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1. INTRODUCTION

GANGSTERS recreates the era of Organized Crime’s
dominance during Prohibition for two to five players.
Return with us now to the Roaring Twenties when the
syndicates ruled supreme, justice was for sale to the
highest bidder, and rival gangs battled for dominance in
the streets of every city.

2. COMPONENTS
GANGSTERS includes the following equipment:
* 4 Player Aid cards
* 122" x 16" mounted gameboard
¢ 1 sheet of die-cut playing pieces and markers
¢ 1 eight-page rulebook
* 5 six-sided dice (one each red, green, blue, white,
and black)
* 30 bills each in $100, $500, & $1,000
denominations, and ten $5,000 bills

* 1 Movement pawn
¢ 1 Squirt Gun

Replacement parts can be ordered by mail by sending a
stamped, self-addressed envelope to The Avalon Hill Game
Company (4517 Harford Rd., Baltimore, MD 21214) and
requesting a current Parts List or by calling 1-800-999-3222
Toll Free to place an order with any major credit card.

3. PREPARE TO PLAY

3.1 ORDER OF MOVEMENT: Each player takes the Gang
pieces that match the color of the closest board edge, and
rolls all five dice. The player rolling the highest total gets the
first turn, becoming player #1. The next player in clockwise
rotation around the board gets the next turn, and so on.
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3.2 BANKER: Select one player as the Banker who will
make change, dispense and collect money for the game.

3.3 DRAW CUPS: Put the nine rectangular Cop pieces, the
ten round Bribe markers, and the four Public pieces in three
separate opaque cups suitable for a random draw.

3.4 JOINTS: Each player places the ten “x1” Joint markers
of his Gang’s color on the Joint square of his board edge.

4. BEGIN TO PLAY

4.1 JOINT PURCHASE: The board contains
buildings of seven different types which are
distinguished by the color, shape and value of
the Entrance “tab” of each building. Buildings
that can be purchased also contain a colored
outline matching the Entrance tab color and are referred to
collectively as “colored”. Buildings that cannot be purchased
have a gray, half-oval Entrance tab and no such colored
outline. These are known as “gray” buildings. Whenever a
colored building is purchased, it becomes a Joint and is
marked with a “x1” Joint marker of the purchasing player.

Player #1 first selects any one colored building on the
board by placing a “x1” Joint marker on it. The other players
do likewise in turn by selecting one of the remaining
unowned colored buildings and marking it with one of their
Joint markers. This pattern is repeated until each player has
selected three Joints. The total value of a player’s three Joints
at start cannot exceed $1100. Players whose total property is
worth less than $1100 at start are then given the difference in
cash by the Banker.

4.2 GANG SELECTION: Each
o ﬁa . player simultaneously builds his
Racketeer | | Thug vamp | initial Gang secretly by recording
the type and number of gangsters
he will recruit to start play. The total amount that he spends
to recruit his Gang at start cannot exceed $2100 plus any
money he has left over from the purchase of Joints.
Recruiting costs are cumulative and increase by $100 for each
additional character recruited of a given type. If a Gang costs
less than $2100, the player collects the difference from the
Banker. Each player then marks the status of his Gang by
placing the corresponding small markers on the appropriate
boxes of his board edge’s Gang Track.
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(Illustrated above is part of the Racketeer portion of the Gang Track)

EXAMPLE: Yellow recruits a Vamp ($300), four Racketeers ($1,000), and
three Thugs ($600) for a total cost of $1900. Yellow collects $200 change from
the Banker. The yellow Racketeer marker on the ‘4’ space of the Racketeer
Gang Track indicates that the Yellow Racketeer piece has a strength of 4.

Red recruits a Vamp ($300), six Racketeers ($2100), and a Thug ($100)
for a total cost of $2500. Red is able to do this only because Red had at least
$400 change remaining from the earlier purchase of Joints and must now pay
the Banker the extra $400.

Regardless of how many Thugs or Racketeers each Gang
possesses, it still has only two markers for each type of
gangster: one large rectangular piece to move on the spaces
of the map, and a smaller square marker to slide along its
Gang Track to record its strength.
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4.3 SETUP: Each player secretly records the starting
locations of his Gang on scrap paper. Each gangster must
start in one of its player’s three Joints. They may be split
among their Joints as they choose: one in each, all in one, or
two in one and a third in another. Once completed, all choices
are revealed and the pieces placed on the board. The game is
now ready to begin, with Player #1 taking the first turn.

5. SEQUENCE OF PLAY

5.1 BUY PROPERTY/IMPROVE JOINTS: The active
player (the player whose turn it is) may purchase an unowned
colored building (or improve a Joint; 8.3) that his Racketeer
currently occupies by paying the required amount to the Bank
and placing a “x1”” Joint marker of his Gang’s color on the building.
He may also trade any Joint he has to another Gang.

5.2 ROLL DICE: The active player rolls all five dice. The
dice roll may not be altered during that turn prior to the
Shootout Phase.

5.3 BRIBE OR MOVE COPS: The active player either
places the blue die on any Cop piece to indicate bribing a Cop
(9.5), or moves any Cop a number of spaces equal to the blue
die roll. A Cop in a Joint with a Public marker Raids the Joint
(11.6).

5.4 MOVE OR RECRUIT PIECES: The active player may
move a number of Public and/or Gang pieces equal to half his
Racketeer’s strength. Each piece moved by the player must
move a number of spaces equal to the previous die roll of that
piece’s colored die depiction. During their movement, the
player may change the status of Gang pieces by flipping them
to their white “criminal” or colored “citizen” side. This status
may not change until the piece is moved again.

