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The Living Room Games logo is a Trademark of Living Room Games, Inc. A Complete Mafia for d20 adventure for two to four mid level Family Associates or Made Guys written by Tony DiGerolamo.  Visit www.lrgames.com to download player characters and some maps or consult Tony DiGerolamo’s Complete Mafia for d20 rulebook from Living Room Games to build your own.  

FOR THE GM ONLY:  This adventure pits one crew of wiseguys or made guys against another.  If the characters are from different families, try to split them evenly for the adventure or alternatively, the players can all be on the same side trying to beat the NPC’s.  Each section of the adventure is numbered 1 or 2.  For characters in the first group, only use the descriptions under 1.  For the second group, only use the descriptions under 2.

1. Set-up:  (The first set up should be for the Cavalieres, since they have the most to lose or gain from sports gambling.  If all three families are involved, combine the Cavalieres and Jordanos.)  Christopher Napoli, a soldier from the Cavaliere Family (Christopher is from Columbus Day Picnic and Saint Anthony’s Carnival.  If he is dead or unavailable, use the same stats except that it is his younger brother, Carlo Napoli) has called a meeting with you and your associates at your usual hang out on Wednesday at midnight.
 
“Hey fellas, how ya doin’?  Sorry ta bother yas, I know yer busy.  I’m always busy.  Life is tough, ya know?  Anyhow, Boss Jo-Jo has got some work for yas.  Can we talk privately in here?”  (Let the PC’s take any precautions they’d like.  Christopher is being cautious.  He won’t talk with anyone that has the “Untrustworthy” or “Bad Rep” weakness unless someone vouches for them.)
“Ya know its football season and Boss Jo-Jo has a lot of money riding on the New Milan Brigands playoff game.  We had an “arrangement” with Hail Mary Hank to shave some points.”
You know Hail Mary Hank has been the quarterback for the New Milan Brigands for three seasons.  Most sports writers pegged him as a wash out, but this year Hank made a comeback.

“Now suddenly Hank thinks he can win the Super Bowl.  Well, we don’t want the Brigands in the Super Bowl, so Hank is gonna have a little accident.  That’s where you come in.  We gotta make sure Hank gets the message, but we don’t want him dead and we don’t want him unable to play.  This might anger the Magoladros.  They have some money invested in the Brigands in their operations out west.  If you see any Magoladros, they are probably protecting Hank.  Watch out for them.  Cabiche?”

2. Set-up:  (The second set up should probably be for the Magoladros or the largest family in the campaign.)  Franco Magoladro, a soldier and grand nephew of Don Ernesto Magoladro, has called a meeting with you and your associates at your usual hang out on Wednesday at midnight.  Franco, as always, is flanked by two wiseguy bodyguards.


“Gentlemen, I apologize for the abruptness of this meeting.  As you may or may not be aware, the Magoladros control certain business interests out west with regards to sports gambling.  In New Milan, most of the operations are run by the Cavaliere Family, not so elsewhere.  Don Ernesto has personally requested you for this assignment.  I assume he can count on you?”  (Let the PC’s accept, if they decline, they lose 200 Respect and the adventure is over.)

“Boss Ernesto is a fan of the home team and he’d like to see the New Milan Brigands in the playoffs.  We have heard, through intermediaries, that certain individuals, possibly the Cavalieres, are seeking to harm the quarterback, Hail Mary Hank.  The Don would like to see that he continues his comeback season.  He would like you all to personally guard Hank until the game and see to it that no harm comes to him.  I’m sure you’re quite capable in this area.  Any questions?”

Likely Questions from the PC’s:

How much do we get paid?  “15 Wealth, but only if you do a good job.”  (The PC’s can’t negotiate anything higher, but Christopher or Franco will make vague promises about “something extra” if they do a real good job.  This is a lie.)
When is the playoff game?  “Four days from now.  Until then, Hank will be at the fitness center at the Booster Dome or his house.”

Where does Hank live?  “He’s got a mansion in Bianca Meadows.  The security’s pretty decent.  Video cameras and a silent alarm.”

