Saint Anthony’s Carnival
An adventure for two to four Family Associates or Made Guys

Set-up:  (The primary staging area is a church parking lot and the surrounding parking lots and streets.  In New Milan, it is located at 15th and Bay.)  Saint Anthony’s Carnival is an annual event for the Feast of Our Lady of the Mount.   It lasts for about a week to raise money for the local church and various charities.  Your Family makes money extorting the carnival company, but in return the company expects to operate in a secure environment.  It is widely known that your boss would like the carnival to make as much money as possible, since much of the proceeds go to the local church and the positive publicity surrounding the event is likely to reduce the heat on everyone.  You are expected to attend the carnival at least two of the seven days to help with security.  (One random PC is saddled with Katie, their 6 year-old niece/cousin/daughter.  If the PCs insist they don’t have a relative around that age, she is the daughter of a capo in their family.  She is known to be a good kid, but a bit of a demanding princess.  Her mother would absolutely freak out if Katie was exposed to any sort of “tawdry” behavior or violence and the PC responsible would likely lose respect.  Katie should go both days unless something awful happens the first day.  Katie is pretty smart for her age and will ask embarrassing questions of the PCs if she is able.  For instance, “Is that gun for killing people?”  “Is that woman a prostitute?” etc.  The other PCs should feel free to bring their kids and other family members.  The GM should, however, remind them that they must keep any “Family” activities as much of a secret as possible.)
(Katie (6) 0 level Smart Mook Str: 6/-2, Int: 14/+2, Wis: 8/-1, Dex: 10/+0, Con: 10/+0, Cha: 16/+3, Defense 10, 6 HP, Attack Bonus: +0, Fort: +0, Ref: +0, Will: +1, Skills:  +5 Spot, Feats:  Simple Weapon Proficiency, Talents: Skill Emphasis: Spot, Respect: 6, Bank: 0, Wealth Bonus: +1 Weapon of Choice:  none)

It does matter which of the two days of the carnival the PCs choose to attend.  During the rest of the week, they will be busy with their normal business.

First Day: Daytime:  After parking your car several blocks away, you walk to the church parking lot and find it jammed with people.  Towering above you is a Ferris Wheel with about 75% of its decorative lights still functioning.  Between the crowds of people you see other carnival rides, carnival games, a haunted house, a beer garden, church raffles and food vendors.  The air smells of cotton candy and funnel cakes.  You were instructed to meet Christopher Napoli (29), a soldier from your outfit at a food vendor known as “Ralphie’s Holes”.  Ralphie’s is known for making the best zapes at the carnival (fried dough covered in sugar and sometimes filled with anchovies.)  Christopher can’t get enough of them.  Ralphie’s is positioned catty corner from the beer garden.  The beer garden consists of several rows of picnic tables and benches and one giant row of beer taps and servers.  Christopher greets you with a nod and a mouthful of fried dough.  “Hey, fellas, how ya doin’?” he mumbles.  “Whew, this place is packed.  I hate the crowds.  Hey, sweet pea,” he says greeting Katie.  “Can I have a donut?” asks Katie.  “They’re not donuts, honey, they’re zapes.  They’re good, try one.”  (For a few minutes, things should be fine.  Christopher reports nothing happening at the carnival.  There were some minor altercations, but nothing serious.  Christopher has noticed an unusual amount of “tail” at the carnival.  Hot women dressed in skimpy outfits.  Christopher will also be familiar with the latest escapades of the characters and will gingerly discuss around them, complaining the whole time.  If any of the characters also has the Miserable weakness, he’ll especially try to talk to them.  After a few exchanges, read the next section to the players.)
Christopher Napoli (29) 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Pawn Shop Manager”

Str: 12/+1, Int: 13/+1, Wis: 13/+1, Dex: 12/+1, Con: 10/+0, Cha: 14/+2, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +6 Bluff, +4 Gathering Information, +2 Knowledge (streetwise), +3 Cheat, +5 Shake Down, +2 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Minor Con, +2 Gamble, +3 Concentration, +1 Drive, +3 Sense Motive, +5 Diplomacy, +2 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Deceptive, Personal Firearms Proficiency, Attentive, Weaknesses: Smoking Addict, Miserable, Short Fuse, Talent:  Skill Emphasis: Gambling, Respect: 700, Bank: 180, Wealth Bonus: +8 (Christopher is known for being very capable, but he complains about everything, even stuff he likes.   Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

The other crew:  As you are chewing the fat with Christopher, a group of guys from Capo Manacotti’s Crew enter the beer garden.  Manacotti’s Crew has a reputation for being loud, drunk and boisterous.  (The Manacotti Crew should be from a rival family, preferably one the PCs dislike, but not from one they are at war with.)  Manny “Pasta” Pertrucci (33) spots Christopher and his eyes light up.  “Hey, there he is, Mr. Fucking Sunshine!”  The rest of Manny’s guys laugh (With Manny their number should equal the PCs with Christopher.) but Christopher snaps at him.  “Watch your God damned mouth around the kid!” snaps Christopher.  “Are you stupid?!”  “Hey, you better watch your mouth, you hawk-nosed cocksucker.  You don’t talk to me like that.”  

