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On April 12th 1985, Salvatore òBig Saló Masserano, head of the Gamboni 

crime family and òBoss of all Bossesó was shot dead. This happened  in 

broad daylight in front of a flower store across the street fro m the FBI 

headquarters in Manhattan, New York  ð three gunmen were seen running 

from the scene by dozens  of bystanders yet no witnesses.  

 

After almost two decades of peace and prosperity for all Five Families 

the city now holds itõs breath on the verge of an all out WAR.  

Word on the street is that this execution -style murder was a conspiracy 

of the Luchetti , Borghese and Garrone families, claiming that Masserano 

was talking to the FBI. Other sources talk about the Montano family 

working together with Chines e Triad leaders  for complete control over 

the weapons trade.  

 

Now it is time to restore order and take what is yours. Keep your friends 

close but your enemies close r. This is  WAR. 

 

MONTANO  LUCHETTI  GAMBONI  BORGHESE GARRONE 

   
  

Antonio Blanco  
òEl Bastardo ó 

Luca Luchetti  
òIl Professore ó 

John Gamboni  
òAces Highó 

Paul Borghese  
òBig Paul, Fats ó 

Jimmy Carna  
òFrank White ó 

   
[UPDATE TOKEN]  

Fra

hite, Meatballs  
THE BRONX STATEN ISLAND  NEW JERSEY BROOKLYN  QUEENS 

 

 

 



 

INTRODUCTION  

GAMBONI is a board game  for 3 to 5 players.  

 

The game map is a representation of New York City in the 1980õs where 

Five Families control organized crime. To settle disputes among the 

different families and to co -ordinate business, many years ago òThe 

Commissionó was formed. A governing body in which each family is 

represented by their CAPO or boss . The boss of the most powerful family 

is elected or otherwise named: òChairman of the Commissionó. 

 

In GAMBONI, u p to 5 players compete to become this chairman or òBOSS 

of all BOSSESó, also known as òCAPO DI TUTTI CAPIó or simply IL CAPO.  

To win you must choose the right strategy, take risk, use politics, bluf, 

co -operat e, intimidate and have some luck.  

 

    

5 MIN 2-5 45 MIN 14+ 

 



 

GETTING STARTED  

As a sign of respect, t he oldest pl ayer gets first pick in choosing a family 

and starting location ( safe house ), the other players follow counter -

clockwise   around the table. Alternatively, draw a weapon card to 

determine who gets first pick.   

The last player to choose a family and safe hou se, starts the game. The 

other players follow clockwise around the table.  One player is chosen to 

handle the bank.  Each player receives:  

 

 

- 1 CAPO card representing the Family  / color . Face  side up.  
- 1 SKILL chip in Family color.  
- 2 WEAPON CARDS  
- $ 5,000 CASH  (5 * $ 1,000  or 1* $ 5,000 ) 
- A stack of Territory marker tokens in Family color.  

 

 
Complete setup for 5 players  

Place CAPO pawn 
on family chip at 
safehouse.  
 
Place family chips 
on òstrike 1ó and 
òstrike 2ó on left 
panel.  
 
Place one $ 10,000 
bill on the òGANG 
cashó spot. 
 
Decide which 
player will handle 
the bank for 
payouts, penalties 
and points.  

 



 

THE GAME 

 

Starting with the last player to choose a family and safe house ,  

players take turns to;  

 

1 COLLECT   Collect money from territory and businesses . 

2 MOVE  Move up to 5 squar es and act to score points.  

3 TRADE  Buy up to 3 cards.  

Business es are paid to the b ank, weapon  cards bought from opponents  
 
4 DEPOSIT  deposit $ 25,000 for 1  MONEY point  (token) .  

This money is safe, no withdrawals  
 
Points are scored by earni ng MONEY, POWER and RESPECT  . 
 
Each of the 5 characters representing the five families  have a unique skill  
 
FAMILY SKILL  EFFECT 

  

 
Player may buy +2 weapon cards per turn  

  

OWN CONSIGLIERE , NO NEED FOR CONSIGLIERE CARD  

  

 
Player may hold 7 weapon  cards in stead of the regular 5.  
 

  

Deposi t $ 15,000 for 1 MONEY point in stead of $ 25,000  

  

Player may move 7 squares in stead of the regular 5.  

 
These SKILL tokens are lost to another player when losing a CAPO fight.  

 

 

TIP: TRY TO GAIN AN EXTRA SKILL TOKEN AS SOON AS POSSIBLE  

 
 



 

TAKE YOUR TURN  
 
1 COLLECT  
 

A Collect òprotection moneyófrom  areaõs under complete control; 
 
income per turn  per complete area : $ 2,000.  
 
When an area is under complete control, the player contr olling this area 
places 2  chips on the POWER line. These points are received only once, 
not every turn.  THESE POINTS ARE IMMEDIATELY LOST WHEN 
CONTROL IS NO LONGER COMPLETE.  
 
B Collect from businesses, income per turn:  
 

   
 

BUSINESS SITES can only be placed in MANHATTAN ( LITTLE ITALY, 
MIDTOWN AND HARLEM , marked GREEN ) AND ON A PLAYERõS SAFE 
HOUSE  
 

  

MANHATTAN  SAFE HOUSE 

 
A PLAYER UNABLE TO PLACE CAN NOT BUY.   
 
 



 

PROTECTION 
Business sites can be protected by placing a (ONE) weapon card, face 
down, underneath them. Th is cards can not be removed or switched ð 
only used to defend when this business is attacked. Handy as weapon 
cards under business sites can not be seized by the ATF (FBI card).  

 

2 MOVE 
 

Move CAPO pawn around the board, up to 5 squares, horizontally and 

verti cally. Place family color chips on visited empty squares to mark 

area control.  

Instead of moving 5 squares, one can also use a GETAWAY CAR card 

to move from A to B, anywhere on the map. When doing this,  no other 

movement is possible, nor actions during t he move. Discard the 

Getaway Car card after usage.   

 
2.1 ATTACK ING 

 

When landing on a square controlled by another player, one can attack 

using the weapon cards. The attacker puts one card on the table, face 

down.  

 VS  

The defender replies with a weapon card, face up . Turn over the 

attackers card, highest card wins the fight .  

 

NOTE:  ATTACKER   wins in case of draw  

 

TIP: USE BULLETPROOF VESTS TO DEFEND BUSINESSES. PLACE THIS CARD 
UNDER THE BUSINESS CARD. SAFE AND OUT OF THE HANDS OF AN OPPONENT.  



 

The defe nder may also choose to concede and walk away from the fight. 

In this case the attacker automatically wins, gets to keep his weapon 

card and still earns a respect point for the attack. There are 45 weapon 

cards in total. Each suit 4 times, card # 6 òBERETTA DUEó 5 times.  

 

When attacking multiple squares of an unarmed player, only 1 RESPECT 

point is earned for this attack as a whole.  

 

CAPO Fight  

When a player attacks another player using his pawn (CAPO) vs the other 

playerõs pawn, itõs called a CAPO fight. Possible outcomes when player A 

attacks player B;  

    

Player A attacks, FACE DOWN  

énow turn the card to see who 

won  

Player A (attacker) wins:  

 

All cash from player B t o A 

SKILL tokens from player B to A  

 

-1 respect points for player B  

-1 life point  for play er B  

 

3 STRIKES and youõre out,  

GAME OVER 

    

player B defends, FACE UP é 

 

 

Player  A (attacker) loses:  

 

+1 respect for player B  

 

Player A goes to jail , end of turn.  

 

 


