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Getting Started
This adventure is designed to be played

as a standalone demo.  For more details, con-
sult Tony DiGerolamo’s Complete Mafia for
d20 from Living Room Games’ website at
www.lrgames.com

To play the demo, you’ll need this en-
tire supplement.  You should have someone
to act as the GameMaster (the referee or GM)
and two to six players play the characters in
the game.  Each character is part of a Mafia
Crime drama (like a movie or a novel) and
the GM is like the director or author.  But
instead of a predetermined ending, the play-
ers make decisions for the characters that
can affect the eventual outcome for good or
bad.

You will also need pencils and a set of
dice that include 20-sided, 10-sided, 8-sided,
6-sided and 4-sided dice.  (Shorthand for the
dice are d20, d10, d8, d6 and d4.)  The main
die you will use is the 20-sided one.
Whenever the characters perform an action
that has a chance of failure, they must roll a
20-sided die and beat the Difficulty Check.
This check is a number that is set by the GM
and outlined in the adventure.  (For example,
if the character has to make a Drive check to
evade the police, the GM might say that a 15
or higher number is needed.  The player then
rolls the 20-sided die for the character that
is driving and adds his total Drive Skill.  If the
final number is 15 or above the character out-
drives the police.  If it is below 15, the GM
announces that the police have boxed in the
character’s car and now the player must
decide to surrender or shoot it out with the
cops, prompting further decisions and dice
rolls.)  The GM rolls the dice and speaks for
all other characters in the game that are not

controlled by the players.  He also reads the
description in each section of the adventure
to set the mood.  The description in this font
is read aloud while the description in italic
is secret information for the GM or
information that the players must discover
through their character’s actions.

For best results, the GM should read
through the entire supplement first.  Each
player should familiarize themselves with the
character they choose.  Six characters have
been included in this supplement (Four
wiseguys and two Babes).  If you need more
characters,  copy the ones given and change
the names around.  Other characters are
available for download at www.lrgames.com
and included with the core rulebook, Tony
DiGerolamo’s Complete Mafia for d20.

Paulie’s Little Surprise
An adventure for two to six Family Associates

For the GM only:

This Complete Mafia adventure takes place
in the campaign city that comes with the
rulebook called “New Milan”.  New Milan is a
typical, east coast American city like
Philadelphia, Boston or New York.  The GM
can change the location to whatever city he
feels comfortable using.  The GM will have
to adlib the dialogue of the other characters
the players will interact with.  He may have
to “wing it” if the players do something
unusual or unexpected.  Use your best
judgment.  If there is a chance of failure for
the act, assign a difficulty number and have
the player roll a 20-sided die.  Let the player
add any applicable skills or attribute bonuses
that might apply.  If he rolls over the amount,
he succeeds.  If he rolls under, he fails.



Complete Mafia for D20: Paulie’s Little Surprise

Set up
It’s about 11 PM and you and your associates
are sitting in a bar in called “Noonan’s Roost”.
Noonan’s has been a hangout for Family
Associates like yourself for over fifty years
and was once owned by an Irish outfit known
as the Green Street Gang back in the 20’s,
but is now owned by the Magoladro Family.
(If you have the map of New Milan, it is
located at 302 W. 46th Street near the corner
of Birch.)  Tonight is a night to celebrate
because your good friend and benefactor,
Paulie Rovatelli, is about to become a made
guy.  Bobby Benito, a capo in the Magoladro
Family, was to do the honors.  Bobby is well
known for being a wise ass, so he decided to
surprise Paulie at the initiation ceremony.
Paulie has been paranoid about the
mysterious meeting for weeks and, as usual,
has assumed the worst.  Word travels fast on
the Family grapevine and several people know
about Paulie getting his button (becoming a
made guy).  Bobby even enlisted the aid of
his sister to help get him out at the right time.
The ceremony is to take place in a basement
across the street for Noonan’s and Bobby
promised to bring Paulie over for a drink as
soon as it was over.  This is a chance for you
to gain respect and continue to network your
contact.  With Paulie a made soldier, you
increase your own chances for being made
and hopefully, one day, to be part of Paulie’s
crew with him as capo.  Colletta decides to
play some music on the jukebox.  She gets
up and stands over the machine trying to pick
a song.  A drunken bar patron approaches her
and starts making lewd comments.  Bobby
would expect you to protect his sister’s honor
and you should probably stop this stupid mook
before Colletta kicks his ass!