(At this point, the PCs need to intervene.  It is apparent that this could easily escalate into violence.  The hostility is very real.  Diplomacy or Joke vs. a DC of 13 can be used to smooth things over.  If the PCs use the talent “Know Respect”, they’ll know that Manny and one of his other guys are made.  The GM can make them all Made Guys if he wants or all Family Associates if the PCs are new.  Make it clear to the PCs that a fistfight could be a disaster for everyone and a gunfight would be just plain nuts.  Manacotti’s crew are doing what they always do, “Busting balls” and they will continue to needle the character through this adventure.  The object of the game is for the characters to keep their Respect and the Manacottis to loose theirs.  A real Mafioso would never start a life or death fight unless his weaknesses drove him to that by accident.  Deep down, the Manacotti crew does not want a lethal fight either.  If they sense they’ve gone too far, they may even back down to avoid getting shot. They are not afraid they just don’t think it’s worth a gunfight.  If the PCs draw weapons, they may withdraw and use their connections in the future to make life Hell for the PCs.)

Manny “Pasta” Pertrucci (33) 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Construction”

Str: 13/+2, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 16, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +1 Knowledge (streetwise), +3 Sense Weakness, +4 Bribe, +3 Shake Down, +2 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Minor Con, +3 Destroy Evidence, +3 Drive, +3 Sense Motive, +5 Diplomacy, +5 Intimidate, +2 Gamble, +3 Gather Information, +1 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Confident, Weaknesses: Greedy, Braggart, Disrespectful, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 150, Wealth Bonus: +8 (Manny is a ball-buster and loves to needle people, especially his rivals.  He thinks the carnival is boring and this is his way of livening it up.  Manny also has a big mouth and sometimes says more than he should, especially in the heat of an argument.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Mikey Gerganglio (24) 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Electrician”

Str: 13/+2, Int: 13/+1, Wis: 8/+-1, Dex: 13/+2, Con: 13/+2, Cha: 13/+2, Defense 17, 38 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +1 Knowledge (streetwise), +3 Cheat, +4 Bribe, +3 Shake Down, +4 Run a Brothel, +3 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +6 Craft (Electronic), +4 Destroy Evidence, +1 Drive, +3 Sense Motive, +3 Diplomacy, +5 Intimidate, +1 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Quick Draw, Weaknesses: Dysfunctional Family Life, Bitter, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 545, Bank: 20, Wealth Bonus: +10 (Mikey is a better electrician than he is Mafioso.  His biological family doesn’t support him and he is very bitter about it.  Mikey loves Manny like a brother.  He’s the only one that ever showed him respect.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Lenny Garibaldi (27) 2nd level Strong Mook/1st Level Family Associate/Wiseguy 

Str: 15/+2, Int: 10/+0, Wis: 8/-1, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 13, 23 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +1, Skills:  +5 Bluff, +2 Knowledge (streetwise), +3 Drive, +5 Shake Down, +5 Beat, +1 Sense Motive, +1 Exploit, +1 Hide Motive, +3 Sense Weakness, +2 Diplomacy, +2 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legitimate Businessman, Weaknesses: Smoking Addict, Family Guilt, Respect: 300, Bank: 50, Talent: Extreme Effort, Know Respect, Wealth Bonus: +5  (Lenny is your run-of-the-mill thug.  He feels terrible about lying to his mother about what he does for a living.)  Weapon of Choice:  knife 1d4

Soli Garibaldi (24) 2nd level Strong Mook/1st Level Family Associate/Wiseguy 

Str: 18/+4, Int: 10/+0, Wis: 12/+1, Dex: 12/+1, Con: 10/+0, Cha: 10/+0, Defense 13, 17 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +1, Skills:  +5 Bluff, +2 Knowledge (streetwise), +3 Drive, +5 Shake Down, +5 Beat, +1 Sense Motive, +1 Exploit, +1 Hide Motive, +3 Sense Weakness, +2 Diplomacy, +2 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Prison Connection, Weaknesses: Smoking Addict, Creature of Habit, Respect: 250, Bank: 0, Talent: Extreme Effort, Know Respect, Wealth Bonus: +5  (Soli is a monster of a man who likes everything to be just so.  He has unwavering loyalty to his crew and his brother and will immediately rise to defend him.)  Weapon of Choice:  brass knuckles

Martin “Hilly” Hillio (25) 2nd level Strong Mook/1st Level Family Associate/Wiseguy 

