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PLAYING THE GAME

Decide on who goes first. That player hecomes the joh leader and plays a joh card. All job

cards have a combination of different action cards needed to complete them. The job

leader chooses who goes on the joh and they all play action cards. If the job succeeds,

place it in the success column, and if it fails put it in the fail column. Then move on to the
next person in a clockwise rotation and repeat the same procedure.

Tip: Try to strategize and communicate as much as you can with the players to win the
game !l

GAMEBOX CONTENTS

1Game hoard 36 Action Cards:
6 Role Tokens - 9 Lookout cards
- 4 Gangster Tokens labelled G - 5 Shooting car
- 2 Snitch Tokens lahelled S - 9 Driving cards
6 Character Cards - 5 Negotiation cards
6 Relationship Cards -19 Blank cards
22 loh Cards - 1Wanted status card
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6 ROLE TOKENS

6 CHARALTER CARDS

6 RELATIONSHIP CARDS



may choose anyone in the game, and switch the relationship card with him/her.
9. Deal out 3 action cards to each player, one card at a time.
6. Deal out 2 job cards to each player, one card at a time.

1.Place the Action card deck and the Joh card deck on their respective slots on
the game hoard.

8. Choose who goes first. If “Carl with a “k” is in the game then that player plays
first.

IF THERE ARE 2 SNITCHES

The snitches open their eyes, look at each other and then close their eyes
Everyone opens their eyes again.
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ROLE TOKENS
There are two types of role tokens in the game.
G: Means you are a gangster.

CARD PILES

There should be 4 piles on the tahle:

When the action card or the job card pile gets empty, shuffie the corre-
sponding discard pile and put it back again.



|
[ |
|
HER
- | |
™ [ |
These are cards mixein
These a Hﬂ . deck of aﬂ'i“ards. Em
required to complete t .
different johs combina
N

WANTED STATUS CARD

The wanted card is a hot potato card disguised as an action
card.

The wanted status card is an action card. Which means
that the only way for players to get rid of itis to play it as an
action.

The hot potato card does not automatically fail a job. As
long as the johs combination is met it can still be played
without failing a joh.
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CHARALTER CARDS

All characters in the game have their own individual ability or buff. On the back of the
character cards it says what ahility they have. All characters except for the 2 Carl
characters have buff abilities.

This buff makes an action count twice if the player with that bonus is on the joh.

So, for example, if a player with a shooting bonus goes on a job that requires two

shooting actions and a driving action, as long as at least one shooting action and the

driving action is played by anyone in the job it is a sucess. This means that as long

as the player with a specific card huff is on a joh the card played will count as two,
regardiess of who plays the card.
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RELATIOSHIPS CARDOS

RELATIONSHIP WITH CARL To he ahle to get your huff on a job you need to go with someone
the other player you are in a relationship. This only counts for
the buffs and not the Carl abilites.

For example: If the Driver wants to go on a job that requires 2
driving actions and they want their buff to be active, they need to
go with a player that they are in a relationship with or they will
not get their huff.

IE BUFF WHEI
0 ON A JOB WITH CARL



Once the players for the joh have heen
chosen, each one of them plays ONLY ONE
action card each by placing them face down
on the tahle.

The leader takes the cards, shuffles them,
and then looks at them without showing them
to the other players.

- ﬂmm?l rjob cards in their hand and

The joh leader is not allowed to show the rest
of the players the cards that were played in
that turn but may say what cards were played.

If you decide to say what cards were played,
you do not have to he honest.

Then place the job card face down on the
game hoard.
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GOALS AND GAME ENDING

The goal for Gangster and Snitches are the opposite to eachother were as the
gangsters want to successfully complete 5 different johs and the Snitches
want to sahotage 4 different jobs. To end the game it is a simple race to see
which team can complete their goal first.
Gangsters win when 5 jobs are completed
Snitched win when 4 jobs have failed.

The player with the Wanted Statis Card loses the game regardiess!!
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