Does Hank have any security?  “There’s a security detail at the Booster Dome, but he doesn’t have a bodyguard, unless you count the other players he hangs out with.”

Where does Hank go?  What does he do?  “Hank likes to go to strip clubs with the other players.  He’s blown a lot of money in our places.”

1.  What do you  consider a good job?  “Injured but not too injured.”   Reduce his hit points below 25%, but more than 50%.
1.  Does Hank know we’re lookin’ for him?  “Yeah, so security is going to be tight.  If you do anything at the Booster Dome be discreet or fast.  That place is crawlin’ with security.  You’d better not get caught.  The Family can’t get connected to this.”

1.  What do we do about the Magoladros?  “If they’re made guys, avoid them as much as possible.  We don’t want them to know nuthin’ either.  If they’re wiseguys, what do I care?  Just make sure Hank gets messed up.”

2.  What do you  consider a good job?  “Nothing better happen to Hank until the game.”  No injuries.  Although less than 25 % damage will probably be okay.
2.  Does Hank know he’ll have protection?  “No and don’t let him know.  No one can know about the Family’s connection to this.”

2. What Cavalieres might want to hurt him?  “We don’t know specifics.  They’ll probably send some soldiers.  Just be wary of any wiseguy you see that ain’t with you.”
2. What do we do about guys that want to hurt Hank?  “If they’re made guys, try not to hurt ‘em.  If they’re wiseguys, I don’t give a fuck.  Just make sure they don’t hurt Hank.”

FOR THE GM ONLY:  Running the Families against each other:  This is complicated adventure that can be run with either one, two or three groups of players.  The third group would be the Jordanos, who would find out about both families and try to play one off the other for the most profit.  Since Hank likes visiting strip joints, the Jordanos will probably get a hold of him first.  To physically run the game, the GM should set up “stations” for the players to pass the time while you deal with each group individually.  Try to give them equal time and then rotate the players when necessary.  Suggestions for side rooms include: A food area where the PC’s can plan until it is their turn, a video game console or a computer connected to the internet so players can ask questions online in our forum at www.lrgames.com.  Having the players watch television is usually a bad idea, since it will take them too far out of the game.  If the GM runs three groups, he should amend the instructions above, telling Jordano players that they heard this as rumor on the streets.
Locating Hank:  This requires a DC 15 Investigate check, a DC 12 Knowledge (current events) or a DC 10 Computer Use check.  Additionally, a Media or Entertainment Connection will be able to track down Hank in an hour.  If all else fails, the players can call the New Milan Brigands direct and make a DC 20 Bluff or a DC 23 Diplomacy check to get the info, but they’ll need a good story to tell the team’s representatives.  This only works if Hank is somewhere in or near the Booster Dome.  If he’s at a strip club, a DC 20 Knowledge (Streetwise) check will reveal his location.  Additionally, each plus of Run a Brothel is a bonus to the check.
Hank’s Schedule: Thursday:  
9AM:  Hank gets up.  He drives his kids to school.

9:30AM:  From the school, he drives to New Milan.

10:45AM: He arrives at the Booster Dome and heads into the fitness facility.

1:00PM:  Hank relaxes after his work out and takes a soak.

1:20PM:  He grabs a shower, dries off and gets dressed.

1:45PM:  Hank hangs out in the locker room with the other players.

2:00PM:  Player meeting with coach.  Lunch is served.

2:45PM:  Players watch highlights of previous games.
3:15PM:  Regular practice on the field.

4:30PM:  Team hits the showers.

5:00PM: Players start to prepare to leave.

5:15PM: Hank exits to parking lot with two line backers: Eddie Rifkin and Dwight Vendel, also on the Brigands.

5:20PM: Hank drives into New Milan.

5:35PM:  The group arrives at Rooster’s Sports Bar 4404 N. Broad Ave.  They have dinner.
7:20PM:  The group drives to an upscale Condominium Complex at Bishop Condominiums, 135 E. 34th Street, #220B, Dwight Vendel’s residence.  Eddie lives in the same building at #242A two floors up.  The group relaxes, grabs a shower and changes in good clothes.
9:30PM:  A towncar arrives.  The group gets in.

