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VOCABULARY

Syndicate - represents the player's criminal organization

Active - a Boss / Gangster in a Syndicate that is not 

currently in Jail

Exhausted - a Boss / Gangster that has taken a Move and 

can't take another Move that Round

Energize - To un-exhaust a Boss / Gangster 

Stash - Secret cash amount each Syndicate has

Bosses / Gangsters - Bosses and Gangsters are separate 

entities in terms of mechanics. If only the 'Gangster' word 

is used this means it doesn't apply to a Boss and vice 

versa. 
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42

There are 4 Players (Syndicates) in each game of Mafia 

Chronicles. 

GAME SETUP

GENERAL RULES
Syndicates may not trade cards or exchange cash (outside 

of the effects of moves) during the game.

Each Syndicate starts 
with 4 Reference Cards:

Moves effects
moves info card
Damage Card
Heat card

1

1

2

3
34

Each Syndicate starts with $500K, forming their initial Stash.
use the provided calculator to keep a note of total stash 

amount.

The calculator works by entering the 
amount to subtract or add and pressing 
the corresponding + and - buttons.
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Smarts

Grit

Heat

uniqueprice

move move

bonus

incomeprice

On gangster cards, some 
stronger gangsters have 
unique abilities that are 

outlined on the cards.

On all cards the price is 
marked in red and the 

income is marked in 
green.
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each Gangster Deck will appear on each Syndicates area 
after the Gangster cards have been automatically 

distributed evenly into decks (there will be an even 
distribution of level 1 to level 5 Gangsters in each Gangster

Deck). Right click on the Gangster Deck and 'search', then 
simply drag the chosen card out, place the card on the Boss
slot and flip the card so the Boss is face up. click the 'Done 

Picking' button to continue the game.

To start each Syndicate must choose a Boss from the 
Gangster Deck. Choose one Gangster Card and place them in 

the Boss Card slot for free.
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The game uses a D5. each Syndicate must choose a colour 
to play as. Roll the die to determine which player goes 

first (highest wins, ties re-roll).

5 is always the maximum value of a die
roll in the game (including bonuses).

There are 4 Rounds of 4 Phases:
Market
Events
Moves
Income

Each Syndicate takes their turn in the Market, Events and 
Income Phases simultaneously. When all Syndicates have 

completed their turns, the game moves to the next Phase. 
During the Moves Phase Syndicates make their Moves one 
after another. The Syndicate who goes first is decided by 

rolling a die, highest roll wins and the game proceeds 
starting from that player clockwise.

1

2

3

4
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A ticking timer is displayed in the table centre.

GAME TIMER

SYNDICATE AREAS

There are 4 rows of 4 columns (16 card slots) to place 
Businesses / Boss & Gangsters / Assets. There is also one 

column of Reference cards (4 card slots).
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STASH

Bosses and Gangsters
perform Moves. 
Businesses in the 
same column as 
active Bosses / 
Gangsters create 
income for the 
Syndicate and Assets
give bonuses to 
Syndicate cards. 

A Syndicate may eventually fill 
card slots up to a maximum of 

1 Boss, 4 Gangsters, 4 
Businesses and 8 Assets.

The three card types work 
together in columns. The 

Business and Asset cards in 
the same column give their 
bonuses to the active Boss

/ Gangster in the column 
and are also protected by 
the active Boss / Gangster

in the column (via their 
Grit rating).

A Syndicate may not 
place the same Asset

card twice in one 
column.  

Syndicates start with $500K in their Stash. Syndicates may 
keep their Stash amount secret unless stolen from. In this 

case they must tell the attacking Syndicate (only) how much 
they have in their Stash.

Syndicates may go into negative balance. However, if debt 
reaches $500K or more, they cannot purchase cards until 

balance is reduced below $500K.
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PHASE 1 - MARKET

Three card types lay in the markets in rows of 1 face down deck 
and 5 cards facing up.

The Market Phase is when 
players can outfit their 

Syndicates through 
purchasing cards from 

their market.

Each Syndicate has their 
own market. 

Purchased market cards 
are placed face up in front 

of the Player and 
represent their 

Syndicates.

