
Rulebook

The card game that 
packs heat!



GAME CONTENTS
CHILI PEPPER MAFIOSI CARDS (x90)
Sweet Chili (x8)
Jimmy Nardello (x16)
Poblano (x14)
The Hungarian (x12)
Jalapeño (x10)
Tabasco (x8)
Habanero (x7)
Ghost Pepper (x6)
Moruga Scorpion (x5)
Carolina Reaper (x4)

ACTION CARDS (x30)
Fuggedaboutit (x8)
Earner (x7)
Shakedown (x5)
Booster (x5) 
Bagman (x5)

HOT CARDS (x30)
Pinch (x6)
Whack (x11)
Whack ‘Em (x5)
Turncoat (x8)

DAWN RAID CARD (x1)

REFERENCE CARDS (x4)

SWEET CHILI

1 1

JIMMY NARDELLO

2 2

POBLANO

3 3

THE HUNGARIAN

4 4

JALAPEÑO

5 5

TABASCO

6
6

CLASSIFIED 
INFORMATION

Things are heating up in the 
world. Chili peppers are splitting 
into factions, leading to organized 
crime and unrest. The Chili Mafia 
reigns supreme.The Ministry of 
International Chili Security has 
hired you—a group of agents—to 
work undercover and round up the 
most wanted chili pepper mafiosi 
from around the globe. Your goal 
is to bring them to Mexico for a 
peace summit.

Chili Mafia is a set-collection party card game for 2-8 players. Compete 
to assemble the most powerful Chili Pepper Gangs (sets of cards) and 
become the most respected mafia boss. To win, score the most points at 
the end of the game. 
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HABANERO

7 7

GHOST PEPPER

8 8

MORUGA SCORPION

9 9

CAROLINA REAPER

10 10

2 - 4
5 - 8

BAGMAN: Look at 
the top 3 cards in the 
discard pile. Keep 1. 
Discard the others.

SHAKEDOWN: 
Randomly draw 1 card 
from an opponent’s 
hand and keep it.

BOOSTER: Name 1 
Chili Pepper. Other 
players must give 
those Chili Peppers to 
you from their hands.

EARNER: Draw 2 
cards from the deck.

FUGGEDABOUTIT: 
Neutralize any Hot 
card.

PINCH: Slide 1 Chili 
Pepper back into the 
middle of the draw 
deck.

WHACK: Eliminate 
1 Chili Pepper. Place 
it on the top of the 
discard pile.

WHACK ‘EM: 
Eliminate 2 Chili 
Peppers. Place both 
on the top of the 
discard pile.

TURNCOAT: Move 
1 Chili Pepper from 
another player’s 
Chili Gang into your 
Chili Gang.

X2

≤8

FORM A CHILI GANG play 3+ Chili Peppers onto the table to create a  Mixed or Brotherhood Gang
ADD A CHILIadd 1+ Chili Peppers from your hand to your Chili Gangs

DURING YOUR TURN, you may do ANY of the 

following, without a limit and in any order:

REMEMBER: only attack a Chili Pepper that has a strength less than or equal to the attacking Chili Pepper.

If you PASS, you must discard 1 card.
END OF YOUR TURN: Draw 2 cards from the draw deck.

PLAY A HOT CARD (fl ames background)play up to 1 for each Chili Gang you have on the table

PLAY AN ACTION CARD (yellow-green background)

LATER, IN MEXICO...

As you arrive in the Chihuahuan 
desert, the spicy criminals jump 
out of your luggage. It’s obvious 
they have no interest in peace. 
Instead, they want a showdown. 
You and your fellow agents have 
no choice but to seize control of 
the Chili Mafia. But to gain their 
respect, you must fight amongst 
yourselves to determine who will 
be the most powerful mafia boss. 
Once you control the peppers, 
what will you do next?

PINCH

WHACK

X2

WHACK ’EM

≤8

TURNCOAT

BAGMAN BOOSTERSHAKEDOWN
EARNERFUGGEDABOUTIT



RULES FOR THE BASE GAME
It’s gonna be spicy!

SETUP

1. Choose your preferred game 
mode: individual or team play (for 
team rules, see page 14).

2. For 2-4 players, use only the 
cards with pepper icons on two 
corners (see below). For 5-8 
players, use all the cards. For 
2-player rules, see page 14.