Str: 15/+2, Int: 10/+0, Wis: 14/+2, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 13, 26 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +1, Skills:  +5 Bluff, +2 Knowledge (streetwise), +3 Listen, +5 Search, +5 Beat, +1 Sense Motive, +3 Spot, +3 Hide Motive, +5 Sense Weakness, +4 Diplomacy, +4 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Prison Veteran, Prison Connection, Weaknesses: Sentimental, Over Protective (of his crew), Sex Addict, Respect: 300, Bank: 50, Talent: Extreme Effort, Know Respect, Wealth Bonus: +4  (Hilly will enter into combat without question if it is to save anyone in the crew.  He would probably rather die or leave the Family than betray one of them.  He’s a stand-up guy with bottomless appetite for sex.)  Weapon of Choice:  knife 1d4

(If you need more NPC’s, simply make up more names and copy the appropriate stats depending on the make up of the PCs group.)

Assuming the PC’s don’t turn the confrontation into a bloodbath, the next encounter happens about two hours later:  You’ve been walking the carnival grounds, taking Katie on rides and giving knowing nods to grateful vendors.  Katie spots a pink and yellow teddy bear hanging over a carnival game called “Milk Can Alley”.  The object of the game is to throw softballs into the milk can, but you already know that this game is rigged.  The balls fit so tightly in the hole that it’s nearly impossible to get them in with a throw.  Unfortunately, Katie’s eyes light up at the sight of the teddy bear.  “Will you win that for me, Uncle _____?”

(The PC’s can play the game if they want, but it takes a roll of a natural 20 to get it in the hole.  The easiest way is to subtly Intimidate Reggie, the mook running the game.  Since the PC’s cannot use any obvious language to Intimidate Reggie, they need to roll against a DC of 18.  If they fail, they can make a second attempt at a DC of 20.  If that fails, their only other choice would be to Bribe Reggie, that’s a DC of 10 but will cost the PC a Wealth point.  If the PCs want to beat up Reggie, inform them that there are too many witnesses and Katie will whine if she has to wait until later.  If there are other children besides Katie, the PC’s may have to spend more Wealth.  The Intimidation roll, however, will cover all the kids’ teddy bears.)
Raffle Ruckus:  About an hour later, your walking through the carnival grounds when you hear a commotion.  The noise is coming from the Church Raffle table.  Every year, Saint Anthony’s gives away a brand new Cadillac during their raffle along with other prizes.  Standing in front of a line of people, arguing loudly with one of the priests and a volunteer, is a huge, muscular man.  He stands about 6’ 5” and is most definitely a body builder.  He is screaming at the priest that he, “Gave you a hundred!  I want a hundred tickets!”  The man seems so enraged, he looks as if he might reach across the table at the priest.  Father Pete, a young priest of about 25, treats the angry man with total disdain.  Father Pete has a reputation for being an outspoken political advocate and has challenged his own church on several topics.  Unafraid, he gets right in the face of the muscular man, “Listen you steroid jockey!  You gave me a twenty!  It’s not my fault you can’t count!  Go back to drinking yourself stupid and stop holding up the line!”  The muscular man looks like he’s ready to blow.  What do you do?

Arthur Bennett (31) 4th level Strong Mook 

Str: 20/+5, Int: 10/+0, Wis: 4/-3, Dex: 14/+2, Con: 14/+2, Cha: 10/+0, Defense 13, 35 HP, Attack Bonus: +4, Fort: +2, Ref: +1, Will: +1, Skills:  +5 Intimidate, +4 Swim, +4 Climb, +2 Jump, +2 Repair, +3 Craft (Structural), Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Athletic, Knockout Punch, Power Attack, Weaknesses: Short Fuse, Violent Temper, Respect: 288, Bank: 0, Talent: Melee Smash, Improved Melee Smash, Wealth Bonus: +12  (Arthur has been abusing steroids for the last two years and has developed the weakness, Violent Temper.  His wife left him this week and he lost his job the month before.  Arthur knowingly gave the priest a twenty, thinking he could bully him.  When it doesn’t work, he flips out.  A Diplomacy check at a DC of 25 would be needed to talk him down.  A Bribe check, however, only has a DC of 8 because Arthur really needs the money.  Arthur will attempt to Intimidate anyone that confronts him.  If he fails his roll, he attacks.  Attempts to Intimidate Arthur are made at –8 due to his enraged state.)  Weapon of Choice:  fists  (Assuming the PC’s manage to placate or subdue Arthur without shooting him, Father Pete will reward them with Arthur’s 20 raffle tickets.  This gives the PC’s a 1 in 100 chance of winning.  If the PCs use any weapons without hiding them to defeat Arthur, someone in the crowd calls the cops and six Average New Milan policemen arrive in 20 rounds.  They will arrest anyone they see fighting.  Additionally, the Manacotti crew will show up as the PCs are being led away in cuffs.  They’ll openly taunt them with shouts of, “Yeah, that’s it!  Get rid of these troublemakers!  They’re a fuckin’ menace to my society!  Take those losers away!”  All the PC’s will lose 25 Respect points for this public humiliation.  Any Suspicion Index points they would’ve lost today are kept.)

