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GM’S ONLY:  The difficulty in running this adventure is this: The PC’s will be on the defense so they won’t have a lot to do until Michael attacks.  Don’t make them too paranoid about doing mundane tasks, but keep on them for weaknesses and food.  Feel free to adlib normal mooks that would be appropriate for places like the drug store and bakery, but don’t draw too much attention to Michael.  Make most of your mooks friendly and clueless and Michael should blend right in.  Characters with the weakness of Paranoid should be prodded to make a check when appropriate.  It may save the PC’s lives!  Despite the length of this adventure, it will probably be very short.  Once Michael kills Gooch or is killed, the adventure is essentially over.  Feel free to incorporate places the characters feel comfortable using, especially their own hideouts and living spaces.

Set-up:  The Magoladro Family is in an uproar.  Johnny Valentelli, one of the old timers from Boss Ernesto’s crew, was shot outside the old folks home where he lived.  Johnny was wheelchair bound and in his 80’s.  This is no ordinary hit.  This is a very old and personal vendetta.  All the soldiers have been called for round the clock duty at Boss Ernesto’s mansion.  You have been summoned to the mansion for a task you can only guess at.  You got a call about an hour ago to meet at your usual hangout (Stugotz Billiards, Elegant Enterprises, the Breadbasket OTB or whatever) at 9:30.  There was no time to change your clothes or prepare.  The limo is driven by a made guy by the name of Silvio Dulatella, a quiet, tank of a man.  Silvio gets out of the limo and without a word, opens the back door for you and gestures to get in.  (When role-playing Silvio, use as few words as possible.  He knows about as much as the PC’s do.  He was told to come get them and that was it.  He’ll advise them not to drink too much of the limo’s booze if they get out of hand with it.)
2nd level Strong Mook/4th Level Family Associate/Wiseguy /1st level American Mafia Soldier: Silvio Dulatella

Str: 16/+3, Int: 12/+1, Wis: 14/+2, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 16, 45 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +3, Skills:  +6 Bluff, +6 Knowledge (streetwise), +5 Shake Down, +7 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +7 Listen, +8 Spot, +3 Camouflage, +3 Drive, +3 Sense Weakness, +6 Diplomacy, +9 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Improved Initiative, Vehicle Expert, Weaknesses: Approval Addict, Low Self-Esteem, Code of Honor (Silvio never lies to a superior.)  Respect: 700, Bank: 250, Talent: Extreme Effort, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +15  (Silvio does very well for himself as a Magoladro lackey.  His primary function in the family hierarchy is of bodyguard.  He is absolutely loyal to Ernesto and would rather die than betray him.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

The Mansion:  Ernesto’s mansion, formerly known as the Winthrop Estate, has been in the Magoladros’ hands for the last few decades.  Dozens of made guys in suits patrol the perimeter of the house with heavy weapons.  (Winthrop Mansion is located outside the city and far north of the map.)  Silvio stops the limo and waits.  (He says nothing.  If the characters try to get out of the car, he’ll immediately tell them.  “Wait.”  This is a weakness check for anyone with Impatient.  Failure means a few of the Made Guys turn their weapons on the target.  He is forced to go back in the limo and loses 5 Respect points.)  After a few minutes, you are joined by another soldier, Tito “Dice” Anamaria.  He gets inside the limo.  “Thanks Silvio,” he greets.  Without a word, Silvio puts up the divider in the limo.

