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Scenario book

The nine scenarios in this volume follow the path of the five Mafia families in New York City from 1880s to 1980s.
The majority of the scenarios revolve around Milestone events that took place during that period.

Each scenario has unique Game End and Victory conditions, and each applies or waives
rules based on the needs of the story (see the Gameplay sections). They also have additional setup rules.
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STORYLINE CARDS
The scenario rules indicate which Storyline cards (if any) to use when you have the Player Count
maximum number of players. When fewer players are at the table, check each card o
to make sure it can still be played. The number in the center of the card indicates the et chinon
minimum number of players required for the card to be deployed.

Lore

Once you know which Storyline events will be played in the specific scenario, place
them face up by the game board so that all players can read them.




FAMILIES & ACTIVE AREAS

The number of players determines which families will be in play. Unless
otherwise stated, for two players, it's always Genovese and Bonanno.
For three, add Gambino. For four, add Colombo. For five, add Lucchese.

Once you have determined which families are available. Each family
has a specific Home Sector which defines their starting areas. Unless
otherwise stated, only those starting areas of the families in play are
considered Active. Players may place units ONLY on Active areas.
Place Lockdown Tokens to all inactive areas so that you remember that
you can not interact with them during the game.

Remember, Genovese's Home Sector is Manhattan. Bonanno's
is Brooklyn, Gambino is in Queens, Colombo’s in the Bronx and
Lucchese is in New Jersey.

INFTIAL FAMILY RELATIONS

Some scenarios will define specific family relations for the beginning of the game. Use the relevant Family Relation token,s and jalace them
to their correct spots on the Relations track. If a family is not present (because of the number of players) then do not plaee thelr Famlly
Relation tokens on the board. ,

SUENARIO LIST .
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In this book you will find 9 different Scenarios. Each scenario corresponds follows the events of a different time in New"-_Yo'rk City
and it is playable by a different number of players. Some scenarios require a specific number of players, others allow foria range

of them. For example if a scenario says the number of players is 4, then you need to have exactly 4 players to play it. If i &says 5
then you can play with 3, 4 or 5 players.
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Page Year Scenario Players Time r j .,:1
4 1905-1929 | Mafia Camorra War 25 60-90’ : }'_'-"_'-"- =5
5 1888-1931 | The Castellamerse War X 60’ -
6 1907-1957 | The Commission 2-3 60-80’ : i n
7 1931-1965 | Havana Conference |" 15 60-120"  [F558§ i g
8 1952-1980 | RICO Act 3-5 60-120’ ’p
9 1963-1985 | Second Mafia War 3-5 60-120’ 8
10 - The Black Hand 3-5 90-150 i
11 1952-1971 | MarriageBonds— | 4 90-150°
12 - The five families J5=0 90-150°

9 12 :
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In this scenario, players assume the roles of Genovese, Bonanno, Gambino, Colombo and Lucchese and struggle to establish control in New York
after Camorra’s downfall.

b

ACTIVE AREAS: In a 2 Player game, Queens is an active area. Read Additional Setup for more information.

ADDITIONAL SETUP

1. Each player gets 2 Early Family Plot cards that correspond to
their family, and places them in their hand. ‘
2. From the deck of the Early Mafia Plot cards, remove all cards
involving at least one of the families that are not in play. Shuffle the ‘
remaining Early Mafia Plot cards and give 4 to each player. ‘
3. Place the following Storyline cards in that order face down by the
game board: ‘
A. Period 1: The Italian branch (1905) ‘
B. Period 2: Enrico Caruzo (1907)
C. Period 2: The Great Depression (1929)
4. In a 2 player game, Queens is divided, with Genovese placing
1 Capo in area Q1 and Bonanno placing 1 Capo in area Q2 and

1 Capo in area Q3. Area Q1 is considered a starting area for
Genovese, while areas Q2 and Q3 are starting areas for Bonanno.

GAMEPLAY: GAME EXD:

The scenario will last 3 rounds (periods). In this scenario, the first family to achieve one of the following, immediately
« The Commission phase is skipped. All family relations are considered at wins the game:

War, place the relevant tokens in the War area on the board. « Control of 4 opponents’ starting areas.

