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A Complete Mafia for d20 adventure for more established characters 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 is more of a short springboard for a custom-made attack on the PC’s.  Johnny “Get Out” and his crew are setting up the PC’s to start a war between them and the Bondinos.  The GM might substitute another rival crew or the situation might change according to the PC’s campaign.  This adventure is designed to test the PC’s defenses for their own operations.  It’s good to run when they are more established and have some things to lose.
Set-up:  Sam Zotti is a soldier in the crew of Johnny “Get Out” DiSeizo.  Your crew and Johnny’s crew do not get along.  Nevertheless, they are part of your family and the Underboss has given you the heads up that they will be by with an errand for you to run.  (See Johnny “Get Out”.  The GM should run this adventure second and it is assumed that some or all of Johnny’s crew survived.)  Carmine showed up unexpectedly to your usual hang out to deliver the message on Thursday.

“Oh, is this where losers hang out?” greets Sam with a smile.  “You guys oughta hang a sign to let people know so they can avoid this place.”  (Sam is taunting the PC’s, but he’s not itching for a fight.  Make the usual weakness checks.  Anyone that fails a weakness checks loses 1d20 Respect points.  Sam will taunt the PC’s as long as he can get away with it.  He’ll try and make them loose as many respect points as he can.)

“So, uh, the family has a deal with the Bondinos goin’.  They got their hooks in this car track just out of town.  The family is takin’ action on the race, but they’d like to make sure the action goes their way.  Go down to the track, meet the Bondinos, give ‘em a package and sabotage Car 53.  Feel free to place your own bet.  Any questions?”  (Sam won’t volunteer information.  He and his Capo want to see the PC’s screw up.)
Likely questions for the PC’s:
Where do we find the Bondinos?  “They hang out in the storage room behind the concession stand.  They have an office there.”
What’s in it for us?  “Are ya stupid?  Ya sabotage the race and bet against 53.  How hard can that be?”

Where is Car 53?  or Where is the car track?  “Take the Northside Highway out of the city.  It’s just off of exit 39.  You’ll see a sign for the Super Action Raceway.  Each car has a garage.  All you gotta do is sneak in and do some damage.”
What kind of damage should we do to the car?  “Well, it’s gotta start.  Nuthin’ too obvious.  If I were you, I’d loosen some of the lugs on one of the wheels.  Once he gets up to speed, it should fall off and that’ll be all she wrote, heh-heh.”
When do we do this?  “The race is this Saturday at 2pm.  They’ll check the car over and over before then.  You gotta do it at the track.”

How do we collect on our bet?  “Don’t worry, the Cavalieres are takin’ action on the race.  They’re in on it, of course.  You guys can make bets, but don’t go nuts.  Whatever you do, don’t tell anybody or the place will be jammed with bettors.”
Why do we have to meet the Bondinos?  “You gotta deliver them a package.  Here.  Don’t open it.”

Are the Bondinos in on the sabotage?  “How would I know?  I’m just doin’ what I was told.  If I were you, I’d keep my mouth shut.”
How do we get access to the car?  “The Bondinos have the run of the place.  Just act like one of their zips and no one will stop you from goin’ anywhere.”

FOR THE GM ONLY:  What’s really going on:  The PC’s Underboss wants them to deliver a package and that’s it.  Johnny and Sam cooked up this scheme to make money and possibly get the characters in trouble.  Their families really won’t care about the bet.  They’ll just assume that the characters came up with this scheme on their own.  The Bondinos will be furious if and when they find out about this.  They have a big bet on Car 53.

Sam Zotti (22): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier

Str: 12/+1, Int: 10/+0, Wis: 10/+0, Dex: 15/+2, Con: 14/+2, Cha: 13/+1, Defense 17, 39 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Disable Device, +3 Repair, +4 Run a Brothel, +3 Sense Weakness, +2 Sense Motive, +2 Exploit, +4 Destroy Evidence, +3 Drive, +3 Sense Weakness, +3 Diplomacy, +7 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Weaknesses: Oblivious to Danger, Smoking Addict, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 100, Wealth Bonus: +12  (Sam is Binky’s fearless apprentice.  If the group is in a car, he’ll be driving.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Contacting the Underboss:  Your underboss is too busy to answer your questions, but his representatives assure you he wants you to deliver the package.  (If the PC’s make a DC 16 Diplomacy check, they’ll allow them to open the package and confirm the contents of 18 Wealth.  It’s all there.  They will neither confirm nor deny the fixing of the race over the phone.)
DC 25 Knowledge Streetwise or Other Family Connection (The Bondinos):  The Bondinos now own a percentage of the Super Action Raceway.  They are hoping to legalize bets on car racing, but it is more likely they will use the place to recycle stolen cars.  It is unlikely that they are in on fixing the race and they would probably be extremely upset if they found out about it.  Only a few select members of the families would know about the fixing of the car race.
DC 20 Investigate or Corporate Connection:  Super Action Raceway is owned by the Passante Family.  They were near bankruptcy two months ago, but found an investor at the last minute.  The raceway features drag races, smash-up derbies and standard races.  It is not legal to bet on such races, but there is a bill in the New Milan legislature debating that subject.  It has very little support.
DC 15 Gather Information:  The Passante Family that owns the Super Actioin Raceway is in debt to the Bondinos.  The track is falling apart, but the Bondinos have managed to keep it open.  They are recycling stolen cars for the smash-up derbies.  Sam and the guys in Johnny “Get Out” crew still don’t like you.  Word is, they are not to be trusted.