(As the GM, you speak for Vance.  Say
something to the players that you know is
obnoxious or annoying.  If you say something
that someone said to one of the players in
real life and adapt to the scene.  You can
even change Vance’s name to match someone
the players don’t like, like someone’s boss.
This will make the encounter more satisfying
since the players will have all the power
here.  Let them do whatever they want to
Vance as long as they don’t kill him, they’re
fine.  Have Colletta make a Short Fuse
Weakness check vs. a 12.  If she fails, she
starts making a loud scene and screams at
Vance.  If Mikey is here, have him make a
check for Violent Temper Weakness vs. a 10.
Both characters must roll equal or higher to
their numbers to succeed.  If Mikey fails, he
starts a fight with Vance.  Vance falls over
and is too drunk to defend himself, but if
the players don’t bring Mikey to his senses,
he might beat Vance to death.  If the
characters grab Mikey and shout for him to
calm down, give him a second check at +4.  If
he still fails, the characters have to hit Mikey
and Vance will need a hospital.  At that point,
they have to scream at Mikey, causing him
to lose 10 points of Respect.  Now he makes
the check at +6.  If he fails that, the
characters will have to fight him to stop him.
See Combat further on in the adventure.  If
the other players do nothing, remind them
that it’s not the time to draw attention to
themselves.  They are waiting for Paulie.
There is a dumpster out back they can throw
Vance in.  He won’t come back in the bar if
the characters hurt him.)
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1st level Fast Mook: Vance Jackson (30)

Str: 14/+2 Int: 13/+1 Wis: 11/+0
Dex: 15/+2 Con: 14/+2 Cha: 16/+3
Defense 13 10 HP Attack Bonus: +0
Fort: +0 Ref: +1 Will: +0
Skills: +4 Bluff, +2 Sense Weakness, +5 Hide,
+2 Knowledge (Law), +5 Knowledge
(Technology), +3 Swim, +6 Craft, Mechanical,
+1 Sense Motive, +5 Diplomacy, +5 Ride,
Feats:  Simple Weapon Proficiency, Acrobatic,
Long Memory, Golden Boy, Corporate
Connection
Weaknesses:  Oblivious to Danger
Respect: 100 Bank: 12
Talent: Evasion, Wealth Bonus: +10
(Vance works at a car factory.  He tied one
on after work and is a little drunk.  He doesn’t
realize the danger he is in hitting on Colletta
in such an obnoxious way.  Vance has 3 Wealth
of money in his wallet.)
Weapon of Choice:  fists

Waiting in the Bar:  After that unfortunate
incident, you realize it’s been hours.  If Paulie
had planned to stop by, he would’ve done so
by now.  Some friend!  Fortunately, Angela’s
cousin, Adam, just called.  He’s having an
impromptu party and has just uncorked some
of his homemade wine.  Adam’s wine is really
good and his parties are always a blast, so
you decided to go.  Angela and Colletta run
into the ladies room to freshen up and the
guys go outside to grab a smoke.

For the Men ONLY:  (The GM has two choices.
He can either ask the women to leave until
the “For Men ONLY” parts are over or he can
inform the female players that they cannot
act on any of the information that their
characters would not know.  The female
characters rejoin the men at “The Women
Enter”.)  When you get out to the parking lot
out back, you spot Bobby Benito and Ace, one

of his soldiers, throw something into the open
trunk of Angela’s car.  “Shit,” mutters Bobby
to himself, spotting you standing there.
“C’mere fellas,” he demands, waving you
over.  “We gotta problem.  There’s been an
accident and I need Angela’s car.”  Bobby’s
suit, which look cleaned and pressed when
you saw him earlier this evening, is now a
mess.  There are dark stains on his knees and
he smells like bleach.  None of you drove to
the bar because you anticipated a lot of
drinking.  Angela, Rocco’s girlfriend, did drive
her antique sedan.  She loves that car and
never lets anyone but her drive it.  She once
freaked on a police officer that pulled her
over and then leaned on the car with his ticket
book scratching the paint.  You remember
that Paulie drove his car.  You might want to
ask Bobby where Paulie is.

For the GM:  (The GM should pull aside the
player running Tony’s character and any
players that go to meet Bobby outside.  He
may have to improvise some of the responses
from Bobby Benito.  Bobby has a real
problem.  When Paulie showed up for the
initiation ceremony, he was paranoid that he
was going to be killed just like in a Mafia
movie he once rented.  He smuggled in a .22
caliber pistol.  Bobby and the other soldiers
took advantage of his paranoia to have some
fun with him.  Unfortunately, when they
popped the cork on a champagne bottle to
scare him, Paulie freaked.  He whipped out
the pistol and shot two of the attending
soldiers.  The Underboss, Gino Magoladro,
pulled out his pistol and shot Paulie twice
through the chest.  Bobby just spent a
blistering hour getting yelled at by Gino.  He
may lose his capo status for this fiasco.  Gino
left and the other two soldiers had to be
taken to a discreet crime doctor.  Bobby has
been ordered, along with Ace, to dispose of
Paulie’s body.  They just cleaned up the room
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and have Paulie’s body wrapped up in a rug.
Unfortunately, they don’t have a car and
Bobby did not want to alert Gino to that fact
while he was in a rage.  Just as they finished,
Bobby remembered that Tony and the guys
would be in the bar nearby.  He spotted
Angela’s car, broke the trunk lock and then
went back for Paulie’s body.  If the players
examine the trunk or look at it, have them
make a Spot check vs. a DC of 10.  If they
make it, they notice the trunk lock has been
broken.  If they make it by more than 4
points, they also notice some blood on the
bumper.  If the players do not have the Spot
skill, they can use their Wisdom bonus as a
modifier to the 20-sided die roll. This is
known as an unskilled check.)

