in 5 

chance of someone landing on one of them. 

 

Therefore our likely income from one opponent landing on us is: 

 

    27 

    __  =  £5  (not very inviting is it?) 

     5 

 

 

Let's see what we can do about it.  If we mortgage the properties which are 

not in sets we will have money to invest: 

 

 [DG3] 160 

 [RD2] 110 

 [WW]  75 

 [ST2] 100 

 [ST3] 100 

   ___ 

 Maximum possible £545 

 

 

Suppose we mortgage all these properties, and buy 10 houses, allowing us to 

improve our reserve slightly. 

 

 10 houses @ £50 = £500 

 

We arrange our holding thus: 

 

 [LB2] 3 houses (rental now £270) 

 [LB1] 3 houses (rental now £270) 

 [LB3] 4 houses (rental now £450) 

 

[DG3],[RD2],[WW], [ST2] and [ST3] all mortgaged. 

 

What is our potential income now? 

 

Our average rental is 270 + 270 + 450  990 

    _______________   = ___ =  £330 

      3    3 

 

 

and the chance of a single landing is  3 

       __ 

       40 

 

 

        3 

our likely rental is  __   x   330   =   £25 

       40 

 

 

So, at no expense to ourselves, we have increased our likely rental per 

throw from £5 to £25. 
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Now we stand a chance of winning, provided that the dice are not unkind.  

If there are opponents with our blue set in the middle of their dice window 

we are likely to benefit very quickly and can then convert rapidly to 

hotels to maximise our rate of return. 

 

What are the lessons from this example? 

 

 Don't sit and wait for the worst to happen - maximise your rate of 

return at every stage of the game. 

 

 Use mortgaging as a legitimate means to raise capital at an early 

stage of the game if it improves your rate of return. 

 

 

 

Cornering the Property Market 

 

At the beginning of the game there are plenty of houses and hotels for 

sale - in fact there is never a shortage of hotels but there may be a run 

on the housing market.  How can this be used to advantage? 

 

Try this scenario: 

 

You have [BR1] and [BR2] with other properties.  Your opponents hold the 

[DG] set and [DB] set, with two houses on each property, but with 

insufficient cash to buy the only two houses left in the bank.  As an 

investment on the brown set houses will bring in vary little rental, but if 

they are not for sale, and other houses do not become available, then the 

expensive [DG] and [DB] sets will not be able to attain a reasonable rate 

of return (3 houses) without jumping, at great expense, to the hotel stage.  

It is, therefore, often worthwhile buying up the remaining houses to 

prevent development by opponents - this is easier on the cheaper properties 

as the houses are cheaper to purchase. 

 

Of course, if you get into an auction over them you can force up the price 

and drop out when you want to.  The houses you have purchased will be 

useful later if you wish to develop further on other more expensive sites 

though if someone else wants them you may have to bid for them when they go 

through the bank. 

 

A better way to corner the market is to delay the purchase of hotels and 

keep property with four houses on each.  32 houses will cover only 8 

properties, or nearly 3 full sets at 4 houses each, and, if these are held 

by only two players, anyone else will almost certainly be ruled out of 

winning.  It is more common, however, for the houses to be spread between 

the opponents, probably in ones, twos and threes.  Hogging them on your 

cheaper property may well prevent opponents from developing since they may 

not be able to afford the jump to hotels. 

 

Where to put the odd house 

 

As you buy houses you will often have more on one property than another in 

a set.  The rules state that the number of houses on each property in a set 

may not vary by more than one house from the rest of the set, i.e. if you 

have one property in a set with 3 houses the others must have two, three or 

four houses.  In these circumstances one house or an hotel is not 

permitted. 

 

So if your set is not to be evenly developed, which property should have 

the extra house? 

 

Examining the rentals it will be seen that the property furthest from [GO], 

when travelling clockwise around the board has the best rental.  Therefore, 

other things being equal, the extra house should go onto the last property 

in the group. 
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The only likely exception to this is OR3.  Why?  Well, for one reason 

players often land in [JL], and, having come out, where are they most 

likely to land?  Our dice chances tell us that [OR2] and [OR1] are more 

likely than OR3, though [CC] is the most likely of all.  Personally I do 

not feel this makes sufficient differences and would place the extra 

property on OR3, especially since OR3 may also benefit from one of the [CH] 

Cards:  "Go back three spaces". 

