THE UNITED FAMILIES OF MAKFTA

RULES OF THE FAMILY BUSINESS - COMPILED BY THE DON’S CONSIGLIERE

November 2, 1928 - MOB CITY

As trusted Consigliere to the Don | have
been asked to explain to you the Mob City
rules as the latest attempt on the Don’s
life has left him very weak - the doc
gives him about a week to live. Naturally
he’s seeking a worthy replacement to head
the family so it's up to his Captains to
prove themselves before his departure.

As one of these Captains, you'll need to
gain enough money and notoriety to fill
his shoes. Increase your notoriety by
buying buildings and winning shootouts
while making heaps of dough running your
city-wide extortion and speakeasy rackets.

You should decide at the start if you
want one (non-player) person appointed
as a Consigliere for all the Captains.
This person will be in charge of the
family bankroll and advise everyone on
any rules. If no separate Consigliere is
appointed, then the most experienced Mob
City Captain must also become Consigliere.

NOTE: Any money paid to the Consigliere
MUST go to the family bankroll not the
Captain acting as Consigliere!

DON'’S LAST WILL & TESTAMENT.

There are 2 Don’'s WILL cards. One indicates
the Captain with the highest notoriety
will become the next Don, the other for
the Captain with the highest cash amount
to become the next Don.

If there is a separate Consigliere for

the game (ie; someone who is not also
playing as a Captain), then the
Consigliere chooses one of the cards and
keeps it face down in a safe place. NO
CAPTAINS may know which card the
Consigliere has chosen.

If one of the Captains is also playing

as Consigliere then turn the two cards
face down and shuffle well. Randomly pick
one (without looking at it) and place it

in a safe place. NO CAPTAINS (including
the Captain acting as Consigliere) may
know which card has been chosen.

CITY ‘BLOCK’ SETUP.

| recommend setting up the following
quantity of city blocks based on the
number of Captains playing, however,
more can be used. See examples below for
configuration and how the North, East,
South and West sides are decided.
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Naturally, the ‘blocks’ should be randomly
selected when forming the City.

Note: For easy reference, every block
has an arrow pointing to North.
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GAME SETUP.
1. Each Captain should choose a colour.

2. Give 1 Crew board to each Captain.
Each Captain must place their ‘hat’ token
on number 1 of their NOTORIETY slot.

3. Sort out the Event, Enforcer, and
Whiskey cards into separate decks. Other
cards should be kept within easy reach.

4. Take out the ‘Don is Dead” card from
the Event deck. Now randomly take 6 Event
cards shuffle these and place face down
in a stack. Now shuffle the remaining
cards plus the ‘Don is Dead’ card and
place this stack below the first stack.

5. Sort out the Enforcer cards so that
you have a deck of only ‘Soldier’ cards.
Shuffle these. Deal out 1 ‘Soldier’card
face down to each Captain. Now add all
remaining ‘Soldier’ cards to the rest of
the Enforcer deck and reshuffle. Place
this deck face down. Captains should put
their soldier card face down on any group
slot of their Crew board.

6. From the family bankroll, deal out to
each Captain, 4 x $1000, 4 x $500, 4 x
$100, 2 x $50. Total $6500.

7. Pass out 1 Planner card to each Captain.
These are for reference during the game.

8. Assign the youngest player the “You're
daalny Favour” Postcard. The

tain who has this in front

im is IN FAVOUR andstarts

he new round. After eachround
he IN FAVOUR card ispassed
e Captain on the left.

Captain will be in favour

st once.

GAME PLAY PHASES AT A GLANCE.

On each new game round, the order of play
is as follows.

Phase 1: Privileges bidding.
All Captains simultaneously.

Phase 2: Daily orders.
Each Captain in turn, starting with the
IN FAVOUR Captain.

Phase 3: District resolving.
The Consigliere and any Captains that
are affected.

1) PRIVILEGES BIDDING.

All Captains place 4 tokens face down,
numbered 1 (most preferred) through 4
(least preferred) on the SNITCH, ENFORCER,
POLICE, and WHISKEY bid board spaces.
The Consigliere checks which Captain has
the lowest token for each of the 4
privilege bids. If there is a tie, ie;

more than 1 Captain bids on the same
privilege with the same token, then the
order of the lowest ‘tied’ Captains is
determined starting from the IN FAVOUR
Captain in a clockwise direction.

ENFORCER PRIVILEGE:

For each Captain playing, take 2 cards
from the ENFORCER deck. Add an additional
card for any Captain with notoriety
higher than 4. Place these cards in a
pile. The Captain with the lowest token
gets first pick from these cards and may
‘hire’ up to 2 cards (3 cards if his
notoriety is above 4). The Captain with
the second lowest token gets next pick
of the remaining cards and so on. Captains
have the option of ‘hiring’ any number
of cards up to their maximum allowed.

2.



LIEUTENANT cards must be placed in a
group that has no other Lieutenant. This
card must always be the top card of a
group slot, and must be facing up.

SOLDIER cards can be placed in any of
the 4 group slots on your Crew board. If
the group has a Lieutenant the card should
be placed face down below the Lieutenant
card.

