
  



 

Savage Theft Auto 

 

 

Savage Theft Auto is a Grand Theft 

Auto (GTA) setting for the Savage 

Worlds rules 

Why did I do it? Because I am a huge 

fan of GTA since the first one. Open-

world, shootouts, pursuits, badass 

characters, everything I love is in 

this game! Thank you Rockstar. 

So, if you want to play a GTA role-

playing game, you will find all 

you want in this setting: 

 

 

- Home rules to get the mood of GTA in your game:  

Wanted level / Death cost you money (Highway to heal) / Cops cost 

you money (Pay your Bail) / Use your bennies to cheat / Heal yourself 

with sex / Charisma bonus/penalty depending on your clothes 

- Rules for the usual weapons* of GTA + a lot of vehicles* 

- A lot of NPC from different gangs / mafias to boost your imagination 

- Several maps* of GTA cities 

- Some mission seeds to get quickly into the saddle 

 
*I have no rights on the images I am using 

 

“This game references the Savage Worlds game system, available from Pinnacle Entertainment 

Group at www.peginc.com. Savage Worlds and all associated logos and trademarks are copyrights 

of Pinnacle Entertainment Group. Used with permission. Pinnacle makes no representation or 

warranty as to the quality, viability, or suitability for purpose of this product.” 

 

 

https://www.rockstargames.com/
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Edges & Hindrances 

 

You can use the rules I made based on Training Day if you want. 

Edges 

No Rich and Filthy Rich. 

Blood Tie: You are the son or the daughter of a Mafiosi or a Gang leader, 

and such you get a +2 bonus in Charisma with your peers. The bonus works 

only with your peers, for example the Italian Mafia or a gang like the Crips. 

Hindrances 

Cop’s offspring: What a life! You dishonored your parents and work twice 

to get some respect from your peers. But you are the son or the daughter of 

a cop, they can’t really like or trust you. You suffer from a -2 penalty in 

Charisma with your peers. 

Specialty 

The specialty replaces the free edge for Humans. It is a sort of class which 

will determine your role as a criminal. 

If you can take more edges during the character creation, you can’t choose 

one which is in a specialty or take a second specialty. 

For each major advancement (Seasoned, Veteran, Heroic, Legendary), you 

have to choose a specialty. It allows you to build a very specialized character 

(for example Driver rank 5) or a more versatile one (Driver rank 2, Bruiser 

rank 2, Shooter rank 1) 

If you choose a new specialty, you have to start at rank 1 and have the 

requirements. 

There is no advancement between the major steps (Seasoned, Veteran…), 

your character evolves only when Seasoned, Veteran… You then choose a 

specialty, get +1 rank in an Attribute, and all the normal Skill points you 

should have had minus the edges the specialty gives you. 

Feel free to modify these specialties. 

 

 

https://gregoryhuyghe.com/2017/05/16/training-day-en/
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Bruiser  “I am gonna kick your ass!” 

 

Rank 1 Brawler 

Rank 2 Martial Artist, Block 

Rank 3 Bruiser, Combat Reflexes 

Rank 4 Improved Martial Artist, Nerves of Steel 

Rank 5 Martial Arts Master 

Driver  “You have 3 minutes before I leave.” 

 

Rank 1 Quick 

Rank 2 Ace, Level Headed 

Rank 3 Improved Level Header, Luck 

Rank 4 Extraction, Dodge 

Rank 5 Professional 

Gatherer  “I worked there once, I know the place.” 

 

Rank 1 Alertness 

Rank 2 Investigator, Attractive 

Rank 3 Danger Sense, Linguist 

Rank 4 Scholar, Very Attractive 

Rank 5 Professional 

Mastermind  “Let finish this work and split the loot.” 

 

Rank 1 Command 

Rank 2 Connections, Charismatic 

Rank 3 Strong Willed, Command Presence 

Rank 4 Inspire, Natural Leader 

Rank 5 Leader of Men 

Picklock  “I can enter everywhere, everywhere…” 

 

Rank 1 Ambidextrous 

Rank 2 McGyver, Luck 

Rank 3 Scavenger, Improvisational Fighter 

Rank 4 Killer Instinct, Two-Fisted 

Rank 5 Professional 

Robber  “Behind you… I already left with your wallet.” 

 

Rank 1 Fleet-Footed 

Rank 2 Thief, First Strike 

Rank 3 Acrobat, Counterattack 

Rank 4 Frenzy, Sweep 

Rank 5 Assassin 

Shooter  “Kill them all, I’ll never go back to jail!” 

 

Rank 1 Quick Draw 

Rank 2 Marksman, Trademark Weapon 

Rank 3 Improved Trademark Weapon, Steady Hands 

Rank 4 Rock and Roll!, Dead Shot 

Rank 5 Professional 
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Setting rules 

 

Carjacking 

The easiest way to get the car you want. 

To carjack a car, first it needs to be stopped with the doors unlocked.  

Then you open the door and there are two rolls to do: 

An Agility roll to unbuckle the seat belt of the driver. 

A Strength roll to pull the driver out of the car. 

One failure means the driver has managed to speed up and leave. 

After this step, either you knock out the driver or try to start the car. The 

driver can also try to hit you or pull you out of its car. 

If there are passengers, it is up to the GM discretion. 

Highway to Heal 

You might be hurt during you gangster’s life, and so the ambulance 

men/women will help you. But not for free! 

The hospital is owned by a Qatar hedge fund, so the treatments have to be 

profitable. The richer you are, the greedier will be the hospital. 

If you can’t pay, then you stay at the entrance. 

Novice 200$ 

Seasoned 1,000$ 

Veteran 5,000$ 

Heroic 25,000$ 

Legendary 100,000$ 

 

Missions 

The player characters will work for missions, not always well-paid. Here’s a 

chart about the standard payment for a job done. 

Thug 500$ 

Crook 2,000$ 

Gangster 10,000$ 

Mafiosi 50,000$ 

Professional 250,000$ 
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You can’t have Mafiosi contracts while still a Gangster. However, a Mafiosi 

could have to do the work of a Crook if a mistake has been made and he has 

to do it himself. 

There is also a throwback scale if you fail: 

Thug Since you mean nothing, you will only get beaten until you 

have 3 wounds. 

Crook You thought you were a real gangsta, now it’s time to be 

beaten until you have 3 wounds, and you lose all your stuff 

(on you, in your home, car, and money). 

Gangster You begin to deal with serious people, so you lose your 

stuff and get beaten until you have 4 wounds. 

Mafiosi No regret, no remorse, they will beat or shoot you until you 

have 4 wounds and you make 2 Incapacitation rolls, + you 

lose your stuff. 

Professional You tried to reach the sky, now you will end under the 

ground. They will kill you, no matter what it costs, it’s war! 

 

These throwbacks are what the Contract Man can afford to punish the ones 

who fail. If you managed to escape or kill the throwback team, you just have 

made an enemy in the city (a gang, a mafia…). 

A throwback team is twice as many as the players and have 2 bennies. Have 

a look at the non-player characters section to choose its members. 

Pay your Bail 

Sometimes, or often if you are luckless, the cops will bust you. Two solutions, 

you don’t pay, lose your stuff and stay in prison for 1 day / 100$ of bail, or 

you pay the bail and are free. 

The richer you are, the greedier will be the cops. 

Novice 200$ or 2 days in jail. 

Seasoned 1,000$ or 10 days in jail. 

Veteran 5,000$ or 50 days in jail. 

Heroic 25,000$ or 250 days in jail. 

Legendary 100,000$ or 1,000 days in jail. 

 

When you leave the jail, you suffer a -1 penalty in Charisma for the week 

because you failed and/or you have forgotten how to behave outside. You 

also have 1 wound for the week. Things happened… 
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Pay your Bennies 

Bennies are no longer given for impressive actions. You are a gangster and 

everything has a cost, even the bennies! 