 

There is no difference between the returns on the first two properties 

within a group and so the choice can be made on the lie of opponents in 

relation to the centre of the dice window, or merely on a whim. 

 

The Fortune Cards 

 

There are cards in [CH] or [CC] involving moves not related to the dice.  

They can make or break your fortune: 

 

[CH]      [CC] 

 

Advance to [GO]    Advance to [GO] 

Advance to [DB2]    Go back to [BR1] 

Take a trip to [STx] 

Advance to [RD3] 

Advance to [MA1] 

Go back three spaces (This will put you on [IT] £200 or OR3 or [CC]) 

 

How do these affect the game? 

 

As far as any of the properties are concerned potential rent incomes would 

not be significantly affected by [CH]/[CC] cards.  (The olds of landing on 

[CH] are 3 in 40, and of hitting one of the five potentially adverse 

property landings: 

 

  3   5 

 __     x __   =   0.023 or approximately 1 in 50. 

 40  16 

 

 

The likelihood of going back to [BR1] from [CC] is even more remote.  It is 

not worth considering these cards in this context but if you are in the 

habit of keeping note of their passage you may want to use their imminent 

appearance to decide on the position of the extra house in a set containing 

one of them. 

 

What else is there in the cards?  Well, [CH] is mostly bad and [CC] mostly 

good: 

 

[CH]       [CC] 

 

Go to [JL]      Go to [JL] 

Get out of [JL] free    Get out of [JL] free 

Building Loan matures £150 (+)  Bank error £200 (+) 

Bank Dividend £50 (+)    Sale of stock £50 (+) 

Crossword competition £100 (+)  Inherit £100 (+) 

Speeding Fine £15 (-)    Income Tax refund £20 (+) 

School fees £150 (-)    Annuity matures £100 (+) 

Drunk in charge £20 (-)    Doctors fee £50 (-) 

Street repairs £40/house (-)   Insurance premium £50 (-) 

              £115/hotel (-)   Beauty contest £10 (+) 

General repairs £25/house (-)   Pref Shares £25 (+) 

               £100/hotel (-)   Hospital £100 (-) 

       Birthday £10 each (+) 

       £10 fine or [CH] (?) 
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Since what comes out of [CH] and [CC] is essentially a matter of luck, 

there is little that one can do to influence it.  However, there is one 

exception - what to do with "Pay a £10 fine or take a [CH]".  The rule for 

this is simple - if you have property and wealth - pay up.  If you are 

losing anyway - take the [CH], but remember there are only five good cards.  
Five are bad, and the remainder depend upon circumstances - it could be 

"Advance to [DB2]"! 

 

Putting the Boot in 

 

There may come times in a game when you must choose either to be obstinate 

or co-operative.  As we have said earlier, it is always useful to be 

pleasant even if you are being hard.  After all, if you're not playing for 

the Town Hall Clock, everyone should have the chance to develop some 

property even if they don't use it. 

 

So when does the iron first come out of the velvet glove?  The answer must 

depend on the factors of the game and the personalities of your opponents, 

but some useful points can be made. 

 

For instance, let us suppose your closest opponent has 3 houses on each of 

the green set, and you have four on each of the magenta set.  He has to pay 

you £625 for landing on [MA1] and offers you two [ST]s in full payment.  If 

you want to win you must insist on cash thereby forcing him to mortgage 

houses from the green set.  However, it would not be consistent (or fair) 

to insist on cash, if he had earlier accepted these, or similar properties, 

from you in payment.  The trade off, in this type of case, depends upon: 

 

 his status relative to yours, 

 

 whether the property is of direct use to you, 

 

 whether the property can be bartered elsewhere to your benefit, 

 

 any precedents between you, 

 

 whether the result of the game matters to you. 

 

As far as the latter point is concerned, few games have quite the same 

reputation a Bridge for causing rows, but it could if you're not careful.  

Let your opponent(s) think you are being nice even it you're not! 