A player may recruit a piece rather than move it, but
recruiting still counts as one of that player’s allowable
“moves” and does not allow a change in criminal status.

5.5 RECRUITING: The active player may recruit new Gang
members by paying the purchase price of each as indicated on
his Gang Track multiplied by the colored die roll of that
piece. (See 7.3 for limitations.) A player who has bribed a
Cop pays $100 times the roll of the blue die and draws a
round Bribe marker (9.5).

5.6 PAYOFFS: Any Thug/Vamp of the active player engaged
in Extortion (11.3) collects $100 times its move die roll. A
Public marker in a Joint (Organized Crime; 11.2) pays the
owner of that Joint regardless of whether it has moved during
that turn.

Cops on Patrol Crimes in

(Illustrated above is part of the Crime Track)

5.7 SHOOTOUTS: Resolve all Shootouts. The “Crimes in
Progress” and “Cops on Patrol” markers are adjusted on the
Crime Track to reflect the current number of each activity.
This completes one Player Turn. The next player then repeats
steps 5.1-5.7.

6. MOVEMENT

6.1 MOVEMENT OPTIONS: Each Gang is
limited to moving or recruiting a number of
pieces (excluding Cops) equal to half the
strength (fractions rounded down) of its
Racketeer. However, the minimum allowance is
one move. Regardless of the number of
movement options a player has, that Gang may not move or
recruit any piece more than once per turn.

6.2 MOVEMENT DICE: The five dice are color-coded to
match the dice depictions on the game pieces and Player Aid
cards. The movement of each game piece is governed by the
value of its matching die roll. Once rolled, the dice should not
be touched except to be placed on a recruiting piece with the
die unchanged until the turn ends or a Shootout occurs. If the
dice are changed prematurely (regardless of whose turn it is),
the responsible player may not recruit and may collect a
maximum of $100 per piece for Extortion during his turn.

6.3 EXACT COUNT: The board is divided into street
sections and individual buildings hereafter referred to as
spaces. All movement is done by exact count (i.e., the piece
must move a number of spaces equal to the value of its
movement die roll). For example, if the green die is a “3”, the
Racketeer must move three spaces if it moves at all.

6.4 DIRECTION: All moving game pieces must go in the
direction they face (shown by the arrow on each piece) at the
start of their turn unless inside a building or moving into one
through its Entrance tab. Care must be taken when ending a
move in a street space to clearly show the direction of
movement. As it moves, a piece may change direction only at
an intersection (any space directly connected to at least three
other Street spaces) and never more than 90°, or while
entering a building, or while in a building.

EXAMPLE: The Thug has rolled a black “3”. He may move to the intersection
of Riverside and Central Ave and turn right or left 90° and move forward one

space and then into the Shop ‘n’

Save or Brandon’s Bikeship, or he

may ct?ntinue_ another space down 2088
Riverside Drive. He cannot move .. 2

into the intersection, turn around m i
180° and return to the space he

left. Regardless of the Vamp’s
facing, she may leave the Shop ‘n’
Save directly onto Riverside Drive
or Central Ave. If her Gang owns H
Burly’s Beefhaus she can also
depart through there. e

6.41 BRIDGES: Bridges overlay i
street spaces in two places on the
board. The street spaces beneath the
bridges are depicted with dashed
lines. Movement directly from the
street beneath the bridge onto the s
bridge (or vice versa) is not allowed. ZI 5, :

6.5 RE-ENTRY: The same piece may not enter the same
space twice in the same turn, nor enter the same building
Entrance that it left in that turn. It may enter the space in
which it began the turn provided it does not enter that space
twice in the same turn.

6.6 BUILDINGS: A piece may not move through a building
it does not own. Public/Cops may never move through any
building. A Gangster may move directly from one adjacent
Joint to another only if the Gang owns both and they are
physically connected.

Racketeer
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EXAMPLE: A yellow gangster in Lou’s Diner could move directly to the
Hawthorne Hotel or Grinders® if Yellow owned those buildings. It could not
move directly to Mac’s Quick-Stop. Assuming that Yellow owned both
Grinders’ and Burly’s Beefhaus, the yellow gangster could move directly to
Grinders’ and then on to Burly’s Beefhaus or it could exit either building into
the street through those buildings’ Entrance tabs.

6.7 CRIMINAL STATUS: A Gang piece may change its
status by flipping to/from its white side only as it enters a
new space. Criminal status cannot change while recruiting. A
Gang piece that is white-side-up is referred to as a criminal.

6.8 PUBLIC: Although movement of the four
Public pieces is limited by the value of the single
white die roll, a player choosing to move one or
more of them must use a movement option for
each Public piece moved. Any Public piece that
ends any Player Turn in the same space with a
criminal is returned to its draw cup at the end of that Player
Turn. No two Public pieces may occupy the same space at the
end of movement. Public markers not in play enter via the
Subway space corresponding to their white die roll, that
placement counts as one space entered and the Public piece
may then move off in any direction with any remaining
movement to which it is entitled.

6.9 TIME LIMIT: The Movement Phase of each Player Turn
(5.2-5.4) is limited to two minutes. A non-moving player
should time the mover and announce the remaining time at
30-second intervals, counting down the last ten seconds
aloud. A player who has not finished in the allotted time
forfeits any remaining moves that turn. By placing the
movement die of a recruited piece on top of that piece, being
careful not to change the face of the die, a player may
calculate and pay for any recruiting after the timed portion of
the move is over.