Super Action Raceway:  The raceway contains a circular track for standard races, a center that is used for smash-up derbies and a second track for drag races.  There are garages for all the contestants, two sets of bleachers, a concession stand, announcer’s booth and a building for offices.  There are hundreds of fans here turned out for a day of racing.
Meeting the Bondinos:  When you ask the girl at the concession stand where the Bondinos are, she points to a door at the back of the concession stand.  Inside, you hear men talking in Italian.  When you knock, the talking stops.  (If the PC’s make a DC 14 Listen, they can over hear the Bondinos talking about the racetrack.  Carmen says something like, “I want to hire security guards to watch the garages.  I don’t need those Cavalieres messing with the cars.  If we fix a race right off the bat, people will never bet.”)
“I am Carmen Imedello.  Do you have our money?  Ah, excellent you do.  Please, help yourself to the concession stand while I count.  I will only be a minute.”  While Carmen counts the money, his soldiers make small talk.  “So what is it like to be in your family, huh?  You big man in Family, huh?”  (If the PC’s make a DC 12 Diplomacy check, they’ll continue to be respectful, otherwise they up the ante by saying, “You should join real Family.  Camorra is true Mafia.”  The PC’s then need to make a DC 16 Diplomacy check or lose 10 Respect points.)
Underboss: Carmen Imedello: 2nd level Strong Mook/3rd Level Family Associate/Wiseguy/8th level Camorra, Occupation:  “Floral Shop Manager”

Str: 13/+1, Int: 14/+2, Wis: 12/+1, Dex: 12/+1, Con: 10/+0, Cha: 16/+3, Defense 19, 48 HP, Attack Bonus: +9/+2, Fort: +8, Ref: +4, Will: +5, Skills:  Bluff +9, Diplomacy +6, Run a Crew +12, Sense Weakness +10, Beat +4, Exploit +10, Drive +2, Intimidate +10, Gather Information +8, Gamble +2, Concentrate +6, Beat +4, Knowledge (Streetwise) +9, Sense Motive +9, Hide + 8, Move Silently +6, Investigate +5, Bribe +5, Hide Motive +3, Run a Family +8, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Police Connection, Lasting Threat, Toughness, Convince, Foreign Family Connection x 2, Dead Aim, Weaknesses:  Religious Guilt, Paranoid, Braggart, Talent: Ignore Hardness, Know Respect, Balls, Excellent Thievery, Legitimate Front, Caporegime, Secret Bureaucracy, Respect: 1300, Bank: 650, Wealth Bonus: +16  (Carmen is a humorous less thug.  He takes everything way too seriously.  The members of other Families make fun of him behind his back and Tony Face once said about him, “That guy needs to get laid!”)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.

Five Camorra Soldiers:  2nd level Strong Mook/3rd Level Family Associate/Wiseguy/1st level Camorra: Alberto, Christopher, Benito, Georgio, Antonio:  Str: 15/+2, Int: 12/+1, Wis: 10/+0, Dex: 13/+2, Con: 15/+2, Cha: 11/+0, Defense 16, 41 HP, Attack Bonus: +5, Fort: +5, Ref: +2, Will: +1, Skills:  +4 Hide, +3 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +1 Sense Weakness, +2 Bribe, +1 Shake Down, +2 Run a Brothel, +6 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Minor Con, +3 Disable Device, +4 Drive, +3 Sense Motive, +3 Diplomacy, +7 Intimidate, +1 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Toughness, Personal Firearms Proficiency, Stealthy, Weaknesses: Religious Guilt, Tough Guy, Talent: Ignore Hardness, Know Respect, Balls, Excellent Thievery, Respect: 550, Bank: 90, Wealth Bonus: +5 (Camorra soldiers are edgy individuals.  English is a second language to most of them and they tend to keep to their own Family.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag, crowbar D1d6.

