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Set up:  Rosario Guiliano, a soldier in the DeVino crew, has asked you to meet him at Pavlo’s Barber Shop at 745 E. 13th Street around 4pm.  Pavlo is an ancient-looking mook that cuts the hair of most of the older Made Guys and Wiseguys.  He has a second waiting room in the back where people can play cards and wait for a haircut.  (Pavlo gives good haircuts, but they tend to be short.)  Rosario meets you there.  He has an uncharacteristically grim expression.


“Hey, fellas, thanks for comin’,” he says.  “I’ll get right to the point. I gotta important job for yas.  Real important.  Anthony would consider it a personal favor if you made this job your utmost priority.  Anthony’s got a friend, known ‘em for years.  His identity is better left out of this.  Anthony was in the army with him.  Owes him alot.  Nuff said.  Anthony’s friend has a niece that’s sixteen.  She was workin’ at a department store as an elf helpin’ the Santa and the Santa molested her in the storeroom!  Anthony wants Santa up and out of the chimney, tonight!  Any questions?”

How much do we get paid?  “Paid?!  Didn’t you hear what I just said?!  This isn’t about gettin’ paid.”  (The person that asks this question loses 5 Respect points.  If the PC’s balk at helping, remind them that Anthony considers this a personal favor.  He has a reputation for being extremely generous to those that take care of him.  See the adventure “Tell Room Service I’m at the Roulette Table”.  Any PC that turns down the job will never be given work from Anthony or Rosario ever again, additionally, they lose 10 Respect Points.)
Who is this Santa?  “Scumbag by the name of Richard Gross.  A drunk.”

Where do we find him?  “The bastard lives in a flophouse somewhere, but we’ll get him at the Bianca Meadows Mall tonight.”

When do we do this?  “We do this tonight.  We know he leaves the mall around 10pm.  We’ll snatch him from the parking lot of the mall.”

What’s the security like?  “A few security guards.  I already checked the place and it don’t have video cameras.  Besides, by the time he leaves for the night, the place will be closed.”

Where do we take ‘em?  “For a ride out on the bay.  We’ll borrow a boat down on the marina.  Should be cake.”

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level American Mafia Soldier:  Rosario Guiliano

Str: 14/+2, Int: 14/+2, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 11/+1, Defense 16, 52 HP, Attack Bonus: +5, Fort: +3, Ref: +1, Will: +2, Skills:  +9 Bluff, +4 Knowledge (streetwise), +7 Gather Information, +5 Sense Motive, +6 Exploit, +6 Hide Motive, +3 Disable Device, +5 Demolitions, +3 Destroy Evidence, +4 Survival, +4 Hide, +4 Move Silently, +4 Sense Weakness, +5 Diplomacy, +8 Intimidate, +8 Gamble, +3 Seduce, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Man of Honor, Track, Criminal Demolitions, Weaknesses: Sentimental, Code of Honor (Rosario believes in keeping promises to all Wiseguys and Made Guys), Superstitious, Religious Guilt, Family Guilt, Respect: 600, Bank: 400, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +16 (Rosario is known for being a stand up guy, but he also loves the ladies and rarely misses an opportunity to flirt with one.  He does, however, respect the wives of his associates.  He’s probably one of the most genuine and honest Made Guys in New Milan.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Snatching Santa:  (It takes about an hour to drive out to the suburbs, so the PC’s will have about four hours to gather whatever equipment they need for the job.  Characters with the weakness Stressed should make a weakness check as the situation is very high pressure.  Those with guilt-related weaknesses can make the checks at a bonus of +2.  If the PC’s don’t know by now that they should steal a car, the GM may remind them that it would probably be a good idea to get a car for the gig.)  Sometime around 7:30pm Rosario calls (chose random or lead PC) and says, “I’m at 49th and Conner, pick me up and let’s go.”  (If the PC’s aren’t ready, Rosario will give them an extra 30 minutes, but that’s it unless there is some life and death emergency.)  After picking up Rosario, you head out to the Northside Highway and follow it to the Bianca Meadows suburbs.  You reach the mall parking lot.  It is still jammed with last minute shoppers.  “All right,” says Rosario checking his gun.  “We’re looking for a brown van, license plate number NAM N72.”  (The PC’s must make Spot Checks vs. a DC of 13 to find it.  They’ll have six tries before Richard drives out of the parking lot unnoticed.)
The Grab:  After about fifteen minutes, the parking empties of most of the car.  The mall close about the time you arrived.  About ten minutes later, you spot a guy and a Santa suit walking your way.  (If the PC’s think this is going to be easy, they are in for a rude shock.  Richard Gross was in Special Forces in Vietnam and he is a trained killer.  Despite his age and years of drinking, the PC’s are in for a fight!  Let the PC’s plot the strategy.  The parking lot is a big open area with a few cars, but none around the van.  Rosario is a bit of a hothead about this guy, so if asked, he’ll just get out of the car and start charging the guy.  Make a Spot Check for Richard vs. the PC’s Hide check to see if he notices them.  If the PC’s overwhelm Richard with weapons and guys, he may climb into their trunk peacefully and attempt to jump out later.  He escape from the Viet Cong once, so he doesn’t think the PC’s can do any worse to him.  The GM should make Sense Motive checks against the characters if they lie to Richard.  Intimidation will not work against Richard.  He’s just been through too much in his life.)
4th level Fast Mook/4th level Vigilante: Richard Gross (54)