3. Pull out the Dawn Raid card. 
Shuffle together the rest 
of the cards.

4. Deal 6 cards face-down 
to each player.

5. Each player forms their starting 
hand by drafting cards. Choose 1 
card from the 6 in front of you. Add 
this card to your hand. Then pass 

the remaining 5 cards to the player 
on your left. Continue this process 
(choosing 1 card and passing the 
rest to your left) until each player 
has a hand of 6 cards.

6. Place the remaining cards face-
down on the table to form the draw 
deck. Leave room for a discard pile 
next to the draw deck.
 
7. Stand the Dawn Raid card 
next to the draw deck to find the 
line that matches the number of 
players. Then slide the Dawn Raid 
card into the correct place within 
the draw deck.

2 - 4
5 - 8
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GHOST PEPPER

8 8

JIMMY NARDELLO

2 2

GHOST PEPPER

8 8

MORUGA SCORPION

9
9

HOW TO PLAY

The player who most recently ate 
a chili pepper goes first. Then play 
continues clockwise.

IMPORTANT: Throughout the 
game, your hand limit is 8. If you 
draw or receive a 9th card, you 
must discard 1 card first.

During your turn, you may do ANY 
of the following, without a limit 
and in any order:

            Form a Chili Gang
            Add to a Chili Gang
            Play a Hot card
            Play an Action card

These actions are described in 
more detail below.

You may pass if you cannot (or 
do not want) to use any of these 
actions. If you pass, you must 
discard 1 card, either from your 
hand or from your Chili Gangs. 

Note: Moving a “Sweet Chili” from 
one Chili Gang to another does not 
count as an action.

At the end of your turn, draw 
2 cards from the draw deck. Then 
play passes clockwise. Note: if you 
cannot draw 2 cards, this triggers 
the final round (see page 10).

         Form a Chili Gang

To form a Chili Gang, you must 
play 3 or more Chili Peppers onto 
the table to create 1 of these 2 
types of Chili Gangs: 

Mixed Gang: 
all Chili Peppers are different

Brotherhood Gang: all Chili Peppers 
are the same

Once you form a Chili Gang, you 
may NOT:
      take any of the Chili Peppers 
from a gang back into your hand. 
      move any Chili Peppers between 
gangs, except during the Dawn Raid 
(see page 10). The 1 exception is 
the “Sweet Chili” (see page 6). 
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GHOST PEPPER

8 8

CAROLINA REAPER

10 10



Incomplete Gangs: 
During the game, after another 
player attacks your Chili Gang, it 
may leave a Chili Gang with fewer 
than 3 members. A Chili Gang 
with fewer than 3 members is 
called an incomplete gang.

         Add to a Chili Gang

If you already have Chili Gangs on 
the table, you may take 1 or more 
Chili Peppers from your hand and 
add them to your Chili Gangs. You 
must follow the same rules as you 
did when forming Brotherhood or 
Mixed Gangs.

The “Sweet Chili” 
is a wild card. You 
may add this card 
to either type of Chili 
Gang, with a limit of 1 “Sweet Chili” 
in each Chili Gang. 

You may move the “Sweet Chili” 
freely between your Chili Gangs 
during your turn, as long as it 
does not leave any incomplete 
gangs behind.
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SWEET CHILI

1 1

JIMMY NARDELLO

2 2

JIMMY NARDELLO

2 2

JIMMY NARDELLO

2 2
GHOST PEPPER

8 8

SWEET CHILI

1
1

GHOST PEPPER

8 8

CAROLINA REAPER

10 10

THE HUNGARIAN

4 4

JALAPEÑO

5 5

TABASCO

6
6

Brotherhood Gang with 
a “Sweet Chili”

Mixed Gang with a “Sweet Chili”

MORUGA SCORPION

9 9

GHOST PEPPER

8 8

GHOST PEPPER

8
8

GHOST PEPPER

8 8

GHOST PEPPER

8 8

         Play a Hot card

Hot cards (red flames background) 
allow you to attack rival Chili 
Gangs. Each turn, you may 
play 1 Hot card for each Chili 
Gang you have on the table, 
not including incomplete Chili 
Gangs. (For example, if you have 
1 Brotherhood Gang, 1 Mixed 
Gang, and 1 incomplete Chili 
Gang, you may play up to 2 Hot 
cards per turn.) 