2nd level Tough Mook/3rd Level Family
Associate/Wiseguy/5th level Soldier: Bobby
Benito (35)

Str: 15/+2 Int: 13/+1 Wis: 10/+0
Dex: 12/+1 Con: 15/+2 Cha: 12/+1
Defense 16 60 HP Attack Bonus: +8/+2
Fort: +5 Ref: +1 Will: +2
Skills:  +13 Bluff, +8 Knowledge (streetwise),
+3 Gamble, +6 Bribe, +3 Shake Down, +2 Beat,
+7 Sense Motive, +6 Exploit, +3 Hide Motive,
+4 Run a Crew, +1 Drive, +7 Sense Weakness,
+8 Diplomacy, +7 Intimidate, +3 Joke, +3
Gather Information, +4 Run a Brothel
Feats:  Simple Weapon Proficiency, Brawl,
Personal Firearms Proficiency, Confident,
Prison Veteran, Point Blank Shot
Weaknesses:  Wise Ass, Smoking Addict,
Family Guilt, Disrespectful
Respect: 920 Bank: 0
Talent:  Remain Conscious, Know Respect,
Balls, Absolute Loyalty, Fearsome Display,
Capo
Wealth Bonus: +12
(Bobby loves to play practical jokes on
people, but sometimes it goes too far.  He’s

been in jail and does not want to go back.
Bobby would do almost anything to keep
himself out of the joint.)
Weapon of Choice:  Glock 20, 10mm
autoloader, D2d6, 40ft range, 15 mag.

What happened:  “It’s tragic, it really is,”
says Bobby, genuinely sad.  “Paulie was so
excited about tonight.  You should’ve seen
his face light up when we told ‘em the good
news.  I’m not supposed to tell you, but since
you’ve always been loyal, stand-up guys and
a friend of Paulie’s, I will.  Paulie had a heart
attack.  Died right in my arms.  I’m sorry.  I
really am.  Everyone that was at the thing
just left.  It’s a terrible tragedy.”  Bobby
pauses for a moment, taking a long drag on
his cigarette.  (Any of the players that express
doubt about his story can make a Sense
Motive check against Bobby.  Roll a Bluff for
Bobby on a 20-sided die and add Bobby’s +8
Bluff skill.  Any player that rolls higher than
his total with a Sense Motive detects that
Bobby is not telling the whole story.  If they
press him, consult Bobby’s Hide Motive skill.
If the check has been made within Bobby’s 6
points of Hide Motive, he can put a believable
spin on the lie.  Read “Bobby’s Spin”
otherwise, skip to, “Moving Paulie”.)

Bobby’s Spin:  “All right, all right, you’re
sharp guys, that’s why Paulie always liked ya.
Okay, I won’t lie to ya, but this is just between
us, all right?  Serious.  No bullshit.  Paulie
choked on a chicken bone.  It got caught in
his throat.  We thought he was kiddin’ around.
I mean, c’mon, right?  By the time we called
for help, he was already gone.  Listen stick
with the heart attack story.  I don’t think we
want his family to know the whole chicken
bone thing.  No one has to know.  Right?”  (If
the players express any doubt this time tell
them its obvious Bobby is lying.  Before they
press the issue, remind them that through
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their “Know Respect” talent they understand
that how Paulie died is irrelevant now.  They
need a new benefactor and challenging a
made guy won’t endear them to Bobby.  They
also know that Bobby is a capo which makes
him pretty powerful, so leaning on him
probably isn’t a good idea either.)

Moving Paulie:  “Look, my sister and Angela
are family, but they don’t have to know about
this if we can help it,” says Bobby.  “Tell ‘em
whatever you have to, but we have to keep
them distracted until we get to this
construction site I know outside the city in
Bianca Meadows.  After we take care of
Paulie, we’ll need a lift back and you’re gonna
have to get Angela’s car detailed.  A guy I
know works for the Cavaliere Family named
Zoey has a garage, you can get it detailed
there for nuthin’.  Just be cool and we’ll all
get out of this.”  Thanks to your “Know
Respect” talent, you all know that Colletta
and Angela are blood relatives of highly
placed people in your organization.  Although
their loyalty is above question, it’s improper
for women to be involved in such crime.  Both
ladies have powerful relatives in your family’s
organization, so it’s imperative that this
entire enterprise be done as discreetly as
possible.  Both Angela and Colletta are pretty
savvy, so try not to lie to them too much.
Using Diplomacy will probably be the best way
to get them to do what you want.

