
Welcome to “The Mean Streets of Chicago”. A game that takes 
place in Chicago during the dangerous days of prohibition. The 
goal of this solitaire game is to control as many Locations as 
possible, generating money and Reputation. At the end of the 
game, if your Reputation is high enough, and you feel lucky 
enough, you can challenge “Da Boss” for control of Chicago!

Gameplay takes place over two “Era’s” spanning the 14 year 
period Prohibition lasted. Most of the Event cards have actions 
to take depending on which era you are in. Some good, more 
bad! It’s up to you to hold onto your territory while expanding 
your empire. Are you up to the task?

SETUP:

To start off, lets get your “LOCATION” and “EVENTS” decks 
ready for the first Era. First take all of the Location cards and 
separate out all of the Rival Locations. Shuffle each deck of Lo-
cations separately. Take the normal Location deck and deal one 
to your player area. This will be your starting Location. Dis-
card the next two cards so you have 9 left. Then take 3 of the 
Rival Locations at random (do not look at them) and shuffle 
them into the remaining 9 cards of the Location deck. This will 
serve as your stock of Locations during the first Era. Place your 
Income & Reputation markers on the Income & Reputation 
Tracker according to the Location you drew. If it is a Location 
that does not generate cash, place your money marker on the 
number 1. Even if you have no Locations under your control, 
you will always gain at least 1 cash per turn in the upkeep 
phase. You also begin with a Bonus Reputation token regard-
less of if your first Location grants you Reputation or not.

Next take the Events deck and shuffle it thoroughly. Deal it out 
into three separate decks from left to right. Roll 1d6. If you roll 
a 1-2 then discard the pile on the left, 3-4 discard the center 
pile, and 5-6 discard the pile on the right. Again, do not look 
at the discarded cards. Shuffle the remaining two Events decks 
together and place them, and the “Locations” deck, where you 
can easily access them.

Next, take the 4 “Da boss” cards and shuffle them. Take one at 
random and place it face down off to the side until it is needed 
at the end of the game.

Finally sort the tokens into piles that are out of the way. You 
are now ready to play!

These steps are taken so that the game will be different every 
time you play it. Even if you encounter the same cards, the or-
der in which you encounter them will be different resulting in 
a unique playthrough every time!

TURN ORDER:

Your turn will take place over four phases:

1. Upkeep
2. Assignment
3. Actions
4. Events

UPKEEP:

During this phase you receive all income from your Controlled 
Locations. As you gain control of Locations, update the tracker 
on your Player Mat so you know how much you are making 
each turn at a glance. Money is used to hire Henchmen as well 
as boost your Reputation. Once you have added the appropri-
ate tokens to your player mat, continue on to the next phase.

ASSIGNMENT:

A player just beginning the game will have three dice to assign 
to any given actions they wish to take that turn. As your Repu-
tation increases, so will the number of dice you have to assign 
to available actions. For every 5 points of Reputation you accu-
mulate, you gain an additional die. The maximum Reputation 
you can have is 30 so the maximum number of dice you will 
be able to assign is 9. One or more dice can be assigned to any 
action. The more you assign to a given action, the greater it’s 
chances of success. 

The actions you can assign your dice to will be explained fur-
ther in the next section, but here is a general overview of each:

New Turf: Assign dice to intimidate the owner of a new Location 
that will be revealed through a Location Card, or attempt to intimi-
date an owner of a Location that you failed to intimidate on a previ-
ous turn. You can only do one or the other, not both.

Old Turf: Assign dice here to protect your existing Controlled Loca-
tions against Rival Gang Attacks encountered in the Events Deck.

Hire Henchmen: Assign dice to Hire Henchmen to protect your ex-
isting Controlled Locations. For every four pips rolled on the dice, 
you may hire 1 henchman at a cost of $5 each.

Buy Reputation: Assign Dice to boost your Reputation. For every four 
pips rolled on the dice you may boost your Reputation by 1 at a cost of  
$10 per point of Bonus Reputation.

Gear Up!: You can attempt to get one of four special ability items by 
assigning dice to whichever you would like to get. There is a number in 
the lower right-hand corner of each which shows you what you need 
to roll to get it. Each will be explained further in the next section.

Once all of your dice are assigned, its time to take your actions.

ACTIONS:

New Turf: 
If you are choosing a new Location, take the top card from the 
Location deck and place it face up to the right of your player 
mat. At the bottom of the card you will see two or three sym-
bols. The left most (the Fedora) is how much Reputation you 
will get for controlling the Location. The middle symbol (the 
Money Bag) shows how much that Location will boost your 
income by each turn. The right most symbol (an upraised Fist 
or Revolver) shows what value is needed to roll with however 
many dice you assigned to “New Turf”. So if this number is a 6, 
and you assigned 2 dice to “New Turf”, you would need to roll 
7 or better between those two dice. If your roll is equal to or 
lower than the number on the card, your attempt to intimidate 
the owner has failed

You can alternately attempt to take control of a previously re-
vealed Location that is not currently under your control. You 
can not, however, do both in a single turn. You either encoun-
ter a new Location card, or a previously revealed one.