Syndicate markets and 
stashes are not visible to 

other Syndicates.
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everyone must press the 'Market Phase  
Complete' to move to the next Phase.

Syndicates may only 
purchase a max 2 of each 

card type; Gangsters, 
Businesses, Assets.

Syndicates may now pay to 
release Bosses / Gangsters

from Jail, energize them, 
discard any cards (receiving 

no compensation) and re-
arrange Syndicate cards.

Markets are refreshed at 
the end of every Income

Phase automatically.

Look at the Cost of each 
card (red $ value), total up 

the cost and subtract it 
from Syndicate Stash to 
purchase and place the 

cards.

There are a total of 20 cards in each deck with the 
exception of gangsters, which has 25.

There are 5 Gangsters, 5 Businesses and 5 Assets in each 
market.

Syndicates have a total of 4 market card purchases per 
Market Phase per Round.
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PHASE 2 - EVENT

PHASE 3 - MOVES

Smarts is a rating from 0 to 5, representing street smarts. It 
can be used to gain Edge when defending against Flip and Frame.

Grit is a rating from 0 to 5, representing toughness. It can be 
used to gain Edge when defending against Murder, Torch and 

Steal.

Every Boss / Gangster has one choice of two Moves that they 
can play during the Moves Phase. A Boss / Gangster may use 

one Move and is then Exhausted. Exhausted or Jailed Bosses / 
Gangsters cannot make another Move that Round (unless 
they get energized). To exhaust them rotate the card 180 

degrees. at the end of the Moves Phase all Syndicates must 
press the "Out of Moves' button to continue to the next 

Phase.

Every Events Phase one event card will be drawn.
The game moves onto the next Phase after resolution of the 

event. 
the event card will automatically be drawn onto the table 

centre.
 Every Syndicate must press the 'Event Phase Complete' 

button to move to the next Phase.

SMARTS & GRIT
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Bosses / Gangsters can increase their Move ratings 
through Business and Asset cards in the same Syndicate

column

Asset and Business bonuses can only be applied when 
there is an active Boss / Gangster in the same column 

Bosses / Gangsters can also take Damage / be discarded 
for failed Moves and gain Heat / Jail after successful 

Moves

POSSIBLE MOVES

murder

Torch

Steal

frame

flip

fix

Smuggle



14

EDGE
A Move / Grit / Smarts rating plus the player's Die 

Roll score is called ‘Edge' 

Minimum Edge is 2 and maximum Edge is 10

Bosses / Gangsters will roll Murder, Torch, Steal against 
targeted Bosses / Gangsters Grit Edge but will roll 

against Smarts Edge for Flip and Frame and will roll 
against Heat Edge or Damage Edge to Fix Heat and Damage 

(whichever value is higher). If a Boss / Gangster is in Jail a 
Fix move targeted at them must be rolled against their 

Heat rating alone, not Heat Edge.

A 5 rating in a Move / 
Grit / Smarts would give 

a 6-10 Edge, depending 
on the Die Roll

In Smuggle there is no 
defender and so 

Smuggle has its own 
dynamics (outlined in 

Smuggle Move).  

Same Edge Score =  re-rolls

When Moves are made, die 
rolls are done by the 

attacker first, followed by 
the defender, then a 

calculation is made of who 
has the winning Edge. After 

this the outcome can be 
performed. 

For example; a Boss / Gangster with a 1 rating for Murder
rolls a 3, the Total Murder Edge is 4, against a Gangster with 

a Grit rating of 3, who rolls a 2, the total Grit Edge is 5. So 
the defending Gangster wins and the attacking move has 

failed.

A 1 rating in a Move / 
Grit / Smarts would give 
a 2-6 Edge, depending on 

the Die Roll
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A Boss / Gangster must have the required Move icon on 
their card and must have a minimum of 1 rating point 

(bonuses from Business / Asset included) to be able to 
use that Move. 