The more you are experience, the more expensive is a benny. 

You have to buy them at your home. No mercy benny on the fly. 

Novice 100$ / benny 

Seasoned 500$ / benny 

Veteran 2,500$ / benny 

Heroic 10,000$ / benny 

Legendary 50,000$ / benny 

 

Pay to Up 

You are used to level up for well-done jobs, now be prepared to pay. 

Novice Free to begin and 500$ per step before Seasoned. 

Seasoned 2,000$ and the same for each step before Veteran. 

Veteran 10,000$ and the same for each step before Heroic. 

Heroic 50,000$ and the same for each step before Legendary. 

Legendary 250,000$ and the same for each step after Legendary. 

 

The idea is that you will have to choose between leveling up and buying stuff, 

hiring henchmen, bribing the police… 

There is no advancement between the major ones (Novice-Seasoned, 

Seasoned-Veteran…), but you pay for each step. 

Ranks renamed 

Novice = Thug 

Seasoned = Crook 

Veteran = Gangster 

Heroic = Mafiosi 

Legendary = Professional 

 

Above Professional, there is the GodFather rank wich can be attained only 

through roleplay and with the GM agreement. 
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Riding 

The Riding skill still applies to horses (but it’s not really useful in GTA), so it 

also applies to motorcycles, bicycles, skateboards and roller-skates. 

 

Standard of Living 

Your standard of living is important in GTA. The more you are rich, the best 

contracts you can have, but the worst will be the throwback if you fail. 

There are five standard of living, like the five important steps of the 

character’s advancement.  

Thug Squatter You crash on a friend’s couch and have 

a shower once a week. 

Crook Poor You have your own decrepit flat in the 

ghetto. 

Gangster Modest A standard flat and you don’t hear the 

neighbors. No crack dealers on the 

porch. 

Mafiosi Comfortably off Nice house, a garden, kind neighbors. 

You feel the success, right? 

Professional Wealthy A mansion, a garden wide as a park, a 

private staff. You are just under the 

Godfather! 

 

The standards of living are paid with the advancement, so you can’t lose it 

except if you lose all your money, are put to jail…  

Unlimited Ammo 

You only count the ammo at the beginning of the game in GTA, and anyway 

it is boring in a role-playing game. So the rule is Unlimited Ammo for every 

weapon, except the grenades, Molotov, jerry cans and bombs. 

But, on a natural failure (1 on the Shooting die regardless of the Wild die), 

you no longer have ammo and need to reload. It costs you 20% of the 

weapon’s price). Everything has a cost, I told you! 
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Wanted Level 

Since you are gangsters, you will draw the attention of the police to you. The 

famous Wanted Level of GTA is also in this setting. 

Infraction Lack of respect to a police officer, illegal parking… 

Offense Speeding, gun in public, a fight, hit a police officer… 

Crime Heist, hit hard or kill someone, use of heavy weapons… 

 

Each infraction adds 1 star to the Wanted Level, an offense 2 stars, and a 

crime 3 stars. Of course, if what the player characters are doing is known by 

someone, a camera… 

1 star 1 police car* is coming for you. + 1 benny for the police. 

2 stars 2 police cars* are coming. + 2 benny. 

3 stars 4 police cars* are coming + 1 FBI car. + 3 benny. 

4 stars 6 police cars* + 1 FBI car + 1 helicopter. + 4 benny. 

5 stars 10 police cars* + 2 FBI cars + 1 helicopter + 2 Riot trucks 

with SWAT teams. + 5 benny. 
* Or bike, SUV… 

The police search radius is centered on your location and is bigger as you 

have more stars.  

1 star Only your street. For 10 rounds / 1min 

2 stars Also the adjacent streets. For 50 rounds / 5min 

3 stars All the block. For 500 rounds / 10min 

4 stars Also the adjacent blocks. For 5,000 rounds / 20min 

5 stars The city. For 15,000 rounds / 1 hour 

 

It takes 10 rounds to the police to come to your location. But if you get 

instantly 3 stars, you need to leave the block where you are in 10 rounds or 

the GM can put a police car on your path! 

To escape from the police, you have to hide, for example in your hideout, 

and wait the needed time. The helicopter has thermographic cameras, so 

hiding under a tree is not a great idea. 

When the police first notices you and if you don’t surrender under 5 rounds, 

you get one more star. When noticed, if you escape a police car, another one 

will arrive quite close to you in the direction the GM wants. 

The maximum is 5 stars, but if you eliminate the 5 stars team, you end up with 

the army against you!  
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Weapons 

 

Knuckle-duster 

 

Damage: Str+d4 

Weight: 1 

Cost: 50$ 

Notes: Considered unarmed 

Knife 

 

Damage: Str+d4 

Weight: 2 

Cost: 100$ 

Notes: Not handy to butter 

 
Baseball Bat 

 

Damage: Str+d4 

Weight: 8 

Cost: 300$ 

Notes: Parry +1, Also for Baseball! 
 

Night-Stick 

 

Damage: Str+d4 

Weight: 4 

Cost: 300$ 

Notes: +1 to hit when nonlethal 

Crowbar 

 

Damage: Str+d4 

Weight: 4 

Cost: 200$ 

Notes: +1 to force a door, box… 

 
Machete 

 

Damage: Str+d6 

Weight: 8 

Cost: 500$ 

Notes: AP1, For hiking only! 

 
  

Stun Gun 

 

 

Range: 2 / 4 / 8 

Damage: Vigor roll -2 

RoF: 1 

Cost: 2,000$ 

Weight: 3 

Shots: 1 

Notes : Fail = Shaken for 1d4 

rounds 

 

 

 

 

 

 
 

Pistol 

 

 

Range: 12/24/48 

Damage: 2d6 

RoF: 1 

Cost: 1,000$ 

Weight: 3 

Shots: 10 

Notes : AP1, Semi-Auto 
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Pistol .50 

 

 

Range: 15/30/60 

Damage: 2d8 

RoF: 1 

Cost: 3,000$ 

Weight: 8 

Shots: 5 

Notes : AP2, Semi-Auto 

Micro SMG 

 

 

Range: 12/24/48 

Damage: 2d6 

RoF: 3 

Cost: 4,000$ 

Weight: 9 

Shots: 30 

Notes : AP1, Auto 
 

SMG 

 

Range: 15/30/60 

Damage: 2d6 

RoF: 3 

Cost: 6,000$ 

Weight: 10 

Shots: 30 

Notes : AP1, Auto 

Carbine Rifle 

 

Range: 24/48/96 

Damage: 2d8 

RoF: 3 

Cost: 10,000$ 

Weight: 10 

Shots: 30 

Notes : AP2, Auto 
 

Assault Rifle 

 

Range: 24/48/96 

Damage: 2d8+1 

RoF: 3 

Cost: 12,000$ 

Weight: 12 

Shots: 30 

Notes : AP2, Auto 

Pump Shotgun 

 

Range: 12/24/48 

Damage: 1-3d6 

RoF: 1 

Cost: 5,000$ 

Weight: 10 

Shots: 6 

Notes : - 
 

Sawed-off Shotgun 

 

Range: 5/10/20 

Damage: 1-3d6 

RoF: 1-2 

Cost: 4,000$ 

Weight: 8 

Shots: 2 

Notes : 

Assault Shotgun 

 

Range: 12/24/48 

Damage: 1-3d6 

RoF: 1 

Cost: 8,000$ 

Weight: 12 

Shots: 10 

Notes : 
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Sniper Rifle 

 

Range: 30/60/120 

Damage: 2d8+1 

RoF: 1 

Cost: 15,000$ 

Weight: 12 

Shots: 10 

Notes : AP2 

Heavy Sniper 

 