Now you want to make sure you are aware of what Locations 
are still available to get via this method. As there can only be 4 
unclaimed Locations in play at any given time. As a new one is 
added, move the rest to the right so the most recent is the left 
most and the one which has been face up for the longest is on 
the right (the opposite of how your store your Controlled Lo-
cation cards below the Player Mat. If you draw a new Location 
and fail the intimidation check while there are already 4 Un-
controlled Locations on the board the right most one (which 
has been laying face up for the longest of the four) is sent to 
the discard pile.

Rival Locations: 
Sometimes a Location will turn out to be one under a Rival 
Gang’s control. In these cases instead of the upraised fist, 
you will see a revolver icon in the lower right hand corner. 
This value tells you how many DICE they get to roll to defend 
your attack. As before you must BEAT their roll. Less than or 
equal to = failure. However you can turn the tides in your favor 
with henchmen. For every three henchmen you bring into the 
fight, you can add 1d6 to your attack roll. However there is a 
chance you could lose them in the fight. If you lose the battle, 
all henchmen are killed. If you are successful in taking over the 
Rival Location, roll 2d6. If you roll double sixes then all your 
henchmen survive. Any other combination of doubles results 
in all of your henchmen being killed. If the number rolled is 
3-5, then you lose two-thirds of your henchmen (rounding 
up). If the number is 6-8 then you lost half of your henchmen 
(rounding up) and if you roll a 9-11 then you only lose a third 
of your henchman (rounding up). When your battle is conclud-
ed you can assign your surviving henchmen to any Location 
you wish. They do not have to go back to the Location they 
came from. Also as a reward for taking over a Rival Controlled 
Location, give yourself a Bonus Reputation token.

If you were successful in your takeover of a new Location, then 
add it to the area below your player mat. Your Locations should 
be lined up in the order you took control of them with the left 
most being your oldest and the right most being your newest.

One final note on Controlled Locations. You are only allowed 
to have 12 at any given time. If at any time you gain control 
of a 13th Location you may choose which of your Locations is 
discarded to make room for the new addition. This Location is 
discarded to the Unclaimed Locations, not the discard pile so 
be aware of what your removal could possibly result in.



Old Turf: 
You can assign dice here to be on standby if a Rival Gang at-
tacks one of your Locations in the Event stage. When a Rival 
Gang attacks on of your Locations, the card will specify which 
one it is attacking by using such quantifiers as “Your Oldest” or 
“Your Most Profitable”. They will also have a number of dice to 
roll based on what Era you are in. In a normal Location these 
dice are rolled against the Locations Resistance score. In Rival 
Locations that you control, you will get the same number of 
dice as is listed next to the revolver. By setting aside dice to 
“Old Turf” you can help insure you hold onto your locations. 
If the Location being attacked by the rival gang has Henchmen 
in it, you also get an additional 1d6 for each Henchman. If you 
successfully defend a Location from a Rival Gang Attack, you 
gain one Bonus Reputation token.

Hire Henchmen:
Dice assigned here are rolled to see how many Henchmen are 
available for hire. For every 4 pips rolled on the dice, you may 
hire 1 Henchman at a cost of $5. So for instance if you assigned 
two dice and rolled a 5 and a 1, resulting in a total of 6, you 
would only be able to hire one henchman. You cannot “bank” 
the remaining two pips. Additionally, if you for example as-
signed 4 dice to this action and rolled a 6, a 4, a 3, and a 5 
resulting in a total of 18, you could hire 4 henchmen (provided 
you have the money for them) as 18/4 = 4 with 2 pips left over. 

Once hired you can assign them to any of your Locations. If 
that Location is ever attacked by a rival gang, he adds 1d6 to its 
defense. Also as previously mentioned he can be used to help 
attack Rival Gang Locations when they come up in the “Lo-
cations” deck. Multiple henchmen can be assigned to a single 
Location if you so choose.

Buy Reputation:
Dice assigned here are rolled to see how much Reputation you 
can get by spreading around the green stuff! For every four pips 
rolled on the dice you  can buy 1 Reputation at a cost of $10 per 
Bonus Reputation point. This works the same way as hiring in 
that you cannot bank wasted pips, and you can buy 1 Bonnus 
Reputation point for ever 4 pips of dice you roll, provided you 
have the money for it. These Reputation points go into your 
“Bonus Reputation” area on your Player Mat. As these accumu-
late be sure to keep your Reputation Marker up to date on the 
Track as that’s how you gain bonus dice.

Gear Up:
Dice can be assigned to ONE of the four available bonuses per 
turn. These will cost you no money but all have high values you 
must roll in order to get them. The number required can be 
found in the lower right hand corner.

Tommy Gun (7 pips): Adds 1d6 to any battle its used in whether it 
is attack or defense. Once used, remove its marker. It may be gotten 
again and can be held onto for as long as needed. Use is optional but 
it must be declared before dice are rolled.