“Gentlemen, thanks for coming by,” says Dice.  “No doubt you heard about the unpleasantness at the retirement home.  Ernesto was greatly saddened by the death of his old friend, Johnny.  You’d think a guy his age would be immune, but he wasn’t.  This is a very personal and very old vendetta.  What I’m about to tell you cannot leave this limo.  Cabishe?  Back in ‘66, Ernesto went to Sicily to do some business with the Sicilian Families.  The Sicilian Pipeline that brought heroin into New Milan was relatively new, but already it was making people crazy.  In Sicily, the families were already tearing themselves apart because there was so much money.  There was a Mafia boss that Ernesto dealt with by the name of Paura of the Giugnettu Family, they called him “The Fist”.  He was paranoid as all get-out, but after things started falling apart, Ernesto was forced to deal with him.  (“The Fist” is from the 1964 adventure, “A New Thing”, the GM may have to change some details of the history depending on how the PC’s played the adventure.  The players should probably remember Adelmano “The Fist” Paura.  It is possible their characters have heard of him through previous family history.)  Things went very badly.  Ernesto was a little sketchy on the details, but they ended up caught in the middle of a nasty war.  The boss thinks this is payback.  The police report said that the guy who capped Johnny used an Italian sniper rifle.  We got people combing the streets lookin’ for him.  In the meantime, there’s another guy Ernesto says the assassin might target.  Carmine Guchella.  Used to call ‘em Gooch.  He was there when things went down in Sicily, but Ernesto can’t spare the guys to protect ‘em.  That’s where you come in.  Go to Gooch’s place and make sure he’s protected until we sort things out.  Make sure you treat him with respect.  He’s an old man.  If you run into any problems, call me immediately.  Here’s my cell and here’s where Gooch is held up.  Any questions?”

How long do we have to watch Gooch?  “Until we call you and tell you otherwise.”

What will we be paid?  “This comes direct from the boss, gentlemen.  He is known for his generosity.  Assuming Gooch is still breathin’ at the end of this, I’d say 15 Wealth at least.”

Shouldn’t we/Can’t we move Gooch? “We already did.  That address is a safe house.  Send the other guys back here.”

Do we have time to buy weapons? “You don’t have guns?  No offense, but that’s pretty stupid in this day and age.  One of yous go get the guns and the rest of you stay with Gooch.”  (Lose 2 Respect points.)
What kind of building is Gooch held up in?  “It’s an apartment building.  Nothin’ fancy.  Just keep him away from the windows.”

What kind of guy is Gooch?  Was he made?  Who is he?  “Gooch was in Ernesto’s old crew.  Never got above soldier.  Ernesto doesn’t talk about him much.  I think there’s some bad history there, but you didn’t hear it from me.  Ernesto still honors the guy.  Must mean somethin’.”

Who is the assassin?  How many?  What can we expect?  “A Sicilian on a vendetta is a deadly enemy, my friend.  Expect anything.  These guys will do whatever it takes to get their target.”

For GM Only:  Gooch was Ernesto’s bodyguard back in the day.  They used to be inseparable, but they later parted company as friends over a favored mistress.  Gooch, Ernesto and Johnny went to Sicily to bargain with “The Fist”, but ended up caught in the middle of a mob war.  The threesome had to temporarily join an alliance against “The Fist” to escape.  They ended up killing several soldiers including the grandson of the individual currently hunting them.  Although Dice doesn’t know it, Ernesto is using Gooch as bait to lure the assassin out.  Using Sense Motive won’t work on Dice because he doesn’t know about the lie.

Gooch’s Safehouse:  The safehouse is located in the Clover Apartments at 3708 N. Green Ave.  (See the Complete Mafia adventure that appears in Knights of the Dinner Table #102, Save the Last Lap Dance.  If, for some reason, the apartment building was destroyed in a previous adventure, move the safehouse a few blocks away.)  The Magoladros are using Apartment 3A (The apartment closest to the stairs on the map.).  It belonged to a deceased gambler and the Magoladros keep paying the rent to use it as a safehouse.  There are two windows that look down into an alley from third floor.  There is a fire escape.  On the first floor, there is a front door and a fire exit.