 

If you want to win, and its your closest opponent, as for cash or only 

accept very favourable property. 

 

If it's a competition, GIVE NO QUARTER AND ASK NONE! 

 

Auctions 

 

An auction may arise by: 

 

 a player deciding not to purchase a property on which he has landed 

 

 there is competition for the hotels or houses available 

 

 a player going out of the game through bankruptcy and his creditor 

refusing to accept his property in payment. 

 

What should you do? 

 

There is no easy answer but some things are obvious when you think about 

it - it costs nothing to bid the mortgage value of property since the 

property may be turned straight over and the purchase financed from the 

mortgage.  When looked at in this light you may consider that even paying 
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full price is only equivalent to forking out half if the property is 

mortgaged straight away. 

 

It is always useful to pick up one from any set sold in this way as you 

will have a veto over development so long as you keep one of them. 

 

Apart from the foregoing considerations, you pay what you feel an item is 

worth - but always try to push your opponent to the maximum in order to 

soak up his spare cash. 

 

Jail 

 

Is [JL] good or bad?  Certainly things have changed since the bad old days 

when you couldn't receive rent or make deals in [JL].  Nowadays a player 

may "buy and erect a house, sell or buy property, and collect rentals, even 

though he is in [JL]".  This makes [JL] the safest place to be when there 

are hotels about.  The only penalties involved are a nominal £50 fine, and 

missing [GO].  Also, whilst you are in [JL] your opponents can land on your 

property whilst you stand no risk of landing on theirs. 

 

If the board is not developed then the converse applies. 

 

The Utilities 

 

What are 'The Utilities' worth?  In short, not very much!  They offer 4 x 

dice (average £28 each) if 1 property is held, and 10 x dice (average £70) 

if both are owned.  They are unimprovable, and hence the maximum rate of 

return is: 

 

  70 

 ___  =  0.47 

 150 

 

 

This is a better rate of return than any property with 1 house, but worse 

than all properties with 3 houses (except [BR1]).  Hence it can be useful 

to hold both in the early part of the game, but their value will fade as 

soon as properties with 3 houses start to appear.  Perhaps the best bet is 

to put them to auction and try to buy them more cheaply than their board 

value, especially if they appear late in the game.  To obtain a rate of 

return of 1.00 from them they are worth only £140 for the pair. 

 

The Utilities should be considered as makeweights, especially after the 

initial stages of the game; they may be useful for paying fines but their 

value diminishes as the game goes on. 

 

Vigilance 

 

It may sound silly, but most players fail to pick up all their rents.  One 

of my offspring has an excellent technique for development, but frequently 

loses just enough failing to pick up the rent.  Always watch where everyone 

lands and if you have to leave the board make a loud statement that you 

want your rentals collected and check that they have been when you come 

back. 

 

On the same score don't bring anyone else's attention to their uncollected 

rents - when the next dice hits the table, that's it.  Cultivate an even 

and mechanical throw so that you don't draw attention by changing your 

behaviour.  It is very bad manners to point out that rental is uncollected 

and many house rules (ours included) impose a penalty for it - £100 is 

appropriate. 

 

The moral is simple - make no allowances for others and keep your own eyes 

open for your own account. 
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Good Manners 

 

Simply: 

 

 Collect and pass the dice. 

 

 Think out your proposals beforehand so as not to prolong dealing. 

 

 Don't rush shaking the dice to save someone else from paying rent. 

 

 Don't snigger and guffaw when someone lands or boobs. 

 

 Don't draw attention to lost rentals, even afterwards. 

 

The Dice 

 

As we said in the introduction, since the game is dependent on the dice, it 

must be a game of luck.  But luck only comes into it for relatively short 

periods of time.  It is your skill and technique that will count in the 

long run. 