Syndicates may pass a Move by exhausting the Boss / 
Gangster

MOVES OUTCOMES 
CALCULATOR

POSSIBLE MOVES

A Boss / Gangster with a 1 
rating cannot successfully 

perform a move against a 
Boss / Gangster with a 5 
rating as the maximum 

result is a tie.

there is an Outcomes Calculator. Simply input the attackers 
and defenders relevant Rating and Die roll values and the 

calculator will calculate Edge and give the result and 
effects of the move.

Both players enter their total move rating and their roll 
amount in their respective fields, after which “calculate” 
should be pressed and the results of the move will be shown 
in the game chat.

Only the Fix Move may be 
performed on a Boss / 

Gangster from own 
Syndicates or on a Boss / 
Gangster using the Move

(they can Fix themselves)

murder

If successful, target Boss / Gangster is 
discarded (deleted). Rolls for Edge against 
Bosses / Gangsters Grit Edge. Take $100K 
from the Bank for murdering a Gangster
(Victory Points for murdering a Boss).
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fix

frame

Torch

If successful, Business is discarded, take 
$100K from the Bank and Boss / Gangster in 
the same column receives -1 Damage to Grit. 
Rolls for Edge against Bosses / Gangsters
Grit Edge in the column of the targeted 
Business. Gangsters can target Businesses in 
a Boss column.

If successful, target gains +3 Heat, and 
attacking Syndicate takes $100K from the 
Bank. Rolls for Edge against Bosses / 
Gangsters Smarts Edge. 

May target any Boss / Gangster that has 
Heat and/or Damage, including own 
Syndicate and themselves (when active). 
If successful remove Jail Card, all Heat and 
all Damage from the target. 
Rolls for Fix Edge against targeted Bosses / 
Gangsters Heat Edge or Damage Edge (the 
total number of minus points to ratings the 
target has). Must roll for Edge against 
whichever rating is higher out of Heat and 
Damage points. If target is in Jail roll Fix
Edge against the targets Heat rating alone. 
Syndicates may negotiate a cash fee for 
Fixing a Boss / Gangster from another 
Syndicate (up to a max of $100K) by sending 
an offer to them. The Syndicate has one 
chance to accept the offer or not.



17

Take a Boss / Gangster from another
Syndicate and place them in your Syndicate. 
Rolls against Bosses / Gangsters Smarts
Edge. 
Syndicates cannot discard the Flipped 
Gangster that Round and must immediately 
place them in any empty Syndicate Gangster
slot.
Flipped Gangsters arrive energized, but 
can't target their former Syndicate for the 
duration of that Round.

If successful take cash from the Bank. Roll 
Smuggle Edge x$25K for the amount ($50K - 
$250K).
Bosses / Gangsters with the Smuggle Move
may alternatively initiate a Shipment under 
certain conditions; 
An attempted Shipment requires a full 
supply chain; the three supply chain 
Businesses must be in play; one Candy 
Factory, one Airstrip and one Street, and all 
must have an active Boss / Gangster in the 
column. The required supply chain 
Businesses can come from multiple 
Syndicates.
To initiate a Shipment the Syndicate must 
have a full supply chain and have a Candy 
Factory with an active Smuggle Move Boss / 
Gangster in the same column. 
To join a Shipment initiated by another 
Syndicate, the joining Syndicate needs either 
an Airstrip or a Street which has an active 
Boss / Gangster in the column. 

Smuggle

flip
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Syndicates may negotiate return splits for Shipments and 
must agree first before the Shipment can be rolled. 

The Shipment initiator makes the first offer to any 
participating Syndicate and can offer (in increments of 5%) 
between 0% and 50% of the total Shipment returns to each 

participating Syndicate. 

The Syndicate being negotiated with can then accept / 
decline or make a counter offer.

The Shipment initiator then may make a final offer and 
success or failure on the deal depends on the negotiated 

Syndicates acceptance or refusal of that offer. 

The Shipment initiator rolls Smuggle Edge and the Bosses / 
Gangsters with the Airstrip and Street roll Smarts Edge. 

If the Shipment initiator rolls a 1 the Shipment immediately 
fails and the initiating Boss / Gangster receives +2 Heat. 

If any other participating Boss / Gangster rolls a 1, the 
Shipment continues but the Boss / Gangster receives +2 

Heat.