6.91 KIBITZING: Pointing out possible moves during a
Movement Phase is not allowed. Advice may be neither
solicited nor offered during a Movement Phase. Discussion of
overall strategy is allowed but not during a Movement Phase.
Violators are fined $500 for each infraction. The only
allowed statement to a moving player is to point out that a
move is illegal and must be disallowed. Such a statement
stops the clock while its accuracy is determined. Claims of an
illegal move must be made before the Movement Pawn (see
6.92) is moved, or the illegal move stands.

6.92 MOVE RETRACTION: The active player

should always use the plastic pawn to mark the

starting location of the piece currently being

moved, in case he wishes to retrace his steps and

start over. Only the piece whose starting position is
currently marked by the pawn has this option. For example,
once a Thug has moved and the pawn is shifted from the
Thug’s starting position to that of another piece, the Thug’s
move can no longer be changed.

7. RECRUITING

7.1 OVERVIEW: A player with enough money may decline
movement of a Gang piece to recruit more of that particular
type of character or to replace a missing character. Recruiting
one type of gangster counts as one of the player’s movement
options for that turn. Recruiting cannot be combined with a
change in criminal status, but can be used regardless df which
side of the character is face-up.

7.2 COST: Recruiting costs are equal to the price of the recruited
character(s) X the move die roll for that character type.

7.3 RECRUITING OPTIONS: The number of gangsters a
player can buy (given adequate money and move options) is
limited by the current degree of police activity. The
maximum number of gangsters that may be bought in one
Player Turn is seven minus the Cop (blue) die roll. A player
may never have more than one Vamp, ten Thugs, and ten
Racketeers in play.

Recruiting Options
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die roll:
Recruitable
Gangsters: 1 213|456
ExampLE: Green has three Racketeers and has rolled a green “1” and a blue “4”
among his five movement dice. He chooses not to move his Gang, but to use
his only “move” option to recruit three more Racketeers. The cost for those
three Racketeers is $1500 ($400 for the fourth, $500 for the fifth, and $600 for
the sixth). Had his green Move die roll been a “2”, he would have had to pay
double the basic price of each Racketeer bought. He cannot also buy Thugs or a
Vamp regardless of cost or available “moves” because the Cop die roll limits
him to a total recruitment of three characters for the turn.
7.4 ENTRY: Newly recruited gangsters are added
‘ﬁ to the strength of that player’s appropriate Gang
Thug marker on his Gangster Track. A newly recruited
gangster with no piece currently in play must be
placed in one of its Gang’s Joints. If the Gang has no Joint, it
must be placed colored side-up on the Subway indicated by
that piece’s Move die roll.

7.5 ELIMINATION: An active player with no

Racketeers still has one Move option (besides

moving or buying a Cop). That move must be used

to recruit one or more new Racketeers. If the player
lacks enough money to pay for the amount of Racketeers
desired, he may sell one Joint to the Bank for its original
purchase price or to any other player for any negotiated
amount. When selling an improved (8.3) Joint to the Bank,
only the initial purchase price is refunded. Any cost of
improvements to the Joint is forfeit. The improvements
remain in place on the sold building in the form of a small
gray Joint marker, and can be purchased intact with the
building for that building’s original base cost. A player need
not own another Joint of the same type to buy an already
improved property. A player without money, Racketeers and
Joints is out of the game.

8. PROPERTY

m 8.1 TYPE: There are six classes of property
which Racketeers may buy. These are color-
x1 coded by Entrance tabs and boundaries

-] ! according to value and type as specified on the

Player Aid card. In addition, gray buildings exist
which can never be purchased. Upon acquisition, the player
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places one of his colored “x1” Joint markers on the building
to identify it as his.

8.2 VALUE: Each player receives payment from the Bank
equal to the value of his Joint (including any improvements)
times the strength (X1, X2, or X3) of the Public marker in that
Joint at the end of each Player Turn that it is in his Joint
regardless of whose turn it is.

EXAMPLE: Green owns the Hawthorne Hotel and Astoria House and has
improved the former with a “x2” Joint marker. During his turn, Green moves
the Public “x3” piece into the Hawthorne Hotel and collects $3600 ($600 base
value of the Hotel plus $600 in Improvements = $1200 x three for the Public
strength = $3600). Unless Brown moves a Cop to Raid the Hawthorne Hotel, or
moves the Public from the Hotel during his own Movement Phase, Green will
collect another $3600 during the Payoffs Phase of Brown’s turn.

8.3 IMPROVEMENTS: Each player may
upgrade the value of one of his Joints one level
at the start of his turn by paying its original
purchase price to the Bank provided his
Racketeer is in that Joint and he owns other
Joints of the same type at least equal in number to the level of
the upgrade. Flip upgraded Joint markers to their “x2” side
(or add an appropriate upgrade gray marker to their colored
“x2” marker if improved to level 3 or higher).

ExampPLE: The Green Gang owns two red Joints and the Green Racketeer
occupies one of them. Green pays $600 to the Bank and flips the Green “x1”
marker under the Green Racketeer to the “x2” side. This is not a move by the
Racketeer. If the Racketeer does not move away, it could purchase a third level
improvement for the same Joint during Green’s next turn if Green owned three
red Joints.