The Women Enter:  Just then, Angela and
Colletta enter the parking lot and spot Bobby
and Ace.  “I’ll stay here and finish the clean
up,” says Ace.  “Thanks for you help, fellas.”
Bobby makes a face and then turns to his
sister, Colletta.  “Yeah, you know us guys,
we’re pigs.  We left a mess in that basement,”
says Bobby.  “Angela, I’m gonna catch a ride
with you guys if you don’t mind.”  (If there is
no one to play the female characters, they

will be run by the GM.  The GM makes all the
rolls for them.  To negotiate with the girls,
the men must make a Diplomacy check vs.
the Angela’s or Colletta’s Diplomacy roll +1.
The guys can try once per wiseguy or have
the wiseguy with the best Diplomacy make a
roll at +1 for each additional wiseguy.  For
each additional, successful Bluff check that
the females believe add an addition +2 to
the Diplomacy roll or give them an additional
check.  The lie must be reasonable.  If the
female players do not question it, the Bluff
is a success.  If they question it, they get to
make a Sense Motive roll against the Bluff.
Failure means they believe it.  Success means
they are suspicious.  If the two rolls are
within the amount of a wiseguy’s Hide Motive
skill, he can put a believable “spin” on the
suspicion.  The female players can still decide
to go even if they win the negotiation, but if
they lose, they decide to go.  If they still
refuse to go, the wiseguys will have no choice
but to Intimidate them.  The Intimidation
check is made against the babe’s Intimidate
roll if she has the skill, otherwise she must
make an unskilled check against her
Charisma.  Success means the Intimidation
works, failure means that it doesn’t and the
wiseguy missing the check loses 5 Respect
points.  If THAT fails, the wiseguys will have
to Bribe the girls.  Tell the Babes that they
receive 10 Respect points for every point of
Wealth of the Bribe.  If the ladies still refuse
to drop off Bobby, he is left with no choice.
He shows the girls the body and automatically
makes an Intimidation check, but now he
must drive the car.  Angela and Colletta lose
20 Respect points each if this happens.)

Transporting Paulie:  Bobby leads you
through the streets of New Milan and towards
the highway.  Just before the highway you
reach a red light.  A few seconds later, a police
squad car rolls to a stop along side of you.
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There are two patrol officers in the car.  The
one in the passenger seat gestures for you to
roll down the driver’s side window.  What do
you do?  (The cop in the passenger seat is a
car fanatic.  He just wants to ask the players
a few questions about the car.  If the
characters did not wipe the blood off the
bumper, he’ll notice it, but won’t recognize
it as blood.  He’ll say something like, “Hey,
what happened to your bumper?  Looks like
you had a spill.”  The characters need to
make a Bluff at +2 vs. the cop’s Sense Motive
of  +1.  He’s not all that suspicious of the
characters unless they give him a reason.
Adlib the friendly conversation for a bit.  If
Angela is driving, she automatically Bluffs
the cop.  Every time the other characters
lie, they have to make a Bluff check.  Give
them bonuses for reasonable lies and minuses
for stupid ones.  If the characters get in
trouble, Bobby intervenes and smoothes
things over unless the characters do
something truly stupid like whip out guns and
start shooting.)  The cops, their questions
about the caddy finally answered, go about
their business.  Bobby breathes a sigh of
relief, laughs and directs you to the Northside
highway off ramp that leads out of the city
and into the suburbs.

Average Beat Cop

2nd level Tough Mook/3rd Level Cop
Str: 14/+2 Int: 10/+0 Wis: 10/+0
Dex: 14/+2 Con: 15/+3 Cha: 10/+0
Defense 15 35 HP Attack Bonus: +4
Fort: +4 Ref: +1 Will: +0
Skills: Gather Information +4, Investigate +4,
Knowledge (streetwise) +3, Spot +6, Search
+3, Listen +1, Drive +8, Feats:  Simple Weapon
Proficiency, Combat Martial Arts, Personal
Firearms Proficiency, Light Armor Proficiency,
Toughness Weaknesses:  Code of Honor (they
must uphold the law)

Respect: 500, Bank: 50
Talent: Remain Conscious, Identify Family
Members, Interrogation
Wealth Bonus: +6  (The cops in New Milan
have a long history of corruption.  The
lawsuits that resulted from this corruption
nearly bankrupted the city, but despite that
some cops are still on the take.)
Weapon of Choice:  Ruger Service-Six
Revolver, .38S, D2d6, 30ft range, 6 cylinder.