 

We can learn a lot from the dice.  For instance, some numbers are more 

likely to crop up than others.  Obviously, you cannot shake a 1 with two 

dice.  The odds of shaking any of the other numbers from 2 to 12 are shown 

below: 

 

 

TABLE 4 - DICE THROWS 

 

(One throw of two dice) 

 

 

        Number Chances 

 

1 + 1 = 2           2      1 

1 + 2, 2 + 1 = 3          3      2 

1 + 3, 2 + 2, 3 + 1 = 4         4      3 

2 + 3, 3 + 2, 4 + 1, 1 + 4 = 5       5      4 

1 + 5, 2 + 4, 3 + 3, 5 + 1, 4 + 2 = 6      6      5 

1 + 6, 3 + 5, 3 + 4, 5 + 2, 4 + 3, 6 + 1 = 7        7      6 

2 + 6, 6 + 2, 3 + 5, 5 + 3, 4 + 4 = 8      8      5 

4 + 5, 5 + 4, 6 + 3, 3 + 6 = 9       9      4 

6 + 4, 4 + 6, 5 + 5 = 10       10      3 

5 + 6, 6 + 5 = 11         11      2 

6 + 6 = 12          12      1 

             __ 

      TOTAL No of chances    36 

 

 

Or if you prefer percentages I have converted them, i.e. the chance out of 

a hundred of throwing that number: 

 

 

 

 

 

TABLE 5 

 

   Number Shaken  % Chance 

 

      2 or 12      2.8 

      3 or 11      5.6 

      4 or 10      8.3 

      5 or 9     11.1 



16 

      6 or 8     13.9 

      7      16.7 

         ____ 

      TOTAL     100% 

 

 

This shows that from two dice you are almost 6 times as likely to get 7 

than 2.  You don't want to carry this sort of information around in your 

head, but it would help to remember the shape of the 'dice window' from 2 

to 12, and that 7 is the most likely number to hit (the mode) see 

diagram 1. 

 

 

Chance     17%        High 

out of    14%  14% 

36    11%    11% 

   8%      8% 

  6%        6% 

 3%          3% 

 ______________________________________________________________ 

 2 3 4 5 6 7 8 9 10 11 12 

 

          Diagram 1 

 

 

How can this information help us win? 

 

The shape of the window can be used to help us make our investment 

decisions.  We've all seen games where someone lands on an hotel then 

throws a double one and hits another hotel in the same set, but it's rare 

and that's why we remember it. 

 

When we are developing and we have opponents whose 'dice window' contains 

our property we should concentrate development nearest to the property 7 

spaces from where they are now. 

 

How do doubles affect this? 

 

Look back at Table 4 - the doubles are 1+1, 2+2, 3+3, 4+4, 5+5, 6+6 and if 

we get any of these we get a second chance to land on our opponent's hotel. 

 

Adapting the window to take account of the second and third shakes we get a 

distribution which is very little different - it is an optimist who counts 

on doubles to give him rents. 

 

 

 

 

House Rules 

 

Before you play somewhere new always check for house rules.  According to 

Hoyle (who died long ago) the rules of the house apply except where 

otherwise agreed.  Most people have their own house rules and will assume 

you know them even after you've asked and been told there aren't any.  They 

assume their way is correct.  To be safe use a checklist: 

 

 Can I auction my own property? 

 

 Can I buy houses at any time - even just after my shake? 

 

 Can I buy more than 1 house per property at a go? 

 

 Can I deal at any time? 
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 Are there any fines for behaviour? 

 

 Can I comment on deals that don't concern me directly? 

 

 Are there any variances from the basic rules and have we got a 

copy for reference? 

 

If in doubt refer to the written rules and unless house rules are in force 

insist that published rules be followed. 

 

Adaptations 

 

The published rules have their own adaptation called 'the short game' so 

the principle of changing the rules should not be too foreign.  They are 

designed to improve the game or adapt it to particular circumstances like 

'Superopoly' which is intended for two players (see end). 

 

Dealing Out 

 

For a short game with plenty of cash, shuffle well and deal all the 

property out but don't pay for it. 

 

Dealing property certainly speeds up the game and takes some of the chance 

out of it.  Dealing out tends to give a fairer distribution of property 

than acquiring it by landing on it.  If you prefer a compromise, deal 3 or 

4 each but again don't pay for them. 

 

‘Free Parking’ 

 

All bank fines (not money for the purchase of property) and (if you like) 

unbought property are placed in the centre of the board.  The next person 

to land on [FP] takes the kitty at that time. 