8.4 DEFENSE: A Joint entered by an opposing Racketeer or
Thug is under attack (see Shootouts: 12). Each Joint has a
Guard who attacks opposing Thugs/Racketeers in a Shootout
with two dice for each level of the Joint. A Racketeer/Thug in
an unowned building that is subsequently purchased by
another Gang must be attacked by the Joint Guards at the end
of every player turn as long as they occupy an opposing Joint.
Trespassing gangsters may return fire in every round that a
Guard shoots at them. Shootouts can only be started by a
Guard, or a moving Gangster or Cop.

8.5 MOVEMENT: Gangsters may move through a Joint if
they own it. All other pieces may enter a building only by
ending their turn there by exact count. Cops may not enter a
Joint unless it contains a criminal or Public marker. Gangsters
may move through their Joint to connected spaces, but may
not enter an unowned building or opposing Joint directly
from their own Joint. They would have to exit their Joint to a
street space before entering a building they do not own.

9. COPS

9.1 IDENTITY: There are nine
A ﬁ"f.’,‘,’ g:‘; rectangular Cop pieces ranging in
strength from 2 to 10. A Cop’s
% strength also identifies it (no two
CoP per tarn Cops have the same strength).

9.2 STARTING A PATROL: Player #1 starts the game and
his two-minute move by either bribing a Cop or drawing a
Cop marker from the cup, placing it in the numbered Subway
space corresponding to the blue die roll at a movement cost
equal to one space, and moving off in any direction a number
of spaces one less than the blue die roll. On each turn, each
active player has the option of:

* Bribing a Cop, or
¢ Moving an existing Cop, or

 Starting a new Cop by drawing another Cop
marker from the cup.

A player may never do more than one of these options
each turn. A player may not use Racketeer-generated
“moves” for additional Cop options.

Cops on Patrol Crimes in

Cops
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9.3 CRIME LEVEL: The active player may start a new Cop
only if there is none in play or the current Crime Level is
greater than or equal to the number of Cop markers currently
in play. The Crime Level is the number of Gang and Public
pieces in play with their white (criminal) side face up. Excess
Cops are not removed due to the Crime Level dropping
beneath the current number of Cops on Patrol. The Crime
Level and total number of Cops in play should be marked on
the Crime Track at the end of each turn.

9.4 MOVEMENT: Cops move by exact count of the blue
die. One must be bribed or moved every turn (5.3). A Cop
may enter a Joint only to Raid it (11.6) or to apprehend a
criminal therein. No Cop may move through a building.

9.5 BRIBING A COP: An active

player may bribe a Cop (instead of

moving one) by placing the blue die

on a Cop piece. After his Movement

Phase, the active player pays $100
times the blue die roll to the Bank and draws a round Bribe
marker. Secretly observing the number drawn, the player
places it face-down before him. The Cop marker with that
strength is now secretly owned by that player. If a player
draws the Untouchable marker (the Bribe badge with no
number), the attempt to buy the Cop fails but the bribe must
still be paid; the player may hold or return the useless badge
to its draw cup at any time (including immediately before
another player tries to bribe a Cop).

The active player may move a bribed Cop until someone
announces ownership of that Cop by revealing his Bribe. The
revealed Bribe is then returned to its draw cup and
“ownership” of that Cop ends. However, the rebuffed player
loses that Cop’s “move” for that turn and must return it to its
starting position. He cannot move or bribe another Cop during
that turn instead. A bribed Cop, whether in play or not, remains
owned until revealed as such. A bribed Cop that leaves the
board before its ownership is revealed does not change
ownership even though the Cop returns to its draw cup.

9.6 COP REMOVAL: A Cop is returned to its draw cup
after any Shootout in which it takes part, or whenever it
makes a transfer (10.3) on a Subway, or takes part in a Raid
with no criminal gangsters present (11.6). A Cop making a
transfer has finished its patrol and is returned to its draw cup
and replaced by a newly drawn Cop (though perhaps the same
one just removed) starting its shift in a new Subway exit of
the active player’s choice. The new Cop may not reappear in
the same Subway space from which its predecessor left the
board. The newly drawn Cop may then move off of the
Subway space in any direction with any remaining movement.
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9.7 ARRESTS: A Cop has no effect on a gangster whose
colored side is face-up. A Cop in the same space with a
criminal engages in a Shootout (12) at the end of every Player
Turn that they occupy the same space.

10. SUBWAYS

10.1 OVERVIEW: The six Subway spaces provide quick
transportation around the board, and also serve as local
precinct stations for the Cops.

10.2 USE: Subway use is optional. A player may use it either
as a Subway entrance or as a regular Street space. A piece is
not required to transfer just because it traverses or ends its
turn on a Subway. The Public may not use a Subway except
to enter play from offboard. If a Cop uses a Subway, it must
be replaced by a new patrol (9.6). A piece may use only one
Subway Transfer per turn.

10.3 TRANSFER: Transfer can be activated only by
movement into a Subway space — not by starting a turn from
one. The piece moves onto a Subway entrance at the normal
cost for entry of a space and is then placed on another
Subway exit of the active player’s choice at no additional
cost. It may depart that Subway exit in any direction.

10.4 COPS/PUBLIC ENTRY: When a Cop or Public piece
enters play, it does so from the Subway space corresponding
to its move die roll. Being placed on a Subway space from
offboard is equal to a movement of one space. Therefore, a
Cop entering play with a “move” die roll of “1” always ends
its turn in the #1 Subway space.