« Legacy track is not available. When any player would gain Legacy, * 5 Respect.

unless otherwise stated, they recruit 3 Capos instead.

+ Legal investments are not available. Whenever any player would gain 1 At the end of the 3rd round, if no victory condition has been met:

in Legal Investments, they instead increase their lllegal Activities by 2. « The family that controls the most areas wins the game.

*In case of a tie, the tied family with highest Respect wins the game.
« In case of a further tie, the tied player with the most units on the board wins
the game.
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The battles between Genovese and Bonanno are legendary and mark the rise of Mafia Families in New York. In this scenario, players assume the ‘
roles of Genovese and Bonanno and try to conquer the territories of each other. The winner will be named Capo di tutti Capi (Boss of all Bpsses)

fi—))

ACTIVE AREAS: Queens is an active area. Read Additional Setup for more information. AL

ADDITIONAL SETUP |

1. Each player gets 2 Early Family Plot cards that correspond to their
family, and places them in their hand.
2. From the deck of the Early Mafia Plot cards, remove all cards
involving at least one of the families that are not in play. Shuffle the
remaining Early Mafia Plot cards and give 4 to each player.
3. Place the following Storyline cards in that order face down by the
game board:

A. Period 1: The war of the oranges (1888-1890)

B. Period 2: The Italian branch (1905)

C. Period 3: Capo di tutti Capi (1931)
4. Place the Genovese-Bonanno relationship marker at War.
5. Genovese places 1 Capo in area Q1 and Bonanno places 1 Capo in
are Q2 and 1 Capo in area Q3. Area Q1 is considered a starting area
for Genovese, while areas Q2 and Q3 are starting areas for Bonanno.

GAMEPLAY: GANE EAD:

The scenario will last 3 rounds (periods). In this scenario, the first family to achieve oneof the following, |mmed|ately
« The Commission phase is skipped. All family relations are considered wins the gallne . -
at War, place the relevant tokens in the War area on the board. « Control at least 3 of its opponent’s startlng areas. -
« Legacy track is not available. When any player would gain Legacy, + Achieve 5 Respect. -
unless otherwise stated, they recruit 3 Capos instead. * Its opponent Respect drops to -5. E
« Legal investments are not available. Whenever any player would gain 1 E=§ — _ 3 2
in Legal Investments, they instead increase their lllegal Activities by 2. At the end of the 3rd round, if no victory condition has been met: .

+ The family with highest Respect wins the game.
* In case of a tie, the family that controls the most areas wins the game.

_5_
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Genovese, Bonanno and Gambino and try to win the game by following a different path to Victory.

| Families pursue different interests through the decades, but with the same goal: to control New York. In this scenario, players assume the roles of

)

ACTIVE AREAS: In a 2 Player game, Queens is an active area. Read Additional Setup for more information.

ADDITIONAL SETUP

1. Each player gets 2 Early Family Plot cards that correspond to
their family, and places them in their hand.
2. From the deck of the Early Mafia Plot cards, remove all cards
involving at least one of the families that are not in play. Shuffle
the remaining Early Mafia Plot cards and give 5 to each player.
3. Place the following Storyline cards in that order face down by
the game board:

A. Period 1: Enrico Caruzo (1907)

B. Period 2: Club 21 (1931)

C. Period 3: Collaboration during WWII (1942)

D. Period 4: Apalachin meeting (1957)

4. Initial Family Relations: Genovese is Neutral with Bonanno and Gambino. Bonanno is Friendly with Gambino.
5. In a 2-player game, Genovese places 1 Capo in area Q1 and Bonanno places 1 Capo in areas Q2 and Q3. In a 3-player game, Bonanno places 1 Capo in area

M1, and Gambino places 1 Capo in area B3.

GAMEPLAY:

The scenario will last 4 rounds (periods).

* Legacy track is not available. When any player would gain 1
Legacy, they increase instead their Legal investments by 1.

* The Family that wins the bidding when Bribing newspapers
may gain 1 Respect or may force another family to lose 1
Respect.

