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Adding Speed Upgrades
Once you have 4 Stamina Upgrades on all 
characters in a color set, you can pay to add 
a Speed Upgrade!
Pay the Speed Upgrade cost on the Title Deed 
card, return all 4 Stamina Upgrades to the Bank, 
and put a Speed Upgrade on the character.
You can only have 1 Speed Upgrade per character. 
You can’t add any more Stamina Upgrades.
You cannot add Stamina or Speed Upgrades to 
a character if any character in its color set 
is benched.
Note: “Benching characters” is just like 
“mortgaging properties” in the Monopoly game.

DEALS & 
TRADES
You can buy, sell, or swap 
characters and locations 
with other players at 
any time. 

You must sell all character 
upgrades on a color set to 
the Bank before you can 
sell or trade a character. 
You cannot sell or trade 
character upgrades to 
another player.

Characters and locations 
can be traded for points, 
other characters and 
locations, and/or Get Out 
of Jail Free cards. The 
amount is decided by the 
players making the deal.

Benched characters and 
mortgaged locations 
can be traded at any 
agreed-upon price.
The new owner 
must immediately:
Reinstate the benched 
character/repay the 
mortgage on the location 
(pay the Bank the reinstate 
cost or unmortgage cost).
Or keep the character 
benched/keep the mortgage 
(just pay the Bank 10% 
of the benched value or 
mortgage value now).

Bonus points cannot be collected on benched 
characters or mortgaged locations. However, 
the increased bonus point level can be 
collected on characters in a color set that 
have not been benched.

The increased bonus points on unmortgaged 
locations may be collected in the same way.
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Not enough character upgrades?
If multiple players want to buy the last Stamina or Speed Upgrade, 
the Referee must auction it. Bids start at 10 points and anyone can 
increase the bid by as little as 1 point. You don’t need to follow turn 
order. Payment goes to the Bank.

No character upgrades left?
You can’t buy any until someone sells theirs back.

CHARACTER UPGRADES TOP TIPS
To keep your game short and sweet, don’t use house rules!
Always auction when someone doesn’t want to buy the character or location they’ve landed on. 
Never loan points to other players or make deals not to collect bonus points from each other. 
Never put points in the center of the board; you don’t get a bonus for landing on Free Parking!

When can I take shots at the basket?
When you pass or land on the GO space
Shoot 3 from the 3-Point Line
•	 Collect 100 every time you score
•	 Collect an extra 200 if you score all three!

When you land on the Go to Jail space
Score 1 from the Free-Throw Line to avoid jail!

When you want to get out of Jail
Score 1 from the Free-Throw Line to escape!

Adding Stamina Upgrades
As soon as you get a color set, you can start 
adding Stamina Upgrades (you don’t have to wait 
for your turn).
Pay the Bank the cost on the Title Deed card, 
and place a Stamina Upgrade on the character.
You must add evenly. You cannot add a second 
Stamina Upgrade to a character until you’ve 
added one to each character in the set. You can 
only have 4 Stamina Upgrades on a character.

HELP! I CAN’T PAY!
1  Try to earn points.

�If you owe points and can’t pay, try to raise 
points by selling character upgrades back to 
the Bank and/or benching characters and 
mortgaging locations.

Selling Character Upgrades
Sell Speed Upgrades to the Bank for half the 
cost, and exchange them immediately for 
4 Stamina Upgrades.

�Sell Stamina Upgrades to the Bank for half the 
cost. Stamina Upgrades must be sold evenly 
across the color set.

Benching Characters and 
Mortgaging Locations
To bench a character, you must first sell all 
character upgrades in its color set to the Bank 
at half their cost price.�

To bench a character or mortgage a location, 
turn the Character or Location card facedown, 
and collect the benched value or mortgage 
value on the back from the Bank.

To reinstate a benched character or repay a 
mortgage, pay the reinstate cost or unmortgage 
cost to the Bank (benched value or mortgage 
value +10%), then turn the card faceup.

2  �If you still owe points, you 
are ejected from the game!
Do you owe another player?
Give them all your benched characters, mortgaged 
locations, and any Get Out of Jail Free cards.

�The new owner must immediately: 
Reinstate the benched character/repay the 
mortgage on the location (pay the Bank the 
reinstate cost or unmortgage cost). 
Or keep the character benched/keep the mortgage 
(just pay the Bank 10% of the benched value or 
mortgage value now).

Do you owe the Bank? 
Return all your characters and locations to 
the Bank. Any characters that were benched 
are reinstated. Any mortgages on locations 
are canceled.

�All your characters and locations must 
immediately be put up for auction.

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

The remaining players keep playing until 
there is only one person left in the game. 
That player has scored the most points 
and wins the Serververse Classic!