The crew returns:  The day is winding down and Katie is finally starting to look like she might want to leave.  You sitting in the beer garden enjoying sausage and pepper sandwiches when you hear a familiar voice.  “Hey, babbo, you gonna keep that fuckin’ kid out all night?”  The Manacotti crew has returned.  “What did I say?!” snaps Christopher.  Manny Pasta and the rest of his crew look like they had more than a few beers.  Christopher looks ready to start a fistfight.  (Give the opportunity for the PC’s to use Diplomacy or Joke to calm him down.  If they use Diplomacy, they all still loose 2 Respect points.  If they use Joke, they lose none.  The DC of Diplomacy is 14 and for Joke 12.  If a fight breaks out, someone in the crowd will use a cellphone to call the cops.  Ten Average New Milan policemen arrive 20 rounds later.  Tell the PCs that there are plenty of objects in the area to use as makeshift weapons.  There are also food stands with deep fryers, knives, hot grills and other potentially dangerous objects.  The police are all armed with tasers.  They will arrest everyone.  This will negate any Suspicion Index points lost.  Everyone on the losing end of the fight loses 10 Respect points.  The guys on the winning end gain 5.  If the lose and get away from the cops, they only lose 2 points, but if they win the fight and get away, they gain 20.  If they get into a fight with the Manacotti crew, the group will get chewed out by Christopher’s Capo.  If they won the fight, they lose no Respect, but if they lose they lose an additional 1d20.  If the fight was particularly humiliating for the PCs, they may lose more.  If they managed to humiliate the Manacottis in some way, they may gain more.  If they killed any of the Manacottis, they’ll be marked men.  The capo will advise Family Associates to get out of town.  Made Guys will be told that its all been taken care of.  Unfortunately, anyone that participated in the murder will be marked for death by their own Family.  The other PCs will be expected to do the job to make up for their mistake.)
Assuming the PCs don’t let it turn into a fight:  “Whoa-whoa!” laughs Manny, trying to apologize.  “I didn’t mean nuthin’.  Hey, how ‘bout we settle our differences with a little game, huh?  You can win something for the little one, huh?”  (If the PCs decline the offer, Christopher will protest.  Manny and his crew will laugh at them and they will all lose 10 Respect.  The PCs will have to make a Diplomacy roll vs. a DC of 17 to get Christopher to calm down.  If they fail, Christopher walks away in frustration and the PCs lose another 10 points.  If they accept the challenge, read the next section.)
The Challenge: “Well-well, look who grew a pair, huh?  All right tough guy, let’s go.”  Manny and his guys lead you to an area with three games: The first one, players must throw baseballs at targets: Three balls for five dollars.  The second one, you must throw darts at balloons to win prizes:  Two darts for five dollars.  Finally, the third game is the game Manny goes to: The game uses an air pellet gun to shoot tiny pellets into a star target.  If you can knock out the star, you win a prize.  Each try is five dollars for 100 shots.  “H-h-hey, Manny,” greets the air pellet game manager nervously.  “Lucas,” greets Manny, in frustration.  “Set us up with two guns.”  (If the PCs don’t get the message something is going on here, they’re going to lose.  The DC to Sense Motive on Lucas if he is questioned is 14, but for Manny it’s 20, plus Manny can use Hide Motive to put a spin.  He was over here earlier and intimidated Lucas into rigging the gun sight on his gun correctly and rigging the PCs gun wildly off target.  The PCs can also use Diplomacy against a DC of 12 to change the game.  The games are run in the following manner:

Air Pellet Game:  Personal Firearms Proficiency feat is needed or –4 to hit.  The shooter fires five bursts and five out of five must hit to destroy the star.  The Defense of the star is 16.  If the PC’s gun isn’t fixed, the first shot is at –8, the second shot is at –4 and finally the PC can compensate, but only up to a –2.  Anyone firing the gun with the Burst Fire feat gets an additional +4 to hit.

Darts:  The Defense of the balloons is 12.

Baseball Throw:  The Defense of the targets is 15.