To play a Hot card:
1. Choose the Hot card you want 
to use. Place it face-up on the 
discard pile. 
2. Choose 1 of your Chili Gangs 
and declare which Chili Pepper 
from that gang is going to be 
the attacker.
3. Choose a rival Chili Gang 
and declare which Chili pepper 
from that gang is going to be the 
target. You may target any Chili 
Pepper that has a strength less 
than or equal to the attacking Chili 
Pepper, but you may not attack 
a “Sweet Chili.”

BAGMAN

         Play an Action card

Action cards (yellow-green 
background) give you advantages. 
You may only play an Action 
card during your turn, except for 
“Fuggedaboutit” which may be 
played any time. To play an Action 
card, discard it and then follow its 
instructions. Read more about each 
Action card on page 13. 

Note: Other players may prevent 
your Hot card attack using a 
“Fuggedaboutit” card. See page 13 
for details. 

If your attack is successful, 
resolve the effect of the Hot card 
(see page 12).

BOOSTER

SHAKEDOWN EARNER

FUGGEDABOUTIT

PINCH

WHACK

X2

WHACK ’EM

≤8

TURNCOAT

7



EXAMPLE ROUND

1. Kate starts her turn with 6 cards in her hand.
2. She plays an “Earner” Action card to draw 2 cards from the draw deck.
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1
2

KATE’S HAND DISCARD PILE DRAW DECK

3

4

4

5

KATE’S HAND

KATE’S HAND

DISCARD PILE

DRAW DECK

KATE’S CHILI GANGS

3. These 2 cards are a “Jalapeño“ card and a “Bagman” Action card. 
4. She uses the “Bagman” Action card, so she looks at the top 3 cards 
in the discard pile and keeps 1 for her hand. The card she keeps is a 
“Jalapeño” card. 
5. Then she forms a Brotherhood Gang by playing the 3 “Jalapeño” 
cards from her hand. She also forms a Mixed Gang by playing 1 “Sweet 
Chili,” 1 “Tabasco,” and 1 “Habanero.”

9

9. Kate finishes her turn by drawing 2 more cards.

6. Then Kate plays her “Whack” Card by placing it on top of the discard pile. 
7. She chooses to attack with her “Habanero” card from her Mixed Gang. 
With the “Habanero” card she can attack a Chili Pepper with a strength of 
up to 7. So Kate says she will attack a “Tabasco” (strength of 6) from Joe’s 
Chili Gang.
8. Joe doesn’t have a “Fuggedaboutit” card, so Kate’s attack is successful. 
Joe discards the attacked “Tabasco” card.

6 DRAW DECK
KATE’S HAND DISCARD PILE

7

8 DISCARD PILE

KATE’S CHILI GANGS JOE’S CHILI GANGS

9
KATE’S HAND DRAW DECK



THE DAWN RAID CARD

The Dawn Raid card gives all 
players an opportunity to rearrange 
their Chili Gangs. When you draw 
the Dawn Raid card, your turn ends 
immediately (even if you were 
supposed to draw more cards). 
Then all players may rearrange 
their Chili Gangs. During this time, 
you may move, mix and merge any 
or all of your Chili Gangs. You may 
also use the Chili Pepper cards 
in your hand to add to your Chili 
Pepper Gangs. (Hint: Try to make 
as many Brotherhood Gangs as 
possible to maximize your points.) 
If the rearrangement allows, you 
must NOT leave any incomplete 
Chili Gangs on the table. 

After the Dawn Raid is over, play 
continues as normal until the end 
of the game. 

GAME END

When a player draws the last 
card from the draw pile, they may 
complete their turn. Then every 
player (including the one that 
drew the last card) may take 1 
more turn. During the final turns, 
no one may draw any new cards. 
If you cannot play all your cards 
in the last round, hold onto them 
until the end of the game. 

After the last round, players 
calculate their scores. 