Meeting Gooch:  “Who the fuck are these guys?” demands an old man as you enter the apartment.  Gooch is a spry geezer in a white shirt and black pants with suspenders.  His voice sounds like he’s been gargling with gravel.  You recognize the two Magoladro soldiers guarding Gooch as Dom and Matty.  They look anxious to get out of the stuffy apartment.  “When are you guys gonna bring me some real food?  Ah, you got no respect for an old man,” he scoffs.  “Sorry, Mr. Guchella, but the boss wants us back at the house.”  “Of course, of course!” Gooch sneers bitterly.  “By all means, protect poor, frail Ernesto.  Tell him if he needs any help, he knows who to call.  I’ll bring that zip’s head to him on a platter!”  Dom and Matty look at each other and shake their heads.  “The old guy’s gotta lot of life left in ‘em.  Good luck fellas.”  (Use stats for average Magoladro soldiers.  Gooch talked their ears off about the good ol’ days, but Dom and Matty weren’t interested.)
Talking to Gooch:  Gooch has been involved in every major Magoladro confrontation from 1960 to about 1990.  He is pragmatic and has an opinion on almost everything.  “You guys wanna play some cards?”  (Gooch is likely to take the PC’s in a game of cards, so he’ll try to limit his betting to 5 Wealth or below.  This will not adversely affect anyone gambling with him unless their Wealth Bonus is 5 or below.  Anyone with less than 5 Wealth can decrease or increase it on a gamble check against Gooch and the other players.  Winning a game against Gooch gives the winner 5 points of Respect.  “Not bad, kid, not bad,” Gooch will say, impressed.)
2nd level Dedicated Mook/4th level Family Associate/Wiseguy/9th level American Mafia Soldier:  Carmine “The Gooch” Guchella (71)

Str: 10/+0, Int: 16/+3, Wis: 16/+3, Dex: 10/+0, Con: 5/-3, Cha: 8/-1, Defense 19, 48 HP, Attack Bonus: +9, Fort: +7, Ref: +4, Will: +7, Skills: +4 Hide, +10 Gamble, +4 Cheat, + 9 Knowledge (streetwise), +9 Spot, +9 Exploit, +9 Bluff, +9 Exploit, +8 Diplomacy, +11 Search, +10 Intimidate, +11 Joke, +12 Disable Device, +2 Drive, +5 Craft (structural), +5 Craft (mechanical), +12 Run a Crew, +12 Destroy Evidence, +11 Sense Weakness, +9 Run a Brothel, +16 Sense Motive, +11 Hide Motive, +5 Run a Family, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Lasting Threat, Convince, Prison Veteran, Advanced Firearms Proficiency, Improved Initiative, Iron Will, Quick Draw, Media Connection, Foreign Family Connection, Weaknesses:  Physical Flaw (half movement), Old Age, Tough Guy, Respect: 1500, Bank: 680, Talent:  Empathy, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Size Up the Enemy, Fanatical Loyalty, Wealth Bonus: +8 (Gooch plays at being an old man, but when pressed he can’t help but try and prove his worth even at his age.  If Gooch survives this adventure, he could become a Dominant Parental Influence for one of the characters.  He had no children or heirs, but now that he’s old, he’d like to leave a legacy.  Gooch was involved in many different schemes over the years and he may still have access to some.  Rumor on the street is that he was involved in a bank heist and the money was never recovered.) Weapon of Choice: .45 Colt Model 1911, D 2d6, 30ft range, 7 mag.