Manny and his guys will also bet with the PCs.  For every 1 point of Wealth bet, 5 points of Respect are also wagered.  If the PCs start a fight AFTER and if they lose the game, they get half of their lost Respect points back.  If they win the fight, they get them all back.  The GM can make the call based on how the players act.  It is possible that the characters lose the game, but so verbally humiliate and taunt the Manacottis that they really shouldn’t lose any Respect.  Who ever come out of this encounter looking the toughest and coolest should gain the most Respect, but they should not do this at Katie’s expense.  They need to keep her isolated from this activity as much as possible.)
First Day Awards:


Experience

Wealth
Respect
Suspicion Index

Successful use of skill


100

Keeping Katie isolated and safe 
600






-5

Staying out of fights all day

500




5

-10

Making it through the whole day

without getting arrested

100






-5

Winning a prize for Katie






5

-1 per prize

Acquiring Arthur’s Raffle Tickets







-2

Winning the Cadillac









-5

Beating the Manacotti’s at the game
200


Variable
20

-3

Beating the Manacottis in a fight
1200




Variable
+5

Getting arrested at the carnival





-10

+5

Losing to the Manacottis in a fight
1400




-20

+5

The Other Day:  At some point during the week, the PCs have to go back to the carnival.  Wise PCs will have chose the first day to go, so that they can pick and choose the second day.  Their next day at the carnival will depend on how much time the Manacottis have to do research on the PCs.  They’ll want to come back, win or lose the confrontation, armed with better intelligence.  The PCs do not have time to go back to the carnival, but they do have time to make inquires into the Manacottis, who they are and what they do.

To find out information on a particular thug, the PCs will have to use Gather Information, Investigate or some other related skill or feat.  Each day, they may find out one new piece of information.

Manny:

DC
Information

One day check: 
12
Manny’s nickname is “Pasta” because refused to eat anything else when he was a 

kid.  He only likes friends to call him by the name.

Two day check
14
He’s not regarded highly in his biological family and his mother has called him a 

“thug”.  This is a sensitive issue with him.

Three day check
16
Manny once bragged that he pulled a bank job.  (Actually, he assisted in 

one and was chastised for opening his mouth about it.  He’ll lose 20 Respect points if the PCs mention this.)

Four day check
18
Manny has a big mouth.  He never actually pulled a bank job he assisted on one.  

He should not be talking about it.  (Manny loses 30 Respect and will attempt to leave the carnival grounds if confronted by this.)

Five day check
20
The person Manny bragged to was a call girl name Cinnamon who regularly 

services cops.  (This is devastating news that no one but Manny would know.  If a 

PC exposes Manny, he’ll be a marked man within a few days.  The PC may choose instead to blackmail him.  This is dangerous.  Manny will attempt to kill the PC to hide his mistake.)

Mikey


DC
Information

One day check:
12
Mikey worked as a bouncer at a gay bar for a short time.  (He’ll lose 5 Respect 

points if the PCs tease him about it.)

Two day check:
14
In the heat of an argument, Mikey’s wife called him a “ball-less bastard” in front 

of some guys on the street.  (He’ll lose 10 Respect points if the PCs mention it. Teasing him about it will expose him to a +4 Sense Weakness check.)

Three day check
16
Mikey’s schemes are generally losing propositions.  He makes almost as much 

money doing electrical work on the side.  (The PCs could squeeze 5 more points

of Respect out of him by threatening to hire him.)

Four day check
18
Mikey’s son was arrested two weeks ago for stealing a car that belonged to the 

daughter of the Chief of Police.  (Mikey is likely to start a fight if the PCs 

mention this tidbit.)

Five day check
20
Mikey is experiencing a severe cash flow shortage.  His schemes are doing so 

poorly, he’s had to take up more electrical work.  He’s currently wiring a place called “Beronni’s”, an Italian restaurant the PCs have ties to.  Any threat of removing that work will cause Mikey to back down and leave the carnival.  He can’t afford to lose that job.

The other guys
DC
Information

One day check

12
The target in question has an embarrassing habit and/or story in his past.  (Teasing 

him about it causes him to lose 5 points of Respect.)

Two day check
14
Something relating to the target’s weakness will be revealed.  (Teasing 

him about it will expose him to a +4 Sense Weakness check.)

Three day check
16
The target’s bad luck story is exposed.  Perhaps its an arrest or something 

embarrassing he did on a job.  

Four day check
18
This story can either evoke fury or cause the target to completely back down.

Five day check
20
Something really bad that can immediately hurt the target.

The PC cannot gain info from the two-day check until he learns the info from the one-day check.  He cannot learn the three-day check info, unless he makes the roll for both the one-day and the two-day and so on.  The Manacottis will also be checking out the PCs.  Based on their recent activities, use the chart under “the other guys”.  Each successful roll should give the Manacottis an edge against the PCs.  Additionally, make a Spot check for every missed roll.  This may alert the PCs to the Manacottis’ investigation and vice versa.

Continuing the Carnival:  You have returned to Saint Anthony’s for another day of funnel cake and zapes.  You meet Christopher again at Ralphie’s and this time, he’s already got an assignment for you.  “C’mon, we gotta take care of somethin’.  Some Puerto Rican punk is dealin’ on the carnival grounds.  Can you believe it?  Right under our noses?  He’s been warned twice to stay away.  This time, he gets a warning that he’ll remember.  I need one of you to pretend to be a buyer and then get him over to the mens room inside the church.”  After a short walk, you come upon a street bustling with people.  In a darken doorway of a closed store, a Latino man is exchanging small packets for money.  (In order to lure the Sanchez to the bathroom, the PC will have to make a Bluff check vs. 14.  If this fails, he can try Bribing him with a DC of 16.  If this fails, he can try Intimidating him with a DC of 18.  If all of these attempts fail, Sanchez will attempt to run.  He has the Run feat, unless the PC’s are exceptionally fast or shoot him in the leg, he’ll get away unless they successfully beat his initiative and grapple him.)