2 - 4
5 - 8
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SCORING

1. If you have cards in your hand that you did not use, discard them. 
2. Discard any incomplete Chili Gangs.
3. For each Mixed Gang, add up the strengths of its Chili Peppers.
4. For each Brotherhood Gang, add up the strengths of its Chili Peppers, 
then multiply by 2. 

The player with the most points earns the respect of the Chili Mafia and 
therefore wins the game. In the case of a tie, the player/team with the 
most Brotherhood Gangs wins. If it’s still a tie, the player/team with the 
fewest Chili Peppers on the table wins. If you still tie, you must share 
the victory.

Scoring example:

SWEET CHILI

1 1

GHOST PEPPER

8
8

SWEET CHILI

1 1

POBLANO

3 3

HABANERO

7 7

TABASCO

6 6

MORUGA SCORPION

9
9

GHOST PEPPER

8
8

HABANERO

7 7

GHOST PEPPER

8 8

Mixed Gang
1 + 3 + 6 + 9 = 19 points

Brotherhood Gang
(8 + 8 + 8) x 2 = 48 points

Brotherhood Gang with a Sweet Chili
(1 + 7 + 7) x 2 = 30 points

11



PINCH

WHACK

X2

WHACK ’EM

≤8

TURNCOAT

PINCH (to send to jail)
If your attack is successful, slide the attacked Chili 
Pepper into the middle of the draw deck. (Do NOT 
place the card anywhere near the top of the draw deck). 
Note: If you use “Pinch“ after the Dawn Raid, place the Chili 
Pepper at the bottom of the deck. If it is the last round, 
place it on top of the discard pile. 
2-4 players: 4x | 5-8 players: 6x

WHACK (to hit or shoot)
If your attack is successful, discard the targeted 
Chili Pepper.
2-4 players: 7x | 5-8 players: 11x

WHACK ’EM (to hit or shoot many targets)
This card allows you to target up to 2 different Chili 
Peppers in the same Chili Gang. If your attack is 
successful, discard both Chili Pepper(s).
Note: 1 “Fuggedaboutit” card will neutralize both attacks.
2-4 players: 3x | 5-8 players: 5x

TURNCOAT (a person who shifts their loyalty)
If your attack is successful, this card allows you to 
take 1 Chili Pepper (up to a strength of 8) from another 
Chili Gang and add it to one of your own (or your 
teammate’s) Chili Gangs. 
Note: You must add this Chili Pepper to an existing Chili 
Gang, or use it to form a new Chili Gang with cards from 
your hand. 
2-4 players: 4x | 5-8 players: 8x
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CARD DESCRIPTIONS

HOT CARDS

BOOSTER

ACTION CARDS

EARNER

BAGMAN

SHAKEDOWN

FUGGEDABOUTIT (Mafia pronunciation of 
“Forget about it”)
Play this card anytime to neutralize the effect of any 
Hot card—even if you were not the target.
Note: “Fuggedaboutit” can only neutralize a Hot card. 
(It does not neutralize other Action cards.)
2-4 players: 5 cards | 5-8 players: 8 cards

BAGMAN (a mobster who distributes stolen goods)
Look at the top 3 cards in the discard pile. Keep 1 
card for your hand.* Place the other 2 cards on the top 
of the discard pile, in their original order, followed 
by the “Bagman” card. 
2-4 players: 3 cards | 5-8 players: 5 cards

BOOSTER (a small-time street thief)
Say aloud the name of 1 Chili Pepper. Every player 
(including your teammates) who has that Chili Pepper 
in their hand must give these Chili Peppers to you.* 
Note: you may not use “Booster” during the first round 
of the game.
2-4 players: 3 cards | 5-8 players: 5 cards

SHAKEDOWN (an attempt to blackmail or get money 
from someone)
Take 1 card from any player’s hand, without looking. 
Add it to your hand.* 
2-4 players: 3 cards | 5-8 players: 5 cards

EARNER (a gang member who brings in lots of money 
for the family) 
Draw 2 cards from the draw deck.* 
2-4 players: 4 cards | 5-8 players: 7 cards

FUGGEDABOUTIT

13

* When you obtain new cards this way, you do not have to play the card(s) immediately. 
But you are still limited by your hand limit of 8.