If successful, add all three Edge scores together (7-30 
total Edge).

Take total Edge x$40K ($280K - $1.2M) from the Bank and 
split as agreed upon. 

SmuggleContinued
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Steal

Choose a target - Syndicates Stash or one Asset
Card. If successful take cash or Asset Card 
from the targeted Syndicate.

For Stash Steal, roll against an Underbosses
Grit Edge. If there is no Underboss in the 
Syndicate you wish to target, you may target 
any Gangster to Steal from and must roll 
against their Grit Edge. A Syndicate that has no 
Gangsters cannot have their Stash stolen 
from.

If successful take Steal Edge x$20K ($40K - 
$200K) from the targeted Syndicates stash.
If Syndicate is in negative balance, and has 
been stolen from, they must take cash from 
the Bank to pay the attacking Syndicate and 
add the amount to their negative balance.

Immediately after a successful Stash Steal, 
the targeted Syndicate must reveal (if asked) 
their total stash (only) to the Syndicate that 
was successful with the Stash Steal.

To Steal an Asset Card, roll against the Boss / 
Gangster in the same column as the Asset, roll 
against Grit Edge. If successful take the Asset
and place it in an empty Asset slot in your 
Syndicate. Target receives -1 Damage to Grit. 
Syndicates may not discard the stolen Asset in 
the same round that it was stolen in. If there is 
no Boss / Gangster in the Asset column the 
attacker can make the Move with an automatic 
success.
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Bosses / Gangsters with the 
Steal Move may alternatively 
initiate a Heist under certain 

conditions;

To initiate a Heist the 
Syndicate must have a full 

chain and have a Plans Asset
card with an active Steal 

Move Boss / Gangster in the 
same column.

Syndicates may negotiate 
return splits for Heist and 
must agree first before the 

Heist can be rolled.

The Syndicate being 
negotiated with can then 

accept / decline or make a 
counter offer.

The Heist initiator then may 
make a final offer and 

success or failure on the 
deal depends on the 

negotiated Syndicates
acceptance or refusal of 

that offer.

If the Heist initiator rolls a 1 
the Heist immediately fails 

and the initiating Boss / 
Gangster receives +3 Heat.

If successful, add all three Edge
scores together (7-30 total).

Take total Edge x$35K ($245K - 
$1,050,000) from the Bank and 

split as agreed upon. 

The Heist initiator makes the 
first offer to any 

participating Syndicate and 
can offer (in increments of 
5%) between 0% and 50% of 
the total Heist returns to 

each participating Syndicate.

The Heist initiator rolls 
Steal Edge and the Bosses / 
Gangsters with the Spotter

and Insider roll Smarts Edge.

If any other participating 
Boss / Gangster rolls a 1, 

the Heist continues but that 
Boss / Gangster receives +3 

Heat.

To join a Heist initiated by 
another Syndicate, the 
joining Syndicate needs 

either a Spotter or a Insider
which has an active Boss / 

Gangster in the column.

An attempted Heist requires 
a full chain; the three chain 
Assets must be in play; one 
Plans, one Spotter and one 

Insider, and all must have an 
active Boss / Gangster in the 
column. The required chain 

Assets can come from 
multiple Syndicates.

Continued

Steal
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MOVE OUTCOMES
 (HEAT & DAMAGE)

SUCCESSFUL MOVES - HEAT

Heat and Damage results will appear in the chat after 
inputting the relevant scores into the Moves Outcomes 

Calculator. 

Successful Murder, Torch, Smuggle and Steal Moves can 
generate Heat

Frame, Flip and Fix do not generate Heat

Failed Moves can generate Damage, with the exception of 
Fix and Smuggle

After a successful Murder, Torch, Smuggle or Steal
Move, calculate Heat results based on Edge as follows:

Move Edge =  Heat result 

Apply the result:

Edge 2–4 = +3 Heat 

Edge 5–7 = +2 Heat

Edge 8-10 = +1 Heat
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The heat amount is 
placed over the siren 

icon to denote the 
current heat the 

gangster / boss has

damage is denoted by placing a 
blank marker over the star of 

the damaged move.
If the damage is done to smarts

or grit, then a numbered marker 
with the respective value is 

taken and placed over the old 
value

Heat and damage markers are found on the side of the 
board
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jail card found on the 
side of the table

jail card placed on 
the gangster / boss

JAIL

5 HEAT =  IMMEDIATE JAIL (place Jail card on Boss / 
Gangster)

Heat always resets to 0 when a Boss / Gangster is 
released from Jail.