10:00PM:  The group arrives at the V Gentlemen’s Club (Area E on the New Milan map.) 4803 N. White Ave.  They are shown to the VIP room.

Friday

2:15AM:  Drunk and disorderly, the group is escorted to the parking lot to waiting cabs.  They go home.  
3:45AM:  Hank arrives home.  He gets into an argument with his wife.  He hits her.  She goes down and cries, but then Hank apologies and they go to bed.

9AM:  Hank gets up.  He drives his kids to school.

9:30AM:  From the school, he drives to New Milan.

10:45AM: He arrives at the Booster Dome and heads into the fitness facility.

1:00PM:  Hank relaxes after his work out and takes a soak.

1:20PM:  He grabs a shower, dries off and gets dressed.

1:45PM:  Hank hangs out in the locker room with the other players.

2:00PM:  Player meeting with coach.  Lunch is served.

2:45PM:  Players watch highlights of previous games.

3:15PM:  Regular practice on the field.

4:30PM:  Team hits the showers.

5:00PM: Players start to prepare to leave.

5:15PM: Hank exits to parking lot alone and gets into his car.

6:00PM:  Hank arrives at La Roma 1504 N. Raspberry Ave. (This is from the Stick Up Junkies adventure.)  He meets his agent, Kurt Shoenstein.
7:45PM:  The agent pays for their meal.  They both get into Hank’s car and leave.
8:00PM:  The duo arrive at the Seidman Office Plaza (Area JJ on the New Milan map) 801 E. 29th Street.  Shoenstein Associates is on the 17th Floor.  They go into Kurt’s office to discuss business and sign some papers.

8:45PM:  Hank calls Dwight.  They decided to meet up.

9:15PM:  Hank meets Eddie, Dwight and three other players at Jiggles (Area LL on the New Milan map.) 4605 N. Victor Ave.

Saturday

12:30AM:  Hank, Dwight, Eddie and two of the three other players pile into Hank’s car.

12:50AM:  The group checks in at the Wyatt Regal Hotel on 700 S. Chapel Ave.  They rent two adjoining expensive suites.

1:30AM:  Four escorts from Elegant Escorts arrive in two cars.  They are driven by two Jordano wiseguys.

4:00AM:  The girls leave and the Jordanos wiseguys drive them back to the service.

Noon:  Hank wakes up and realizes he’s overslept.  He calls his wife, but she’s not home.  He gets a shower and gets dressed.

12:20PM:  Hank gets into his car alone and drives out of the hotel parking lot.

2:05PM:  Hank arrives back at his house.  After a few frantic minutes, he finds an invitation to a neighbor’s barbecue four blocks away.  He begins to walk there.

2:15PM:  Hank arrives at the barbecue and finds his wife and kids.  There is a lot of tension between Hank and his wife.  The whole neighborhood is invited and there is no security.

2:45PM:  Hank and his wife get into an argument.  Frustrated, Hank storms away and leaves the barbecue.

2:55PM:  Hank arrives back at his house.  He calls Dwight and talks to him on the phone.

3:45PM:  Hank’s wife and kids return home.  Hank plays with the kids.  His wife goes into the bedroom and talks to her sister on the phone.

4:30PM:  Dwight arrives at the house.  He talks to Hank in his den.

5:00PM:  The kids are sent into the backyard to play, while Dwight arbitrates an argument between Hank and his wife.

6:00PM:  Dwight seemingly settles the argument.  The kids come back inside and the group orders pizza.

6:30PM:  The pizza man arrives.  Hank pays him and takes the pizza.  Dwight and the family eat.

7:15PM:  Hank and Dwight go out into the garage and have a beer.  They talk some more.  The garage is open to the street.

8:30PM:  Dwight hugs Hank and then leaves.  Hank cleans up the garage.

8:45PM:  The kids come into the garage to say goodnight to Hank.  He kisses them and his wife sends them to bed.