Gaming Table (9 pips): Adds a gaming table to any of your Loca-
tions that boosts its income by 1 each turn. If successful, take a 
gaming table token and place it on any Location you wish. There 
is no limit to the number of Gaming Tables you can have, but you 
may only get one per turn and you may only have one per Location. 

Alternately if you choose to place 5 dice on the gaming table space, 
you can visit the Casino as if you had drawn the Casino Night card 
from the Events deck. You must have the requisite $5 to wager. 
When doing your actions, take the 5 dice and roll them. Keep or 
discard as many as you want and re-roll the discards. Again keep 
or discard as many as you want and roll a third time. Consult the 
following chart for the winning payouts:

 3 of a Kind: $8
 Small Straight (4 consecutive numbers): $10
 Full House: $12
 Four of a Kind: $15
 Large Straight (5 consecutive numbers): $20
 Five of a Kind: $25

Corrupt Politician (12 pips): You have a politician in your pocket! 
The next time the police raid your Locations, you can discard the 
Event without rolling. Once used, remove his marker. He can be 
gotten again and held onto for as long as needed. He also saves any 
Gaming Tables from being confiscated.

Dapper Suit (8 pips): Adds 1d6 to an Intimidation roll while at-
tempting to take over a new Location that is not under a Rival’s 
control. This can be used at any time but it must be declared before 
dice are rolled. Once used discard the token. It can be gotten again.

Once all your actions have been resolved its time to move on 
to the Event phase.

EVENTS:

Draw the top card from the Event deck and resolve the Event. 
Events are split up into several different types:

Fine & Dandy Like Sour Candy: Nothing happens this turn.
Free Samples: Trade Cash for Reputation
Protests For/Against Prohibition: With varying results
Violence: Violence breaks out in the city with varying consequences
Entertainment: You hire/fire acts for your locales which boost/
halt income for a turn
Closed For Elections: Income is reduced/halted for the next turn.
Casino Night: Gamble $5 to play a yahtzee-style poker hand.
Rival Gang: A Rival Gang attempts to take over one of your Locations. 
If you successfully repel the attack gain 1 Bonus Reputation token.
Police Raid: The police raid all of your Locations with a chance that 
they are shuttered forever. Unless you have the Corrupt Politician, 
you will lose all your Gaming Tables regardless of if you save the 
location from being shuttered or not.

This completes the players turn Repeat all four phases until the 
Event Cards run out. Once this happens, the Second Era will begin!

SECOND ERA SETUP:

Only a couple things need to be taken care of before we can 
begin the Second Era. First we need to rebuild our Event deck. 
Take all the Event cards (even the ones discarded at the be-
ginning of the game) and shuffle them. Discard the top three 
cards. Then deal the remaining cards into 3 decks of 5 each 
from left to right. Roll 1d6. On a 1-2 discard the left pile, 3-4 
discard the center pile and 5-6 discard the right pile. Take the 
two remaining decks of Events cards and shuffle them togeth-
er making an Event Deck of 10 cards.

Take all the Unclaimed Locations, and any cards left in the 
initial 12 card Locations deck and add two “Rival Locations” 
that were previously left out of the deck from the remaining 
5 Rival Locations. Shuffle the deck and this will be your Loca-
tions Deck for the Second Era. Play continues until you have 
exhausted all 10 cards of the Second Era’s Event Deck.

Once the Event cards have all been played it is time to decide 
if you want to take on Da Boss for control of Chicago. If you 
choose to, you will fight him in a battle to the death. Roll your 
dice, roll his dice. Winner Take ALL! But be warned, if you lose, 
YOU LOSE! You will be killed by Da Boss and all for your hard 
work is for naught. Henchmen cannot help you in this fight, 
but you may use the Tommy Gun if you have it.

SCORING:

During gameplay, the maximum your Reputation can reach is 
30. However once the game is over there are some additional 
things which can boost it beyond 30. 

•	 Gain 1 point each if you still have the Tommy Gun  
and/or Dapper Suit.

•	 Gain 2 points if you still have the Corrupt Politician
•	 Gain 5 points if you control 10 or more Locations at the 

end of the game.
•	 Gain 5 points for controlling 4 Rival Locations
•	 Gain 10 points for controlling all 5 Rival Locations
•	 Gain 10 points for defeating Da Boss

If you get the bonus for all 5 Rival Locations you do NOT get the 
bonus for 4 Rival Locations!

Consult the following chart for your final ranking:

00-10: Associate
11-20: Soldier

21-25: Caporegime
26-30: Street Boss
31-35: Consiglieri
36-40: Underboss
41-45: Front Boss

46-50: Da Boss
51+:  Capo Di Capi

Well that is the game! I hope you enjoy it as much as I enjoyed 
designing it. If you have any questions, comments, sugges-
tions or other constructive criticism, please feel free to contact 
me at msoc@orcp.net.

© 2013 One Red Cent Games.



D
ec

ks
D

is
ca

rd
s

Unclaimed Locations:
Newest on the left oldest on the right. Max 4 locations

Unused Tokens

Da Boss card

Claimed Locations: Oldest on the left newest on the right. Max 12 locations.

A TYPICAL 
GAME SETUP