3rd level Fast Mook: Pedro Sanchez (21)

Str: 13/+2, Int: 11/+1, Wis: 11/+1, Dex: 17/+4, Con: 12/+1, Cha: 13/+2, Defense 17, 28 HP, Attack Bonus: +2, Fort: +1, Ref: +2, Will: +1, Skills:  +5 Bluff, +5 Knowledge (streetwise), +1 Cheat, +4 Bribe, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +2 Drive, +6 Sense Weakness, +6 Diplomacy, +3 Intimidate, +4 Hide, +3 Gather Information, +5 Move Silently, Feats:  Simple Weapon Proficiency, Brawl, Run, Weaknesses:  Bad Rep, Respect: 330, Bank: 90, Talent: Evasion, Uncanny Dodge, Wealth Bonus: +12 (Pedro knows that he is pushing his luck.  If he senses mob guys, he’ll bolt.  He’s part of an emerging Puerto Rican drug gang, but they have far too few members to be a threat.) Weapon of Choice:  fists.

(If the PCs manage to catch Pedro or rob him of money, they’ll have 12 Wealth to split between them.  Pedro foolishly held onto all of the money he’s made at the carnival.  What a busy boy!  He also has two dozen joints in a plastic bag.)

A few hours later:  You’re back on the carnival grounds.  (Unless the PC’s screwed up the encounter with Arthur, they’ll be approached by Father Pete.  If they did, you can substitute a cousin of one of the PCs.)  “You guys gotta minute?  I got a situation.  You see that tent over there?”  Father Pete points to a tent that is situated between a Skee Ball game and a sausage stand.  A sleazy-looking carnie stands at the opening of the tent. “I think they’ve got a hooker in there,” said the priest, a little embarrassed.  “We can’t have that here, you understand.  I’ll give you some more raffle tickets if you can make this problem disappear for me,” offers Father Pete.  “Just don’t hurt anyone, because, y’know.”  Father Pete points up, assuming that God is watching.

(Charles will first try and bribe the PCs with a free “ride” on Wendy.  They can even go at the same time if they want, as long as they use a condom.  If the PCs demand money, he’ll offer up 3 Wealth Points, but can go as high as 8.  Anything higher and he and Wendy will leave.  As the PCs negotiate or attempt to Intimidate Charles, regardless of the outcome, read the “Surprise”.  Intimidation DC vs. Charles is 19.  Negotiating a cut of his profits only requires a Diplomacy DC of 10.  Charles just needs to operate out of the sight of Father Pete.  He can do this by not standing right in front of the tent and being so obvious.)

2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy: Charles Franklin

Str: 13/+2, Int: 15/+3, Wis: 11/+1, Dex: 13/+2, Con: 12/+1, Cha: 17/+4, Defense 15, 30 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +5 Cheat, +6 Bribe, +5 Run a Brothel, +8 Sense Weakness, +6 Exploit, +3 Hide Motive, +4 Minor Con, +3 Concentration, +2 Drive, +6 Sense Motive, +4 Diplomacy, +3 Intimidate, +6 Gamble, +6 Gather Information, +5 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Quick Draw, Good Earner, Weaknesses:  Sex Addict, Love Addict, Respect: 430, Bank: 0, Talent: Charm, Know Respect, Balls, Make Contacts, Wealth Bonus: +8 (Charles is a voyeur and gets off on Wendy’s sexual promiscuity.  He acts as her pimp.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

2nd level Strong Mook/3rd Level Family Associate/1st level Mob Wife: Wendy Gills

Str: 16/+3, Int: 12/+1, Wis: 11/+1, Dex: 11/+1, Con: 15/+3, Cha: 14/+2, Defense 16, 37 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +2, Skills:  +7 Bluff, +3 Sense Weakness, +3 Hide, +2 Bribe, +8 Sex, +5 Make Up, +4 Seduce, +4 Sense Motive, +2 Destroy Evidence, +8 Move Silently, +8 Hide Motive, +3 Concentration, +4 Drive, +3 Diplomacy, +3 Gather Information, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Advance Firearms Proficiency, Brawl, Nimble, Weaknesses:  Oblivious to Danger, Sex Addict, Respect: 600, Bank: 200, Talent: Extreme Effort, Trophy Girl, Man-eater, Wealth Bonus: +8 (Wendy is a complete whore and thinks she can manipulate any man with sex.  She greatly overestimates her abilities.) Weapon of Choice:  baseball bat D1d6