 

This is a very enjoyable anomaly and can be a real game turner.  It is, 

however, dependent on luck for both landing and content (the pot can be 

over £1000 sometimes) and will not appeal to skill purists. 

 

Property dealing only on turn and non-interference 

 

This is designed to organise property and house dealing.  The rule is:  

"You may only make approaches, buy or sell property or houses when it is 

your turn and before you have tumbled the dice onto the table".  It stops 

squabbles over who has the right to negotiate with whom and is highly 

recommended for a quiet life. 

 

We have recently introduced further the  rule of non-interference: 

"Anyone adjudged to have commented on or attempted, in any way, to 

interfere by speech or expression (or even gesticulation), in any deal in 

which they have not been invited to partake, or comment on, shall pay a 

fine of £100 to the [FP] kitty".  This has a damping effect on negative 

comments from third parties.  Anyone interested in making a counter-bid may 

signify by raising a finger and remaining silent.  Once he or she has been 

invited to partake or comment by the initiator they may do so freely until 

that turn is finished. 

 

 

 

 

One House at a Time 

 

When playing the long game the first one to get a set may well get too 

strong a lead so the "one house" rule is useful:  "A player may add no more 

than the equivalent of one house to each property for each tumble of the 

dice." 
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This spreads development over a period but still allows a second purchase 

if a double is shaken. 

 

Double Go 

 

Any player landing on GO gets £400 instead of £200 for passing GO. 

 

SUPEROPOLY 

 

1 This is a game for two players. 

 

2 There is no bank. 

 

3 Split the money between you. 

 

4 Decide whether to deal the property or obtain it by landing on it in 

the normal way. 

 

5 All fines, rentals, etc. are paid to the opponent. 

 

6 You may agree to waive fines below a certain amount (say £100). 

 

7 After a property has been developed up to the hotel stage it may be 

developed by multiples of hotels - the purchase price is a round 

number multiplied by the hotel purchase (including the price of the 4 

houses) - and the rental is the same multiple times the hotel rental.  

Since you will probably run out of hotels it is useful to have a 

number of other items to represent multiples - here are a few ideas 

but you can make your own up - make sure you keep a list of the 

values: 

 

  Factory    = 2 hotels 

  Power station   = 4 hotels 

  Night Club (the top hat?) = 6 hotels 

  Car factory (the car?)  = 6 hotels 

  Shipyard, etc. 

 

8 The normal rules on equalising property do not apply. 

 

9 Play the game as normal and you will probably fall asleep before it 

is finished!  Be bold and the sky's the limit. 

 

 

 



   

UNDEVELOPED 

SITE 

 

    1 HOUSE 

 

     2 HOUSES 

 

    3 HOUSES 

 

    4 HOUSES 

 

       HOTEL 

 