Night #1:  By 11pm Gooch has decided to go to sleep.  “Listen, the TV’s over there, but don’t watch nuthin’ too loud.  I gotta get some sleep.  And don’t spend too long in the bathroom, I get up a lot.”  Gooch climbs into the bed in the corner of the room.  In a few minutes, he is snoring loudly.  (If the PC’s bother him, Gooch will have no problem making the PC’s lose respect by insulting them.)
Day #1:  Gooch gets up, takes a shower and walks into the kitchen.  He opens the fridge.  “Oh, what are you fuckin’ kiddin’ me?” he says.  “There’s no food in here!  I told those guys to get me some food.  C’mon, let’s go to Mateo’s bakery.  They make the best pistachio cannolis you’ve ever tasted.  I like to get a little extra filling on the side.  I know the owner there.”  Gooch grabs his jacket and heads for the door.  It would not be wise for him to be seen outside.  (Gooch will reluctantly agree to stay in the apartment with a DC 8 Diplomacy.  If that fails, the PC’s will have to bribe him by promising to get his favorite food: cannolis from Mateo’s Bakery.  If the PC’s refuse to leave for food, Gooch with reveal that he is hypoglycemic and needs food or he’ll faint.  Either way, Gooch will add another errand on their way out.)  “Thanks boys, you take good care of me.  Not like those other morons that answer to Ernesto.  Look, I got to take my pills.  As long as you’re out, pick them up for me huh?  Here’s the prescription.  They’ll fill it anywhere.”

For the GM:  Michael’s Hunt:  Michael Paura is a well-spoken Sicilian Stidda.  He can speak English without any hint of an accent which is the primary reason he’s been so hard to hunt down.  He’s come to New Milan to take revenge for his grandfather.  He knows that Ernesto will be well guarded, so his plan is to kill Gooch next and let Ernesto stew for a few weeks.  Michael knows that Gooch loves Mateo’s Bakery and through his Corporate Connection, he is monitoring where he picks up his prescription next.  His contact will call Michael and alert him immediately via his PDA of where the prescription is being filled.  Within minutes, Michael will be parked outside the drug store.  He is currently staking out Mateo’s.

Mateo’s Bakery:  Mateo’s is situated near the 20th Street Market at 1910 N. Gaither Ave.  Mateo’s has a reputation for being one of the best Italian bakeries in the city, especially when it comes to pastries.  A sign in the window proclaims the place “Home of Mateo’s World-Famous Cannolis”.  (Michael is parked across the street in his rented 2002 SUV Ford Escape watching the bakery.  Both sides of the street have cars of various makes and models parked there.  Michael’s SUV has tinted windows and the interior cannot be seen without approaching the SUV.  Michael has the doors locked and will not react to anyone knocking on the windows.  Peering inside requires DC 20 Spot check.  Michael will then finally acknowledge the person and in plain, unaccented English say, “What is your problem, dude?”  He plays a personae of a dim-witted surfer from California.  He’ll say he’s in New Milan to visit his “buds”.  He learned to speak English by watching American surfing movies.  He looks as if he’s listening to music on a set of headphones, but what he’s actually listening to is the dialogue in the inside of the bakery.  Michael has set up a small transmitter in the plant of Mateo’s bakery so that he can hear the orders of the customers.  He is listening for Gooch’s favorite order.  Pistachio Cannolis with extra filling.  Michael will follow anyone that orders this from the bakery.)
Inside the Bakery:  The interior of the bakery is lined with shelf after shelf of the most delicious-looking Italian pastries you’ve ever seen!  Cream puffs, cannolis, pastels, cookies with anisette icing, biscotti with nuts and on and on.  (Make a weakness check for anyone with Fat or Excess Addict.  A failed roll means the target spends 6 Wealth on several boxes of pastries.  The target also spends at least 30 minutes inside the bakery.)
DWT Drugstore:  There is a DWT Drugstore located at 3705 N. Birch Ave. only one block from Gooch’s apartment.  There is also another DWT on the way to Mateo’s at 605 E. 19th Street.  The DWT has a pharmacy, toiletries, a few food items, cosmetics and other odds and ends.  It takes approximately 30 minutes to fill a prescription.  (The pharmacist cannot fill the order any faster, even with a bribe or a threat.  During this time, Michael gets word on his PDA and drives to the DWT.  He enters.  He’s wearing a New Milan Brigands baseball cap and sunglasses.  Only characters that specifically scan the DWT for people watching them or characters with the weakness Paranoid should get a Spot check to notice him.  Michael will only have one of his pistols and the taser.  The rest of the weapons are in his car.)
The surfer:  As you are heading out of the store with Gooch’s prescription, a clueless young man with a baseball cap and sunglasses bumps into you dropping his sun block.  (DC 12 Reflex save to avoid dropping the prescription.  If the prescription is dropped, Michael picks it back up and hands it to the PC’s.  If not, give the PC’s a DC 22 Spot check to notice that the surfer guy is looking at the PC’s prescription bag.)  “Sorry, bro!” apologizes the friendly surfer dude.  “Hey, any of you dudes know where I could score some chronic?”  (Treat this as a chance encounter designed to delay the characters in getting back to Gooch.  Michael will act as pathetic as possible, but he won’t let the PC’s frisk him.  If they demand to know why he’s checking out their prescription, he’ll lie and says he’s just looking to get wasted.  Under no circumstances will Michael admit who he is and where he’s really from.  If the PC’s attack him, he’ll draw his pistol if he’s out-numbered.  If he’s alone with one PC, he’ll attempt to stun him with a taser.  He’ll try not to kill the characters until he can find out where Gooch is.  If the characters leave him alone, he’ll circle around the store and attempt to follow the character with the bag.  He’ll put on his headphones and pretend he’s not paying attention.)
FOR THE GM:  