Surprise:  As you are negotiating with the carnie, the flap of the tent opens up for a second and then goes back.  You catch a glimpse of a familiar face.  Opening the flap you find your young (nephew, son, cousin) Craig standing in the tent with Charles’s wife.  She is still trying to put her black lace bra back on.  The interior of the tent reeks of musk.  This is no place for Craig.  He’s only 17 and an honor student at the New Milan High.  If his parents found he was here, they’d go oobatz!  (Choose a random PC that is not the one that is related to Katie.  That PC is Craig’s uncle/father/cousins, etc.  It’s now up to that PC to keep Craig out of trouble for the rest of the day.  The kid is a handful and thinks he knows everything.  He is naive and over estimates his abilities.  He’ll attempt to out-drink, out-tough and out-everything his uncle/dad/cousin unless he’s put in his place.  Every time he makes an attempt, unless the PC puts him in his place, the PC should lose respect.  Sending him home is not an option, as Craig will lie and come right back to the carnival.  If the PCs allow Charles and Wendy to continuing doing business, Craig will point out what hypocrites the PCs are, causing them to lose 5 Respect points.  If the PCs manage to get rid of Charles or lie to Father Pete and tell him that he’s gone, he’ll give them each 20 raffle tickets.  This increases their chances of winning the raffle by 1 in 100.)

(Craig (17) 1st level Smart Mook Str: 10/+0, Int: 16/+3, Wis: 8/-1, Dex: 14/+2, Con: 14/+2, Cha: 8/-1, Defense 10, 8 HP, Attack Bonus: +0, Fort: +0, Ref: +0, Will: +1, Skills:  +3 Bluff, +3 Drive, +7 Research, +7 Computer Use, +5 Craft (chemical), +5 Craft (electronic), Feats:  Simple Weapon Proficiency, Athletic, Weakness: Excess Addict, Talents: Skill Emphasis: Research, Respect: 22, Bank: 0, Wealth Bonus: +4 Weapon of Choice:  none)

Out of the woodwork:  A few hours later, you are walking through the carnival grounds when you spot a familiar face at the water balloon game.  Jake Sparrow is a mook that you know owes Christopher quite a bit of money due to a gambling debt.  “That cocksucker can’t pay me, but he comes to a carnival?!” says Christopher, outraged.  “We gotta take care of this real subtle.  C’mon, let’s follow him.”  After a few minutes, Jake heads with his girlfriend to the Haunted House ride.  “All right,” says Chris.  “If he sees me, he’ll bolt, so here’s what you’re gonna do.  Get in line behind him and get on the ride with him.  When your car gets inside the Haunted House, have a little chat with Jake about my money.  Then meet me back here.”  “Wow!” says Craig, “This is going to be fun!”  Christopher stops Craig with his hand, “C’mon, junior Capone, I’ll buy you some cotton candy.”  “I don’t want cotton candy,” said Craig with disdain.  “You’re gonna eat some fucking cotton candy if I say!” threatens Christopher.

(As the PCs go to get in line, another couple gets in front of them. The PCs need to use Intimidate or Diplomacy to get ahead in line.  The DC for Intimidate is 10 for Diplomacy it’s 16.  When the PCs get into the car, Jake will suspect nothing.  Up to four other people can ride in the car.  The car moves and stops at each “scary” exhibit.  The interior is dark, but the ride is poorly kept.  Some of the monsters have wires exposed and the fire exit signs are clearly visible.  It should be easy for the PCs to shove Diane out of their way and beat up Jake.  There are plenty of items inside the Haunted House that would be amusing to beat him with, they include: a plastic scythe, a skeleton, a werewolf arm, etc.  Jake only has 1 point of Wealth in his wallet.  Jake will attempt to flee.)

3rd level Fast Mook: Jake Sparrow (27)

Str: 13/+2, Int: 10/+0, Wis: 11/+1, Dex: 14/+2, Con: 12/+1, Cha: 13/+2, Defense 16, 24 HP, Attack Bonus: +2, Fort: +1, Ref: +2, Will: +1, Skills:  +5 Bluff, +5 Knowledge (streetwise), +1 Gamble, +5 Bribe, +2 Sense Motive, +3 Escape Artist, +3 Hide Motive, +2 Drive, +5 Craft (mechanical), +6 Diplomacy, +4 Hide, +3 Search, +5 Move Silently, Feats:  Simple Weapon Proficiency, Builder, Long Memory, Weaknesses: Gambling Addict, Respect: 250, Bank: 0, Talent: Evasion, Uncanny Dodge, Wealth Bonus: +6 (Jake is a car mechanic that can’t stay away from betting sports.) Weapon of Choice:  fists.