11. CRIME

11.1 OVERVIEW: There are three forms of crime:
Organized Crime, Extortion, and Mob Violence.

11.2 ORGANIZED CRIME: Each Public marker in a Joint
must be placed white-side-up. Any payoff generated by a
Public marker in a Joint is a form of Organized Crime. The
Banker pays the owner of the Joint the value of that property
(including any improvements) times the value of the Public
piece therein at the end of each Player Turn. That Joint is
treated as a Crime Scene while the Public marker remains
therein.

11.3 EXTORTION: Each active Vamp or Thug (but not
Racketeer) may extort $100 times its Move die roll in any
unowned building (even a gray one) during its Payoffs Phase
if its white side is face-up and it is not in the same space with
a Cop. A piece does not have to move to extort. However, it
must move in order to change its criminal status. Shootouts
do not affect Extortion.

11.4 MOB VIOLENCE: Each active Thug or Racketeer who
moves and ends its turn in any space containing an opposing
Gang member (or a Cop) may declare a Hit attempt at the end

of that Player Turn, thereby causing a Shootout (12.3). A
Thug or Racketeer entering an opposing Joint must declare a
Hit attempt. The attacker must have its criminal side face-up.
The defender, even if it returns fire, need not have its white
side face-up. A Thug may extort and make a Hit attempt in
the same turn.

11.5 BUSTS: A Cop in the same space with any criminal at
the end of a turn will attack it at that time, regardless of who
moved, by engaging in a Shootout (12.3). If several criminal
pieces exist in a space, the active player chooses which one
the Cop will attack—and the remainder are ignored that turn.

11.6 POLICE RAIDS: A Joint currently containing a Public
marker is an Organized Crime Scene (11.2) and subject to
Police Raids. Any Cop present in an Organized Crime Scene
reduces the level of that Joint by one. [ExampLE: Flip a “x2”
Joint marker to its “X1” side or remove a “x1” marker
altogether.] There is no defense against a Police Raid. That
Public piece (and the Cop marker if no criminal gangsters are
present) is returned to its draw cup. Any civilian gangsters in the
Joint are unaffected. If criminal gangsters are present, the Cop
remains and a Shootout will occur at the end of the turn (12.3).

12. SHOOTOUTS

12.1 OVERVIEW: A Shootout occurs at the end of any turn
in which a Cop is in the same space with a criminal gangster,
or whenever a Thug/Racketeer occupies an opposing Joint,
or whenever an active Thug/Racketeer lands on the same
space with an opposing gangster (or Cop) and declares a Hit
attempt (11.4).

12.2 HIT VALUE: Each Cop/gangster has a hit value as
depicted on its marker:

® Each Racketeer hits on a Shootout die roll of “6”.

¢ Each Cop/Thug hits on a Shootout die roll of “5” or
higher.

® Each Joint Guard hits on a Shootout die roll of “4” or
higher.

A Racketeer, Cop, or Thug rolls one die for each level of
his current strength. A Joint Guard rolls two dice for each
level of his Joint. A Vamp does not return fire in a Shootout.

12.3 COMBAT: Shootouts are simultaneous. Both sides shoot
based on their strength at the start of the Shootout regardless
of any hits suffered. Each hit reduces a gangster’s strength by
one. There is only one round of combat per Player Turn. A
Cop is always returned to its draw cup after a Shootout
whether hit or not. Thugs/Racketeers remaining in a Shootout
space which become inactive after a Shootout may shoot again
in that space in subsequent turns only to return fire if attacked.
Guards must continue to attack any opposing Thug or
Racketeer in their Joint at the end of every Player Turn.

12.4 MULTIPLE SHOOTERS: If a player in any Shootout
has two or more Gang pieces (including Joints) or Cops in
that same space, he may decide which will absorb opposing
hits and in what amounts (up to the total number of hits each
can absorb). The active player always controls the Cops
regardless of who actually moved each Cop to its current
space or who may have bribed that Cop. All combat is
resolved simultaneously.

12.5 LOSS OF PROPERTY: Each hit on a Joint results in
the loss of one level of that property if the attacker is not
eliminated in that Shootout round. If all attacking pieces are
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removed from the Joint during that Shootout, no property loss
occurs (although the defender may still absorb a hit with his
Joint Guard for each level of that property to protect any
other characters in that space).

12.6 GANG WAR: If a Joint is /ost in a Shootout (not just
reduced in value), all Public pieces in play on the board are
returned to their draw cup.

12.7 GUARDS VS COPS: A Guard never attacks a Cop or
absorbs hits from a Cop.

12.8 CRIME DOES NOT PAY: Each time a player loses a
gangster strength point in a Shootout, he may be “shot” with
the squirt gun as an added incentive to avoid Gang Wars or
Shootouts with the Cops.

ExaMPLE: A Green Thug 6 enters Yellow’s level 1 Joint which also contains
Yellow’s Racketeer 3 and a Public. Green flips his Thug marker to its white
side. Yellow collects from the Public in his Joint. In the Shootout Phase, Green
rolls six dice: “27, “3”, “4”, “4”, “5” “6” and scores two hits. Yellow fires
back, rolling “4”, “4”, “5” with his Racketeer and “1”, “4” with his Joint
Guard, scoring one hit. The Green Thug 6 becomes a Thug 5. Yellow can
choose to reduce his Racketeer 3 to a 1 and save his Joint, or lose his Joint and
reduce his Racketeer 3 to a 2. He opts to absorb both hits with his Racketeers.
The Public marker is returned to its draw cup at the end of the turn due to
ending the turn on the same space with a criminal (6.8).