9:00PM:  Hank rereads the instructions on a toolshed that he is building.  He starts working on it.

10:45PM:  Hank builds some of the toolshed, but gets bored and goes inside to watch TV with his wife.

11:30PM:  Hank kisses his wife and goes to bed.

Sunday

12:45AM:  Hank’s wife goes to bed.

9:00AM:  Hank gets up.  The family has breakfast.

10:30AM:  Hank leaves.

Noon:  Hank arrives at the Booster Dome.  He gets dressed and gets warmed up with the other players.

1:00PM:  The coach goes over some plays with Hank and the players.  They have a light lunch.

2:00PM:  With some time to kill, Hank, Eddie and two other players sign autographs for fans.  Mostly, they sign the bodies of young, hot female fans.

2:30PM:  An assistant coach catches Hank, Eddie and the two other players and ushers them back into the players’ area.

3:10PM:  The team huddles for a pep rally from the coach.

3:30PM:  The New Milan Brigands take the field.

Hail Mary Hank Jefferson (29): 1st level Fast Mook/8th level Professional Athlete 

Str: 16/+3, Int: 11/+0, Wis: 10/+0, Dex: 18/+4, Con: 17/+3, Cha: 15/+2, Defense 21, 73 HP, Attack Bonus: +8/+3, Fort: +4, Ref: +7, Will: +3, Skills: +10 Bluff, +8 Diplomacy, +11 Concentration, +9 Climb, +9 Swim, +7 Sense Weakness, +5 Hide Motive, +7 Knowledge (Current Events), +8 Sex, +5 Sense Motive, +7 Intimidate, +12 Knowledge (Tactics), +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Athletic, Lightning Reflexes, Brawl, Legendary Rep, Weaknesses:  Sex Addict, Violent Temper, Gambling Addict, Respect: 885, Bank: 150, Talent: Evasion, Star Athlete, Bob & Weave, Hard Body, Team Leader, Dedicated to Victory, Sports Star, Wealth Bonus: +25 (Hank is in over his head and he isn’t dealing with it well.  His marriage is hanging by a thread.)  Weapon of Choice:  fists

Hank’s Car

Vehicle

Crew
Pass
Cargo

Init
Man
Top
Def
Hrd
HP
Sz     Purchase DC

Chevy Sub.
  1
8
500 lbs.
-2
-2
175 (17) 8
5
38
H
30

Eddie Rifkin (25) & Dwight Vendel (24): 2nd Strong Mook/6th level Professional Athlete 

Str: 18/+4, Int: 11/+0, Wis: 11/+0, Dex: 15/+2, Con: 17/+3, Cha: 14/+2, Defense 18, 64 HP, Attack Bonus: +10/+5, Fort: +8, Ref: +4, Will: +3, Skills: +10 Bluff, +8 Diplomacy, +11 Concentration, +9 Climb, +9 Swim, +9 Sense Weakness, +5 Hide Motive, +7 Knowledge (Current Events), +4 Sex, +5 Sense Motive, +7 Intimidate, +8 Knowledge (Tactics), +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Athletic, Great Fortitude, Brawl, Improved Brawl, Weaknesses:  Sex Addict, Oblivious to Danger, Respect: 800, Bank: 80, Talent: Ignore Hardness, Star Athlete, Bob & Weave, Hard Body, Team Leader, Wealth Bonus: +27 (Eddie and Dwight are single and still party like they just got out of college.)  Weapon of Choice:  fists

Average New Milan Brigand: 2nd Strong Mook/5th level Professional Athlete 

Str: 18/+4, Int: 11/+0, Wis: 11/+0, Dex: 15/+2, Con: 17/+3, Cha: 14/+2, Defense 18, 64 HP, Attack Bonus: +10/+5, Fort: +8, Ref: +4, Will: +3, Skills: +10 Bluff, +8 Diplomacy, +11 Concentration, +9 Climb, +9 Swim, +9 Sense Weakness, +5 Hide Motive, +7 Knowledge (Current Events), +4 Sex, +5 Sense Motive, +7 Intimidate, +8 Knowledge (Tactics), +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Athletic, Great Fortitude, Brawl, Weaknesses:  Excess Addict, Respect: 700, Bank: 50, Talent: Ignore Hardness, Star Athlete, Bob & Weave, Hard Body, Team Leader, Wealth Bonus: +24 (The New Milan Brigands like to party.  They sometimes get out of hand.)  Weapon of Choice:  fists