1st level Charismatic Mook: Diane Benstien

Str: 11/+1, Int: 10/+0, Wis: 10/+0, Dex: 11/+1, Con: 15/+3, Cha: 16/+3, Defense 10, 6 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills:  +5 Bluff, +3 Hide, +3 Swim, +5 Make Up, +6 Sex, +3 Move Silently, +3 Hide Motive, +6 Seduce, +2 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Entertainment Connection, Weaknesses: Love Addict, Respect: 100, Bank: 10, Talent: Fast Talk, Wealth Bonus: +4 (Diane barely knows Jake and will abandon him at the first sign of trouble.) Weapon of Choice:  fists

The Aftermath:  You find Christopher and Craig at the edge of the beer garden.  Craig is reluctantly eating cotton candy.  “Nice job fellas.  I owe ya one.  As a matter of fact, I can pay ya back right now.  See that guy over there?”  Christopher gestures to a fat man who is collecting money from the food vendor.  “That’s Sammy Donavan.  He’s making a collection for the boss.  Only thing is Sammy already collected the money from the food vendors.  This appears to be a little unlicensed freelance work on his part.  Go over there and collect our share of the money and remind Sammy to mind his place.  By the way, the our share is now 100%.”

(Sammy is not looking for a violent confrontation.  He’ll attempt to lie to the PCs, then Intimidate, then Bribe them.  Finally, he’ll try and use Diplomacy to get the PCs to leave him with something.  He’ll argue that they can take part of the money and he won’t say anything.  He’s collected a total of 15 Wealth points.  If this is given to Christopher, he’ll take 9 and leave the other 6 to divide amongst the PC’s.)

2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy: Sammy Donavan

Str: 13/+2, Int: 11/+1, Wis: 11/+1, Dex: 13/+2, Con: 12/+1, Cha: 16/+3, Defense 15, 30 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +4 Knowledge (streetwise), +5 Cheat, +4 Bribe, +6 Shake Down, +6 Beat, +7 Sense Weakness, +3 Exploit, +3 Hide Motive, +4 Minor Con, +2 Drive, +6 Sense Motive, +4 Diplomacy, +3 Intimidate, +1 Gamble, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Weaknesses:  Greedy, Respect: 450, Bank: 60, Talent: Charm, Know Respect, Balls, Make Contacts, Wealth Bonus: +13 (Sammy is trying to pull a fast one.  He’s respects the rules, but will try anything to make an extra buck.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Return of the Manacotti Crew:  The day is winding down.  You and your guys have been asked to be part of the saint’s procession as it walks through the carnival, through the neighborhood and back to the church.  Saint Anthony is carried by parishioners on a wooden base and held over the heads of the crowd.  Father Pete asked you specifically to provide security for the procession, but when you arrive at the church you find the Manacotti Crew waiting.  One of the nuns asked them to provide security.  “Go on home, junior,” taunts Manny Pasta.  “The men will take care of this.”  (The PCs immediately lose 5 points of Respect if they don’t respond with a comeback or use a Joke vs. a DC of 12.  Christopher will immediately start yelling obscenities, so a PC will have to use Diplomacy vs. a 14 DC to calm him down.  Father Pete and the nun will look helpless.  They’ll suggest that both groups guard the procession, but Manny won’t hear of it.  Depending on what he and the rest of the crew found out, they’ll subtly threaten them with exposure for mob-related things or they’ll try and taunt them into a fight.  Whoever throws the first punch will be thrown out by Father Pete and the nun and loose 15 Respect points.  If the PCs have no information, they’ll have to rely Diplomacy and Bluff vs. DC of 20 to get the priest to believe something bad about the Manacottis or to get one of the Manacottis to attack.  If no deal is reached after 5 to 10 checks, Father Pete insists that they both guard the procession, one on each side.  During the walk, the PCs can continue to taunt the Manacottis for another 5 checks.  If a fight breaks out, everyone loses 10 Respect points, the losers will lose an additional 30.  If the procession makes it to the end, remove 10 Suspicion points and add 5 Respect points.  Another strategy might be to use Diplomacy to convince the Manacottis to have a confrontation after the procession.  The DC on this suggestion is 15, but the fight will be bloody and the Manacottis will slip back to their cars to get weapons.  They’ll all be armed with baseball bats and tire irons.  The losers of that fight lose 10 Respect and the winners gain 20.)
The Raffle:  Add up how many chances the PC’s have.  Whoever wins, gains 1 point of Respect, -3 Suspicion Points and a new Cadillac!

Other Day Awards:


Experience

Wealth
Respect
Suspicion Index

Catching Pedro


400


(see Pedro)
8

+2

Driving Charles and Wendy away
200




5

-2

Taking a cut of Charles’s action
300


(see Charles)
10



Lecturing Craig


100






-1

Corning Craig in the Haunted House
300




10

+2

Collecting from Sammy

500


variable
10

+1

Lying to Christopher


200


variable

Driving Manacottis out of procession





25



Getting driven out by Manacottis





-25

Starting a fight during procession





-10

+5
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