Range: 30/60/120 

Damage: 2d10 

RoF: 1 

Cost: 30,000$ 

Weight: 30 

Shots: 10 

Notes : AP 4, Snapfire, HW 
 

Combat MG 

 

Range: 24/48/96 

Damage: 2d8 

RoF: 3 

Cost: 20,000$ 

Weight: 20 

Shots: 100 

Notes : AP 2, Snapfire, 

Minigun 

 

Range: 30/60/120 

Damage: 2d8+1 

RoF: 4 

Cost: 50,000$ 

Weight: 40 

Shots: 200 

Notes : AP2, Can’t move while 

firing 
 

Grenade Launcher 

 

Range: 24/48/96 

Damage: 3d6 

RoF: 1 

Cost: 20,000$ 

Weight: 15 

Shots: 6 

Notes : MBT 

Rocket Launcher 

 

Range: 30/60/120 

Damage: 4d6 

RoF: 1 

Cost: 40,000$ 

Weight: 25 

Shots: 1 

Notes : LBT, AP2, HW 
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Tear Gas 

 

 

Range: 5/10/20 

Damage: Vigor roll-2 / Shaken 

Cost: 2,000 

Weight: 2 

Notes : MBT, Gaz mask advised 

Molotov 

 

 

Range: 5/10/20 

Damage: 2d8 

Cost: 1,000$ 

Weight: 2 

Notes : MBT 
 

Grenade 

 

 

Range: 5/10/20 

Damage: 3d6 

Cost: 2,000$ 

Weight: 2 

Notes : MBT, Not a toy 
 

Jerrycan 

 

 

 

Damage: Fire damage 

Weight: 30 

Cost: 500$ 

Notes: Need a light? 

Sticky Bomb 

 

 

Range: 1/2/4 

Damage: 4d6 

Cost: 5,000$ 

Weight: 6 

Notes : LBT, AP2, HW 

 

Weapons can have accessories such as a silencer, a scope, a light. Each 

accessory costs 20% of the weapon’s price: 

High-Capacity Magazine: +50% ammo (if you decide to count them) 

Flashlight: No penalty for Dim and Dark lighting, -50% for Pitch Black. 

Laser Sight: +1 to the shooting roll for short/medium range 

Silencer: -2 penalty to notice the shot 

Scope: Range +50% 

 

For the armors, you can use these ones of the core book: 

Flak Jacket / 300$ 

Gaz Mask (no Vigor roll with Tear gaz) / 1,000$ 

Kevlar Vest / 700$ 

Keval Vest with inserts / 4,000$ 

Kevlar pieces of protection for a limb / 500$ 

Motorcycle Helmet / 200$ 

Steel Pot Helmel / 600$ 
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Vehicles 

 

Cars 

 

Blista - Compact 

Acc/Ts: 10/30 

Toughness: 10(3) 

Crew: 1+3 

Cost: 10,000$ 

Notes:  

 

Dilettante - Compact 

Acc/Ts: 10/30 

Toughness: 10(3) 

Crew: 1+4 

Cost: 12,000$ 

Notes: The most common car! 

 

Prairie - Compact 

Acc/Ts: 12/34 

Toughness: 10(3) 

Crew: 1+3 

Cost: 14,000$ 

Notes:  
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Exemplar - Coupe 

Acc/Ts: 14/38 

Toughness: 10(3) 

Crew: 1+3 

Cost: 20,000$ 

Notes:  

 

Jackal - Coupe 

Acc/Ts: 14/38 

Toughness: 10(3) 

Crew: 1+4 

Cost: 24,000$ 

Notes:  

 

Sentinel - Coupe 

Acc/Ts: 14/38 

Toughness: 11(3) 

Crew: 1+3 

Cost: 24,000$ 

Notes:  

 

 

Buccaneer - Muscle 

Acc/Ts: 12/42 

Toughness: 12(3) 

Crew: 1+3 

Cost: 20,000$ 

Notes: -2 Driving roll 

 

Dominator - Muscle 

Acc/Ts: 16/48 

Toughness: 12(3) 

Crew: 1+3 

Cost: 34,000$ 

Notes: -1 Driving roll 
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Phoenix - Muscle 

Acc/Ts: 14/52 

Toughness: 12(3) 

Crew: 1+3 

Cost: 28,000$ 

Notes: -2 Driving roll 

 

Ruiner - Muscle 

Acc/Ts: 14/44 

Toughness: 12(3) 

Crew: 1+1 

Cost: 20,000$ 

Notes: -2 Driving roll 

 

Vigero - Muscle 

Acc/Ts: 14/44 

Toughness: 12(3) 

Crew: 1+3 

Cost: 24,000$ 

Notes: -2 Driving roll 

 

 

Blazer – Off-Road 

Acc/Ts: 10/30 

Toughness: 9(2) 

Crew: 1+1 

Cost: 12,000$ 

Notes: +2 Toughness vs jumps, no penalty 

when off-road and halved on wet roads. 

 

DuneBuggy – Off-Road 

Acc/Ts: 14/34 

Toughness: 10(3) 

Crew: 1+1 

Cost: 20,000$ 

Notes: +1 Toughness for jumps, no penalty 

when off-road and halved on wet roads. 
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Injection – Off-Road 

Acc/Ts: 14/30 

Toughness: 11(3) 

Crew: 1+3 

Cost: 20,000$ 

Notes: No penalty when off-road and halved 

on wet roads. 

 

RancherXL – Off-Road 

Acc/Ts: 10/30 

Toughness: 14(3) 

Crew: 1+7 

Cost: 26,000$ 

Notes: No penalty when off-road and halved 

on wet roads. 

 Rebel2 – Off-road 

 Acc/Ts: 12/34 

 Toughness: 14(3) 

 Crew: 1+1 

 Cost: 30,000$ 

 Notes: +2 Toughness for jumps, no penalty 

    when off-road and halved on wet roads. 

 Liberator – Off-road 

 Acc/Ts: 12/34 

 Toughness: 14(3) 

 Crew: 1+3 

 Cost: 60,000$ 

 Notes: +4 Toughness for jumps, no penalty 

    off-road, on wet roads, or with small  

    obstacles. Forbidden on roads. 

 

 

 

 



23 

 Emperor - Sedan 

 Acc/Ts: 10/30 

 Toughness: 11(3) 

 Crew: 1+4 

 Cost: 16,000$ 

 Notes:  

 

Fugitive - Sedan 

Acc/Ts: 16/38 

Toughness: 11(3) 

Crew: 1+4 

Cost: 28,000$ 

Notes:  

 

Primo - Sedan 

Acc/Ts: 12/34 

Toughness: 11(3) 

Crew: 1+4 

Cost: 24,000$ 

Notes:  

 

Stratum - Sedan 

Acc/Ts: 10/30 

Toughness: 11(3) 

Crew: 1+7 

Cost: 24,000$ 

Notes: Go on vacation car! 

 

Stretch - Sedan 

Acc/Ts: 10/30 

Toughness: 11(3) 

Crew: 1+9 

Cost: 40,000$ 

Notes: Subscription to the strip club 

included! 
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Washington - Sedan 

Acc/Ts: 14/36 

Toughness: 11(3) 

Crew: 1+4 

Cost: 26,000$ 

Notes:  

 

 

9F - Sport 

Acc/Ts: 20/48 

Toughness: 10(3) 

Crew: 1+3 

Cost: 40,000$ 

Notes:  

 

Banshee - Sport 

Acc/Ts: 20/48 

Toughness: 9(2) 

Crew: 1+1 

Cost: 36,000$ 

Notes:  

 

Buffalo - Sport 

Acc/Ts: 18/44 

Toughness: 11(3) 

Crew: 1+4 

Cost: 36,000$ 

Notes:  

 

Comet - Sport 

Acc/Ts: 22/52 

Toughness: 10(3) 

Crew: 1+3 

Cost: 46,000$ 

Notes:  
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 Penumbra - Sport 

 Acc/Ts: 18/44 

 Toughness: 10(3) 

 Crew: 1+3 

 Cost: 34,000$ 

 Notes:  

 

RapidGT - Sport 

Acc/Ts: 20/48 

Toughness: 9 (2) 

Crew: 1+1 

Cost: 36,000$ 

Notes: Convertible! 