In the event of a car chase:  To handle a long car chase, have Michael and the PC drive make opposing car checks.  To escape, the PC must make the highest car check.  If he fails, then he must make the best out of three.  Failing that, best out of five.  Failing that, Michael gets a Hide check and the characters will only think that they lost him.  If they succeed the best out of five, they move to best out of three, best out of one and then get away.  

If the PC’s lose Michael:  He will attempt to track them down using the license plate on their car.  If the PC’s have a stolen car, it will take Michael six hours to confirm that fact.  He’ll use his connection in the Magoladro Family to call Silvio Dulatella.  If the PC’s haven’t moved Gooch, he’ll be able to locate them.  If the PC’s moved Gooch, Silvio will have to make inquiries.  Silvio will get the information to Michael, but the Family finds him out.  Dice ends up shooting him and Silvio dies before he can reveal the assassin.  Dice will call the PC’s and warn them the assassin may know their location.  Ten minutes later, Dice calls back and tells the PC’s to stay put and that reinforcements are one the way.  After fifteen minutes, Dom, Matty and six soldiers arrive in four cars.  They stake out the block around the building and watch for the assassin.

If Michael manages to follow the PC’s unnoticed:  He waits until they go inside the apartment.  At about 7:30pm, it becomes dark enough that Michael will risk planting a bomb.  He already has a prepared bomb with a remote detonator that can be triggered from his PDA.  He will park his car on the next block, get to the roof across the street seven stories up and prepare to sniper Gooch when he comes out.  At 8pm, he calls in a gas leak and waits for the building to empty.  At 8:15pm the fire fighters arrive and ask everyone to evacuate the building.  If the characters refuse to go, the police arrive to remove them at 8:30pm.  If Gooch comes out front, Michael tries to shoot him as he nears the car.  He’ll then finish things off by detonating the bomb.  If they take Gooch out the back door, Michael scrambles down to his car and catches up in his car.  When the characters are a few blocks away, he detonates the bomb.  All occupants must make a Fortitude save or fall unconscious.  Each occupant takes 1d6 points of fire damage per round.  Additionally, if the characters are carrying a lot of weapons the fire might ignite the bullets causing additional damage.  Make a Fortitude check for the weapons: 6 DC Fortitude check and add +2 each round the guns are in the fire.  To get out of the car, the PC must make a 12 DC Strength check to crawl out of the wreckage.  Michael will attempt to kill anyone that survives the explosion, especially Gooch.  Once Gooch is dead, he will attempt to flee.  Any PC that plays possum will be left alone.  He isn’t interested in killing anyone else.
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2nd level Strong Mook/3rd level Family Associate/Wiseguy/7th level Stidda: Michael Paura