When you land on another player
Both shoot 1 from the Free-Throw Line
•	 If both of you score, you each collect 100
•	 �If only one of you scores, the player who scored 

collects 100 from the player who missed!

When you draw a Hoop card
Shoot from wherever it says on the card

Gameboard • 
Plastic Basketball Hoop 
(backboard and post, rim, net, 
base) • Plastic Game Ball • Plastic 
Launcher • 6 Cardboard Character 
Tokens (with plastic bases) • 18 Title Deed 
Cards • 16 Power Up Cards • 16 Hoop Cards 
• 44 Cardboard Character Upgrades (32 
Stamina, 12 Speed) • 2 Dice • Money Pack
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CHARACTER

ELMER FUDD

Bonus points 8

Bonus points with color set 16

Bonus points with 1 40

Bonus points with 2 100

Bonus points with 3 300

Bonus points with 4 450

Bonus points with 600

Stamina Upgrades cost  50 each
Speed Upgrades cost 50 each
 (plus 4 Stamina Upgrades)
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CHARACTER

GOSSAMER

Bonus points 6

Bonus points with color set 12

Bonus points with 1 30

Bonus points with 2 90

Bonus points with 3 270

Bonus points with 4 400

Bonus points with 550

Stamina Upgrades cost  50 each
Speed Upgrades cost 50 each
 (plus 4 Stamina Upgrades)
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WHAT’S DIFFERENT ABOUT MONOPOLY: 
SPACE JAM™ A NEW LEGACY?

BEFORE YOU PLAY

Attach the net 
to one of the 
tabs on the 
back of the rim.

Loop the net 
around the rim 
and secure onto 
the other tab 
at the back.

Push the net up 
and secure onto 
the narrow tab 
on the front of 
the rim.

At the end of the game, remove the rim from the 
backboard and the post from the base to store back 
in the box. You can leave the net attached to the rim.

HIGHEST SCORE WINS!
In MONOPOLY: SPACE JAM™ A NEW LEGACY, 
the money pack represents points, and you win by 
earning the most points. You earn points by recruiting 
Looney Tunes characters, buying locations on Marvin 
the Martian’s flying saucer (they replace the Monopoly 
game’s utilities!), and taking shots at the basket!

THE HOOP 
Every time you pass or land on the 
GO space, you get to take 3 shots 
at the basket. Certain cards might 
also allow you to shoot, and if you 
land on the Go to Jail space, you’ll 
get to shoot then too—and if you 
score, you’ll avoid Jail!

THE LAUNCHER 
You will use the launcher to shoot 
the ball from one of two positions 
on court: either the Free-Throw 
Line, which is in the center of the 
board, or the 3-Point Line, which 
is close to the GO space. Although 
you’ll move the launcher between 
those two positions as you play, 
you will always place it on the Free-
Throw Line at the start of the game. 

SET IT UP!

Note: Throughout the game, you’ll move 
the launcher to the holes behind the 
3-Point Line to shoot from there too!

Push the two 
tabs on the 
rim into the 
hole on the 
backboard.

Push the post into 
the hole on the base.

1    Choose someone to be the Referee.
The Referee’s in charge of:
•	The Bank’s points
•	Stamina Upgrades
•	Speed Upgrades
•	Title Deed cards
•	Auctions

The Referee can play too but must keep 
their points separate from the Bank. 

5    �Shuffle the Hoop 
cards, and place them 
facedown here.

4    �Position the basketball hoop here. 
Gently push the tabs on the base 
into the holes on the board.

6    �Shuffle the Power Up 
cards, and place them 
facedown here.

2    Referee, give each player:

(Total = 1500 points) 
Keep the rest of the points in the box as the Bank.

3    �Position the launcher 
on the Free-Throw Line. 
Gently push the tabs on 
the launcher into the 
holes on the board.

8    �Put the dice and the 
ball by the board.

1    �Punch out the character tokens and place them 
on their plastic bases.

2    �Assemble the basketball hoop:

7    �Each player chooses 
a token and places 
it on GO.

Just Visiting
If you land here, put your token 
in the Just Visiting section. 
The whistle has been blown, 
and now someone is being 
ejected from the game—but 
thankfully it’s not you!

How do I get out of Jail?
You have 2 options:
1.	 �Use a Get Out of Jail Free card at the start 

of your next turn if you have one (or buy one 
from another player), and move your token to 
the Just Visiting section. Then shoot 3 from 
the Free-Throw Line! Collect 15 points every 
time you score. Put the card at the bottom of 
the Hoop deck when done, and end your turn. 

2.	 �Take a shot from the Free-Throw Line at the 
start of your next turn. If you score, you’re 
free! Move your token to the Just Visiting 
section, and that’s the end of your turn. 

