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FOR THE GM:  A “Freeze-Out” can mean two things: It either means that someone is cut out of business or a drug deal that has gone bad.  So as to not give away the ending, make sure you mention to the players the first meaning after they meet Albert.  Do not volunteer the second meaning even if they ask.

Set-up:  Stevie Mancini, a soldier for the Jordano Family, is a cousin of (choose random PC).  Stevie’s always been a bit of a wild man and very generous, so it was no surprise when he called you the other day and said, “Hey, cuz.  You busy tomorrow?  Listen, I gotta make some collections down on White Avenue.  There’s a mook with a vintage clothing store that owes me.  He can’t pay, but I figure I can take it in clothes.”  (If the PC is female he’ll add:)  “I know you like that vintage stuff.  Invite your friends along too.  We’ll have a good time.”  (If the PC is male, he’ll add:)  “Bring your girlfriend/wife.  You’ll score some big points, know what I mean?  Then we’ll all go eat at Morelli’s.  Then, wherever the night takes us.”

The Pick Up:  Stevie arrives at your usual hang out (Stugotz Billiards, Elegant Entertainment, the Bread Basket OTB or wherever) around 4pm.  He drives a brand new, cherry red Chevy Suburban.  With him is his girlfriend, Gloria IlReliti, a real looker.  Back in high school, she had a reputation for being a party girl and every guy tried to get with her.  Many of them did, but it would probably be a bad idea to mention that fact.  Gloria is also known for her temper.  She smiles at you and greets you warmly.  “Hey (PC’s name), did you lose weight, babe?  You look great!”  (The target of Gloria’s compliment gains 1 point of Respect.  Female PC’s or anyone with the Long Memory feat remembers an incident in which Gloria beat another student in the girls’ bathroom and gave her a concussion by banging her head against the bottom of a toilet bowl.  It had not been flushed.  If the male PC’s need girlfriends or girls for the trip, a few have been provided below.  These are local girls the PC’s know and may or may not have been dating awhile.)
Stevie Mancini (22)

2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Website Design”

Str: 12/+1, Int: 14/+2, Wis: 8/-1, Dex: 16/+3, Con: 12/+1, Cha: 13/+2, Defense 17, 32 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +4 Knowledge (streetwise), +3 Craft (Mechanical), +5 Shake Down, +4 Run a Brothel, +2 Sense Motive, +1 Exploit, +3 Hide Motive, +5 Sleight of Hand, +3 Destroy Evidence, +4 Drive, +3 Sense Weakness, +5 Diplomacy, +5 Intimidate, +3 Gamble, +2 Beat, +2 Computer, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Improved Initiative, Weaknesses: Magnanimous, Excess Addict, Oblivious to Danger, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 520, Bank: 20, Wealth Bonus: +12 (Stevie got his button six months ago and he is extremely capable.  Unfortunately, he thinks being in the Mafia is like the one he’s seen in the movies, so he tends to take wild risks.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.
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Gloria IlReliti (22)

2nd level Charismatic Mook/4th Level Family Associate: Babe, Occupation: Nail Design Specialist

Str: 13/+2, Int: 12/+1, Wis: 11/+0, Dex: 15/+2, Con: 12/+1, Cha: 17/+3, Defense 14, 32 HP, Attack Bonus: +4, Fort: +6, Ref: +4, Will: +4, Skills:  +7 Intimidate, +10 Bluff, +4 Bribe, +3 Exploit, +5 Seduce, +9 Sex, +6 Sense Motive, +5 Joke, +7 Hide Motive, +5 Make Up, +7 Sense Weakness, +6 Craft (cooking), +4 Diplomacy, +6 Craft (Visual art), +6 Knowledge (pop culture), +4 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Gorgeous, Woman of Respect, Brawl, Deceptive, Iron Will, Creative,  Weaknesses:  Aggressively Dominant, Braggart, Violent Temper, Respect: 600, Bank: 230, Talent: Fast Talk, Trophy Girl, Man-eater, Wealth Bonus: +10 (Gloria is one of those people that either likes you too much or hates you too much.  There’s usually no middle ground with her.  She will begin liking the characters automatically, but if one crosses her, watch out!) Weapon of Choice:  pepper spray, 5ft, blindness

Michelle Bruetzio (21)

