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CHICAGO

eGame overview

Chicago is a game set in the era of Prohibition, when
syndicates fought for power in Chicago. Players play
syndicate bosses and make dirty money via casinos
and moonshine factories.

Then the ban is lifted, the player with the most money
wins, but just before, the richest boss is arrested for
escaping tax, (like Al Capone) and has his treasury
halved.

So unless the richest player has a massive margin,
it's the second richest player who ends up being the
winner.

The game is for 4 players, and takes about an hour to
play

eSetup

1) All players choose a colour to play and take 1 boss
chip and 2 henchman chips in that colour. Then,
place them in front of you. All remaining henchmen
are placed in the pool (the hang-out for delinquents),
outside of the game board.

2) Set each player's amount of money on the register
board to 0. “1” at register board means $1,000.

3) Place the cash bills on their indicated spots. That's
called the Bank.

4) Place 6 cop chips in the bag. One of them is the Un-
touchables (the special force led by Eliot Ness)

5) Choose starting player in any suitable fashion (like
rock-paper-scissors). The starting player takes the
First Player marker.

6) Place the turn marker on spot ‘1°.

eHow to play

1) Players take turns, starting with the first player.

2) Once all players have done, the player with the low-
est income becomes the Snitch.

3) The Snitch decides who to inform on, and the effects
are applied.

4) The first player marker is moved one spot to the left.

5) The turn marker is moved one turn forward.

Repeat 1-5 until the game ends

On a player’s turn, the player does the following, in this
numbered order:
1) Bail out henchmen in prison, at a cost of $2,000 per
worker.
Action Points: The turn player gets 3 action points at

this timing to use this turn only.
2) Recruit/Place a henchman:

a) Recruit: Take a henchman of your colour from the
hang-out and place before you. Costs 1 AP per
henchman.

b) Place: Take one of your henchmen before you
and place in one of the 8 locations. Costs 1 AP per
henchman you place.

3) Move: There are three ways to move your hench-
men:

i) From one area you control to another area you
control: Costs 0 AP regardless of the number
of henchmen you move.

ii) From one area to an orthogonally adjacent
area: Costs 1 AP regardless of the number of
henchmen you move.

iii) Any other movement costs 1 AP per hench-
man you move.

4) Pick a fight

If you have opponents’ henchmen in an area you
control, you can pick a fight with them. All henchmen
chips are divided into “1 vs 1” and/or “3 vs 1” groups.
Depending on the number of henchmen, you might get
a “2vs 1” group in the end; however, there should never
be more than one of those (4 vs 2 should be turned into
one “3 vs 1” group and one “1 vs 1” group).

In the “1 vs 1” and “2 vs 1” groups, one henchman from
each side is killed.

In the “3 vs 1” groups, the lone henchman is killed.

* Killed henchmen are put back in the pool (their little
brothers become delinquents to avenge them)

* Fights don’t have to continue until one side is elimi-
nated. The turn player can choose to only perform the
“3 vs 1” fights and then stop fighting. Also, you don’t
have to fight at all unless you want to.

* Killed henchmen cost their owner $2,000 per death
(funeral costs). A player isn’t allowed to pick a fight
unless he can pay for his funerals. The player that was
attacked must also pay for his henchmen’s funerals,
but if he can’t pay, he doesn’t need to.

* If there are more than one opponent’s henchmen in
the area you’re fighting, you may choose to only fight
one of them. If you fight both, they will not cooperate
(you can’t place henchmen of different players in the
same “team”)

5) Income

You get income from the areas you control. How much
income an area generates is indicated on the respec-

tive areas. A ‘5’ means $5,000. However, you only get
the full income if you are the only one with henchmen
in that area. If there is as little as one single henchman
from any other boss in the area, you only get $1,000 per
henchman you have in that area (the area’s indicated
amount is still the maximum). For example, if you have
3 henchman and another boss has 1 henchman in aa
$5,000 area, you only get $3,000 from that area.
If there is a casino in your area, your income is doubled.
If you have a moonshine still, your total income is dou-
bled.
As an example, if you have a moonshine still, a ‘5’ area
with a casino, and a ‘4’ area without a casino, your
income will be $28,000 ($5,000 x 2 for the casino area
and $4,000 for the other area amounts to $14,000; the
figure is doubled due to the moonshine still, totalling
$28,000).
Your income is taken from the bank, and it must be
noted on the register board. “1” at register board means
$1,000.
6) Build
a) Building a casino in an area you control costs
$8,000. You can’t have more than 5 casinos, and
you can’t build more than 1 casino in one area. If
your area with a casino in it is taken over by anoth-
er boss, the casino is not destroyed, but becomes
the property of the other boss.
b) Building a moonshine factory costs $16,000. Take
a moonshine factory chip and place it in front of
you. Each player can only have max 1 moonshine
factory each. A moonshine factory does not be-
long to a specific area and can never be taken by
another player.
7) Charity
Players may give up to $20,000 to charity by paying it to
the bank (Al Capone was famous for giving to charity)
Charity is recorded on the register board as expenses;
decrease the marker accordingly. Please note that
expenses other than charity are NOT registered on the
register board.

This concludes a player’s turn. Please note that actions
have to be taken in the given numbered order.For ex-
ample, you can't move henchmen after you've picked
a fight. (However, the points a) and b) during “Recruit/
Place” or i), i), and iii) during “Move” can be done in
any order).

*The Snitch

When all players have taken one turn each, the player
with the lowest position on the register board becomes
the Snitch. If there is a tie, the player last in turn order

becomes the Snitch. An effective way of keeping track
of this is simply to place your marker on top of any oth-
ers, when you move your marker on the register board.
The Snitch will inform the police that someone is break-
ing the law and takes one of the cop chips from the
bag. If it's a normal cop, all can be solved with bribes.
The Snitch indicates either any area or any moonshine
factory. The player controlling that area has to bribe the
cop with $1,000 per henchman he has in that area, plus
$4,000 if he has a casino in that area. Failure to pay will
result in the casino being destroyed and/or the hench-
men being sent to prison. Bribes for a moonshine fac-
tory is $8,000; failure to do so results in the moonshine
factory being destroyed.

The drawn cop chip is not returned to the bag; hence
the probability of drawing the Untouchables rise.

If the drawn cop chip is the Untouchables, the turn
player simply indicates another player. No bribes will
work; that player immediately loses all his casinos, any
moonshine factory he has, and all his henchmen are
arrested immediately. The Untouchables are worthy of
their name.

After the Untouchables have done their job, one of
the normal cop chips earlier drawn are put out of the
game, and the remaining cop chips (including the Un-
touchables) are put back in the bag. (If there were no
earlier drawn normal cop chips, simply remove one of
them from the bag). In the extremely rare case that the
Untouchables are drawn time after time, and normal
cop chips are one after the other removed from the
game, as a lower limit, there should always be at least
1 normal cop chip left together with the Untouchables.

eAbout money

How much money each player has is not open informa-
tion. Feel free to hide away your money, and lie or not
reply at all if people ask how much you have. However,
before the first player takes his turn in Turn 7 and Turn
10, all players must honestly show everybody how
much money they have.

eGame end

After the 12th Turn, the Prohibition is lifted and the
game ends. There is no Snitch the last round. Every-
body shows how much money they have. The player
with the most money is arrested for escaping tax, and
half of his money is confiscated. The player with the
most money after this has happened is the winner. The
player who got arrested will probably end up last, but
hey, he left his name in history, just as Al Capone did,
so who cares about winning?