It is now Brown’s turn and he moves Cop #2 into the Crime scene. Only
Green’s Thug 5 is white side-up, so the resulting Shootout at the end of
Brown’s turn will be between Green Thug 5, the Yellow Joint, and Cop #2. The
Yellow Racketeer can neither fire nor be attacked. Green rolls five dice: “17,
“17, “37, “3”, “4”—all misses. Brown rolls “1” and “6” for a hit with the Cops
against Green. Yellow rolls a “1” and a “2” and misses. Green’s Thug is
reduced to 4, and the Cop is returned to its draw cup.

It is now Red’s turn and he moves in another Cop, #4, to the Crime
Scene. Cop #4 attacks the Green Thug and rolls “3”, “4”, “5”, “6” for two hits,
reducing Green Thug 4 to a 2. The Yellow Joint rolls “3” and “3”—both
misses. Green returns fire and rolls “2”, “5”, “6”, “6” for three hits, but he
needs only one. Yellow loses its Joint marker and a Gang War exists (12.6). All
Public pieces and Cop #4 are returned to their draw cups at the end of the turn.

It is now Yellow’s turn. He takes his sole move to recruit three more
Racketeers, and although they remain at the Crime Scene with the criminal
Green Thugs they cannot attack because they did not move and they cannot
return fire because they are not attacked. There is no Shootout this turn.

Now it is Green’s turn again. If he leaves his Thug 2 unmoved at the
Crime Scene he will be unable to engage in another Shootout because gangsters
must move to initiate a Shootout. Because another Cop is fast approaching, he
withdraws his Thug, flipping it to its colored side to ward off the inquiries of
the advancing Cop.

13. VAMPS

13.1 SEDUCTION: Whenever a Vamp moves
and ends her turn on a space with another
Gang’s Thug/Racketeer, she seduces that Gang
member. The Vamping Gang’s corresponding
Thug or Racketeer increases strength by one (to
a maximum of 10) while the Vamped character
loses one strength level. If a Vamped opposing Racketeer
increases the active player’s Racketeer strength sufficiently to
earn it another movement option, he may use it immediately
in the remainder of his turn. A piece reduced to O strength is
removed from play until recruited again. If a Vamp creates a
new Thug piece (instead of increasing the strength of an
existing Thug) for her Gang, that piece must be placed on
board immediately as per 7.4. Vamping is not considered a
crime and cannot be done while in white (criminal) mode.
13.2 COMBAT: A Vamp has no hit value in a Shootout. If
hit, she is eliminated. She cannot absorb more than one hit.
Only a Cop or Racketeer may attack a Vamp.

13.3 JOINTS: A Vamp is the only Gang member who can
enter an opposing Joint without attacking it and without being
attacked by the Joint Guards.

HOW TO WIN

14. TRADES AND ALLIANCES

14.1 TRADES: The active player may trade
Joints and/or cash during his Buy Phase. A
player may acquire an improved Joint in a Trade and
maintain its improvements even without owning an
additional Joint of that type.

14.2 ALLIANCES: Players may agree to temporary truces or
degrees of cooperation (within the limit of the rules), but
there is no penalty for violation of an agreement other than
the future attentions of the betrayed player. During such a
truce, a Guard cannot refrain from attacking a Thug or
Racketeer of another Gang in its Joint.

15. HOW TO WIN

15.1 BASIC GAME: To win, a Gang must contain at least
one Racketeer, one Vamp, and one Thug at the end of its turn.
In addition, it must control all of one type (color) of Joint, or
control any ten Joints, or have at least $10,000 in cash. A
player may keep his cash status secret until he claims his win.
However, his unused Joint markers must be placed in the
Joint space of his board edge as a visible reminder of his
Joint status. Joint improvements do not count as additional
Joints owned. Players desiring a longer or shorter game may
agree beforehand on a different cash requirement.

15.2 TIME LIMITS: Players may choose to play to a time
limit in either hours or turns. In this version, Joint values
(including those of improvements) are added to each player’s
cash holdings and the player with the highest net worth at
game end wins. Cash holdings may be kept secret until the
end. Gang characters never add their cost to the net worth.

16. ADVANCED GAME OPTIONS

T~ 16.1 HEATERS: Whenever a Thug starts his turn
B in any gray building, he has the option to buy
"5?5855 Heaters from the Bank for $1,000 during the Buy
Phase. Once purchased, the Gang Track Thug
marker is flipped to its “Heater” side and equips all of his
Thugs with submachineguns. Thugs with Heaters score hits
with a die roll of “4” or more. A Gang equipped with Heaters
retains them until its Thug piece is removed from play. If a
Gang loses its Thug piece, Heaters can be purchased again at
a later time.

16.2 WHEELS: Whenever a Racketeer starts his
ﬁ turn in any gray buiding, he has the option to buy
%?83})5 Wheels from-the Bank for $1,000 during the Buy
Phase. “Wheels” represent a fleet of cars and drivers
available throughout the city for transportation. Once
purchased, the Gang Track Racketeer marker is flipped to its
“Wheels” side and entitles that Gang once each turn to
combine the green, red and black die rolls into a single move
allowance for one Gang piece (counting as a single moved
piece). If the Gang has other moves remaining, they may be
resolved normally. Wheels cannot move the Cops or Public.
Wheels can be used in combination with a Subway transfer.
Once purchased, a Gang is equipped with Wheels until its
Racketeer piece is removed from play. If a Gang loses its
Racketeer piece, Wheels can be purchased again later.