Duke’s Army/Navy Store:  As you are driving
through the suburbs, far away from Adam’s
party and other places of interest in the city,
Bobby spots an Army/Navy Surplus Store in a
plaza that also has an open bar.  “Stop here
for a second,” says Bobby.  “I gotta run inside
and get something.”  Bobby hops out of the
car and rushes into the store.  As you are
waiting, you hear a thump and a (The GM
should moan in pain).  (This is, of course,
Paulie.  He’s not dead.  It’s up to the players
to get the women to keep their silence.  If
the guys have managed to keep it from the
girls, tell them that they stand to lose
Respect if Bobby finds out.  The girls can, of
course, negotiate for whatever they want.
The men may try and pass off the noise as
one of their own.  This requires an amazing
Bluff at –4 penalty, although there’s not
penalty if the players thought ahead of time
to put on music.  The wiseguys also have
another problem, they can’t alert Bobby that
Paulie is alive.  If a wiseguy attempts to,
Bobby shushes him.  He’ll even go so far as
to insult him for 10 Respect points if the
wiseguy persists.  This is all moot if the girls
are already in on the scheme.  If Rocco is
here, tell his player to roll a 20-sided die.  If
he rolls a 9 or better, tell the player
everything is fine.  If he rolls an 8 or lower,
pull him aside and tell the player you cannot
go through will killing Paulie.  No matter
what happens, you will not participate in his
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death.  If he rolls a 1, tell the player that he
must attempt to save Paulie and that
probably cannot be accomplished Bobby along
for the ride.  The GM should adlib the
situation.  If a fight breaks out, skip to
“Combat”.  Tony Sideways will also need to
make a Weakness check vs. Drinking Addict.
He needs a 9 or better or he’ll run into the
bar for a quick drink.  Bobby will come back
to the car, then get furious and go to get
Tony.  Have Tony make a second check.  If
Tony succeeds that check, Bobby only insults
him for 5 Respect points and hurries him back
into the car.  If he fails, he gives Bobby a
hard time and Bobby physically drags Tony
outside, throws him to the crowd, kicks him
and calls him a stupid gavone.  Tony loses 25
Respect points.  Bobby returns to the car with
two collapsible shovels he bought in the
Army/Navy store.)

Paulie’s Plot:  Sometime around 2AM, you
reach a construction site on the outskirts of
Bianca Meadows.  A sign proclaims the new
building “Future site of Meccerd Drugstore”.
Although the earth around the store has been
leveled, precious little of the construction
has actually been done.  There is only a plastic
orange fence separating you from the dirty
and dusty parking lot.  “I’ll open the gate
and you pull in,” says Bobby.  (Angela must
make an immediate Weakness check vs. a 9
or she’ll be Over Protective of her car and
refuse to drive it in.  If she’s not driving,
she’ll make a fuss and won’t stop until she’s
cost the driver at least 10 Respect Points.)

Combat:  Finally, you get the car inside.  “Pop
the trunk,” orders Bobby.  As soon as the trunk
lid lifts, out jumps Paulie, covered in blood.
He swings wide with a tire iron.  “You
bastards!” cries Paulie with a mouth full of
blood.  “I trusted you guys and you betrayed
me!”  (If the players warned Bobby, Paulie

automatically misses.  Otherwise run combat
normally.  Here’s how it works.  Everyone
involved in the combat rolls a 20-sided die
and adds their dexterity bonus.  The highest
number goes first and then the rest in
descending order.  For ties, the character
with the highest dexterity goes first or it’s a
tie. Each turn in combat is called a “round”
and is equal to about six seconds.  In lieu of
a physical attack, the character can chose to
do something else.  Movement is limited to
five feet if the character attacks.  To attack
Paulie, the player needs to announce what
sort of attack he wishes to perform.  To shoot
Paulie, the character must announce that
he’s pulling out his gun and firing.  He rolls
the 20-sided die and adds his attack bonus
and his range bonus.  If the character wants
to have a melee attack either with his fists
or a handheld weapon like one of the boards
laying around the construction site, he
instead adds his Attack Bonus and Melee
Bonus.  If either of these numbers is higher
than Paulie’s Defense of 17, they strike
Paulie.  On a roll of a modified 20 with a
gun, roll damage on the “Critical Bullet Hit
Chart”.  Otherwise, roll the damage listed
near the gun.  For melee weapons, roll the
damage listed.  Boards are equal to clubs and
clubs do 1d6 points of damage.  Add the
character’s strength bonus for melee attacks.
Fists normally do 1d4 points of damage, but
those with the Brawl feet do 1d6+1 points of
damage.  You can also add the strength bonus.
Paulie’s stats are listed below.  He has only 8
hit points left.  Once this is reduced to 0, he
falls unconscious.  Once he’s reduced to –10
hit points, he’s dead.  Rocco must make a
Sentimental Weakness check every round to
continue to fight Paulie.  Paulie swings with
the tire iron and it does 1d6+1 points of
damage with each hit.)
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2nd level Fast Mook/3rd Level Family
Associate/Wiseguy: Paulie Rovatelli (30)

