
Sneaky Monkeys Rules 
 

Goal 
The goal of the game is to become the richest and most powerful monkey thief. The player who 
ends the game with the most assets, in cash and valuables, becomes the boss monkey and 
wins the game. 
 
Time Limit 
Players decide in advance on a time limit for the game, for example: one hour. When that time 
is reached, players can decide to stop the game, or continue for an agreed-upon amount of 
time. When the final time limit is reached, players total up their valuables (jewels, loot, 
resources, and cash - all calculated at resale value - safe houses and education chips are not 
counted), and whoever has the most assets, wins. 
 
Starting the Game 
Players roll a six-sided die (d6), and whoever rolls the highest number goes first (in the event of 
a tie, please re-roll). The rest of the players take their turns in a clockwise fashion, after the 
winner of the die roll. The first player picks a character they want to play. The characters are: 
 
Nera - a computer hacker, color: red. 
Jogo - a weapons specialist, color: orange. 
Mini - an equipment expert, color: purple.  
Sam - a security specialist, color: yellow.  
Brock - an explosives expert, color: green.  
Lucky - a locksmith, color: blue.  
 
The first player chooses a Character Card and places it in the matching color Card Stand 
(according to the colors listed above) and puts it on the table. Next, the player rolls the 
twelve-sided die (d12) to determine where to start the game. Based on the number they roll, 
they will start at that Location Card which has that number in the upper-right hand corner: 
 

1. Café (Cafe) 
2. Apartments (Apartment building) 
3. Banque (Bank) 
4. École (School) 
5. Palais des Congres (Convention Center) 
6. Centre Commercial (Shopping Mall) 
7. Musée d’Orsay (Orsay Museum) 
8. Musée de l’Orangerie (Museum of the Orangery) 
9. Grand Palais (Large Palace) 
10. Musée Bourdelle (Bourdelle Museum) 
11. Musée Rodin (Rodin Museum) 
12. Musée du Louvre (Louvre Museum) 

 



 
This game takes place in Paris, France.  
 
The first player will place the Player Token that matches their character’s color on the location 
that matches the number they rolled. All other players will follow the same procedure: choosing 
characters and placing them in Card Stands, rolling to see where they begin the game, and 
placing their tokens on the board. When all tokens are on the board, the first player will roll a 
d12 to begin the game. 
 
Turns 
On a player’s turn, they may do the following: 
 

● Buy, sell, or trade resource cards, jewels (foreign and domestic), and loot, and buy 
domestic vehicles. Safe houses, education chips, may not be sold or traded. Domestic 
vehicles may be sold to the Black Market, but may not be purchased by other players 

● Roll the d12, and move their player token that many spaces on the board (or fewer) 
● Rob a house, business, or museum 

 
Movement on the Game Board 
Players may move in any direction on the game board, but their movement varies, based on the 
token in use: 
 

● Player Tokens moves one tile at a time 
● Tanks & Trains (Metros) take up two tiles on the game board but move one tile at a time 
● Boats move on the river (blue tiles), one tile at a time 
● Rockets fly to museums and buildings, one neighborhood at a time (note: the central 

part of the board is considered a neighborhood and is called “Museum Row”). For 
example, if a rocket was in neighborhood 1 and the player rolled a 1, they could move 
their rocket to neighborhoods 2 and 5, because they are adjacent neighborhoods, and 
also to any building in Museum Row, because it is considered accessible to all 
neighborhoods (see the neighborhood map below).  

 
How to Increase Your Wealth 
Players can make increase their assets by doing the following: 
 

● Robbing another player on the street. If a player lands on the same game tile as 
another player, they may attempt to rob them by rolling the black and white dice. If the 
black die is higher, they succeed. If the white die is higher, they fail and must move their 
token to the police station and stay there on their next turn. If a player successfully robs 
another player, the player who was robbed must give half their cash (rounding down) to 
the player who robbed them. Resource Cards may be used to increase the chances of 
success for either player (see below) 
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● Robbing up to three houses (one per turn), and setting them up as Safe Houses. 
Players are awarded one domestic jewel for each Safe House they set up, and a 
domestic house is placed on the game board at the location where the robbery occurred. 
Safe Houses must be at least two neighborhoods apart. The game board is divided into 
eight neighborhoods (see below). If a player sets up a Safe House in neighborhood 1, 
they cannot set up Safe Houses in neighborhoods 2 and 5, as they are adjacent 
neighborhoods (note: setting up Safe Houses so close to each other would arouse 
suspicion from the neighbors!). However, a player could set up Safe Houses in 
neighborhood 3 and 6, as they are at least two neighborhoods away from the initial Safe 
House in neighborhood 1. To create a Safe House, a player must land on a game tile 
that has a black driveway leading to an “empty” house (one that is not occupied by 
another player’s house token). Declaring a Safe House is as easy as taking a domestic 
house token from the black market and placing it on the board. The player also takes a 
domestic jewels from the Black Market and places it in front of them on the table. The 
jewel represents the money they made robbing the house 
 