You can use up to 3 turns to try to score 
from the Free-Throw Line. If 
you don’t score by your 
third turn in Jail, pay 
50 points. Then 
move your 
token to the 
Just Visiting 
section, and 
end your turn.

Free Parking
Relax! Nothing happens. 
You’re on the bench, gazing 
in awe at Bugs Bunny, who’s 
just used a clever tactic to 
stop The Brow from scoring!

Wet/Fire 
and Chronos
Pay the Bank the amount 
shown on the space.

Force-Field 
Rebound
When you land on one of these 
spaces, you may pay 50 points 
to the Bank to move to any 
space between that Force-Field 
Rebound space and the next 
one. Follow the rules of the 
space where you land, then 
end your turn. Do not take any 
shots for passing GO. If you 
don’t want to move at all, you 
can stay where you are, pay 
nothing, and end your turn.

ACTION SPACES

Power Up and Hoop
Take the top card from the 
matching deck, and immediately 
do what it says unless the card 
tells you otherwise. Return it 
to the bottom of the deck 
when done.

GO
When you pass or land on 
the GO space, take 3 shots 
from the 3-Point Line. Collect 
100 points from the Bank 
every time you score, and an 
extra 200 points if you score 
all three—that’s a possible 
total of 500 points! Go to Jail

Whoa, time out…you might 
not have to go to Jail! Leave 
your token on the Go to Jail 
space for now, and take a shot 
from the Free-Throw Line. 

•	 �If you score, you’re safe and can stay where you 
are! That’s the end of your turn.

•	 If you miss, then sufferin’ succotash—you’re 
off to Jail! Move your token to the In Jail space 
immediately. Do not take any shots for passing 
GO. Your turn is then over.

	◊ You can still collect bonus points, bid 
during auctions, buy Stamina and Speed 
Upgrades, bench characters, mortgage 
locations, and trade while you are in Jail.

THE BOARD SPACES
PROPERTIES
There are two types of properties: Looney Tunes characters, which 
come in color sets, and locations on Marvin the Martian’s flying saucer.

Unrecruited Characters / 
Unowned Locations
When you land on an unrecruited character or unowned location, 
you must buy it or auction it.

Want to buy it? 
Pay the points on the board space, and take the Title Deed card 
from the Bank.

Don’t want to buy it? 
The Referee must auction it. Bidding starts at 10 points, and 
anyone can increase the bid by as little as 1 point. You don’t need 
to follow turn order, and the Referee ends the auction when no 
player is willing to increase the bid. The highest bidder pays the 
Bank. If no one wants to bid on the character or location, that’s 
fine. No one pays anything, and the Title Deed stays with the Bank.

Collect color sets!

When you own each character in a color set:
•	 You can collect double the bonus points 

for those characters! 
•	 You may add Stamina and Speed 

Upgrades and collect even 
more bonus points! See 
CHARACTER UPGRADES.

PLAY!
How to win
Move around the board recruiting as 
many Looney Tunes characters as you 
can, and take shots at the basket to 
earn points. Collect bonus points from 
other players when they land on your 
properties, and add character upgrades 
to earn even more. If you’re the last 
player with points when all other players 
have lost theirs, you win!

Who goes first?
Each player rolls both dice. The highest 
roller starts, and play moves to the left.

On your turn
1.	Roll both dice.

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. 

Did you land on another player? 
You must both take a shot from the 
Free-Throw Line. You shoot first!

•	 If both of you score, you each 
collect 100 points from the Bank!

•	 If only one of you scores, the 
player who scored collects 
100 points from the player 
who missed!

•	 If no one scores, nothing happens.

Note: If you land on more than 
one player, choose one of them to 
compete against.

Did you roll doubles? Roll the dice 
again, and take another turn.

Watch out! If you roll doubles 
3 times in a row, you must 
immediately go to Jail! Do not 
complete your third turn.

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

Characters
Pay the bonus 
points shown on 
the character’s 
Title Deed card.

Locations
Roll the dice to determine 
bonus points. If the owner 
has 1 location, bonus 
points are 4x the dice 
roll. If the owner has 2 
locations, bonus points 
are 10x the dice roll.

Recruited Characters / Owned Locations
When you land on a character or location that someone else owns, the 
owner must ask you for bonus points. If they do, you must pay. If they 
don’t ask before the next player rolls the dice, you don’t have to pay!

BONUS POINTS 
& UPGRADES 
You’re recruiting characters to 
take part in the Serververse 
Classic—a big, crazy basketball 
game created in the virtual world! 
That means instead of collecting 
rent from other players, you’ll 
collect bonus points. And you can 
add Stamina and Speed Upgrades 
(left) to your recruited characters 
to earn more bonus points!

STAMINA

SPEED
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