Str: 13/+2 Int: 11/+1 Wis: 8/-1
Dex: 17/+3 Con: 12/+1 Cha: 13/+1
Defense 17 29 (8 currently) HP
Attack Bonus: +5
Fort: +4 Ref: +3  Will: +1
 Skills:  +5 Bluff, +5 Knowledge (streetwise),
+7 Beat, +2 Craft (Mechanical), +4 Bribe, +6
Shake Down, +1 Sense Motive, +3 Exploit, +3
Hide Motive, +2 Drive, +6 Sense Weakness,
+6 Diplomacy, +8 Intimidate, +2 Destroy
Evidence, +4 Gamble, +3 Gather Information,
+5 Disable Device
Feats:  Simple Weapon Proficiency, Brawl,
Long Memory, Toughness, Personal Firearms
Proficiency
Weaknesses:  Paranoid, Miserable, Oblivious
to Danger
Respect: 380, Bank: 0
Talent: Evasion, Know Respect, Balls
Wealth Bonus: +6 (Paulie isn’t happy unless
he’s complaining.  He’s convinced there are
elements in the Family out to get him.  He
frequently makes jumps in logic connecting
events in Mafia movies to his own life.  This
is why he freaked during the meeting.)
Weapon of Choice:  tire iron 1d6+1

The Burial:  “Okay,” says Bobby, a little out
of breath and trying to hold it together.  “One
of you, go with the car.  Don’t drive too far
away.  You wait for our call and don’t fuckin’
be late.  And ladies, I trust you understand
that tonight’s events must be kept strictly
amongst us.  You and you.”  Bobby points to
the strongest of the two of you and gestures
for you to follow.  (Rocco, Tony, Leo and then
Mikey is the order of choice.  If only two are
available, he’ll pick one.  If there is only one
wiseguy, he’ll trust the women to drive back.
If there are only the two women, Bobby will
bury Paulie himself.  Nothing happens to the

characters while their burying Paulie.  It just
takes a while to dig the hole.  Proceed to
the other players.  If Paulie gets a hold of a
gun and shoots one of the characters, Bobby
may decide to finish that wiseguy off as well.
Explaining a gunshot now would bring too
much Suspicion to the incident.  If the
character has less than 25% of his hit points,
Bobby kills him and explains to the others:
“We had no choice. He fucked up anyway.
When the girls get back, just tell them he
went home.”  The characters will have to
maintain this lie along with any others.)

Going for a ride:  You drive a few blocks away
and find yourself a remote, dark street to
park in.  After about twenty minutes, an old
man walking his dog approaches the car.
“Hey!” he says.  “I told you whores before,
you can’t park here!  Go get a motel room!”
The old man reinforces his demand by
punching the car with his fist.  (Colletta must
make an immediate Short Fuse Weakness
check vs. 12.  If she misses, she jumps out of
the car to scream at the old man.  If any
wiseguy Intimidates him, it automatically
works on anything rolled on a 20-sided die
except a 1.  Let the player state the threat.
The screaming alerts neighbors who then call
the police.  There is a police car only five
blocks away.  The characters have five rounds
to get Colletta back in the sedan and drive
away.  They can force a recheck on her Short
Fuse Weakness for each successful Diplomacy
check vs. a 12.  On the sixth round, two
average patrol cops arrive.  Colletta must
make a second Short Fuse check against the
cops.  If she fails that one, Colletta shoves
one of the cops and they arrest her.  Her
character is out of the game until she gets
bailed out.  If the cops don’t arrest Colletta,
the characters can leave in one hour.
Otherwise, it’s two hours.  Bobby calls during
the first hour and then during the second.)
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1st level Tough Mook:
Old Man Caruthers (69)

Str: 14/+2 Int: 13/+1 Wis: 11/+0
Dex: 10/+0 Con: 14/+2 Cha: 10/+0
Defense 11 10 HP Attack Bonus: +0
Fort: +2 Ref: +0 Will: +0
Skills: +2 Bluff, +4 Sense Weakness, +5
Computer Use, +2 Knowledge (Current
Events), +5 Craft, Cooking, +3 Swim, +6 Craft,
Structural, +1 Sense Motive, +5 Diplomacy,
+5 Animal Handling
Feats:  Simple Weapon Proficiency, Builder,
Long Memory, Police Connection
Weaknesses:  Short Fuse
Respect: 100, Bank: 12
Talent: Evasion
Wealth Bonus: +13 (The old man is a retired
chef.  His dog has 5 hit points, a Defense of
10 and can only do 1 point of damage with a
bite.  It’s a tiny show dog.  Threatening his
dog will make Caruthers back down, but
killing it will cause him to do whatever it takes
to bring those responsible to justice..)
Weapon of Choice:  fists

Picking up the boys (on time):  Bobby and
the guys hop in the sedan and you take off.

Picking up the boys (one hour late):  Bobby
and the guys hop into the car.  Bobby looks
pissed.  “I told you to stay close.  What the
fuck?”  (The wiseguys left with the car lose 5
Respect points.)