 

 

Manana – Sport Classic 

Acc/Ts: 14/40 

Toughness: 12(3) 

Crew: 1+4 

Cost: 20,000$ 

Notes: -2 Driving roll but convertible! 

 

Monroe – Sport Classic 

Acc/Ts: 26/56 

Toughness: 10(3) 

Crew: 1+1 

Cost: 40,000$ 

Notes: -1 Driving roll 

 

Peyote – Sport Classic 

Acc/Ts: 14/36 

Toughness: 11(3) 

Crew: 1+3 

Cost: 20,000$ 

Notes: -2 Driving roll, true classic! 
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Adder - Super 

Acc/Ts: 30/60 

Toughness: 9(3) 

Crew: 1+3 

Cost: 58,000$ 

Notes:  

 

Bullet - Super 

Acc/Ts: 34/56 

Toughness: 9(3) 

Crew: 1+3 

Cost: 58,000$ 

Notes:  

 

Cheetah - Super 

Acc/Ts: 34/62 

Toughness: 9(3) 

Crew: 1+1 

Cost: 70,000$ 

Notes:  

 

Infernus - Super 

Acc/Ts: 30/56 

Toughness: 9(3) 

Crew: 1+3 

Cost: 52,000$ 

Notes:  
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 Baller - SUV 

 Acc/Ts: 16/38 

 Toughness: 13(3) 

 Crew: 1+4 

 Cost: 34,000$ 

 Notes:  

 

Cavalcade - SUV 

Acc/Ts: 14/34 

Toughness: 13(3) 

Crew: 1+4 

Cost: 30,000$ 

Notes:  

 

Dubsta - SUV 

Acc/Ts: 18/40 

Toughness: 12(3) 

Crew: 1+4 

Cost: 34,000$ 

Notes:  

 

Granger - SUV 

Acc/Ts: 14/34 

Toughness: 14(3) 

Crew: 1+7 

Cost: 42,000$ 

Notes:  

 

Landstalker - SUV 

Acc/Ts: 14/34 

Toughness: 13(3) 

Crew: 1+4 

Cost: 36,000$ 

Notes: Penalty halved off-road and on wet 

roads. 
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Mesa - SUV 

Acc/Ts: 12/34 

Toughness: 13(3) 

Crew: 1+3 

Cost: 32,000$ 

Notes: Penalty halved off-road and on wet 

roads. 

 

 

Bison - Van 

Acc/Ts: 14/34 

Toughness: 14(3) 

Crew: 1+4 (+ 6 back) 

Cost: 30,000$ 

Notes:  

 

Burrito - Van 

Acc/Ts: 12/34 

Toughness: 13(3) 

Crew: 1+2 (+ 6 back) 

Cost: 24,000$ 

Notes: Kidnapping for ransom. 

 

Camper - Van 

Acc/Ts: 8/30 

Toughness: 13(3) 

Crew: 1+9 

Cost: 40,000$ 

Notes: A mobile hideout! 

 

Minivan - Van 

Acc/Ts: 12/34 

Toughness: 12(3) 

Crew: 1+5 

Cost: 24,000$ 

Notes:  
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Motorcycles 

 

Bagger - Motorcycle 

Acc/Ts: 18/36 

Toughness: 8(2) 

Crew: 1+1 

Cost: 18,000$ 

Notes:  

 

Daemon - Motorcycle 

Acc/Ts: 20/40 

Toughness: 8(2) 

Crew: 1+1 

Cost: 22,000$ 

Notes: Show some respect! 

 

Double T - Motorcycle 

Acc/Ts: 34/62 

Toughness: 8(2) 

Crew: 1+1 

Cost: 30,000$ 

Notes: The perfect way to die… 

 

Sanchez - Motorcycle 

Acc/Ts: 14/32 

Toughness: 8(2) 

Crew: 1+1 

Cost: 12,000$ 

Notes: +4 Toughness for jumps, no penalty 

when off-road and halved on wet roads. 

 

Faggio - Motorcycle 

Acc/Ts: 10/26 

Toughness: 8(2) 

Crew: 1+1 

Cost: 10,000$ 

Notes: Want a pizza? 
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PCJ-600 - Motorcycle 

Acc/Ts: 28/52 

Toughness: 8(2) 

Crew: 1+1 

Cost: 20,000$ 

Notes: Also a good way to die… 

 

 

Trucks & Utility 

 

Benson - Truck 

Acc/Ts: 6/30 

Toughness: 16(4) 

Crew: 1+2 (+ 10 back) 

Cost: 30,000$ 

Notes:  

 

Hauler - Truck 

Acc/Ts: 8/30 

Toughness: 16(4) 

Crew: 1+2 

Cost: 40,000$ 

Notes: 6/30 with the trailer, cost 15.000$. 

 

Mule - Truck 

Acc/Ts: 8/30 

Toughness: 15(4) 

Crew: 1+2 (+ 10 back) 

Cost: 30,000$ 

Notes:  
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Caddy - Utility 

Acc/Ts: 6/22 

Toughness: 8(2) 

Crew: 1+1 

Cost: 8,000$ 

Notes:  

 

Fieldmaster - Utility 

Acc/Ts: 6/18 

Toughness: 16(4) 

Crew: 1+1 

Cost: 20,000$ 

Notes: Can’t jump, no penalty off-road, on 

wet roads, or with small obstacles. 

 

Sadler - Utility 

Acc/Ts: 14/34 

Toughness: 14(3) 

Crew: 1+4 (+ 6 back) 

Cost: 38,000$ 

Notes: Penalty halved off-road and on wet 

roads. 
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Emergency & Service 

 

Ambulance - Emergency 

Acc/Ts: 14/34 

Toughness: 13(3) 

Crew: 1+2 (+ 4 back) 

Cost: 60,000$ 

Notes: Prepare your credit card! 

 

FIB Granger - Emergency 

Acc/Ts: 18/44 

Toughness: 14(3) 

Crew: 1+7 

Cost: 60,000$ 

Notes: No penalty when off-road and halved 

on wet roads. 

 

Fire Truck - Emergency 

Acc/Ts: 12/32 

Toughness: 16(4) 

Crew: 1+4 

Cost: 80,000$ 

Notes:  

 

Police Bike - Emergency 

Acc/Ts: 22/44 

Toughness: 8(2) 

Crew: 1 

Cost: 26,000$ 

Notes: 

 

Police Highway Cruiser - Emergency 

Acc/Ts: 20/48 

Toughness: 11(3) 

Crew: 1+4 

Cost: 40,000$ 

Notes: This cop will bust you! 
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Police Cruiser - Emergency 

Acc/Ts: 16/42 

Toughness: 11(3) 

Crew: 1+4 

Cost: 32,000$ 

Notes: This one too! 

 

Police Maverick - Emergency 

Acc/Ts: 20/50 

Toughness: 11(2) 

Crew: 1+3 

Cost: 200,000$ 

Notes: Climb -1 

 

Police Predator - Emergency 

Acc/Ts: 12/32 

Toughness: 12(3) 

Crew: 1+3 

Cost: 70,000$ 

Notes: Dive deep to hide! 

 

Police Prison Bus - Emergency 

Acc/Ts: 8/30 

Toughness: 15(4) 

Crew: 1+22 

Cost: 60,000$ 

Notes: Highway to Hell! 