Str: 17/+3, Int: 16/+3, Wis: 14/+2, Dex: 13/+1, Con: 15/+2, Cha: 10/+0, Defense 16, 81 HP, Attack Bonus: +10/+5, Fort: +8, Ref: +4, Will: +5, Skills: +7 Demolitions, +2 Knowledge (streetwise), +11 Bluff, +4 Exploit, +7 Craft (electronic), +6 Diplomacy, +6 Search, +6 Disguise, +13 Intimidate, +7 Drive, +9 Hide, +7 Move Silently, +6 Sense Weakness, +8 Sense Motive, +6 Hide Motive, +5 Torture, +5 Destroy Evidence, +4 Performance (Acting), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Stone-Faced, Heart of Stone, Lasting Threat, Vehicle Expert, Force Stop, Vehicle Dodge, Corporate Connection, Other Family Connection (the Magoladros), Legitimate Businessman, Criminal Demolitions, Far Shot, Weaknesses:  Predator (Vindictive), Sociopath, Sentimental, Aggressively Dominant, Oblivious to Danger, Respect: 1200, Bank: 500, Talent:  Ignore Hardness, Mafia Vendetta, Legitimate Front, Crime Scene Disposal, Size Up the Enemy, Wealth Bonus: +17 (Michael is the grandson of “The Fist”.  He blames his family’s decline on Ernesto and his two friends and is obsessed with killing them and anyone that stands in their way.  He joined the Stidda with a long-term goal of eventually accomplishing this task.  Back in Sicily, he is feared almost as much as his grandfather, but Michael is a poor organizer.  Without the large family to back him, he is limited in what he can do.) Weapon of Choice:  two Beretta 93R, 9mm machine pistols, D2d6, 30ft range, 20 mag, Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., two hand grenades 4d6 points of damage, taser D1d4+ stun, 5ft range, Beretta Model 501, D2d8, 100ft range (150ft with night scope), 5 mag.  All of Michael’s guns have suppressors on them.

Night #2:  (The PC’s should only arrive on this night if they moved Gooch to an undisclosed location.  Michael can’t get near the PC’s because they are surrounded by goons.  He’ll decide wait 24 hours or he’ll be trying to find the PC’s by driving around the city and looking for their car.  Use the appropriate map under “Generic Maps”.  If the PC’s did not tell anyone in the Magoladros, Dom and Matty will call the lead PC and ask for their location.  If they refuse to give it, he will reluctantly reveal that they are trying to lure the assassin out and kill him.)  You are held up in your new location.  Gooch shifts his weight on the couch and finally stands up near the window.  “I can’t take this no more,” he finally says.  “Let’s go out and find this guy.  I used to be able to find anybody in this city!  With yous guys as the muscle and me for the brains we can cap this guy!”  While you admire Gooch’s spirit, it would be foolish to take the old guy out into the open.  If you can somehow distract him, maybe he’ll stop thinking about leaving.  (Gooch has little choice but to obey the characters.  He’s too old to push them out of his way and he doesn’t want to be embarrassed by forcing them to manhandle him.  If they play cards again, this time, Gooch will ratchet the stakes up to whatever Wealth he thinks the characters can afford, even if he can’t cover the bet himself.  He’ll hope to force the PC’s who are Greedy to get him out and to the bank or force them out to the bank.  Let the PC’s come up with their own distraction.  Gooch considered himself a ladies man, so getting him a girl is the easiest way.  Also, buying him a fancy Italian meal is also good.  The PC’s must make a 12 DC Diplomacy check or Gooch will still want to stay.  The GM can modify the roll according to the distraction provided.)
Investigating the Assassin:  Your attempts to use your contacts on the street seem pretty pointless.  If the Magoladros best men can’t find him, your guys are unlikely to.  You mainly spend the day confirming information you already know.  (Each time the PC’s make a Knowledge (Streetwise) check, have Michael make a check too.  If he rolls 10 over the PC’s, he runs into the PC’s contact and tortures the PC’s location out of the contact in an hour.)
Dominic Pino (31) 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Electrician”