[BR1]  60       4   0.07 110    10   0.09 160    30  0.19   210     90  0.43  260   160  0.62   310   250  0.81 

[BR2]  60       8   0.13 110    20   0.18 160    60  0.38   210   180  0.86  260   320  1.23   310   450  1.45 

[LB1] 100    12   0.12 150    30   0.20 200    90  0.45   250   270  1.08  300   400  1.33   350   550  1.57 

[LB2/3] 120    16   0.13 170    40   0.24 220  100  0.45   270   300  1.11  320   450  1.41   370   600  1.62 

[MA1] 140    20   0.14 240    50   0.21 340  150  0.44   440   450  1.02  540   625  1.16   640   750  1.17 

[MA2/3] 160    24   0.15 260    60   0.23 360  180  0.50   460   500  1.09  560   700  1.25   660   900  1.36 

[OR1] 180    28   0.16 280    70   0.25 380  200  0.53   480   550  1.15  580   750  1.29   680   950  1.40 

[OR2/3] 200    32   0.16 300    80   0.27 400  220  0.55   500   600  1.20  600   800  1.33   700  1000  1.43 

[RD1] 220    36   0.16 370    90   0.24 520  250  0.48   640   700  1.04  820   875  1.07   970  1050  1.08 

[RD2/3] 240    40   0.17 390  100   0.26 540  300  0.56   690   750  1.09  840   925  1.10   990  1100  1.11 

[YW1] 260    44   0.17 417  110   0.27 560  330  0.59   710   800  1.13  860   975  1.13  1010  1150  1.14 

[YW2/3] 280    44   0.16 430  120   0.28 580  360  0.62   730   850  1.16  880  1025  1.16  1030  1200  1.17 

[DG1] 300    52   0.17 500  130   0.26 700  390  0.56   900   900  1.00 1100  1100  1.00  1300  1275  0.98 

[DG2/3] 320    56   0.18 520  150   0.29 720  450  0.63   920 1000  1.09 1120  1200  1.07  1320  1400  1.06 

[DB1] 350    70   0.20 550  175   0.32 750  500  0.67   950 1100  1.16 1150  1300  1.13  1350  1500  1.11 

[DB2] 400  100   0.25 600  200   0.33 800  600  0.75 1000 1400  1.40 1200  1700  1.42  1400  2000  1.43 

[ELC/WW] (No. Owned) 150    28   0.19 150    70  0.47     

[STS] (No. Owned) 200    25   0.13 200    50  0.25    200  100  0.50  200   200  1.00  
 

 

TABLE 1 : Rate of Return 



20 

 

  

    1 HOUSE (1) 
 

     2 HOUSES (2) 
 

    3 HOUSES (3) 
 

    4 HOUSES (4) 
 

       HOTEL 

 
Property Invest/return/rate Invest/return/rate Invest/return/rate Invest/return/rate Invest/return/rate 

[BR1]    50    6   0.12    50   20  0.40    50   60  1.20    50    70  1.40    50    90  1.80 
[BR2]    50   12   0.24    50   40  0.80    50  120  2.40    50   140  2.80    50   130  2.60 
[LB1/2]    50   18   0.36    50   60  1.20    50  180  3.60    50   130  2.60    50   150  3.00 

[LB3]    50   24   0.48    50   60  1.20    50  200  4.00    50   150  3.00    50   150  3.00 

[MA1/2]   100   30   0.30   100  100  1.00   100  300  3.00    100   175  1.75    100   125  1.25 

[MA3]   100   36   0.36   100  120  1.20   100  320  3.20   100   200  2.00   100   200  2.00 

[OR1/2]   100   32   0.32   100  130  1.30   100  350  3.50   100   200  2.00   100   200  2.00 

[OR3]   100   48   0.48   100  140  1.40   100  380  3.80   100   200  2.00   100   200  2.00 

[RD1/2]   150   54   0.36   152  160  1.06   150  450  3.00   150   175  1.16   150   175  1.16 

[RD3]   150   60   0.40   150  200  1.33   150  450  3.00   150   175  1.16   150   175  1.16 

[YW1/2]   150   66   0.44   150  220  1.46   150  470  3.13   150   175  1.16   150   175  1.16 

[YW3]   150   76   0.50   150  240  1.60   150  490  3.26   150   175  1.16   150   175  1.16 

[DG1/2]   200   78   0.39   200  260  1.30   200  510  2.55   200   200  1.00   200   175  0.87 

[DG3]   200   94   0.47   200  300  1.50   200  550  2.55   200   200  1.00   200   200  1.00 

[DB1]   200  105   0.52   200  325  1.62   200  600  3.00   200   200  1.00   200   200  1.00 

[DB2]   200  100   0.50   200  400  2.00   200  800  4.00   200   300  1.50   200   300  1.50 

[EC/WW]   (No  Owned)   150   42  0.28      

[ST]s   (No  Owned)   200   25  0.13   200   50  0.25   200   100  0.50   200   200  1.00 

 

TABLE 2 : Change in rate of return 

 

 

 Undeveloped 1 house 2 houses 3 houses 4 houses Hotel 

BR Poor Poor Poor Average Good God 

PB Poor Poor Average Good Good Good 

MA Poor Poor Average Good Good Good 

OR Poor Poor Average Good Good Good 

RD Poor Poor Average Good Average Average 

YW Poor Poor Average Good Average Average 

DG Poor Poor Average Good Poor Poor 

DB Poor Poor Average Good Average Average 

 
TABLE 3 : Simplified change in rate of return 


