GAME MATERIAL

65 cards:

* 40 Bottle cards (from 1to 10)
* 20 Character cards

* 5 Famous Gangster cards

1 rulebook

IDEA OF THE GAME

1919: the American government passes the Volstead Act,
prohibiting the sale of alcoholic beverages throughout
the country. For more than 10 years, the Mafia organizes
smuggling to supply an entire continent with alcohol
and corners the black market. You are the boss of
one of the greatest criminal gangs that rules Chicago.

November 2, 1932, 10:34 pm

You've just received a call from Jimmy “Big Ears”,
your informant in the police force. The Untouchables, a
group of determined cops, have identified smuggling
warehouses all over the city and will carry out a raid
soon. You must remove your stock of illegal bottles
as soon as possible in order to avoid prison.

The pacts you made with the other families no longer
hold: the first to liquidate their stocks will save their skin.

AIM OF THE GAME

Play as many rounds as the number of players. Whoever
has the lowest score at the end wins. To win a round,
you have to be the one who has the lowest stock of
bottles when Omerta is called.

SETTING UP THE GAME

Take as many Famous Gangsters cards as the number
of players (the remaining cards will not be used), shuffle
them and give one to each player. The player who has
Al Capone starts the game. If no one has Al Capone,
distribute the cards again. For the next rounds, the
player with the highest score starts.
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Shuffle the bottle and character cards together.
Distribute 4 cards to each player, face down. All the
players place their cards face down in front of them
without looking at them. Place 4 cards, face down,
in the middle. Those cards are in the safe. You will be
able to check them only with the Safecracker.

Form a draw pile in the middle with the rest of the
cards, face down.

- -
"! M
> &
=S >
m PILE <
N = [-%

e | B
|
PLAYER 1
H

BEFORE STARTING

When Al Capone gives the go-ahead, the players check
2 of their cards (the choice is theirs), memorize them
and put them back face down in front of them.



HOW TO PLAY

At your turn, you shall draw a card, either the first one
from the draw pile, and secretly look at it, or the first
one from the discard pile. Then you can choose to:

* Replace one of your cards with the card you just
picked, face down, but without looking at the card
from your hand. The card from your hand goes to
the discard pile, face up.

« Or put the card you just drew directly on the discard
pile, face up (this is only when you draw from the
draw pile, not the discard pile).

When a player discards a bottle card, all the players
(including himself) can get rid of an identical card by
revealing it and discarding it. Beware, only one card
can be discarded this way: only the fastest player will
be able to get rid of one card. If the player puts the
wrong card down, the card goes back on the table
and the player draws one more card as a penalty
(the card is placed directly face down and the player
cannot look at it). If other players tried to discard their
card but were too slow, they just take back their card
without a penalty.

DISCARD A CHARACTER CARD

When the active player discards a character card,
the power of the card is activated. The powers are
described on the cards and below.

As you will see, characters are almost always useful:
they will help you lower your stock of bottles or mess
up your adversaries’ game. But be careful, they also
carry bottles (the number of points is indicated on
the top left of the cards), and if you end the round
with them, they will considerably increase your score...

If the draw pile is empty, shuffle the cards from the
discard pile to make a new draw pile and continue
playing.



CALL “OMERTA” AND END THE ROUND

When you think your stock is 7 or lower, including points
from character cards, you can call Omerta. Beware: you
can only declare Omerta at the beginning of your turn
before picking a card. The game ends immediately.
Players reveal their hand and count their score (bottles
+ character cards).

If the player calling Omerta has a stock of 7 or less
and has the lowest score, s/he wins the round and
gets O points.

If not, the player with the lowest score wins the round
and scores O points. The player who called Omerta
loses the round, gets as many points as the sum of
their cards and gets an extra penalty of 20 points.

Every other player gets a score that matches the sum
of their cards (bottles + characters).

If there is a tie between the player who calls Omerta and
another player, the player who called Omerta still gets
O point, and the other player gets their score as usual.

The game ends after a certain number of rounds: you
play as many rounds as players around the table. The
player with the lowest score wins the game.
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EXPLANATION OF THE CARDS

X3

Bottle cards = 1to 10 points

These cards represent your stock of
bottles. The value of these cards matches
the number of bottles and is written on
the card.

The Gangster = 15 points

Exchange one card with another
without looking at them. You can either
exchange one of your cards with one of
your adversaries’, or two cards in your
adversaries’ hands.

The Lady = 15 points
Shuffle an adversary’s hand, without
looking at the cards.

The Mole = 15 points
Look at one of your cards and put it back
in front of you face down.

The Snitch = 20 points

Give two cards from the draw pile: you
can either give 2 cards to the same player,
or 1 card to two different players.



The Driver = 20 points

Discard up to two of your bottle cards. If
you wrongly discard a character card, you
have to take the discarded card(s) back
and draw one extra card as a penalty.

The Safecracker = 15 points

You can access the safe: look at the 4
cards in the safe, then exchange one of
your cards (without looking at it) for one
card from the safe. The exchanged card
stays in the safe.

The Killer = 15 points

The Killer can stop the Snitch, the Lady,
the Gangster, the Mamma and the Police
Patrol: if one of those cards is used
against you, just reveal the Killer and
counter it. Both cards are then discarded.

The Witness = 10 points

The witness doesn’t have any special
ability, but she is rather annoying...
Get rid of her asap!

The Alibi = O point

The alibi might save your neck: keep it
close! This card doesn’t add any points
to your score.



The Mamma = 15 points

Give this card to another player: he/she
cannot play for 1turn. The player who has
the Mamma cannot declare Omerta, draw
cards, discard cards, and the other players
cannot shuffle his/her hand or give him/
her more cards.

The Police Patrol = 15 points

= Put this card on another player’s card:
o F’B‘ B this card is blocked for 2 turns. When the
patrol blocks a card, this card cannot be

M. exchanged, looked at or discarded. If a

player receives the patrol and only has
one card left, he/she draws a card and
discards it straightaway, repeating this
for 2 turns.

Beware:

* Beware: The player who gets the Police Patrol cannot
call Omerta.

* The cards of the Mamma and the Police Patrol are
placed on the blocked card or in front of the player
prevented from playing. The card is discarded after one
or two entire turns, right after the player who placed
it draws a card (this means the player cannot draw it
and play it again). If a player calls Omerta when you
have been given one of these cards, don’t add it to your
score. Only your own cards count towards your score.

* For more info, download the FAQ on
www.helvetig.com/omerta-multi
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