2nd level Dedicated Mook: Kurt Shoenstein (31)

Str: 14/+2, Int: 13/+1, Wis: 16/+3, Dex: 14/+2, Con: 10/+0, Cha: 16/+3, Defense 12, 13 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +8 Knowledge (Civics), +9 Knowledge (Business), +5 Craft (visual arts), +6 Sense Motive, +6 Investigate,  +6 Diplomacy, +4 Treat Injury, +6 Investigate, Feats:  Simple Weapon Proficiency, Educated, Media Connection, Creative, Corporate Connection, Weaknesses:  Family Guilt, Respect: 200, Bank: 60, Talent: Skill Emphasis (Knowledge Business), Wealth Bonus: +26 (Kurt is extremely loyal to Hank and wants to see him overcome his problems.  He considers himself Hank’s best friend.) Weapon of Choice:  fists

RIVAL CREW:  If the GM uses a group of NPC’s for a rival crew, there are several outlined under “100 NPC’s for your Complete Mafia Campaign.”  If the PC’s are wiseguys, use the wiseguy crew or you can use Manny “Pasta” Pertrucci’s crew from Saint Anthony’s Carnival or Columbus Day Picnic.  Below is a group that can be used for a potential rival crew:  Tommy and Silvio from Columbus Day Picnic, Jeff from Joey & Gina’s Wedding and Vito and Frank from The Blame Game.  If you need a headquarters for the group, you can use Martini’s Bar at 3711 N. Main Ave.  If the PC’s are hunting Hank, the rival crew will intercede to help.  If the opposite is true, they will follow Hank until he is alone and then jump him.
Crew’s Vehicle

Vehicle

Crew
Pass
Cargo

Init
Man
Top
Def
Hrd
HP
Sz     Purchase DC

Chevy Astro Van  1
7
800 lbs.
-2
-3
190 (19) 8
5
36
H
30

2nd level Fast Mook/3rd Level Family Associate/Wiseguy/5th level Soldier: Tommy Tutori (32)

Str: 13/+2, Int: 13/+1, Wis: 10/+0, Dex: 15/+3, Con: 12/+1, Cha: 15/+3, Defense 19, 56 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +8 Knowledge (streetwise), +3 Shake Down, +6 Beat, +8 Sense Motive, +6 Exploit, +4 Hide, +5 Move Silently, +3 Hide Motive, +7 Drive, +5 Sense Motive, +8 Diplomacy, +5 Intimidate, +1 Sex, +3 Gather Information, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Business Connection, Good Earner, Police Connection, Lasting Threat, Weaknesses: Short Fuse, Smoking Addict and Pushover, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 980, Bank: 230, Wealth Bonus: +15 (Tommy dislikes confrontation, but tends to snap at people that don’t immediately capitulate to his will.  Although Tommy has the Pushover weakness, the PC’s will infuriate him if they don’t treat him with respect.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

2nd level Fast Mook/3rd Level Family Associate/Wiseguy: Silvio L'oscurità (28)

Str: 13/+1, Int: 11/+0, Wis: 11/+1, Dex: 16/+3, Con: 14/+2, Cha: 13/+1, Defense 17, 38 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +5 Knowledge (streetwise), +2 Cheat, +4 Bribe, +6 Shake Down, +5 Beat, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +7 Drive, +6 Sense Weakness, +6 Diplomacy, +3 Intimidate, +4 Destroy Evidence, +2 Gamble, +3 Gather Information, +5 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearm Proficiency, Prison Veteran, Weaknesses:  Impatient, Violent Temper, Respect: 500, Bank: 80, Talent: Evasion, Know Respect, Balls, Wealth Bonus: +2 (Silvio had a rough time in prison.  He’s convinced the PC owes him big time.  If the PC in question shows him anything but respect, he’s likely to snap and beat the PC to a pulp.) Weapon of Choice:  fists.