GAME END:

In this scenario, each family wins the game by achieving a different goal:

« Genovese: Gain $350k during an income phase.

* Bonanno: Reach 5 Respect.

+ Gambino: Achieve 4 kills through battles with opponents’ Godfathers or Streetbosses.
After each kill, gain an achievement token.

At the end of the 4th round, if no victory condition has been met:

« The family that controls the most areas wins the game.
* In case of a tie, the tied family with the highest Respect wins the game.
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Families were not always in sync regarding the way they would expand their business. One of the biggest dilemmas was Gambling v Drugs.
In this scenario, players assume the roles of Genovese, Bonanno, Gambino, Colombo and Lucchese and promote their family busin@g's
through Gambling or Drugs. ﬁ":_;rf

ADDITIONAL SETUP: it

=2

1. Each player gets 2 Early Family Plot cards that correspond to their family, and places them in
their hand.
2. From the deck of the Early Mafia Plot cards, remove all cards involving at least one of the
families that are not in play. Shuffle the remaining Early Mafia Plot cards and give 4 to each player.
3. Place the following Storyline events face up next to the game board:

A. Period 1: Club 21 (1931)

B. Period 2: Collaboration during WWII (1942)

C. Period 3: Cuba’s Casino (1952)

D. Period 4: Attempt against Fidel Castro (1960 -1961)

E. Period 5: Pizza Connection (1965)
4. Initial Family Relations: Genovese is Friendly with Colombo and
Lucchese. Bonanno is Friendly with Gambino. The rest of the family
relations are Neutral.

27

During Clean up of the 2nd Round

- Players discard all remaining Early Period Plot cards (Family and Mafia).

Each player gets 3 Late Family Plot cards corresponding to their family.

- Then remove all Late Period Mafia Plot cards involving families that are not in play.
Shuffle the remaining Late Mafia Plot cards and give 4 to each player.

vaba
ST
|=
lll

The scenario will last 5 rounds (periods). In this scenario the first family to acljlieve one of the following wins the game, as long as i
+ Legacy track is not available. When any player its Respect is higher than -5. | 4
would gain 1 Legacy, they increase instead their + Build and control 5 Businesses. -
Respect by 1. « Reach the last-spot-on-the lllegal Activities track. E

B

At the end of the 5thrround; if novictory condition has been met: '8 i |
* The family with highest sum of income from Legal Investments and lllegal Activities wins the game.
* In case of a tie, the tied family with the highest Respect wins the game.

_7_
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RICO ACT
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The Legacy of the family comes first when the family’s existence is under threat! In this scenario, players assume the roles of Genovese,
Bonnano, Gambino, Colombo and Lucchese as they struggle to promote the family vision and goals in New York. To achieve it, each must try
to follow up the Legacy of their most iconic Godfather and become the most legendary family in the history of New York.

ADDITIONAL SETUP:

1. Each player gets 3 Late Family Plot cards that correspond to their family, and places them in
their hand.
2. From the deck of the Late Mafia Plot cards, remove all cards involving at least one of the
families that are not in play. Shuffle the remaining Late Mafia Plot cards and give 5 to each player.
3. Place the following Storyline cards face up next to the game board:

A. Period 1: Cuba's Casino (1952)

B. Period 2: Attempt against Fidel Castro (1960 -1961)

C. Period 3: Valachi hearings (1963)

D. Period 4: Jimmy Hoffa (1950 - 1971)

E. Period 5: Greed is punished (1980)
4. Initial Family Relations: Genovese is Friendly with Colombo and
Lucchese. Bonanno is Friendly with Colombo. The rest of the family
relations are Neutral.
5. In a 3-player game, each family in turn order, chooses one area in
Bronx and one in New Jersey and places 2 Capos in each. In a 4-player
game, each family in turn order, chooses an area in New Jersey and
places 2 Capos.
6. Each family gets their 5 Legacy Cards and places them face up next
to their player board.

GAMEPLAY: GAME EXD:

The scenario will last 5 rounds (periods). The first family to achieve the following wins the game, as long as its

» Legal Investments cost $60K. respect is higher than -5.

« The winner of Police Bribing chooses between Cop placement or gaining * Have 10 Legacy.