Sneaking into the Garage:  (If the PC’s deliver the package while one sneaks into the garage, the Bondinos are automatically distracted.  If not, there is a 1 in 10 chance they will notice the PC’s and follow them at a distance.  The PC’s will have to lose them in the crowd.)  There are some race fans, racers and mechanics in the general vicinity of the garages.  You will need to distract them.  A DC 16 Minor Con or a DC 10 Major Con with the help of at least one person will work.  If not, you can attempt to slip inside using a DC 18 Hide check or a DC 12 Disguise.  (Additionally, the GM might allow the PC’s to create a big distraction.  This will aid the Hide check by +1 to +4 depending on what the PC’s come up with.)
Car 53: The white race car sits in its garage unguarded.  The hood is up and the engine is exposed.  (A DC 16 Craft Mechanical or a DC 12 Repair check will sabotage the car.  The same Hide checks are needed for the way out.  If any of the Hide checks fail, the PC will be confronted by a mechanic and he will demand to know why he is here.  The PC’s can decide to make a DC 28 Bluff, Intimidate or kill the mechanic.  There are plenty of oil drums to hide his body.  An hour later, Car 53 loses the race to Car 36.  Have the PC’s make a check for the Driver of Car 36, while you roll of 53.  A “1” is an automatic crash.  If the PC made their check, Car 53 breaks down.  If not, roll the check.  Both drivers have a Drive skill of +8.)
Mark Stoppard (28): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy:

Str: 16/+3, Int: 12/+1, Wis: 13/+1, Dex: 13/+1, Con: 13/+1, Cha: 10/+0, Defense 15, 26 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +3 Spot, +5 Bluff, +8 Repair, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +6 Drive, +3 Sense Weakness, +4 Climb, +3 Diplomacy, +7 Intimidate, +6 Craft (mechanical), Feats:  Simple Weapon Proficiency, Brawl, Athletic, Car Jockey*, Weaknesses: Short Fuse, Talent: Ignore Hardness, Know Respect, Balls, Respect: 450, Bank: 0, Wealth Bonus: +6 (Mark doesn’t like people that mess with the cars before the race.)  Weapon of Choice:  crowbar D1d6
*NEW FEAT

Car Jockey
Prerequisite: none

Normal: +2 Drive, +2 Repair
Special: n/a

FOR THE GM ONLY:  Placing and collecting the Bet:  The PC’s can place a bet for whatever amount they want at a Cavaliere betting establishment.  The most obvious place is the Breadbasket at Area M on the New Milan Map.  If the PC’s want another place, they can bet through any one of the many Cavaliere bookies.  The bet is against Car 53 which is running in a drag race against Car 36.  Whatever the PC’s bet is what they win.  Whatever they lose is subtract as if they spent it.  If the PC’s lose, so do Sam and the other guys on the crew.  Johnny “Get Out” will “anonymously” tell the Bondinos the PC’s are responsible for sabotaging Car 53.  Of course, if Car 53 loses or the PC’s don’t bet, then the point is moot.  If the PC’s won the bet, the Bondinos decide to exact revenge on the PC’s.  Carmen takes it as a personal insult.  He and the five soldiers drive to the PC’s hang out.  They’ll find out about all their schemes and attempt to ruin them one by one.  They’ll smash their cars.  Eventually, the PC’s will need a sit-down to resolve things or the Bondinos will demand their winning bet money as tribute.  The sit down may eventually escalate to lethal combat, it depends upon the PC’s.  The PC’s family bought some of the cars at the car track, so they won’t be happy if the PC’s burn it down.  The Bondinos own a few bars, a floral shop and two repair garages.
Finally, the PC’s can easily find out the real deal after the race if they check.  Johnny’s crew will brag to them about it if they call.  They’ll laugh and tell them that they will have to keep their mouth shut or else they’ll be in trouble too.  Johnny’s crew will also be after the PC’s and will see to do them harm, especially if the PC’s didn’t bet.
The Bondinos will use this stolen van as transport while doing crimes against the PC’s.  The GM might opt to make it really hard on the PC’s by upping the number of soldiers, cars and weapons.  Additionally, he might wait until the PC’s are beginning another mission or performing a scheme to strike.

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

Awards:



Experience

Wealth
Respect 
Suspicion Index

Dropping off the money

200




1d10

+2
Making a skill check


100

Meeting the Bondinos


50






+1

Sabotaging Car 53


500

Making a bet against Car 53

10 per WP



1 per WP
+2
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