● Robbing another player’s Safe 
House. If a player lands on a tile 
where the black driveway connects 
to another player’s Safe House, they 
may role the two d6 to see if they 
successfully rob the house. The 
black die always represents the 
player. The white die always 
represents the police. If the black die 
roll is higher, the player successfully 
robs the house and wins a jewel 
from the player who owns the house. 
If the white die roll is higher, the 
player is caught during the robbery 
and must move their player token to 
the police station at the bottom of 
the board. They must stay at the 
police station for their next turn, then 
they are free to go. Resource Cards 
may be used to increase the chances of success for either player (see below) 
 

● Robbing a business. If a player lands on a tile adjacent to a business which is not a 
museum, they may roll the dice to see if they successfully rob it, or are sent to the police 
station. Successfully robbing a business results in a $200 cash payout from the Black 
Market. Resource Cards may be used to increase the chances of success (see below) 
 

3 



● Robbing a museum. If a player lands on any tile adjacent to a museum, they may only 
attempt to rob it if they have the necessary vehicle and resources listed on the Job 
Requirements card 
 

● Players may sell or trade any of their assets (except for Safe Houses, and education 
chips). Domestic vehicles may be bought, and also sold to the Black Market, but not sold 
to other players. 

 
Resource Cards 
Each player controls a team of experts in one of six areas: security, explosives, weapons, 
equipment, software, and safecracking (lock-picking). Players may only purchase resource 
cards in their areas of expertise. In order to pull off museum robberies, players will either need 
to collaborate with other players who have the expertise they need to do the job, or they will 
need to trade resource cards, or they will need to go to school to learn a new skill (see below). 
Once a resource card is used, it must be returned to the Black Market, and placed at the bottom 
of the appropriate card pile. 
 
How to Use Resource Cards to Protect from Robbery 
Resource Cards may be purchased and placed face-up on the table in front of the player, to 
apply that resource to all the player’s Safe Houses, and to the player, while they are moving on 
the board. Each Resource Card adds +1 to the player’s die roll, if another player is trying to rob 
them. Once the robbery attempt is completed, the Resource Card must be placed at the bottom 
of the appropriate pile in the Black Market. 
 
Black Market 
The Black Market is the black game mat where all assets are stored. 
 
Going to School 
Players may choose to go to school to learn a new skill, so they can buy more resource cards. 
To go to school, a player must move to the school building (Ecole)  on the game board, pay 
$100 tuition, and stay in school for one additional turn. After that turn, the player takes a colored 
Education Chip from the Black Market and places it on the table in front of them. Afterwards, 
they may purchase Resource Cards in that color. 
 
Vehicles 
Players may only buy domestic vehicles,  and may not sell them to other players, but may sell 
them back to the Black Market. Vehicles cost the following: 
 

● Tank - $1000 ($900 resale) 
● Rocket - $750 ($650 resale) 
● Train (Metro) - $500 ($400 resale) 
● Boat - $250 ($150 resale)  
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Job Requirement Card 
The Job Requirement card list which Resource Cards and vehicles are needed to rob 
businesses and museums. They also include information about Museum Ratings. Museum 
Ratings are the numbers that are added to the die roll of the museum when a player is trying to 
rob it. For example, if a player is trying to rob the Louvre, which has a +6 rating, and they roll a 6 
on the black die (which represents the player), and a 6 on the white die (which represents the 
museum/police), a 6 is added to the white die roll for the museum (due to their +6 rating), 
bringing their score to 12, so they win and the player is sent to the police station. 
 
Assets Card (located on the back of the Job Requirement card) 
The Assets Card list the new and resale value for all game assets and also provides information 
about assets that cannot be sold, or can only be sold under special conditions, plus a summary 
of what is required to go to school so a player may purchase more Resource Cards. 
 
Totaling Valuables at the End of the Game (all assets are totaled at resale value) 
 
Jewels 
Each domestic jewel is worth $400. Each foreign jewel is worth $250. 
 
Vehicles 

● Tank - $1000 ($900 resale) 
● Rocket - $750 ($650 resale) 
● Train (Metro) - $500 ($400 resale) 
● Boat - $250 ($150 resale)  

 
Safe Houses 
Safe houses cannot be resold, so they have no value as assets. 
 
Resource Cards 
Resource Cards are worth $50 each.  
 
Loot 
Loot’s value is calculated using the values listed on the Loot Cards. 
 
Education Chips 
Education Chips have no resale value because an education cannot be resold. 
 
Cash 
Cash is worth face value. 
 

End of Game Rules, version 2.0, 12-1-19 
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