1 Legacy. The 2nd highest Police bidder takes what's left between the two

(for example if the first player chose to gain Legacy, the second player At the end of the 5th round, if no one has reached 10 Legacy points:

places the Cop Token). The player with the lowest Police bid removes 2 « The family with highest sum of Respect and Legacy points wins the game.
Capos. In case of aftie, all lowest bidders remove 2 Capos. * In case of a tie, the tied family with the highest Respect wins.

_8_



SBOOND MARLA WAR

14 Pus
Relationships between families are not always peaceful. In this era of war, families strive to survive and forge their future through IF[('Jod and
steel. Players assume the roles of Genovese, Bonnano, Gambino, Colombo and Lucchese, and their goal is to eliminate their r/valgﬂy killing

their Godfathers. L;.

99
ADDITIONAL SETUP: il

1. Each player gets 3 Late Family Plot cards that correspond
to their family, and places them in their hand.
2. From the deck of the Late Mafia Plot cards, remove all
cards involving at least one of the families that are not in
play. Shuffle the remaining Late Mafia Plot cards and give 4
to each player.
3. Place the following Storyline cards face up next to the
game board:

A. Period 1: Valachi hearings (1963)

B. Period 2: Pizza Connection (1965)

C. Period 3: Speaking means death (1984)

D. Period 4: Case of Cases (1985)
4. Initial Family Relations: Gambino is Hostile to Colombo.
Genovese is Hostile to Bonanno. All other relations are
Neutral.

GAMEPLAY o B

The scenario will last 4 rounds (periods). The first family tnl achieve one of the following, |mméU|atéIy wins the game o

+ Families cannot set any of their relations to ally. * Have 5 Legacy. HE

« Families that do not perform an attack during a round lose 1 * Have 6 Respect. -
Respect at the end of that round. = — _f:

* When killing another's Family Godfather, you gain 1 Respect and 1 At the end of the 4th round, if no victory condition has been met: -
Legacy instead of 2 Respect. ~ + The family with the most Legacy wins the game.

+ Although the Legacy track is used in the scenario, the Legacy cards * In case of a tie, the family with the most Respect wins the game.

are not. « In case of a further tie, the family with the most Racketeer’s Income wins the game.

_9_
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In this scenario, players assume the role of Genovese, Bonnano, Gambino, Colombo and Lucchese and seek to establish control in New York
in the early years mainly through extortion and racketeering. Gradually they try to build up Respect, Legacy and lllegal activities.

9
ADDITIONAL SETUP

1. Each player gets 2 Early Family Plot cards that correspond to their family, and places them in their hand.

2. From the deck of the Early Mafia Plot cards, remove all cards involving at least one of the families that are not in play. Shuffle the
remaining Early Mafia Plot cards and give 4 to each player.

3. Shuffle the Early Period Storyline cards and draw 4. Place them face down near the game board one next to the other.

4. Initial Family Relations: All family relations are at War!

5. Each family gets their 5 Legacy Cards and places them face up next to their player board.

GAMEPLAY: GAME END:

The scenario will last 4 rounds (periods). The first family to achieve one of the following, immediately wins the game:

* Relations rearrangement is skipped. « Reaching 18+ on the Racketeers track during the income phase.

* At the end of each round, during Clean Up, the Family Relations  + Have 5 Respect.

do not change. They stay at War! * Have 7 Legacy.

« Families gain 3 Racketeers for each area they control; being the

second strongest in an area doesn't give you any Racketeers. At the end of the 4th round, if no victory condition has been met:

« Each time a family attacks and wins a battle versus a family * The family with highest sum of Respect, Legacy and Racketeers wins the game.
that controls an area, they gain also $30K. * In case of a tie, the tied family with the highest Racketeers Income wins the game.
« Attacking a Family that is already at War with another family * In case of a further tie, the tied family with the most Respect wins the game.

does not make you lose extra Respect. « In case of a further tie, the tied family with the most Legacy points wins the game.
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Players in this scenario assume the roles of Bonnano, Gambino, Colombo and Lucchese and vie to establish control in New York during tl}g_léte ‘50s

and '60s. Families have reasons to cooperate closely in pairs, being bonded to win or lose together! LL\
Bonanno plays cooperatively with Colombo, and Gambino cooperates with Lucchese. L_,