Picking up the boys (two hours late):  Bobby
is furious by the time you get back.  “What
the fuck is wrong with you?!” he screams.
“You dumb fuck!  We could’ve taken a bus
back by now!  Jesus Christ!”  (The wiseguys
left with the car lose 15 Respect points.)

Returning to the City:  Bobby is now in a
bad mood.  “Head back to the city,” he
orders.  “Let’s head back to the city.  I know
a good place to get some coffee.  We can all
relax and put this evening behind us.”  Bobby
leads you back to the city.  By the time you
pull into the parking lot of Al’s Coffee Clatch
(1706 N. MLK Ave on the New Milan city map),
it’s almost 4AM.  As you are heading inside,
Bobby pulls aside the wiseguy with the highest
dexterity (in order, Mikey, Tony, Leo and
Rocco).  He slips you Angela’s car keys and
pulls him aside as the others go into the diner.
“Go around the corner to Zoey’s garage and
have the car detailed.  Make sure they don’t
miss anything, cabiche?  Tell Zoey you know
me.  He owes me a favor.”  The rest of you go
inside Al’s.  “Order whatever you guys want,
it’s on me,” says Bobby.  (While the players
wait for the other wiseguy to get the car
fixed, have Tony Sideways make a Sex Addict
check vs. 9.  If he fails, he attempts to make
a move on Colletta right in front of Bobby!
Giving Colletta “the nod” without her
brother noticing requires Tony to make a
Bluff roll vs. Bobby’s Sense Motive roll and a
Seduce roll vs. Colletta’s Seduce score.  If
the first is successful, Tony’s innuendo is not
understood by Bobby.  If it fails, Bobby
becomes insulted and unless Tony can
apologize by making a Diplomacy roll vs. a
16 check, he drags Tony out in the parking
lot and tries to beat him.  Roll a combat roll
with fists only.  This is non-lethal combat
and only 25% of it is real.  The rest fades
within an hour.  If Tony or Bobby drop below
half their hit points, they must make a
Fortitude check.  Roll a 20-sided die and add
the Fortitude save number.  If it’s over 15,
the character stays conscious.  If the check
is failed, the character falls unconscious.  If
there is a female character playing Colletta,
she has to go off with Tony if he wins the
Seduce check.  She doesn’t have to if he fails.
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Either way, she can ask for a gift so she can
gain Respect.  If Tony has sex with Colletta,
Colletta can make a Sex roll adding her skill.
Tony gains that amount in Respect  Both Tony
and Colletta leave the diner and they are
out of the rest of the adventure.  Rocco can
do this anytime with Angela, as they are
already boyfriend/girlfriend.  It’s still
Angela’s choice, however, she may or may
not be in the mood, depending on the status
of her car.)

Zoey’s Garage:  When you arrive at Zoey’s
gate, you notice a P.A. system with a buzzer.
Pressing the button sets off the buzzer.  A
few seconds later, a voice answer through the
static.  “Who’s dis?” it asks quickly.  (Let the
players respond.  Zoey doesn’t know them
and he won’t let them in until they mention
Bobby.)  “Oh, yeah, Bobby, sure.  Just a sec.”
Zoey buzzes you in.  You drive Angela’s car
inside and Zoey, a large man in a track suit,
comes outside to greet you.  “Hey, kid.
What’s Bobby need?”  (Adlib the conversation
with the player.  Eventually, Zoey opens the
trunk.)
Opening the trunk:  “Whoa-ho!” exclaims
Zoey opening the trunk.  “Looks like a
slaughterhouse in there.  What happen?  You
hit a deer or something?”  (If Leo is here, he
must make a check vs. 10 for his Braggart
Weakness.  If he fails, he must brag to Zoey
about the job he’s been on.  It’s up the player
to put the spin on it to give out as little info
as possible.  If the player lies, have them
make a Bluff roll vs. Zoey’s Sense Motive
score of +6 plus a 20-sided die roll.)  “Kid,
this is gonna take a lot of work.  I can’t do it
for free.  You’re gonna have to give me
somethin’.”  (If the player pays Zoey, it costs
him 1 Wealth point.  If the player refuses to
pay, Zoey doesn’t pursue it further and fixes
everything anyway.)