 

Police Riot - Emergency 

Acc/Ts: 14/36 

Toughness: 16(5) 

Crew: 1+2 (+ 6 back) 

Cost: 80,000$ 

Notes: For serious problems!  

 

Police Transporter - Emergency 

Acc/Ts: 20/40 

Toughness: 11(3) 

Crew: 1+1 (+ 6 back) 

Cost: 36,000$ 

Notes: For Roadblocks! 
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 Sheriff SUV - Emergency 

 Acc/Ts: 16/42 

 Toughness: 14(3) 

 Crew: 1+5 

 Cost: 50,000$ 

 Notes: No penalty when off-road and halved 

   on wet roads. 

 

 

Biff - Service 

Acc/Ts: 6/30 

Toughness: 16(4) 

Crew: 1+2 

Cost: 30,000$ 

Notes: This body needs to be recycled… 

 

Boxville - Service 

Acc/Ts: 8/30 

Toughness: 14(3) 

Crew: 1+2 

Cost: 24,000$ 

Notes: 

 

Bus - Service 

Acc/Ts: 8/30 

Toughness: 15(4) 

Crew: 1+32 

Cost: 50,000$ 

Notes: Speed! 

 

Stockade - Service 

Acc/Ts: 10/30 

Toughness: 16(5) 

Crew: 1+1 (+ 2 back) 

Cost: 80,000$ 

Notes: Bank on wheels! 
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Taxi - Service 

Acc/Ts: 14/36 

Toughness: 11(3) 

Crew: 1+4 

Cost: 26,000$ 

Notes: Need a taxi? 

 

Trahsmaster - Service 

Acc/Ts: 6/30 

Toughness: 16(4) 

Crew: 1+2 

Cost: 30,000$ 

Notes: This body needs to disappear… 
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Military 

 

Barracks - Military 

Acc/Ts: 6/30 

Toughness: 16(4) 

Crew: 1+2 

Cost: 50,000$ 

Notes: Penalty halved off-road and on wet 

roads. 

 

Barracks semi - Military 

Acc/Ts: 8/30 

Toughness: 16(4) 

Crew: 1+2 

Cost: 35,000$ 

Notes: Penalty halved off-road and on wet 

roads. 

 

Cargobob - Military 

Acc/Ts: 16/46 

Toughness: 13(3) 

Crew: 1+1 (+ 10 back) 

Cost: 500,000$ 

Notes: Climb 0 

 

Crusader - Military 

Acc/Ts: 12/34 

Toughness: 14(4) 

Crew: 1+3 

Cost: 40,000$ 

Notes: No penalty when off-road and halved 

on wet roads. 

 

Hunter - Military 

Acc/Ts: 20/60 

Toughness: 16(4) 

Crew: 2 

Cost: 1,000,000$ 

Notes: Climb 0, Weapons: 30mm Chaingun, 

16 x Hellfire Missiles 
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 Hydra - Military 

 Acc/Ts: 50/700 

 Toughness: 16(4) 

 Crew: 1 

 Cost: 3,000,000$ 

 Notes: Climb 4, Weapons: 20mm Cannon, 4x 

   Sidewinder Missiles, 4 x Sparrow Missiles, 

   Bombs 

 

Rhino Tank - Military 

Acc/Ts: 5/24 

Toughness: 77/58/29 (60/41/12) 

Crew: 4 

Cost: 1,000,000$ 

Notes: Heavy armor, Stabilizer, Tracked, 

Weapons: 120mm Gun, M60MG coax, 

M60MG hull, .50 cal MG on commander’s 

hatch 
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Aircraft 

 

Buzzard - Helicopter 

Acc/Ts: 18/48 

Toughness: 10(2) 

Crew: 1+3 

Cost: 150,000$ 

Notes: Climb -1 

 

Frogger - Helicopter 

Acc/Ts: 18/46 

Toughness: 11(2) 

Crew: 1+3 

Cost: 180,000$ 

Notes: Climb -1 

Blimp - Plane 

Acc/Ts: 4/20 

Toughness: 8(2) 

Crew: 1+7 

Cost: 200,000$ 

Notes: Climb -3, Who would suspect a 

balloon? 

Buckingham - Plane 

Acc/Ts: 25/200 

Toughness: 14(2) 

Crew: 2+10 

Cost: 800,000$ 

Notes: Climb 3, Luxurious 

 

Cargo Plane - Plane 

Acc/Ts: 15/160 

Toughness: 16(3) 

Crew: 2+140 

Cost: 1,500,000$ 

Notes: Climb 1 
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Cuban - Plane 

Acc/Ts: 20/48 

Toughness: 12(2) 

Crew: 1+3 

Cost: 240,000$ 

Notes: Climb1, 

 

Shamal - Plane 

Acc/Ts: 20/180 

Toughness: 14(2) 

Crew: 2+10 

Cost: 600,000$ 

Notes: Climb 2 
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Boats 

 

Dinghy - Boat 

Acc/Ts: 10/24 

Toughness: 10(2) 

Crew: 1+3 

Cost: 30,000$ 

Notes:  

 

Marquis - Boat 

Acc/Ts: 2/10 

Toughness: 13(2) 

Crew: 1+9 

Cost: 200,000$ 

Notes: Luxurious 

 

Seashark - Boat 

Acc/Ts: 18/34 

Toughness: 9(2) 

Crew: 1+1 

Cost: 30,000$ 

Notes:  

 

Squalo - Boat 

Acc/Ts: 16/36 

Toughness: 10(2) 

Crew: 1+3 

Cost: 60,000$ 

Notes: 

 

Tropic - Boat 

Acc/Ts: 12/34 

Toughness: 11(2) 

Crew: 1+3 

Cost: 50,000$ 

Notes: 
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Cycles & Others 

 

BMX - Cycle 

Acc/Ts: (*Str/2 / Str) 

Toughness: 6(2) 

Crew: 1 

Cost: 6,000$ 

Notes:  

 

Endurex Race - Cycle 

Acc/Ts: *Str/2 +2 / Str +4 

Toughness: 6(2) 

Crew: 1 

Cost: 8,000$ 

Notes:  

 

Scorcher - Cycle 

Acc/Ts: *Str/2 +1 / Str +2 

Toughness: 7(2) 

Crew: 1 

Cost: 8,000$ 

Notes: No penalty when off-road, and halved 

on wet roads. 

 

 Skateboard or Rollerskate - Others 

 Acc/Ts: *Agi/2-1 / Agi -2 

 Toughness: 5(1) 

 Crew: 1 

 Cost: 4,000$ 

 Notes: 

*Str or Agi are the value of the dice, not a roll. So d10 always equal 10. 
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All the vehicles can have accessories and be customized. Each accessory 

should cost 20% of the vehicle’s price : 

Aesthetic: Color, Hood, Front and Back Bumper, Lights and Neons, Roof, 

Side step, Skirt, Spoiler, Rim, Exhaust, Window – to have style in the streets! 

Alarm: You are not the only thief in this city! 

Armor: +10% toughness / +20% toughness / +30% toughness 

Brake: +1 to the Hard Brake manoeuver / +2 to the Hard Brake manoeuver 

Bull bars: +1d6 damage when ramming another vehicle or person 

Engine : +10% Ts / +20% Ts / +30% Ts 

GPS Tracker: To always know where is your car. 

Repair: You need to maintain your ride! 

Respray: No more cops! 

Roll Cage: The crew ignore the first wound for one collision. 

Suspension: +1 to the Manoeuver manoeuver / +2 to the Manoeuver 

Transmission: +10% Acc / +20% Acc /+30% Acc 

Turbo: +10% Acc/Ts 

Wheels: +1 for Tight Turn or Bulletproof tires. 