ACTIVE AREAS: Manhattan is an active area. Read Additional Setup for more information. :n' '

ADDITIONAL SETUP

1. Each player gets 3 Late Family Plot cards that correspond to their
family, and places them in their hand.
2. From the deck of the Late Mafia Plot cards, remove all cards
involving at least one of the families that are not in play. Shuffle the
remaining Late Mafia Plot cards and give 3 to each player.
3. Place the following Storyline cards face up next to the game board:
A. Cuba's Casino (1952)
B. Squealer (1952)
C. Attempt against Fidel Castro (1961)
D. Jimmy Hoffa (1950-1971)

4. Initial Family Relations: Bonanno is Allies with Colombo. Gambino is Allies with Lucchese. All other relations are at WarI E .

5. Bonanno places 2 Capos in area M1, Gambino in area M2, Lucchese in area M3 and Colombo in area M4. i i 14 Hi

6. Each family gets their 5 Legacy Cards and places them face up next to their player board. =2 ":*:L. ' . [
GANEPLAY GAVE BAD: s i

The scenario will last 3 rounds (periods). In this scenario, Bonanno is in an alliance with Colombo, and Giamblno with Lucchese An Alliance o
* The Commission phase is skipped. All family wins the game when it achieves one of the following: |||/ /1] bt 1
relations are locked in the state described in + Both families in the Alliance have at least 4 Respect. T ' g

Additional Setup and cannot be changed by « Both families in the Alliance have at least 6 Legacy. it

any means. * One of the families in an Alliance has at least 4 Respect while the other has at least 6 Legacy.

« Each area in Manhattan offers 2 Racketeers « One of the opposing families of the Alliance is eliminated. A family is ellmlnated |f |ts §espect

for the player that controls it and nothing for reaches -7 or |f |t has no units on the board. 3 -

the 2nd family in control in the area.
At the end of 5th round, if no Alliance has achieved victory:
« The Alliance with the highest sum of its families’ Respect wins the game.
+ In case of a tie, the Alliance with the player who has the highest Respect wins the game.

—11— o
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In this scenario, players assume the roles of Genovese, Bonnano, Gambino, Colombo and Lucchese and struggle to control New York through
making investments, building Respect or forming their own Legacy. Murders, extortions, deals and street wars are tools that players must use in
order to achieve their goal.

ADDITIONAL SETUP:

1. Each player gets 2 Early Family Plot cards that correspond to their family, and places them in their hand.

2. From the deck of the Early Mafia Plot cards, remove all cards involving at least one of the families that are not in play. Shuffle the remaining Early Mafia
Plot cards and give 3 to each player.

3. Shuffle the Early Storyline cards, draw 2 and place them face down next to the board. Then, shuffle the Late Storyline cards, draw 3 and place them face
down next to the Early Storyline cards.

4. Initial Family Relations: Bonanno is Friendly with Gambino and Genovese is Friendly with Colombo. All other relations are Neutral.

5. Each family gets their 5 Legacy Cards and places them face up next to their player board.

27

During Clean up of the 2nd Round
- Players discard all remaining Early Period Plot cards (Family and Mafia). Each player gets 3 Late Family Plot cards corresponding to their family.
- Then remove all Late Period Mafia Plot cards involving families that are not in play. Shuffle the remaining Late Mafia Plot cards and give 4 to each player.

GAMEPLAY: GAME EXD:

The scenario will last 5 rounds (Periods). The first family to achieve one of the following, immediately wins the game:
- During the Commission Phase, you need to * Have 10 Legacy.
also perform the Milestone Events. * Have 7 Respect.

« Reach the last spot in Legal Investments ($200K).

At the end of 5th round, if no family has achieved victory:

« The family with highest sum of Respect, Legacy and steps on the Legal Investments
track wins the game.

* In case of tie, the player with the highest Respect wins the game.

* In case of a further tie, the player with the most Legacy points wins the game.



