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Artillery:
Terrorist

Victory:

Destroy one property of each colour

Power:

Can ransom and/or destroy properties

(
(
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Bank

Victory:

Control more than any other player

Power:

Controls mortgaged properties

(
(

(
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Dog:
Inhuman

Victory:

Player secretly chooses one from all the others

Power:

Cannot be stopped by Jail

(
(
(
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Boat:
President for Life

Victory:

Control a majority of rents

Power:

Squeeze the peasants


(
(
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Horseman:
Anarchist

Victory:

Any seven properties rezoned / destroyed or control two of each opponent

Power:
None
(
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Race Car:
Automotive Interests

Victory:

All four railroads rezoned or destroyed

Power:

May roll 3d6 to move
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Shoe:
Tramp

Victory:

Own a hotel on third or fourth leg

Power:

Can ride the railroads
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Steam Iron:
Slum Lord

Victory:

Own cheapest properties in 5 colours

Power:

May ignore cards that demand payment

(
(
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Top Hat:
Aristocrat

Victory:

Own or control the 5 most valuable properties

Power:

May collect double rent by forfeiting a turn

(
(
(
(
Thimble:
Pattern-Maker

Victory:

Own or control six different colours

Power:

May re-arrange and move instead of collecting rent
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Wheelbarrow:
Engineer

Victory:

Own or control both Utilities and two railroads

Power:

Rolls 3d6 to Subvert
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Bag of Money:
?

Victory:

?


Power:

?
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