Of course, emergency and military vehicles are not sold. The players will 

have to look on the black market to find this type of vehicles. 
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Organizations 

 

Mafias 

The Mafias are well organized illegal associations with links to the 

administration and even government. They control what brings the more 

money and often outsource the dirty work to the gangs. When a war breaks 

out between mafias, even the police can’t stop it. 

Italian Mafia 

The Mafia (also known as the Mob or Cosa Nostra) is a real-life secret 

criminal society which first developed in the mid-19th century in Sicily, Italy. 

An offshoot emerged on the East Coast of the United States during the late 

19th century following waves of immigration. In America, the Mafia often 

refers to Italian American organized crime in general, rather than just 

Sicilian American organized crime. Each Mafia family is led by a Don or 

Capo Crimine. 

Under the Don there is the Underboss or Vice-Leader who will replace the 

Don when necessary. The Consigliere or Adviser is the third man, a trusted 

man who will help to keep the family looking as legitimate as possible. Then 

there are several Caporegime or Capo who are in charge of a crew of 

soldiers and associates known as a regime. Under the Capo there are the 

Soldato or Soldiers, the handymen of the Italian Mafia. At the bottom of the 

scale there are the Enforcers, non-Italian criminals who work for the family. 

Since the Italian Mafia is very powerful in the USA, it should also be the most 

powerful in your GTA game. A mafia you don’t want to have problem with. 

 

Leone Family 

 

 

 
 

Don (Godfather): Salvatore Leone 

Underboss (Professional): Luigi Goterelli 

Consigliere: Vincenzo Cilli 

Capo (Mafiosi): 10, with 5 Soldato (Gangster) each 

Enforcers: A lot 

Typical ride: Washington (Sedan) black 

 

The Leone Family has infiltrated the political power, 

bribed the local police and even the FBI. They own all 

the casinos and strip clubs, and have interests in 

drugs, guns and women traffics. 
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Russian Mafia 

Russian Mafia sometimes referred to as Bratva (Brotherhood) is a collective 

of various organized crime elements which originated in the former Soviet 

Union. 

Organized crime in Russia began in the imperial period of the Tsars, but it 

was not until the Soviet era that vory v zakone ("thieves-in-law") emerged as 

leaders of prison groups in gulags (Soviet prison labor camps), and their 

honor code became more defined. With the end of World War II, the death 

of Joseph Stalin, and the fall of the Soviet Union, more gangs emerged in a 

flourishing black market, exploiting the unstable governments of the former 

Republics, and at its highest point, even controlling as much as two-thirds of 

the Russian economy. In modern times, there are as many as 6,000 different 

groups, with more than 200 of them having a global reach 

A Pakhan is the boss of one of these groups. He is helped by two spies 

(Sovietnik and Obshchak) who watch over the actions of the Brigadiers 

(Avtoritet – Authority). There is also a Derzhatel obschaka (Bookkeeper) who 

collects money from Brigadiers and bribes the government. A Brigadier is 

in charge of a small groupe of men, the Bratok or Soldiers. A Shestyorka is 

an associate, someone working for the group but not member of it. 

The Russian Mafia is also powerful but they are not as many as the Italians in 

the USA and a little bit less organized. However, they are very violent and 

cruel, and will not hesitate to kill or even torture you. 

 

Russian Mafia 

 

 

 
 

Pakhan (Godfather): Kenny Petrovic 

Sovietnik (Professional): Jerkov 

Obshchak: Sergeï 

Brigadiers (Mafiosi): 8, with 5 Bratok (Gangster) each 

Associates: A lot 

Typical ride: Dubsta (SUV) black 

 

The Russian Mafia owns a lot of bars and illegal poker 

clubs. They are also involved in human and organs 

trafficking as well as drugs and weapons. The FBI 

hates them but the local police prefers to avoid these 

psychos. 
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Triads 

A triad is one of many branches of Chinese transnational organized crime 

syndicates based in China, Hong Kong, Macau and Taiwan and in countries 

with significant Chinese populations. 

The Hong Kong triad is distinct from mainland Chinese criminal 

organizations. In ancient China, the triad was one of three major secret 

societies. It established branches in Macau, Hong Kong, Taiwan and Chinese 

communities overseas. After the establishment of the People's Republic of 

China, all secret societies were destroyed in mainland China in a series of 

campaigns organized by Mao Zedong. Although organized-crime groups 

have returned to China after Mao, they are not triad societies. Known as 

"mainland Chinese criminal organizations", they are of two major types: dark 

forces (loosely-organized groups) and black societies (more-mature 

criminal organizations).  

The Mountain Master (Dragon Head) is the leader of a triad. He is helped by 

the Vanguard (Operations Officer), the Deputy Mountain Master (Deputy), 

and the Incense Master (Ceremonies Officer). Under them there are the 

White Paper Fan (Administrator), the Red Pole (Enforcer), and Straw Sandal 

(Liaison Officer). At the bottom of the scale, the Ordinary Members and 

Uninitiated Members. 

The strength of the Triads is the demography. A lot of Chinese illegal 

migrants will work for them, often for free, and some will become members 

of a triad. They are discreet, violent, and specialized in drugs and 

prostitution. 

 

Triad 

 

 

 
 

Dragon Head (Godfather): Hung Well 

Vanguard (Professional): Chu Ying 

Deputy: Long Wang 

Red Pole (Mafiosi): 6, with 5 Members (Gangster) 

each 

Uninitiated Members: Quite a lot 

Typical ride: PCK-600 (Motorcycle) red 

 

The Triad owns a lot of bars and rather all the Asian 

massage salons. They also controls the prostitution of 

Chinese women and sell synthetic drugs. Very 

discreet, they avoid confrontations and the local 

police never hear of them, which is not reassuring… 
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Yakusa 

Yakuza also known as gokudō ("the extreme path"), are members of 

transnational organized crime syndicates originating in Japan. The Japanese 

police, and media by request of the police, call them bōryokudan ("violent 

groups"), while the yakuza call themselves "ninkyō dantai" ("chivalrous 

organizations"). The yakuza are notorious for their strict codes of conduct 

and their organized fiefdom-nature. They have a large presence in the 

Japanese media and operate internationally with an estimated 102,000 

members. 

The name "yakuza" originates from the traditional Japanese card game 

Oicho-Kabu, a game in which the goal is to draw three cards adding up to a 

value of 9. If the sum total of your hand exceeds 10, the second digit is used 

as your total instead, with the exception of 10 (which equals 1). If the three 

cards drawn are 8-9-3 (pronounced ya-ku-sa in Japanese), the score is 20 

and therefore zero, making it the worst possible hand that can be drawn. 

The Oyabun is the boss of a family, while the Saiko-Komon is in charge of the 

administration. The Wakagashira is the first lieutenant and the Shateigashira 

is the second lieutenant. The Shingiin is the law advisor of the family and the 

Kaikei is the accountant. The Kyodai are the big brothers and the Shatei the 

little brothers. The Kyodai are like the Capo while the Shatei are the Soldiers. 

 

Yakusa 

 

 

 
 

Oyabun (Godfather): Hung Well 

Wakagashira (Professional): Chu Ying 

Saiko-Komon: Long Wang 

Kyodai (Mafiosi): 6, with 5 Shatei (Gangster) each 

Uninitiated Members: Quite a lot 

Typical ride: Exemplar (Coupe) black 

 

The Yakusa are also discreet and are involved in a lot 

of legal activities as well as illegal ones. They are 

involved in gambling, prostitution and sport cars 

theft. They are known to assassinate without hesitation 

whoever might go against their interests.  

 

 

 



48 

Gangs 

The Gangs are groups of criminals often quite poor and with little education. 

There are lot of dealers, smugglers and burglars, and even more of them are 

in prison. Gangs are violent and will fight to the death for their territories. 