PLAYING WITH TEAMS
You may play Chili Mafia in 
teams, if you can divide into 
teams with equal numbers 
of players. (For example, in a 
6-player game, you may play 
3 vs. 3, or 2 vs. 2 vs. 2). Team-based 
games include these changes:

During setup:
Sit in a way such that teammates 
do not sit next to each other. 

During the game, teammates may 
NOT discuss their moves or show 
each other their hands, but they 
MAY:
    Place entire Chili Gangs in front 
of each other.
    Add Chili Peppers to each 
other’s Chili Gangs. 
    Move the “Sweet Chili” freely 
between their team’s Chili Gangs. 
(Remember: you may NOT leave an 
incomplete Gang on the table.)
    Play the “Fuggedaboutit” 
Action card to protect a 
teammate’s Chili Pepper.

During the Dawn Raid, teammates 
may NOT show each other their 
hands, but they MAY:
   Rearrange, and/or merge 
together any or all of their team’s 
Chili Gangs.
   Add new Chili Peppers from their 
hands to each other’s Chili Gangs.
   Decide which Chili Gangs to 
leave in front of each teammate.
   Discuss their moves out loud.

2-PLAYER GAME

In a 2-player game, the following 
changes apply:
   During setup, do not draft cards 
(instead, use the 6 dealt cards). 
   You may only play 1 Hot card 
per turn.
   During your turn, you may 
discard 1 or more Hot cards from 
your hand, then draw a new card 
for each one you discarded.

GAME VARIATIONS
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Chili Mafia is part of the Lemery Games Globetrotter Series. 
Each suitcase (game box) takes secret agents (the players) to 
a new country, armed with the items necessary to complete an 
important secret mission. (Unfortunately, these missions never 
seem to go as planned...) Collect the entire series to play your 
way around the globe.
We ’re busy organizing future missions, and we need your help! 
Visit lemerygames.com for a sneak peek at our plans, and to 
vote on your next travel destination.

MEXICO



IF... you are attacked by a Hot card,  

YOU MAY... search the top 5 
cards of the draw deck. If you 

fi nd a „Fuggedaboutit” card, use it 
immediately OR keep it in your hand. 
Return the other cards to the top of 

the deck in their original order. 

LIFELINE

1/2

Play: anytime IF... a „Whack” or „Whack ‚Em” card eliminates 1 of your Chili Peppers,  
YOU MAY... discard 1 Chili Pepper up to a strength of 5 from the attacking Chili Gang.

KISS OF DEATH

1/1

Play: anytime

IF... a Chili Pepper is “Pinched,”

YOU MAY... Take the pinched Chili 

Pepper into your hand.*

*careful, you are still limited by your 

hand limit of 8.

BRIBE

1/1

Play: anytime

IF... the top card on the discard pile is a Chili Pepper,  

YOU MAY... shuffl e the discard pile and place it back on the table, face-up. Draw 3 cards. Take any Chili Peppers you fi nd. Discard the others you drew. 

BACKUP

1/2

Play: during your turn
IF... an opponent adds a Chili 

Pepper with a strength of 1-5 to an 

existing Chili Gang AND your hand 

allows you to create a new gang by 

using that Chili Pepper, 

YOU MAY... steal the Chili Pepper 

and immediately use it to form a 

new Chili gang.

Play: anytimeRECRUIT

1/1

GAME COMPONENTS
CHILI PEPPER MAFIOSI CARDS (X38)
Pepper X (x4)
Naga Viper (x5)
Madame Jeanette (x7)
Chipotle (x10)
Padrón (x12)

HOT PROPERTY CARDS  (X16)
Backup (x2)
Bribe (x1)
“Easy, Pal!” (x2)
Kiss of Death (x1)
Lifeline (x2)
Lucky Dime (x2)
Make a Deal (x2)
Reconsider (x1)
Recruit (x1)
Snoop (x2)

REFERENCE CARDS (x4)

PEPPER X

10 10

NAGA VIPER

9
9

MADAME JANETTE

7 7

CHIPOTLE

5 5

DE PADRÓN

4 4

IF... one of your Chili Peppers is 
attacked by a Hot card,  

YOU MAY... gather 1 or more Chili 
Peppers from your hand that add 

up to a strength of 5 or more. 
Discard the card(s) to use as a 

„Fuggedaboutit.”