Str: 13/+1, Int: 13/+1, Wis: 8/-1, Dex: 14/+2, Con: 13/+1, Cha: 13/+1, Defense 17, 36 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +3 Shake Down, +4 Run a Brothel, +3 Beat, +2 Sense Weakness, +3 Exploit, +3 Hide Motive, +2 Craft (Electronic), +4 Destroy Evidence, +5 Drive, +3 Sense Motive, +3 Diplomacy, +5 Intimidate, +2 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Quick Draw, Weaknesses: Low-Self Esteem, Smoking Addict Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 200, Wealth Bonus: +10 (Dom goes along with the crowd and smokes constantly.  Like most of the Magoladros, he completely underestimates the assassin.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Matty DeTrini (35) 2nd level Strong Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Electrician”

Str: 15/+2, Int: 13/+1, Wis: 13/+1, Dex: 10/+0, Con: 14/+2, Cha: 12/+1, Defense 15, 40 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +4 Shake Down, +3 Beat, +4 Sense Weakness, +3 Exploit, +3 Hide Motive, +6 Craft (Electronic), +4 Destroy Evidence, +1 Drive, +3 Sense Motive, +5 Diplomacy, +8 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Improved Brawl, Weaknesses: Oblivious to Danger, Short Fuse, Talents: Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 200, Wealth Bonus: +10 (Matty is fearless to a fault.  He tends to shoot first and ask questions later.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

6 Magoladro Soldiers

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 Cheat, +4 Bribe, +3 Shake Down, +2 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Minor Con, +3 Destroy Evidence, +1 Drive, +3 Sense Motive, +5 Diplomacy, +5 Intimidate, +2 Gamble, +3 Gather Information, +3 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Confident, Weaknesses: Greedy and (roll randomly), Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 560, Bank: 100, Wealth Bonus: +8 (The soldiers in this family are involved in union-related crimes and spend a lot of time guard Magoladro assets.  They sometimes extort drug dealers.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Day #3:  In the morning, you get a phone call.  It’s Matty.  “Hey fellas.  Listen, it’s all quiet down here.  We may have spooked him, I don’t know.  Dice told us to back off for a few hours, so we’re gonna move a few blocks away and four of us are gonna call it a night.  If you hear anything, give me a call, huh?”  “What’s that?” asks Gooch as soon as you hang up the phone.  “They caught this guy yet?  Madonn’!  What the fuck are they doin’ out there?  In the old days, this guy would already be fish food!  How much longer I gotta stay in here!  I don’t even know if its day or night!”  Gooch makes a move to open the curtains.  (DC 14 Reflex save to stop him before he touches the curtains.  If they open, nothing happens unless they stay open for more than 10 minutes.  If so, Michael takes a shot at Gooch.  He aims for his throat.  The rest of the day passes uneventful, although some PC’s may have to make a check for weaknesses.  If any of the PC’s ventures out alone, Michael will attempt to follow them, taser the individual, then steal his car and clothes and take his place.  He’ll torture the PC for information if he has the opportunity.  He will not leave the PC alive to warn anyone.  At some point, someone will have to make a food trip for lunch.  If the PC’s have food delivered, nothing happens.  If one of them goes out for food, Michael will try to nab the loner as described.  Michael will contact the food place to find out which apartment the characters are in.  Otherwise, he can make a 25 DC Spot check to figure it out from the outside by eliminating the other apartments.)