Since the gangs are always a lot, you can for example duplicate the Ballas 

and change the name to create 3-4 African-American gangs, the same for Los 

Vagos, Motorcycle Club... 

Ballas 

The Ballas are a large African-American street gang and it’s members can 

often be seen drinking, smoking, driving cars, bikes, and even walking 

dogs. Most Ballas stand on the sidewalks in groups of 3-5. Their weapons 

include pistols and knives. 

The members have rather always under 30 years old and the leader is the 

one who asserts himself through his violence, ruthlessness and personal 

charisma. Under the leader there are the soldiers who will deal drugs, kill 

members of enemy gangs, extort money… There are also associates, people 

who work for the gang but are not members of it. 

To become a member, it is more simple if you are African-American, and 

you will have to fight against 20 members with your bare hands. 

 

Ballas 

 

 

 

 

Boss (Gangster): Bit T  

Soldiers (Crook): 300  

Associates: Some 

Typical ride: Manana (Sport Classic) violet 

 

The Ballas are very proud about their territory and 

will not let other gang members enter it. They control 

the drug market, arms trafficking and prostitution in 

their territory. There is a huge turnover since a lot of 

members are killed or busted, but it’s part of the gang 

life. Police department have a lot of problems with 

them. 
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Hare Krishna 

The Hare Krishna is a gang with mainly White members, neo hippies loving 

too much drugs and wanting to share it with all the partygoers. It is not a 

powerful gang nor a violent one. Its power comes from some rich members, 

even some rockstars, and its link with high-quality drugs producers 

worldwide. So when the gang needs to eliminate someone, it can easily hire 

a hitman who will discreelty do the work. 

To become a member, you have to invest 500,000$ in the gang and take a 

lot, really a lot, of drugs with its members. If you survive, you are a member. 

It’s that simple! 

There are two type of members. The Smokers who are running the business 

and can have another legit work, for example lawyer, businessman… The 

Drinkers who will deal drugs in the festivals and raves. Each Smoker has as 

much power as the other Smokers, hence there is not one leader. People who 

work for the gang but are not member of it are called “Pures”. 

 

Hare Krishna 

 

 

 
 

Leader (Mafiosi): Sunbeam / Nova Bright / Master 

Lepus 

Drinkers (Crook): 150 

Pures: Quite a lot 

Typical ride: Camper (Van) pink 

 

The Hare Krishna has nearly a monopole on drug 

dealing in the festivals, raves and among rich people 

and stars. The police never hears of them but the FBI 

has serious files against this organization. 
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Los Vagos 

The Vagos are a large Hispanic street gang and it’s members can often be 

seen drinking, smoking, driving cars, bikes, and even walking dogs. Most 

Vagos stand on the sidewalks in groups of 3-5. Their weapons include pistols 

and knives. 

The members have rather always under 30 years old and the leader is the 

one who asserts himself through his violence, ruthlessness, personal 

charisma, and his links with a Cartel in Mexico. Under the leader there are 

the soldiers who will deal drugs, kill members of enemy gangs, extort 

money… There are also associates, people who work for the gang but are 

not member of it. 

To become a member, you have to be Hispanic or with a Hispanic ancestry, 

and you will have to kill an enemy gang member. 

 

Los Vagos 

 

 

 

 
 

Leader (Gangster): Jose Carlos 

Soldiers (Crook): 500 

Associates: Some 

Typical ride: Buccaneer (Muscle) yellow 

 

The Vagos like the Ballas, control all the illegal 

activities on their territory. The constant flow of 

migrants always brings them new recruits and they 

are trying to push back the limits of their territory, 

above all at the cost of the Ballas. The Police 

department and the FBI are working together to 

control this gang and its links with the Cartels. 
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Motorcycle Club 

An outlaw motorcycle club is a motorcycle subculture that has its roots in the 

immediate post-World War II era of American society. It is generally 

centered on the use of cruiser motorcycles, particularly Harley-Davidsons 

and choppers, and a set of ideals that celebrate freedom, nonconformity to 

mainstream culture and loyalty to the biker group. 

The clubs have their own set of bylaws reflecting the outlaw biker culture. 

The U.S. Department of Justice defines "outlaw motorcycle gangs" as 

"organizations whose members use their motorcycle clubs as conduits for 

criminal enterprises". 

To become a member of such a club, first, you have to buy your own 

motorcycle. In exchange for some work (repairing motorcycles or cars), you 

are a hangaround. Then when the members trust you, you become a propect. 

It allows you to know about minor illegal activities and take part in it. Once 

you prove your worth and that the other members vote for it, you are a full-

patch. People who work for the club but don’t want to become bikers are 

called friends of the club. 

Be White is an asset to join such a club, or at least some of them. 

 

Motorcycle Club 

 

 

 
 

Boss (Mafiosi): Sonny Barger 

Full-patch (Gangster): 100 

Friends of the Club: Some 

Typical ride: Daemon (Motorcycle) orange-fire 

 

The Motorcycle Club is known to be brutal but still 

have some rules as opposed to the Los Vagos or 

Russian Mafia. They are specialized in arms 

trafficking and are powerful in the countryside. There 

is little chance you see them in the city since they can’t 

win against the other gangs. 
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Other organizations 

These organizations are linked to Mafias but remain independents. Not so 

well organized, they are also less violent but still dangerous for the Gangs. 

They are also very specialized in one type of illegal activity. 

Jewish Mob 

Jewish Mob 

 

 

 
 

Leader (Professional): Isaac Roth 

Accountant: Meyer Wolfshiem 

Henchmen (Gangster): 30 

Associates: Some 

Typical ride: Penumbra (Sport) blue 

 

Jewish-American organized crime emerged within 

the American Jewish community during the late 19th 

and early 20th centuries. 

It is a small mafia specialized in diamond trading and 

other gemstones. 

They have good relations with the Italian Mafia, and 

thus should be respected. 

  

Zaibatsu Corporation 

Zaibatsu 

Corporation 

 

 

 
 

CEO (Godfather): Trey Welsh 

Accountant: Uno Carb 

Bodyguards (Gangster): 100 

Typical ride: Peyote (Sport Classic) dark-green 

 

The Zaibatsu Corporation is a criminal conglomerate 

hid behind a pharmaceutical company. It officially 

produces meds and energy drinks (Zenergy) but 

really gets its money from synthetic drugs.  

They have good relations with the Hare Krishna gang 

they supply, and can easily buy a service from 

another gang. 

Some junkies tell that they are working on a zombie 

drug, but it’s only rumors… 
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Non-player characters 

 

All these non-player characters are Extras. For a boss, feel free to make him 

a Joker. The rank is only an indication, I didn’t follow the character’s creation 

rules. 