ASSASSIN, MOLL or TORPEDO cards can be
placed in any of the 4 group slots on

your Crew board and should appear to

other Captains as simply another soldier

card.

WEAPON cards must be placed in an existing
group and should appear as simply another
soldier card.

SNITCH PRIVILEGE:

The Captain with the lowest token can
now look at the top EVENT card. This card
will be the event for this turn. This
Captain immediately pays the Consigliere:
$50 x (his)NOTORIETY.

POLICE PRIVILEGE:

The Captain with the lowest token gets
the POLICE token. This Captain’s groups
and Speakeasies will not be affected by
any police Event cards for this turn.

This Captain immediately pays the
Consigliere: $200 x (his)NOTORIETY.

WHISKEY PRIVILEGE:

The Captain with the lowest token gets
first pick of the WHISKEY cards. The
Captain with the second lowest token
gets next pick of the remaining cards
and so on. All Captains have the option
of taking a WHISKEY card but must
immediately pay the Consigliere: $100 x
(their)WHISKEY VALUE.

2) DAILY ORDERS.

The IN FAVOUR Captain is first to make
his daily orders, followed by the others

in a clockwise direction. Daily orders

are completed in the following sequence:

1. PAY CREW’'S WAGES. Each Lieutenant
card is $200, each face down Soldier,
Assassin, Moll, Torpedo & Weapon card is
$50.

2. BUY A BUILDING. If you wish, place 1
of your unused building tokens (whiskey
glass face down) on the building you want
to buy and pay the Consigliere the building
purchase price indicated on your Planner
card. Any number of buildings can be
bought per turn.

3. OPEN SPEAKEASY. Any building owned by
you can open as a Speakeasy to obtain a
higher income for this round. Turn over

the building token so that the whiskey

glass is face up. A building that does

not open as a speakeasy will receive a
normal income.

If you open more than 1 Speakeasy, you
will need to pay $100 x (your) WHISKEY
VALUE for every additional Speakeasy.

Note: When there is a police

raid at a particular city block,

any building running a Speakeasy
there will be fined heavily

(or forfeited if the owner can’t

pay up) .

4. SEND OUT GROUP(S). For each
group slot you have at least 1

card on, you MUST place that
corresponding group token on any
building of the MOB CITY map.
*see GROUP PLACEMENT.

NOTE: You cannot place more than
1 of your groups on the same

building.
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3) DISTRICT RESOLVING.

When every Captain has finished their
Daily Orders, the top EVENT card is turned
over. The EVENT card indicates what
special event will happen this turn.

Starting in the the North-West city block
DISTRICT, the Consigliere resolves the
District in the following sequence:

1. Check buildings affected by the Event
card. *see EVENT CARDS ‘Speakeasy
Raid'.

2. Check group tokens affected by the
Event card. *see EVENT CARDS ‘Extortion
Crackdown’.

3. Check buildings with one group token.
*see GROUP PLACEMENT.

4. Check buildings with two or more group
tokens. *see GROUP PLACEMENT.

5. Check all group tokens are returned
to their respective Captains.

The Consigliere now moves to the North-
East DISTRICT, then South-West, and
finally South-East. Once all DISTRICTS
are resolved, the DAY (round) is over.

END OF THE DAY (GAME ROUND).

The IN FAVOUR card is now
passed to the Captain on the
left. The POLICE card and
all whiskey cards are now
returned to the Consigliere.
Start the next DAY with

1) PRIVILEGES BIDDING.

GROUP PLACEMENT.

ON A BUILDING OWNED BY YOU.

If you place your group at your own
building, your group is safe from police
crackdowns. If any enemy groups are placed
at your building then a shootout will
occur. *see SHOOTOUT

ON A BUILDING OWNED BY ANOTHER.
If you place your group at this building,

your group will be arrested if there’s

a police crackdown. If the building’s
owner has a group there, then a shootout
will occur. *see SHOOTOUT. If you are
the only remaining group there, you will
extort 10% of the building’s income x
(your) NOTORIETY from the owner. If the
building has a Speakeasy, then refer to
Speakeasy income.

ON A BUILDING NOT OWNED BY ANYONE.
If you place your group at this building,

your group will be arrested if there’s

a police crackdown. If you are the only
remaining group there, you will extort

10% of the building’s income x (your)
NOTORIETY. The Consigliere will pay you
from the family bankroll.

SHOOTOUT.

When two or more groups are located at
the same building they will start a shoot-
out. Each Captain picks up all the Enforcer
cards in their corresponding group slot
ays each Enforcer
cter) card face up

of their Crew

Any weapon in the
he Captain wants
orcer card to use

e placed, face up,

y underneath
aracter card.

ns power is not
ulative.

out round consists
ps. Repeat the
or each character
turn until only

up remains.
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1. ACTION (Attack or Collect).

The character card with the highest
REFLEX value (small number at the top of
the bullet) gets to attack first, followed

by progressively lower REFLEX values,
until every character has attacked.

If more than 1 character card has the
same REFLEX value, then count clockwise
starting from the IN FAVOUR Captain to
see who attacks first.