Night #4:  You hear what sounds like an explosion outside the apartment building at about midnight.  Gooch sits up in his bed and looks in your direction.  “What the fuck was that?” he demands.  What do you do?  (Outside, Michael used his night scope to sniper one of the soldiers as he partner went for some smokes.  He then snipered his partner when he came back to the car.  Michael ran downstairs and planted his new bomb inside the car and stole the soldiers’ cellphones.  When the other pair of soldiers called to check on them, Michael, from half a block away, detonated the bomb.  That is the explosion the characters hear.  Michael is on his way up to the apartment building with all his weapons, ready to shoot anything that moves.  His plan is to kill all witnesses.  Dom and Matty hear the explosion and rush to the site.  If Michael has identified the PC’s car and it is nearby, he stops to place a bomb in it and his actions happen two rounds later.  Use this chart as a guide.

Round 1:  PC’s hear the explosion.

Round 2:  Michael runs down the block and gets to the front door of the apartment building.  (or stops to plant the bomb)

Round 3:  Michael makes his way up the stairs (depending on which floor the characters are on).

Round 4:  Matty and Dom reach the crater where the other soldiers lay dead.  They call the PC’s to warn them.

Round 5: Michael continues to the second floor if he has to.  A young woman taking out her trash walks out into the hall behind him and gasps.

Round 6: Michael stops to shoot the woman.  She falls dead before she can scream.  He leaves her body on the stairs.

Round 7: Michael gets to the third floor.  Matty, Dom and the other two soldier enter the front door and look around.

Round 8:  Michael gets to the fourth floor.  Matty, Dom and the others find the dead woman on the stairs.

Round 9: By this time, Michael should reach the characters, depending on the floor.  He’ll start shooting the moment he sees them.

Round 10: Matty, Dom and the other two soldiers will hear the shots despite the suppressor.  They will run to the noise and be there on Round 12.)
If Michael gets away:  Michael gets away completely unless he is injured.  For every hit point of damage he takes, there is a 3% chance the Family will be able to locate him before he’s able to flee the country.  Michael will hold up in a Good Sleep Motel a few miles south of the city.  The characters will be asked to come along unless they are severely injured.  Unless they did something very stupid, the Magoladros won’t blame them very much.  They merely conclude this was too big of a job to trust to Family Associates.  The PC’s can go on the final hit with Dom, Matty and six other Magoladro soldiers.   He’s in room #7 from the left on the generic motel map.  Again, Michael will go down swinging.  He’ll attempt to kill everyone if he can and he’s not shy about using the hand grenades.  Michael gets an immediately Spot check for anyone approaching the hotel.  He rarely sleeps and watches his back obsessively.  If he sees that he’s outnumbered, he’ll try to get into his car and flee.  He’ll run down anyone in the parking lot that isn’t behind cover if he can.  If Michael escapes the hotel, he flees to Canada and disappears for a year.  He returns and attempts to kill Ernesto even if Gooch is still alive.  If Michael manages to kill Ernesto, he’ll go after Gooch and possibly the rest of the characters, depending on the situation.  Chasing Michael requires a huge commitment from the PC’s.  From Canada, Michael eventually finds his way back to Italy using a phony passport.  He may return to New Milan with more help if he feels he needs it, but no more that two Stidda will accompany him.  Michael runs a toxic waste removal service and makes his money by illegal dumping toxic waste.  

Awards:




Experience
Respect Points
Suspicion Index Points

Each successful skill check


100

Getting Gooch Mateo’s cannolis

100

5

Moving Gooch



200

Uncovering Michael’s disguise

500

10


-1

Keeping Gooch alive



2000

20


-1

Killing Michael



2200

50


+5

Driving Michael out of New Milan

1100

5




Taking a bullet for Gooch


100

25


-1

Don Ernesto’s Reward:  







Wealth

Gooch is alive and Michael is dead:

20 (characters ready to be made will be sponsored)

Gooch is dead and Michael is dead:

18 (characters have a good shot at getting made)

Gooch is alive and Michael gets away:
15

Gooch is dead and Michael gets away:
5 plus medical expenses