Jeff Vivaldi (38) 2nd level Strong Mook/3rd Level Family Associate/Wiseguy 

Str: 15/+2, Int: 12/+1, Wis: 12/+1, Dex: 12/+1, Con: 14/+2, Cha: 10/+0, Defense 13, 31 HP, Attack Bonus: +5, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Bluff, +2 Knowledge (streetwise), +3 Drive, +5 Shake Down, +5 Beat, +4 Sense Motive, +4 Exploit, +4 Hide Motive, +4 Sleight of Hand, +3 Sense Weakness, +2 Diplomacy, +5 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Prison Connection, Weaknesses: Love Addict, Aggressively Dominant, Violent Temper, Respect: 425, Bank: 60, Talent: Extreme Effort, Know Respect, Balls, Wealth Bonus: +15  (Jeff is insanely jealous of the PC that had sex with his wife.  He won’t rest until he can ruin that PC’s career or return the favor.)  Weapon of Choice:  brass knuckles

Vito Bonnadella (30): 2nd level Tough Mook/4th Level Family Associate/Wiseguy/1st level Soldier 

Str: 14/+2, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 13/+2, Defense 16, 52 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +3, Skills:  +5 Bluff, +4 Knowledge (streetwise), +2 Listen, +3 Cheat, +4 Bribe, +3 Shake Down, +5 Beat, +5 Sense Motive, +4 Exploit, +3 Hide Motive, +5 Professional Criminal, +3 Disable Device, +3 Sense Motive, +5 Diplomacy, +7 Intimidate, +3 Gamble, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Legitimate Businessman, Weaknesses: *Over Emotional, Vindictive, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 150, Wealth Bonus: +16 (Vito is a good soldier, but he sometimes let’s his emotions get the better of him.  His motto is, “Don’t get mad, get even”.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Frank DiFrillo (34): 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Booking Agent”

Str: 12/+1, Int: 13/+1, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 12/+1, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +10 Gamble, +6 Bluff, +1 Knowledge (streetwise), +6 Cheat, +5 Shake Down, +3 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Sleight of Hand, +3 Sense Weakness, +4 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Deceptive, Personal Firearms Proficiency, Police Connection, Weaknesses: Gambling Addict, Sentimental, Talent:  Skill Emphasis: Gambling, Know Respect, Balls, Absolute Loyalty, Respect: 675, Bank: 100, Wealth Bonus: +5  (Frank spends almost as much time betting money as he does collecting it from bettors.  He always takes care of his friends.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Awards:




Experience
Respect Points
Suspicion Index Points

Finding Hank




200
1) Beating Hank on Thursday


1800

15



+6

1) Beating Hank on Friday


900

15



+6

1) Beating Hank on Saturday


900

15



+6

1) Beating Hank on Sunday


1200

15



+6

1) Beating Dwight or Eddie


800

15



+6
1) Beating another athlete


700

15



+6
1) Killing an athlete



900

-25



+10

1) Hurting Hank without being seen

2400

25



+3

2) Hank is unharmed



1800

10

2) Rival Crew driven off


1000

25



+3

2) Rival Crew killed



1000 per guy
25 per guy


+5 per guy

2) Hiring guys to hurt Hank successfully
1800

25



+1
2) Hiring guys to hurt Hank unsuccessfully
900

-25



+9

1  Wealth Award:  Assuming Hank is unharmed, the PC’s get all 15 Wealth.  If they make a DC 15 Diplomacy check, they can get an additional 1d6.  If Hank is even slightly injured, they can raise to 16.

2  Wealth Award:  Assuming Hank is harmed, the PC’s get all 15 Wealth.  If additional athletes were also harmed, they gain an extra 2 Wealth each.