Str: 16/+3, Int: 15/+2, Wis: 7/-2, Dex: 16/+3, Con: 14/+2, Cha: 10/+0, Defense 19, 60 HP, Attack Bonus: +7, Fort: +5, Ref: +3, Will: +3, Skills: +6 Escape Artist, +3 Repair, +4 Drive, +2 Listen, +7 Treat Injury, +6 Swim, +6 Sense Weakness, +2 Spot, +3 Sense Motive, +2 Spot, +6 Knowledge (Tactics), +9 Hide, +9 Move Silently, +10 Survival, +6 Jump, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Combat Reflexes, Combat Expertise, Improve Disarm, Combat Martial Arts, Track, Dodge, Agile Riposte, Streetfighting, Military Connection, Weaknesses:  Drinking Addict, Tough Guy, Bitter, Rep: +2, Respect: 250, Bank: 0, Talent: Evasion, Uncanny Dodge 1, Ruthlessness, Gain Informant, Wealth Bonus: +2 (Richard’s enemy of choice was once the Viet Cong, once the PC’s try and kill him, he’ll sober up and turn his attention to the Mafia.  Richard is a mean and obnoxious drunk.  Anthony’s friend’s niece isn’t all that innocent, she Seduced Richard and then made fun of him when he couldn’t perform sexually.  She is the daughter of a New Milan Councilman.  If Richard gets away from the PC’s, he’ll likely become a reoccurring problem, dogging them at every turn until he or they are dead.  If the PC’s get too close, Richard is likely to rip the weapon out of the PC’s hand and turn it on him.) Weapon of Choice:  hunting knife D1d4, fists
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(Richard’s van has a little damage.  If Richard sees that he is greatly outnumbered, he’ll try and get in the van and drive away.  The PC driver will have to beat him in a Drive check to follow and 2 out of 3 to overtake him.  If the check fails, then the PC must beat him 2 out of 3 times to catch up and 2 out of 3 to overtake him.  A second failure means 3 out of 5 to catch up to him and 3 out of 5 to overtake him.  A third failure in a row means Richard gets away.  The chance of the police joining the chase are in 1 in 20 the first round, 2 in 20 the second round, etc.  If guns are fired, the chance increases to 2 in 20 each round.  Eventually, the chase will be joined by two average New Milan beat cops in a patrol car.  They must make the same checks to keep up with the characters.  Additionally, make a second check for the back up that you did with the first card.  Once they are involved, both Richard and the PC’s must make 7 out of 9 checks to escape.  Otherwise, two patrol cars sandwich them against a building and they are caught.  The only choice is to shoot it out or surrender.  Richard will surrender to the cops, but when he gets to the station he refuses to press charges.  He has a war to start against the characters and he doesn’t need the cops interfering!  If the GM turns Richard into a regular thorn in the characters’ side, he becomes Santa Killer and leaves behind a candy cane with each victim.  Richard won’t stop until all the PC’s responsible for attacking him, Rosario and Anthony are all dead.  Use the generic maps for whatever buildings or areas you might need for the fight.)
Killing Saint Nick:  (If the PC’s manage to kill or capture Richard, they’ll need to take him to the docks as per Rosario’s instructions.  If Rosario is dead, they will have to find their own place to get rid of the bodies.  This section assumes the PC’s have control of Richard or his body.)  Rosario brings you to a marina just north of New Milan.  The dock is closed and most of the moored boats are covered.  “Shit,” says Rosario getting out of the car.  “There are people on the boat next to the one we’re taking.  We gotta be real quiet.”  (To get past the boat, the PC’s will have to make a Move Silent check vs. a DC of 12.  If anyone fails, a couple that was standing on the other side of their boat walks around to the other side and starts talking to the characters.  If they see anything suspicious, they call the police.  The PC’s will have to Intimidate, Bluff or use Diplomacy against them.  If Richard hasn’t attempted to get free by this point, he’ll try and make a break for it now.)
1st level Charismatic Mook: Betty Arlington (27)