“EASY, PAL!”

1/2

Play: during your turn IF... another player has at least 4 cards in their hand,  
YOU MAY... ask that player to give you 2 cards from their hand. Then give them 2 cards from your hand. 

*but not in the fi rst round.

MAKE A DEAL

1/2

Play: during your turn

IF... you have a „Shakedown” or 

„Booster” card in your hand,  

YOU MAY... look at another player’s 

hand before using your “Shakedown” 

or “Booster” card. If using the 

“Shakedown,” you may look at their 

hand while taking a card.

SNOOP

1/2

Play: during your turn

IF... a „Fuggedaboutit” neutralizes your attack,

YOU MAY... take your Hot card back into your hand. Note: The defending player must still discard the „Fuggedaboutit” card.

RECONSIDER

1/1

Play: during your turn
IF... you have 0 cards in your hand,  

YOU MAY... draw 1 card. If you draw 

a Chili Pepper, keep it and continue 

drawing (you choose when to stop). If 

you draw any card that is NOT a Chili 

Pepper, discard all the cards you drew. 

LUCKY DIME

1/2

Play: during your turn

ATTENTION! The Chili Mafia Goodfellas Expansion can only be played
with the Chili Mafia base game! 

The Goodfellas Expansion turns up the heat of the Chili Mafia base
game, so make sure you understand the base rules of Chili Mafia first. 

The expansion includes 2 parts: 
    5 new Chili Pepper mafiosi characters—each with their own special ability.
    10 Hot Property cards to give players new, sneaky moves.

Use these 2 parts separately, or combine them for an even spicier game!

GOODFELLAS EXPANSION FOR CHILI MAFIA
It’s gonna burn!
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THE HUNGARIAN

4
4

JALAPEÑO

5
5

CAROLINA REAPER

10
10

MORUGA SCORPION

9 9

HABANERO

7 7

DE PADRÓN

4 4

DE PADRÓN

4
4

CHIPOTLE

5 5

CHIPOTLE

5 5

THE DANCER
Moves freely between gangs.

You may move a “Dancer” card between Chili Gangs 
anytime during your turn, even if she leaves an 
incomplete Chili Gang behind. If playing in teams, you 
may move her between your Chili Gangs and your 
teammate’s Chili Gangs.

2-4 players: 4 of 8 cards | 5-8 players: 6 of 12 cards

THE GAMBLER
Allows you to draw 2 new cards.

Discard him (from your hand or from your Chili Gang) 
to draw 2 new cards.* Note: you may only discard 1 
Chipotle per turn.

2-4 players: 4 of 7 cards | 5-8 players: 5 of 10 cards
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SETUP

Setup for the Goodfellas Expansion
is the same as the base game
setup, with these changes:

    Give each player 1 of the
Goodfellas Expansion reference cards. 

    To play with new Chili Peppers: 
Before regular setup, take the 
base deck and remove all the Chili 
Pepper cards shown below. Return 
these Chili Peppers to the game 
box. Add the new Chili Pepper cards 
from the Goodfellas Expansion (not 
including the Hot Property cards). 
Then shuffle the deck. 

    To play with Hot Properties: 
Shuffle the Hot Properties deck
and place it face-down next to the 
draw deck.

Then continue with the normal setup. 

Note: If a certain Chili Pepper has a special ability, it does not mean every 
card of that type has the same ability.
Only cards with icons have these abilities.

NEW CHILI PEPPER ABILITIES

PEPPER X

10 10

NAGA VIPER

9 9

MADAME JANETTE

7 7

18



PEPPER X

10 10

THE OUTLAW
Cancels all other special abilities in his gang.

Members of the gang in which “The Outlaw” is present 
cannot use their special abilities.

2-4 players: 3 of 3 cards | 5-8 players: 4 of 4 cards

NAGA VIPER

9
9

THE LORD
If lost, he gives you 1 new card.

If you lose a “Lord” card due to ANY Hot card, draw 1 
card from the deck.*
2-4 players: 2 of 3 cards | 5-8 players: 3 of 5 cards

*When you obtain new cards this way, you do not have to play the card(s) 
immediately. But you are still limited by your hand limit of 8.