Attack: If a Captain chooses to attack,
he can attack any one enemy character
card on the table and must state which
card he is attacking. A Character can
only attack once per shootout round.
Captain must now roll the die if not
attacking with an Assassin character or
Grenade. Proceed to ATTACK RESULT.

Note: Special rules apply to ASSASSINS,
TORPEDOS, MOLLS, and GRENADES.

Collect: If Captain chooses to collect,
he can pick up 1 weapon his group has
dropped and place it, face up, partially
underneath that character card. No attack
is allowed, proceed to step 1.

MOLL: cost $50 in wages per turn. Smooth
talking lovers are a rarity. She has a

low REFLEX and HEALTH value. A MOLL is
of most value with a group that is

extorting, or left at a speakeasy as she

will double the whiskey income. She can
carry any 1 weapon. During a SHOOTOUT,
if a MOLL is the last surviving character

card from a group, the enemy Captain CAN
take her to his group if his notoriety

is higher than her group’s Captain.

TORPEDO: cost $50 in wages per turn.
Lollipop sucking youngster. He has average
REFLEX and HEALTH values. What sets him
apart is his ability to carry 2 weapons

at once. Each weapon is allowed 1 attack

so he can either attack the same character

twice, or two different characters.

LIEUTENANT: cost $200 in wages per turn.
The leader of a Mob group. Only 1

lieutenant is allowed in each group.

He has medium to high REFLEX and HEALTH
values and already carries a colt 45,

giving him a *1 to his attack roll even

without a weapon card. He can carry any

1 additional weapon.

Note: Weapons power is not accumulative.

2. ATTACK RESULT (With & Without Weapon).

Attack With Weapon: A die roll equal to
defender’'s HEALTH value (bigger number
at the bottom of the bullet), and the
defending character card is injured and
returned to the Captain’s corresponding
group slot. Any weapon(s) the character
had is dropped and left on the table.

A die roll higher than defender's HEALTH
value (bigger number at the bottom of
the bullet), and the defending character
card is killed and placed at the bottom
of the Enforcer deck. Any weapon(s) the
character had is dropped and left on the
table.

Attack Without Weapon: A die roll equal
to or higher than defender's HEALTH value
(bigger number at the bottom of the
bullet), and the defending character
card is injured and returned to the
Captain’s corresponding group slot. Any
weapon(s) the character had is dropped
and left on the table.

3. END OF SHOOTOUT

When there is only 1 group remaining,

that Captain wins the fight. This Captain
immediately gains 1 NOTORIETY.

Any Captains who were in the shootout

and lost, lose 1 NOTORIETY (unless they
are at their minimum NOTORIETY *See
NOTORIETY IN DETAIL). Any weapons left
on the table can be picked up by the
winner.

Note: If a group only has Moll or Assassin
cards remaining, the attacking Captain
can claim the characters as his own IF
his notoriety is higher than that of the
Captain who owns the cards.

ENFORCER CHARACTER CARDS.

SOLDIER: cost $50 in wages per turn.

The bulk of your outfit consists of

Soldiers. He has a low REFLEX and HEALTH
value and can carry any 1 weapon card to
increase his attack roll success.

ASSASSIN: cost $50 in wages per turn.
He's in it for the kill. He has a

very high REFLEX value but low
HEALTH value. Use an ASSASSIN to
kill an enemy character before

they can attack. As his attack is
guaranteed success (no die needs

to be rolled) he cannot carry any
weapons, except for 1 grenade.
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ENFORCER WEAPONS CARDS.

Revolver: cost $50 per turn.

A revolver can be used by any character
except an Assassin. It adds *1 to an
attack roll.

SHOTGUN: cost $50 per turn.

A shotgun can be used by any character
except an Assassin. It adds 2 to an
attack roll.

TOMMYGUN: cost $50 per turn.

A tommygun can be used by any character
except an Assassin. It adds ™4 to an
attack roll.

GRENADE: cost $50 per turn.

A grenade can be used by any character
including an Assassin. The grenade can
be used to instantly kill any 2 enemy
characters of the same group.

It can also be thrown to damage an enemy
building (building owner must turn over
building token if whiskey glass is face
up), thereby preventing any further
activity (shootout/extortion/speakeasy)

at this building. After use, the grenade

card is placed at the bottom of the
Enforcer deck.

EVENT CARDS.

DON IS DEAD:

The last Day (game turn) is now played.
Once all districts have been resolved,
the Consigliere will read the Don’s last
will and testament to decide which Captain
replaces the Don as the head of the
family.

EXTORTION CRACKDOWN:
Refer to the city map layout on the front
page to calculate which DISTRICT (block)
falls under a particular side (north,
east, south, west). Any group on an
affected building not owned by the group’s
Captain will be arrested and placed at
the bottom of the Enforcer deck. Only a
Captain holding the POLICE
d is not affected and still
s to extort the building’s

me.

ANGLAND TRUCE:
hootouts are allowed during
Day. Only buildings that
ot owned, can be extorted.
re is more than one

at an un-owned building,
aptain holding the POLICE
gets to extort.
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