Str: 13/+1, Int: 12/+1, Wis: 8/-1, Dex: 12/+1, Con: 13/+1, Cha: 14/+2, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +6 Bluff, +5 Drive, +2 Sex, +4 Diplomacy, +4 Sense Motive, +5 Research, +7 Computer Use, +3 Knowledge (Business), +4 Disable Device, +4 Climb, +5 Knowledge (Technology), +5 Hide Motive, +5 Make Up, +6 Knowledge (Law), Feats:  Simple Weapon Proficiency, Gorgeous, Gearhead, Weaknesses:  Drug Addict, Respect: 70, Bank: 0, Wealth Bonus: +16 (Betty is a legal secretary that has a substance abuse problem with cocaine.  She’s totally off the wagon tonight and looking for a good time with her date.  She doesn’t really like him, but he gets great coke.) Weapon of Choice:  fists.

2nd level Charismatic Mook: Kyle Fenelli (31)

Str: 12/+1, Int: 12/+1, Wis: 16/+3, Dex: 11/+0, Con: 10/+0, Cha: 14/+2, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +9 Diplomacy, +9 Gather Information, +4 Knowledge (business), +8 Bluff, +6 Exploit, +6 Sex, +10 Sense Motive, +4 Hide Motive, +9 Sense Weakness, +7 Craft (pharmaceutical), +5 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Enthrall, Police Connection, Trustworthy, Weaknesses:  Dangerous Secret (Kyle is making recreational narcotics in the back of his drug store.), Respect: 110, Bank: 6, Talent: Fast Talk, Wealth Bonus: +21 (Kyle has been making crack cocaine in the back of his store for months.  He keeps telling himself that the next time is the last time, but he likes living the high life with hot girls.  He still has about 20 grams of coke left for he and Betty to party later.) Weapon of Choice:  fists.

2nd level Strong Mook: Robert Nordick (34)

Str: 15/+3, Int: 15/+2, Wis: 11/+0, Dex: 14/+2, Con: 12/+1, Cha: 16/+3, Defense 12, 16 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +5 Bluff, +4 Repair, +2 Sense Weakness, +5 Jump, +7 Intimidate, +5 Knowledge (History), +5 Sense Motive, +4 Knowledge (Business), +4 Swim, Feats:  Simple Weapon Proficiency, Nimble, Surface Vehicle Operation (pleasure crafts), Brawl, Streetfighting, Weaknesses:  Short Fuse, Respect: 200, Bank: 19, Talent: Extreme Effort, Wealth Bonus: +18 (Robert owns the boat and he’ll flip out if anything disrupts his party.  He’ll immediately call the police on his cellphone unless the characters stop him.  He is a push stock broker.) Weapon of Choice:  spear gun, D1d8.

1st level Charismatic Mook: Jenny Neeman (19)

Str: 13/+1, Int: 8/-2, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +5 Bluff, +5 Exploit, +4 Sex, +5 Seduce, +4 Diplomacy, +5 Sense Motive, +6 Knowledge (Law), +4 Hide Motive, +6 Make Up, +4 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Deceptive, Weaknesses:  Pushover, Respect: 30, Bank: 0, Wealth Bonus: +5 (Jenny lets Robert push her around.  She is shy and innocent and came to this party because her boyfriend insisted.  She would like to leave him, but doesn’t have the courage.) Weapon of Choice:  fists.