Hot Properties are another part of 
the Goodfellas Expansion. These 10 
special items can help you—if you 
can get your hands on them AND 
unlock their special powers.

During the game. 

1. Every time you form a new Chili 
Gang, draw 1 Hot Property from 
the deck. (Adding Chili Peppers to 
existing Chili Gangs or incomplete 
gangs, does not allow you to draw 
a Hot Property). 
2. Keep your property secret! After 
you draw a Hot Property card, keep 
it face-down in front of you (it is 
not a part of your hand). You may 
look at it anytime, but should keep it 
secret from the other players.
3. How to use a Hot Property card. 
    Some Hot Property cards may 
be played anytime, and others may 
only be played during your turn. 
Read the card for instructions. 
    To use the power of your Hot 
Property, certain conditions must 
be met. These conditions are 
listed on each card. For more 
details, see page 22.

THE WITCH
Can swap places with a rival gang member. 

When playing her from your hand, you may add her to 
your own Chili Gang, OR place her into an opposing 
gang and take whichever Chili Pepper you want from 
that gang. If so, you must immediately place that Chili 
Pepper into one of your existing Chili Gangs.

2-4 players: 2 of 5 cards | 5-8 players: 3 of 7 cards
MADAME JANETTE

7 7

HOT PROPERTIES 

    To use your Hot Property, flip 
over the card, complete the action, 
then place the card at the bottom 
of the Hot Property deck. Note: If 
you activate your Hot Property but 
it turns out that the condition was 
not actually met, you must still place 
that Hot Property at the bottom of 
the Hot Property deck, without your 
action being resolved.

During the Dawn Raid, you may not 
draw any new Hot Properties. 
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BACKUP (x2) | Play it: during your turn
IF... the top card on the discard pile is a Chili Pepper, 
YOU MAY… shuffle the discard pile and place it back 
on the table, face-up. Draw 3 cards. Take any Chili 
Peppers you find. Discard the others you drew.

BRIBE (x1) | Play it: anytime
IF... A Chili Pepper is “Pinched,”
YOU MAY… Take the pinched Chili Pepper into your hand.*

“EASY, PAL!” (x2) | Play it: anytime
IF... one of your Chili Peppers is attacked by a Hot card, 
YOU MAY… gather 1 or more Chili Peppers from your 
hand that add up to a strength of 5 or more. Discard the 
card(s) to use as a “Fuggedaboutit.”

KISS OF DEATH (x1) | Play it: anytime
IF... a “Whack” or “Whack ‘Em” card eliminates 1 of your 
Chili Peppers,
YOU MAY…  discard 1 Chili Pepper up to a strength of 5 
from the attacking Chili Gang.

LIFELINE (x2) | Play it: anytime
IF... you are attacked by a Hot card, 
YOU MAY… search the top 5 cards of the draw deck. If 
you find a “Fuggedaboutit” card, use it immediately OR 
keep it in your hand. Return the other cards to the top of 
the deck in their original order. 

IF... the top card on the discard pile is 

a Chili Pepper,  

YOU MAY... shuffl e the discard 

pile and place it back on the table, 

face-up. Draw 3 cards. Take any Chili 

Peppers you fi nd. Discard the others 

you drew. 

BACKUP
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Play: during your turn

IF... another player has at least 4 cards in their hand,  
YOU MAY... ask that player to give you 2 cards from their hand. Then give them 2 cards from your hand. 

*but not in the fi rst round.

MAKE A DEAL
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Play: during your turn

LUCKY DIME (x2) | Play it: during your turn
IF... you have 0 cards in your hand, 
YOU MAY… draw 1 card. If you draw a Chili Pepper, 
keep it and continue drawing (you choose when to 
stop). If you draw any card that is NOT a Chili Pepper, 
discard all the cards you drew.

MAKE A DEAL (x2) | Play it: during your turn (but not 
in the first round) 
IF... another player has at least 4 cards in their hand, 
YOU MAY… ask that player to give you 2 cards from 
their hand. Then give them 2 cards from your hand.

RECONSIDER (x1) | Play it: during your turn
IF... a “Fuggedaboutit” neutralizes your attack, 
YOU MAY... take your Hot card back into your hand. 
Note: The defending player must still discard the 
“Fuggedaboutit” card.