The fee to release a Boss / Gangster from Jail is $50K 
per Heat rating they have at time of release ($50-

250K) but they may be released for free by a 
successful Fix Move

Bosses / Gangsters can only be released by being the 
target of a successful Fix move or by paying the 
Release Fee to the Bank during a Market Phase

A Boss / Gangster that is in Jail cannot be moved 
around Syndicate slots, make Moves, defend their 

column, take income from attached Business or use 
card bonuses
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FAILED MOVES - DAMAGE

BOSSES

When a Move fails, (except for Smuggle & Fix), calculate the 
difference in Edge between the initiating Boss / Gangster's

Edge and the Edge they rolled against. Apply the effect 
based on the Edge difference:

One time per game, during any Market Phase, before buying 
any cards, Syndicates may discard the current active Boss
and place one active Gangster from their Syndicate on the 

Boss slot. 
Gangsters can't attack Bosses directly (Murder / Frame / 

Flip) but can indirectly (Torch Business / Steal Asset in the 
Bosses column). Gangsters can Fix Bosses. Bosses can 

attack Bosses and Gangsters. Bosses can't be Flipped or 
Murdered in Round 1.

Syndicates may assign a 
Boss by placing a 

Gangster Card in the 
Syndicate Boss slot. 

Syndicates cannot place 
a Gangster purchased in 

that round from their 
market straight into the 

Boss slot. 

Difference 6–8 = Discard

Difference 3-5 = Damaged
(to attacking Move rating 

they used)

Difference 1-2 = No Effect

Damage incurred for 
failed Moves is a -1 rating 

to the Move that was 
failed 

Damage can stack all the 
way to a zero in any rating
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PHASE 4 - INCOME

UNDERBOSSES

Should the Boss be discarded, the Gangster that ends the 
round, in which the Boss has been discarded, as Underboss, 
is automatically made the Boss on the Market Phase of the 

subsequent Round. This does not count as a market card 
pick. 

If there is no Underboss, Syndicates may choose a new 
Underboss during the next Market Phase but that Gangster

will only be made Boss during the Market Phase of the 
subsequent Round. 

Active Underbosses during 
the Income Phase receive 

$100K. 

Underbosses act as 
normal Gangsters

but will be promoted 
to Boss under certain 

conditions; 

Every Income Phase Syndicates will take cash from the Bank 
that is the total of the incomes of all Business cards they own 

that have an active Boss / Gangster in the same column.
If a Syndicate's Underboss is active the Syndicate receives an 

additional $100K income. 
If a Syndicate's Boss is active during any Income Phase, the 
Syndicate receives a cash bonus, additional to their total 
income, calculated at 10% x Boss Smarts rating. So for a 

Syndicate with a total income of $500K and an active Boss with 
5 Smarts the bonus would be 50% of $500K ($250K) and the 
Syndicate would take a total including the bonus of $750K 

that Phase. 
click the 'Income Collected' button to complete the Round. 
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+5 points - Go through the game without having a Boss or 
Gangster murdered

+5 points - Have the only active Boss at game end

+4 points - Successfully Murder a Boss

+4 points - Successfully Frame 5 times 

+3 points - Have 3 active Gangsters at game end (excluding 
Boss)

+3 points - Successfully Murder or Torch 5 times 

+2 points - Successfully Flip or Fix 5 times 

+2 points - Successfully Steal or Smuggle 5 times 
(including Heists & Shipments)

+1 point - For every $100K in Syndicates end game Stash
(rounded down)

-2 points - If 2 or more of your Syndicate are in Jail at game 
end

-5 points - Go into a negative Stash balance 

VICTORY POINTS