On the water:  Rosario barely knows how to drive the boat, but manages to get it out to the bay.  It’s time to take care of Richard.  (The PC’s should kill Richard and weight his body so it doesn’t resurface.  They may have four other bodies if they are not careful.  If Rosario is dead or the PC’s have a second boat to drive, they must make a Drive check at half their score vs. a DC of 14 due to the choppy water.  Failure means they beach the boat on a sandbar and must get out to push it.  A second attempt can be made at a DC of 16, but this takes one hour.  A third attempt can be made at 18, but after that, the characters will have to wait until the tide comes back in six hours later.  During this time, two average New Milan cops in a patrol boat will drive by.  Make a Spot Check for them based on what the PC’s do to the boat.  If they see anything suspicious or someone in trouble, they will stop.  Otherwise, the characters move the boat six hours later.  After the body or bodies are gone, Rosario insists everyone stay and spend four hours cleaning the boat of any evidence.)
If Richard gets away:  Rosario dials on his cellphone frantically in the car.  He talks with a contact for a few minutes and then turns to you.  “I got his address.  He’s right in New Milan.  Haul ass.  We gotta make sure we make to this mook’s place before he does.”  (If Rosario is dead, the PC’s can either use one of their Connection feats or a Gather Information check vs. a 12 DC to find Richard’s address.  He lives at an apartment at 5B, 5008 N. Raspberry Ave.  You can use the generic apartment building map.  Richard lives on the 5th floor.  The apartment building has ten floors and there is a fire escape as well as adjoining roofs on both sides of the building that lead to other crappy apartments.  Richard has the following weapons stashed in his apartment:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., AKM/AK-47 (7.62mmR assault rifle), D2d8, 70ft range, S/A, 30 box, several knives (D1d4), a hand grenade on a necklace chain (D4d6) and a bow and arrow with 10 arrows.  If Richard escapes from the apartment and the PC’s lose him, he’ll go into hiding for a minimum of two weeks or until his wounds heal.  Using his Military Connection, he’ll acquire more weapons and explosives and, one-by-one, kill off all the PC’s and the associates of Anthony DeVino.  He’ll leave behind a candy cane as his signature.)
Awards:




Experience
Respect Points
Suspicion Index Points

Killing Richard Gross



4000

25


+5

Capturing Richard Gross


2000

10


+3

Sneaking past the party on the boat

500

Talking their way past party boat guests
700

5


+2

Killing the party boat guests (each)

200

25


+5 

Other Rewards:  Anthony DeVino had no idea Richard Gross was a Vietnam Vet.  If anyone is hurt, he’ll feel terrible about it and send his personal crime doctor to help the PC’s and/or pay for their medical care in a local hospital.  If anyone is killed, he pays for their funeral and is racked with guilt.  He’ll pay the PC’s a base amount of 11 Wealth for the hit, but will increase this by one for every person that is injured and 5 for each person killed up to a maximum of 20.  If Richard starts his war against Anthony DeVino, the capo will eventually begin to suspect that the PC’s are feeding him information.  Any PC that betrays Anthony or Rosario to Gross will be marked for death.  Anthony will want to kill the target personally and place his entire crew of six guys (with stats equal to Rosario) on the case.

2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/5th level La Costra Nostra: Anthony DeVino

Str: 12/+1, Int: 14/+2, Wis: 16/+3, Dex: 12/+1, Con: 10/+0, Cha: 14/+2, Defense 16, 48 HP, Attack Bonus: +8/+2, Fort: +7, Ref: +3, Will: +5, Skills:  Bluff +7, Diplomacy +6, Run a Crew +6, Sense Weakness +7, Joke +4, Exploit +4, Cheat +6, Drive +5, Intimidate +8, Gather Information +3, Gamble +14, Beat +4, Knowledge (Streetwise) +4, Sense Motive +9, Destroy Evidence +2, Bribe +4, Run a Brothel +5, Hide Motive +3, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Legendary Rep, Police Connection, Lasting Threat, Low Profile, Weaknesses: Superstitious, Magnanimous, Tough Guy, Creature of Habit, Love Addict (Madeline DeVino), Talent:  Skill Emphasis: Gambling, Make Contacts, Network Contacts, Capo, Respect: 950, Bank: 300, Wealth Bonus: +12  (Anthony loves to gamble and doesn’t trust anyone who doesn’t.  He detests degenerate gamblers and rude people.  He gets a massage from a masseuse every day at 4pm.  He’s a good guy for the characters to know.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

Average Beat Cop

2nd level Tough Mook/3rd Level Cop

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 15, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +6, Search +3, Listen +1, Drive +6, +5 Swim, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +6  (The cops in New Milan have a long history of corruption.  The lawsuits that resulted from this corruption nearly bankrupted the city, but despite that some cops are still on the take.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