RECRUIT (x1) | Play it: anytime
IF... an opponent adds a Chili Pepper with a strength of 
1-5 to an existing Chili Gang AND your hand allows you 
to create a new gang by using that Chili Pepper, 
YOU MAY… steal the Chili Pepper and immediately use 
it to form a new Chili gang.

SNOOP (x2) | Play it: during your turn
IF... you have a “Shakedown” or “Booster” card in your hand,
YOU MAY… look at another player’s hand before using
your “Shakedown” or “Booster” card. If using the
“Shakedown,” you may look at their hand while
taking a card. 

SCORING
Game-end scoring is exactly the same as the Chili Mafia base game, but 
players discard their Hot Properties before scoring. 

IF... a Chili Pepper is “Pinched,”
YOU MAY... Take the pinched Chili Pepper into your hand.*

*careful, you are still limited by your hand limit of 8.

BRIBE
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Play: anytime

IF... one of your Chili Peppers is 

attacked by a Hot card,  

YOU MAY... gather 1 or more Chili 

Peppers from your hand that add 

up to a strength of 5 or more. 

Discard the card(s) to use as a 

„Fuggedabou
tit.”

“EASY, PAL!”
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Play: during your turn

IF... a „Whack” or „Whack ‚Em” card 
eliminates 1 of your Chili Peppers,  YOU MAY... discard 1 Chili Pepper 
up to a strength of 5 from the 

attacking Chili Gang.

KISS OF DEATH
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Play: anytime

IF... you are attacked by a Hot card,  

YOU MAY... search the top 5 

cards of the draw deck. If you 

fi nd a „Fuggedaboutit” card, use it 

immediately OR keep it in your hand. 

Return the other cards to the top of 

the deck in their original order. 

LIFELINE
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Play: anytime

IF... you have 0 cards in your hand,  YOU MAY... draw 1 card. If you draw 

a Chili Pepper, keep it and continue 

drawing (you choose when to stop). If 

you draw any card that is NOT a Chili 

Pepper, discard all the cards you drew. 

LUCKY DIME
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Play: during your turn

IF... a „Fuggedaboutit” neutralizes 

your attack,

YOU MAY... take your Hot card back 

into your hand. Note: The defending 

player must still discard the 

„Fuggedaboutit” card.

RECONSIDER
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Play: during your turn

IF... an opponent adds a Chili 
Pepper with a strength of 1-5 to an 
existing Chili Gang AND your hand 

allows you to create a new gang by 
using that Chili Pepper, YOU MAY... steal the Chili Pepper 

and immediately use it to form a 
new Chili gang.

Play: anytime

RECRUIT
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IF... you have a „Shakedown” or 

„Booster” card in your hand,  

YOU MAY... look at another player’s 

hand before using your “Shakedown” 

or “Booster” card. If using the 

“Shakedown,” you may look at their 

hand while taking a card.

SNOOP
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Play: during your turn
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Special thanks to Jamey Stegmaier 
for his priceless Kickstarter and 
tabletop gaming blog, Joe Slack for 
his insightful book: The Board Game 
Designer’s Guide, Gabe Barrett for 
his amazing Board Game Design 
Lab community on Facebook, the 
Backerkit Team for their resourceful 
webinars, and Zoltán Kálmán Pap 
for all his valuable tips!
Thank you to all of our playtesters! 
Special thanks to our families, 
Alexei Menardo, Dávid Béres, 
Hajnal Adél Petrás, Péter Szöllősi, 
Balázs Pásztor, Attila Gallai, Dr. 
Miklós Varga, Fanni Kisvárday-
Kurcz, Ákos Kisvárday-Pap, Zsófia 
Fűzy-Richter, Tamás Fűzy, Beatrix 
Xénia Szaból, Veronika Szita, Éva 
Anna Dózsa, Balázs Cseh, Fanni 
Fenyvesi-Dorkó, Dorka Király, Péter 
Kurdi, Rita Bayer, Balázs Kasza, 
and Zsombor Mátó.

Thank you to all the Content 
Creators who helped spread the 
word about Chili Mafia, and each 
of our [X] Kickstarter backers who 
helped bring Chili Mafia to life!
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