ExampLE: Red has Wheels and six Racketeers for a total move allowance of
three. It rolls a blue “3”, white “5”, green “4”, red “2”, and black “2”. After
moving a Cop three, Red decides to move two Public pieces each five. This
leaves Red only one move to split among its three Gang pieces. Red decides to

move its Racketeer 8 (4 + 2 + 2) with his Wheels option. Red could also have
chosen to move his Racketeer 4, or to move either the Vamp or Thug 2 or 8.
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16.3 SIREN: A Vamp starting her turn in any gray
‘_@ building has the option to buy new clothes from the
?3'5588 Bank for $300 during her Buy Phase. Buying a new
outfit flips the Vamp marker on the Gang Track to
its Siren side. A Siren seduces two Thugs and/or Racketeers
each turn that she moves and ends her turn on a space with an
opposing Thug/Racketeer. If the space is occupied by both a
Thug and a Racketeer piece, she may seduce one of each or
two of either at her option. The victims need not belong to the
same Gang. Whenever the Siren completes a seduction
(whether of one or two Gangsters), the “thrill is gone” and
she flips back to an ordinary Vamp until her next shopping
spree. If a Siren is eliminated, she can re-enter the game only
as a newly recruited Vamp. To return to Siren status, she
must go shopping again.
16.4 DONUTS: A Cop may be moved into any
i 1 gray building by exact count to stop for “donuts”.
i’ The active player is entitled to place his “Donut 17
marker on that moved Cop. No other player may
move a Cop under someone else’s Donut marker.
During that player’s next turn, he must remove the Donut
marker or use his one allowed Cop move to flip it to the
“Donut 2” side. During that player’s next turn, he must
remove the “Donut 2” marker and move or bribe a Cop. If the
“Donut 1” marker is removed, the active player must still
bribe or move another Cop and may possibly place his
“Donut 1” marker again. Another Donut marker cannot be put
on a Cop who is already marked with one; the active player
must be able to move the Cop into a gray building to place his
marker on that Cop. A bribed Cop can have its Donut marker
removed by its owner at any time by returning that Cop’s
Bribe badge to its draw cup and returning the Donut marker
to its owner. Donuts do not prevent a Cop from attacking a
gangster in the same space; they only prevent the active
player from moving them.

16.5 RANDOM MOVEMENT ORDER: Instead
of taking turns in clockwise rotation, place each
player’s Movement Pawn marker in a cup and
draw one at the start of each new turn to
determine whose turn it is. Once all the pawn
markers have been removed, return them to the cup for the
next series of turns.

17. FIVE-PLAYER OPTION

The fifth player assumes the role of the Police Commissioner
and commands the Cops. Random Movement Order (16.5) is
used. The Donuts option (16.4) is not used. Otherwise, the
rules are altered only as follows:

17.1 BEGIN PLAY: The Cop player receives $1000 to start
the game, but buys no characters or property.

17.2 GANG TURNS: The blue die roll is made separately
before each Gang’s Movement Phase begins. The active Gang
must either bribe a Cop based on that roll or defer to the Cop
player who may either bribe or move a Cop based on that roll.
Once a Cop has been bribed or moved, the active Gang then
rolls the remaining four dice and begins its timed Movement
Phase.

17.3 COP TURNS: Once the Movement Pawn cup is empty
(16.5), the Cop player gets the next turn. He rolls only the
blue and white dice. The Cop player’s options are to bribe a
Cop (thus ensuring his loyalty), start a new Cop, or move an
existing one. In addition, after moving or bribing his Cop, he

may move all Public pieces currently on board a number of
spaces equal to the white die.

17.4 REWARDS: The Cop player earns a reward equal to the
base cost of each gangster it eliminates in a Shootout. He also
earns money equal to the base cost of any Joint which he
reduces in a Raid. -

EXAMPLE: Each Vamp/Siren equals $300. Two Thugs of a four-Tflug Gang

are worth $300 + $400 = $700. Two Thugs of a five-Thug Gang are worth $400
+ $500 = $900.

17.5 BRIBING: All payments to bribe a Cop go to the
Bank-not to the Cop player.

17.6 VICTORY: The Cop player wins by having $10,000
and at least one loyal Cop piece (whose round Bribe badge he
controls) in play at the end of his turn.

18. PLAYER NOTES

GANGSTERS is a far cry from your average game of real
estate acquisition. The following tips may prove useful to the
novice in deciding how best to approach the game.

The most important thing to remember is the Victory
Conditions. Depending on the number and temperament of
the players, the game can be won quickly in a relatively
bloodless coup or continue seemingly forever in a never-
ending series of gang wars in which players constantly
deprive each other of victory.

There are three paths to victory. The simplest is to amass
$10,000 in cash. Because cash holdings are secret, a discreet
player can approach victory with no one the wiser and declare
the end of the game. Unfortunately, the old adage it takes
money to make money is true here and you will be constantly
tempted to spend your loot on more property, gangsters,
bribes or equipment. And if you resist that urge to spend,
your gang may be rubbed out by stronger opponents who
were less restrained in their buying habits. Survival in
GANGSTERS often requires straying from one’s best
intentions to save for a rainy day.

Gaining a monopoly on a particular color of property is
the next likeliest route to a win, and can be as easy as holding
onto the four red properties simultaneously. Unfortunately,
these properties are scarce, expensive, and attract a lot of
attention. Anyone with aims on all of them better be prepared
for a gang war because he is sure to be attacked. The other
property types grow less conspicuous as their frequency
increases, but with their declining cost comes the increasingly
difficult job of defending one's far flung enterprises.
Nevertheless, if the opposition isn't alert to the possibilities,
sometimes a victory can be stolen with a monopoly in the
mid-range properties before anyone realizes the game is over.