Thug (novice) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D6 

D4 

D4 

D6 

D6 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

0 

6 

4 

5 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D6 

D4 

D4 

D4 

D4 

Edges 

None 

Equipment 

Knife or Baseball bat or Pistol 
 

 

Crook (seasoned) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D6 

D6 

D6 

D6 

D6 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

0 

6 

5 

5 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D6 

D6 

D4 

D6 

D4 

Edges 

1 Combat Edge 
 

Equipment 

Knife or Baseball bat or Pistol + 

Micro SMG or Sawed-off Shotgun 
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Gangster (veteran) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D8 

D6 

D6 

D6 

D8 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

1 

6 

6 

6 (+2/+4) 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D6 

D8 

D6 

D8 

D6 

Edges 

2 Combat Edges 
 

Equipment 

Knife or Pistol .50 + Flak Jacket + 

SMG or Pump Shotgun  
 

 

Mafiosi (heroic) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D8 

D8 

D8 

D8 

D8 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

2 

6 

7 

6 (+2/+4) 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D6 

D10 

D8 

D10 

D8 
 

Edges 

1 Background Edge 

3 Combat Edges 
 

Equipment 

Knife or Pistol.50 + Kevlar Vest + 

Carbine Rifle or Assault Shotgun 
 

 

Police Officer (novice / seasoned for an inspector) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D6 

D6 

D6 

D6 

D6 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

1 

6 

6 

5  (+2/+4) 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D6 

D8 

D6 

D8 

D4 

Edges 

1 or 2 Combat Edges 
 

 

Equipment 

Night Stick + Stun Gun + Kevlar Vest 

+ Pump Shotgun or Pistol 
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FBI Agent (veteran) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D6 

D8 

D8 

D6 

D6 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

2 

6 

6 

5 (+2/+4) 

Edges 

3 Combat Edges 
 

Equipment 

Stun Gun + Pistol + Kevlar Vest + 

Carbine Rifle or Assault Shotgun 
 

 

SWAT Officer (heroic) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D10 

D6 

D8 

D10 

D10 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

1 

6 

7 

7 (+4/+8) 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D10 

D10 

D8 

D10 

D10 

Edges 

4 Combat Edges 
 

 

Equipment 

Pistol + Kevlar Vest w/Inserts 

Carbine Rifle or Assault Shotgun or 

Sniper Rifle + Tear Gas (1) 
 

 

Security Guard (novice) 

 

Attributes 

Agility 

Smarts 

Spirit 

Strength 

Vigor 

 

D6 

D4 

D4 

D6 

D6 

Stats. 

Charisma 

Pace 

Parry 

Toughness 

 

0 

6 

5 

5 

Skills 

Climbing 

Fighting 

Driving/Riding 

Shooting 

Throwing 

 

 

D4 

D6 

D4 

D4 

D4 

Edges 

1 Combat Edge 

Equipment 

Night Stick or Stun Gun + Pistol 
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Maps 

 

Vice City 

If you want an 80’s style criminal adventure, Vice City is made for you. You 

can also use it as a 21st century city to give a West Coast flavor to your game. 

Sea, Girls and Drugs! 
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San Andreas 

San Andreas, the gang wars episode of GTA. You can do whatever you want 

with this map, it’s huge! You could split the three urbanized parts into a 

residential, downtown and industrial area like GTA 2. 
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Liberty City 

The modern, cold and covered in concrete Liberty City, perfect when it’s 

raining at night. The map to use for a dark gloomy mafia and corrupted 

cops story. 
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Los Santos 

The last city of the GTA series. Like San Andreas, it suits a lot of styles. A 

mix of gangs and mafia in the city, some motorcycles clubs in the 

countryside, smuggling by planes or boats… 
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Some places no matter the episode are important in GTA. 

 

Ammu-Nation 

 

America first shop! Your security is important for an Ammu-Nation owner but 

since you are not alone, everyone has a gun, hence it’s really dangerous 

outside! Ammu-Nation is closed for fugitives and if you try to hold up a shop, 

you will surely be dead by the end of the day. 

Bars & NightClubs 

The best places after a hard day. Making new friends around a glass of 

whisky, talking and seducing lovely women, spending your money! Don’t 

drive when drunk or the police will make you pay this violation! 

Clothes shop 

Clothes are important, they are a visible sign of wealth. A ghetto outfit costs 

around 100$, a standard one 1,000$, a class one 10,000$, and a luxurious one 

100,000$. The GM can put some penalties or bonuses depending on your 

clothes and the kind of people you are dealing with. 

 

 

Cluckin’ Bell 

 

Chicken is the best meat and Cluckin’ Bell are here for your health. For 100$ 

of pure organic outdoor raised chicken, you can recover from 1 wound per 

day and character. 

Hookers 

Hookers are the heaven of bad guys. No more shit talk, go straight to what 

you want. But haste has a cost. If a hooker make you recover from 1 wound 

per day and character for 500$, it also can give you an illness. Roll a d6, with 

a 1 you get an illness to the GM discretion. 
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8-Ball’s Bomb Shop 

 

Illegal hidden shops perfect to eliminate a witness or for a heist. Owned by 

mafias, there is no guarantee than this hand-made bomb will work as it is 

supposed.  

8 ball bombs are equivalent to two sticky bombs with a detonator or 

countdown. They cost 12,000$ and are made to booby-trap a vehicle. Roll a 

d6, with a 1, the bombs doesn’t work as it should, to the GM discretion. 

 

Pay ‘n’ Spray 

 

The essential place of every car enthusiast to have the best ride in town, and 

also a very good way to avoid cops with a new paint. Pay ‘n’ Spray owners 

are not dumb, they will not let you enter their garage if the cops are right 

behind you. 

 

 

Vanilla Unicorn 

 

Watching sexy girls dancing around a pole is good for your morale but bad 

for your wallet. For 500$, you will recover from 1 fatigue point per day and 

character, and, maybe, find the love of your life… 
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Mission seeds 

 

 

Like in the old GTA games, getting your mission from a phone booth. 

 

As you could have seen, this setting is specialized for GTA but is also a 

toolbox for all your criminal games. 

As usual, I don’t want to write a detailed scenario because I don’t use this 

type of content myself. I prefer to give some ideas so you use your own 

imagination and experience to create a good story. 

Here are some seeds to help you create an interesting one-shot or campaign. 
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Hitman 

 

In this setting, your players are real professionals.  

They have the stuff they want and work only for big organizations or even 

intelligence agencies which don’t want to get their hands dirty. 

This type of game is good for detailed missions like an assassination, a 

kidnapping, a bank robbery… 

Draw a detailed plan of the patrols, think of what are the security systems, 

let your players gather a lot of information before moving into action. A 

mission could make two sessions, the first session to gather informations and 

the second one to accomplish it. A failure would mean a third session to 

handle all this shit. 

These complex missions need a lot of preparation because the stakes are 

high. Failure is unnaceptable. 

This style is for professionals and high-ranking criminals. 

 

 

 

 

 

 



67 

Gang wars 

 

With this style of game, your players start as thugs, sons of the hood. 

They joined the local gang in their teenage years and are no longer only 

spotters at the corner of the street, they are real thugs! 

They want drugs (to sell and to use), guns and girls. 

Life expectancy is short and becoming a crook is already an achievement, 

as well as not finish for 30 years in jail. 

To give the gangsta mood to your players, don’t let them think or come up 

with a plan for each mission. They should be under pressure and act 

instinctively, swamped by events. 

Create danger everywhere. Everyone wants to swindle everyone when 

selling drugs or other stuff. Other gangs don’t want them in their territory 

and cops will take pleasure in checking their pockets and car. 

This is a style for violent and audacious criminals. 
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Godfather 

 

Your players may be newcomers (maybe distant cousins of a mafiosi) or 

common criminals who begin to work for a mafia. 

They want to become the new crime leaders in their city. They want big 

money, the best women, the best cars, a private jet, power, everything! 

Smart, gangs stuff don’t get them interested. They want good contracts and 

to deal with really skilled criminals. Jail would mean the end of their dreams. 

For this setting, don’t hesitate to give them hard missions so they can prove 

their worth. 

This style is for ambitious and determined criminals. 
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Play the police 

 

Who doesn’t want to play a cop chasing criminals in the streets of a 

megalopolis. 

Playing a cop is part of some GTA games, so I had to put it in Savage Theft 

Auto. 

It is easy to prepare. Your players can start as Novice (cops patrolling in their 

car), or immediately as Seasoned (DEA inspectors for example). 

A story like the movie “End of Watch” would be great. They arrest a local 

gang member that leads them to a bigger thing, and a bigger, and… until 

they are dealing with a mafia. 

If you want only gunfires, they also could be a SWAT team and start as 

Veteran or Heroic. This kind of game would look like the Hitman style but 

this time they are on the good side… or maybe not! 

 

 

 


