


CHICAGO

Hog Butcher for the World,
Tool Maker, Stacker of Wheat,
Player with Railroads and the Nation's Freight Handler;

Stormy, husky, brawling,
City of the Big Shoulders:

They tell me you are wicked and I believe them, for I have seen your
painted women under the gas lamps luring the farm boys.

And they tell me you are crooked and I answer: Yes, it is true | have
seen the gunman kill and go free to kill again.

And they tell me you are brutal and my reply is: On the faces of
women and children I have seen the marks of wanton hunger.

And having answered so I turn once more to those who sneer at this
my city, and I give them back the sneer and say to them:

Come and show me another city with lifted head singing so proud to
be alive and coarse and strong and cunning.

Flinging magnetic curses amid the toil of piling job on job, here is a
tall bold slugger set vivid against the little soft cities;

Fierce as a dog with tongue lapping for action, cunning as a savage
pitted against the wilderness,

Bareheaded,

Shoveling,

Wrecking,

Planning,

Building, breaking, rebuilding,
Under the smoke, dust all over his mouth, laughing with white teeth,
Under the terrible burden of destiny laughing as a young man laughs,

Laughing even as an ignorant fighter laughs who has never lost a
battle,

Bragging and laughing that under his wrist is the pulse, and under
his ribs the heart of the people,

Laughing!
Laughing the stormy, husky, brawling laughter of youth, half-naked,
sweating, proud to be Hog Butcher, Tool Maker, Stacker of

Wheat, Player with Railroads and Freight Handler to the
Nation.

~ Carl Sandburg (1914)
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GAME OVERVIEW
e

After the great Chicago Fire of 1871, the people of
Chicago set out to rebuild their once-great city. Over

the next 50 years Chicago experienced an economic
golden age, making such great progress that it hosted
the World's Columbian Exposition in 1893, followed not
long after by a celebration of its Century of Progress at

The World's Fair in 1933.

Many of the household brands we've come to know and
love today had their start in Chicago during this time
period; Oscar Mayer, Quaker Oats, Swift & Co, Armour
& Co, Schwinn Bicycles, Cracker Jack, and many others
made a home here in this tall, bold slugger.

In City of the Big Shoulders you will take on the role of
an investor. You will start new companies, trade in shares,
hire employees, equip factories, produce Goods and sell
them to be delivered to homes across the Midwest.

You will experience Chicago’s rebirth over five Decades.
Each Decade consists of five unique phases: A Stock
Phase in which you buy and sell stock; a Building Phase
in which you place new action spaces on the board; an
Action Phase in which you send out your Partners across
the city to make deals on behalf of your companies; an
Operating Phase in which your companies buy resources,
produce Goods, and ship them out of Chicago; and
finally a Cleanup Phase in which the board is set up for
the following Decade. At the end of the fifth Decade,
the game ends. You then exchange shares that you have
purchased over the course of the game for cash, receive
rewards for public goals you have accomplished, and
tally your money to determine who is Chicago's greatest
resident, the winner of the game.

GAME OBJECTIVE

= el

The goal is simple: Get as rich as you can, as fast as you can. You start the game with a small amount of money.

Over the course of the game you will use your personal money to start new companies and to invest into companies
belonging to other players. As those companies grow they will Pay Dividends to the players who hold shares in them;
accordingly, the value of those shares will improve. You will then use that money to purchase more shares and the cycle
repeats throughout the game. At the end of the game, you will sell your shares to the bank according to each company’s

final share value. Then the player with the most money wins the game.
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GAME SETUP

Place the game board on the table
and place the Decade marker on
the Decade marked 1875 on the
game board.

Place the Phase marker on
the Stock Phase space on the
game board.

Separate the 24 Demand Tiles
into 4 separate piles of 6 tiles,
based on the number of pips on
the back of each tile. Shuffle each
pile separately. Place the #4 pile
face down next to the game board.
Place the #3 pile face-down on top
of the #4 pile. Repeat this for the
#2 and #1 piles to form a single
face-down Demand deck. Place
this deck somewhere near the left
side of the board.

2 Player Games: Remove all the
Demand Tiles labeled for 3 and 4

players as indicated on the bottom of
the tiles.

3 Player Games: Remove all the
Demand Tiles labeled for 4 players as

indicated on the bottom of the tiles.

4 Player Games: Play with all the
provided Demand Tiles.

Starting with the top-right space
in the Demand Area fill each
column as shown, by drawing
cards from the Demand deck
and placing them face up on
each space.
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Separate the 5 starting &
Capital Asset tiles from the rest.
Place the Capital Asset titled
“Brilliant Marketing” onto

the $80 space, then shuffle the
remaining 4 tiles and randomly
place them face-up on the spaces
labeled $40 through $70. Finally,
shuffle the remaining Capital
Asset tiles into a single deck and
place them on the Capital Asset
deck space on the game board.

Shuffle the 10 Goal cards, and
randomly draw 5 of them, placing
them face-up near the game board.
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o Separate the Buildings according

to their era (as listed by the pips on
the back of the tiles) into 3 separate
Building decks. Then shuffle each
deck and place each of them on the
appropriate draw deck space on the
game board.

2 Player Games: Remove all of the
Buildings labeled for 3 and 4 player games
as indicated on the bottom of the tiles.

3 Player Games: Remove all of the
Buildings labeled for 4 player games as
indicated on the bottom of the tiles.

4 Player Games: Play with all the
provided Buildings.
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Set aside two resources of each Place 4 Workers on the 4 Deal 3 Buildings from the Era |
type and place them on the darkened Worker spaces on the Building deck to each player.
Haymarket Square space on Job Market near the $40 space.

@ Give each player $175 from
the bank, a player aid and two

Partners in their preferred color.
Place one Partner of each player's
color onto the 3rd empty space
of the Building track and one
Partner of each player's color next
to the Appeal track.

@ Give each player a Stock Bump
Guide. Then each player will

choose their starting companies
as described on page 12.

the game board. Then place all

rema]n]_ng resources in the bag. Place the WOI'kEI'S, Managers,

Salespersons, Goods and
Automation Token supplies near

o Give the bag a good shake.
the board within range of all

Then draw 3 resources from the
bag and place them onto each
resource space near the top of the
game board, including the space
marked with an X.

players. Place the Appeal Bonus
Goods Tokens near the board.

Place the money from the bank
near the board within range of
all players.
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