Home for the night:  Finally, the sedan
returns and you finish your coffee.  The sun
is coming up.  Bobby pulls you aside one last
time.  “Fellas, I appreciate your help tonight.
I won’t forget it.  I’m gonna do right by you,
I promise.  We’ll definitely be doin’ some work
in the future.  Until then, here’s a little
something for your trouble.”  Bobby gives you
a wad of cash worth 8 Wealth.  (The wiseguys
can divide it how they see fit.  For each
additional person beyond 1, the Wealth
award goes down by one.  The remaining
amount is added to the character’s current
Wealth score if it is higher and then averaged.
At minimum, all the character should go up
1 Wealth point unless their Wealth is 10 or
higher.  Award the players the appropriate
bonuses for their characters below.
Experience points are on page 3 of the
character sheet.  When the character
achieves enough points he moves to the next
level and increases his skills, talents and
other abilities.  Respect points are added to
the Respect score until the character reaches
300.  Any points after go into his or her bank.
Finally, Suspicion points are a measure of the
character’s “heat”.  If any character gets
more than 10 times their level or 30 points
for the player characters, the cops begin to
actively hunt them.  It is unlikely the players
will gain that many points unless they are
very stupid.  For details on the use of Respect
and Suspicion, consult Tony DiGerolamo’s
Complete Mafia for d20 core rulebook.  For
more information on the d20 System, consult
the d20 Modern Role-playing game Core
Rulebook.)
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Awards:
Experience Points (EXP), Respect Points
(REP), Suspicion Index Points (SI)

Beating up Vance
100 EXP 10 REP +2 SI
Beating up Vance bad enough for a hospital
200 EXP 15 REP +3 SI
Robbing Vance
300 EXP 30 REP +2 SI
Getting Paulie in car without girls knowing
500 EXP 5 REP -1 SI
Showing the girls Paulie’s body
100 EXP -10 REP +1 SI
Accepting Bobby’s version of events
100 EXP -5 REP 0 SI
Question Bobby’s version of events
200 EXP 5 REP 0 SI
Lying to the New Milan cops without
Bobby’s help
300 EXP 10 REP +1 SI
Killing the cops
1000 EXP each 50 REP each +10 SI each
Staying out of the bar
50 EXP 5 REP 0 SI
Fighting and killing Paulie without guns
1000 EXP 25 REP +4 SI
Fighting and killing Paulie with guns
500 EXP 25 REP +5 SI
Finishing off a wounded character
300 EXP 25 REP +5 SI
Letting Colletta’s insult go unanswered
100 EXP -5 REP -1 SI
Intimidating the old man
100 EXP 10 REP +2 SI
Keeping Colletta from getting arrested
300 EXP 0 REP 0 SI
Avoiding the Bianca Meadows cops
400 EXP 0 REP 0 SI
Picking up the guys on time
200 EXP 0 REP 0 SI
Getting Angela’s car fixed without paying
200 EXP 10 REP 0 SI

Acquiring Wealth
100 Exp per point gained 10 Rep per point
gained 0   Suspicion per point gained

Continuing the adventure:
Using the Complete Mafia book, the players
would continue the action where they left
off.  To lower their Suspicion Index points,
they may lay low for a few weeks.  If Paulie
escaped, he extorts money from the players
to help pay for his extravagant lifestyle
abroad or he may become a Vigilante and
attempt to gain revenge against those who
wronged him.  If Colletta is arrested, this
might not sit well with Bobby, who will blame
the wiseguy that left with the girls.  Or, Bobby
may give the characters opportunities in an
attempt to win their loyalty and keep Paulie’s
death a secret.  But Bobby’s judgment might
be called into question and he is demoted to
Soldier.  Better still, totally new opportunities
await the characters in New Milan.  As the
characters gain more experience points, they
gain more skills and can rise in the rank of
the Family.  They must keep their Respect
high and their Suspicion low in order to
accumulate more Wealth on the streets of
New Milan.
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Complete Mafia for d20 FAQ
I’ve played the demo, what happens now?
If your GM acquires a copy of Tony DiGerolamo’s Complete Mafia for d20, you can continue
the Mafia drama with Tony, Mikey, Angela and whoever else survived.
My character died, can I continue to play?
Sure, all you need to do is make a new character.  Character creation is outlined in the new
rulebook or you can use another one of the template characters provided and modify it to
your own liking.  Lots of players get together on a weekly basis, like a regular poker game.
Could my character eventually become boss?
If you play your cards right.  Your GM should be able to construct a world where you’d have
that opportunity.
Our GM was fine for this demo, but we’d like to meet other more experienced GM’s that
can show us how to play.  Where can we find them?
You’ll find that most role-playing stores have a community of game players and game masters
that can help.  Anyone familiar with the d20 System, especially d20 Modern or Complete
Mafia can be of help.
I’d like to GM a Complete Mafia game, but I need players.  Is there anywhere else where
I can find them?
Yes.  Living Room Games have set up a message board on their website at www.lrgames.com.
Visit the site, post a message that you’re looking for players and where you’re from and you
should be able to locate some players in no time.  Another good place to find players and GM
is your local gaming convention.  We post announcements in the forum and run games at
several conventions through out the year.
Okay, but what if I have questions about the rules of the game and I can’t figure it out
from the book?
Visit the forums and post your question.  We’ll try to answer it as soon as possible.  You can
also find a list of local retailers that carry the Complete Mafia rulebook or your can order it
directly online.
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