Ownership of any ten properties is the most difficult path
to the winner's circle because your receding pile of Joint
markers is a constant reminder of how close you are to
claiming a win. And with that many properties, it is very
difficult to defend them all because defense inevitably
involves improving each property to secure additional Guards.
Each additional Guard costs at least one turn to obtain.

When all is said and done, however, there is no
guaranteed lane to the finish line. The best way to win will
vary from game to game based on the temperment of the
players. All other things being equal, if play is relatively
unaggressive, he who can resist the urge to spend will fare
best. On the other hand, if the mood of the game turns ugly, he
who tends to slide by with the least investment is an easy mark.
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THE GENERAL

Now that you know how to play the game, the next problem is
probably who to play. We can help you with that only through your
subscription to our bimonthly gaming journal. In THE GENERAL
you’'ll not only discover all there is to know about this game, but
will also learn about our dozens of other exciting simulation games.
Every full-color issue is filled with 64 pages of the best strategy and
tactics articles on Avalon Hill and Victory Games. Look at all THE
GENERAL offers:

ADVERTISING: Our Opponents Wanted column allows you to
find the players you crave. Each issue contains dozens of such ads
seen by our many readers worldwide. The fastest way to find an
opponent for this game, whether it be across the street or across the
Atlantic Ocean, is probably in the pages of THE GENERAL.

NATIONAL CHAMPIONSHIPS: Only subscribers receive the
latest information on AVALONCON—the National boardgaming
championships for Avalon Hill games. The inside of every issue’s
protective wrapper contains two pages of the AVALONCON bulletin
board posting the latest news and event details for the
championships of Avalon Hill gaming. Inside the magazine, the
latest installment of the AREA news will keep you posted on who is
who in the competitive gaming world with player ratings,
championship match reports, and details of postal matches played
around the world.

SERIES REPLAYS: Follow the course of an entire game played
out move-by-move in our pages—amply illustrated and
accompanied by commentary by a recognized expert.

HISTORY: Curious about the events portrayed in the game.
GENERAL articles are the only way to see inside the heads of our
designers to see what parallels they've drawn to real life events.

VARIANTS: Tired of the same old game? Chances are that we’ve
printed numerous variations on this game, as well as many others in
the pages of THE GENERAL. Many are accompanied by a sheet of
die-cut counters—all FREE to subscribers—to enhance your
enjoyment. Many of our games have had more scenarios printed in
THE GENERAL than in the game itself.

QUESTIONS & ANSWERS: In our Question Box column you’ll
find the only official source of commonly asked questions and
answers about Avalon Hill games. Be sure to get the issue featuring
this game for answers to any questions that have been generated to
date.

PRODUCT REVIEWS: If you’re interested in other games, you
can check them out in the READER’s BUYERS GUIDE. The RBG
is a game review compiled by our combined readership—the people
who actually play the games—not a self-appointed critic. Realism,
complexity, components, play balance and playing time are only a
few of the categories rated in the RBG.

WHAT’S HAPPENING: Each issue is your vantage point on the
broader spectrum of simulation games as we discuss developments
in the hobby. Regional game conventions are listed regularly along
with news of interest to Avalon Hill gamers. And, of course, no one
hears about the new games from Avalon Hill faster than a subscriber
who sees them coming and going with details on upcoming games
in our Previews column, full page advertisements when they're
ready for release, and feature coverage a year later.

VALUE: Each issue contains a coupon good for $1.00 off the
postage charges of mail order purchases. Since its inception in
1964, THE GENERAL has stood the test of time. It remains by far
the oldest and most stable periodical devoted to simulation gaming.
And its subscription rates remain the best value. Increase your
enjoyment of this and our other games with a subscription. See the
Parts List enclosed with your new game for prices or call Toll Free
1-800-999-3222 to place an order with any major credit card.
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QUESTIONS

We regret that we cannot answer game questions by phone.
However, we will try to answer all reasonable queries by mail
provided you observe the following requests:

1. All questions must be accompanied by a stamped, self-addressed
envelope bearing uncanceled U.S. postage sufficient for first class
mail. Foreigners unable to secure U.S. postage may purchase an
international Reply Coupon sufficient for return postage from their
local Post Office. Questions cannot be returned inside other ordered
merchandise — keep your questions separate from orders.

2. Do not ask questions for more than one game. If your letter has to
go from one designer to another the chances of it being lost or
delayed are greatly increased.

3. Identify the game you are asking about. Do not refer to grid-
coordinates. You must provide an illustration of any map situation
you refer to.

4. Do not ask questions on design or historical subjects. This type of
material is best covered in our magazine: THE GENERAL. Purchase
of the recommended special issue of the magazine pertaining to this
game should prove helpful.

5. Do not ask us to rewrite a rule for you or to explain it in other
terms. We do not have the time to write individual essay responses
to vague questions, nor can we possibly do so with any better results
than the version you currently possess which underwent several
carefully prepared drafts. Therefore, please phrase your questions in
a YES/No format and refer to the proper rule numbers when posing a
question.

6. Please take the time to see if you can answer your own questions.
A rereading of the rules will usually clarify most situations. The
vast majority of questions we receive are clearly answered in the
rules. When writing to us, pose your questions carefully in a
YEes/No formz}t. Many questions are so ambiguously worded that
they are impossible to answer precisely.
Send to: GAME QUESTIONS

4517 Harford Road

Baltimore, MD 21214. ‘
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