2nd level Smart Mook/2nd Level Family Associate: Babe, Occupation: Bartender

Str: 10/+0, Int: 14/+2, Wis: 14/+2, Dex: 12/+1, Con: 10/+0, Cha: 12/+1, Defense 13, 20 HP, Attack Bonus: +2, Fort: +2, Ref: +4, Will: +1, Skills:  +7 Investigate, +6 Bluff, +5 Exploit, +3 Seduce, +6 Sex, +7 Sense Motive, +3 Joke, +6 Hide Motive, +10 Craft (cooking), +7 Sense Weakness, +4 Diplomacy, +6 Craft (Visual art), +8 Make Up, +7 Knowledge (streetwise), +6 Knowledge (current events), Feats:  Simple Weapon Proficiency, Long Memory, Creative, Personal Firearms Proficiency, Educated, Run, Weaknesses:  Low-Self Esteem, Sentimental, Respect: 400, Bank: 65, Talent: Savant Craft (cooking), Trophy Girl, Wealth Bonus: +7 (Michelle is the cousin of Roman Bruetzio, a soldier in the Jordano Family.  (See Whack the Vampire.)  She never goes anywhere without putting on her make up to boost her charisma.  She has been trying to save up for cosmetic surgery and will warm up to any wiseguy that hints about paying for it.  Although Michelle isn’t fond of Gloria, she has a soft spot for her since they went to high school together.  Roman would not tolerate anyone treating his cousin badly.  Michelle is bartender at Flash a dance club at 251 E. 52nd Street near the university.  See Chicks Gone Nuts.  If one of the PC’s is dating Michelle, he probably taught her how to shoot.) Weapon of Choice:  Pathfinder .22 revolver, D2d4, 20 ft. range, 6 cylinder.

Jamie Ruzzo (19)

2nd level Fast Mook/1st Level Family Associate: Babe, Occupation: Bartender

Str: 11/+0, Int: 14/+2, Wis: 10/+0, Dex: 16/+3, Con: 12/+1, Cha: 14/+2, Defense 12, 18 HP, Attack Bonus: +2, Fort: +2, Ref: +5, Will: +1, Skills: +7 Disable Device, +6 Bluff, +3 Exploit, +3 Seduce, +6 Sex, +4 Sense Motive, +3 Hide Motive, +5 Craft (cooking), +5 Sense Weakness, +4 Diplomacy, +6 Sleight of Hand, +8 Make Up, +3 Knowledge (streetwise), +6 Escape Artist, +6 Climb, +6 Balance, Feats:  Simple Weapon Proficiency, Dodge, Excellent Blood, Agile Riposte, Lightning Reflexes, Run, Weaknesses:  Creature of Habit, Tough Girl, Respect: 300, Bank: 80, Talent: Evasion, Trophy Girl, Wealth Bonus: +7 (Jamie works with Michelle at Flash and she is distantly related to Ernesto Magoladro.  She has a regular exercise regime and is extremely active in rock climbing, volleyball and other local sports.  She is enrolled in the university, but isn’t interested in finishing her degree.  She just likes to use the university’s facilities.  She likes guys that show displays of physical power.  Thursday night is her “girls night out” with her friends and she won’t give it up even if she gets married.) Weapon of Choice:  fists.

Tia DiLeggero (20)

2nd level Dedicated Mook/1st Level Family Associate: Babe, Occupation: Waitress

Str: 11/+0, Int: 13/+1, Wis: 18/+4, Dex: 10/+0, Con: 10/+0, Cha: 13/+1, Defense 12, 16 HP, Attack Bonus: +2, Fort: +2, Ref: +3, Will: +1, Skills: +3 Drive, +7 Bluff, +3 Exploit, +3 Seduce, +6 Sex, +9 Sense Motive, +7 Hide Motive, +2 Craft (cooking), +8 Sense Weakness, +5 Minor Con, +9 Gamble, +2 Cheat, +4 Make Up, +5 Spot, +5 Listen, +5 Search, +4 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Good Earner, Improved Initiative, Brawl, Know Someone’s Heart, Confident, Vehicle Expert, Weaknesses:  Gambling Addiction, Greedy, Respect: 300, Bank: 35, Talent: Evasion, Trophy Girl, Wealth Bonus: +4 (Tia knows she has a problem and has, for the most part, kept it under control.  She is determined to marry rich, but in the mean time, she still likes to have fun.  Jamie is her best friend and one of the girls in “girls night out”.  She’d like to get her hands on a scheme, but realizes the patriarchal world of the Mafia may not let her.  She’ll bide her time wisely until she can make it happen through a boyfriend or husband.  She sometimes hustles pool for spare cash.) Weapon of Choice:  fists.

Making the Rounds:  Starting at 53rd and White, there is a retail area that extends north.  This was once an old Italian neighborhood, but has slowly been transformed with the infusion of other minorities.  Crime is a real problem and the Jordanos try and keep the area safe from the 105’s to the north.  Stevie recently took over this route from another Jordano soldier that was promoted to capo.  Typically, if there are going to be any problems with the mooks it will usually happen during a transition.  Stevie stops in front of a pizza parlor called “Larocco Pizza” at 5301 N. White Ave.  “Fellas, you’re with me.  Ladies, you want a drink or somethin’?”  Before anyone can answer, Gloria speaks for the girls in the car.  “Oh, no, Sweetie.  We’re gonna eat later.”  (Any of the female PC’s in the car with the weakness, Aggressively Dominant, must make a weakness check.  Gloria and the target PC will go back and forth and it will either turn into a fight or someone makes their weakness check and backs down.)
Inside Larocco Pizza:  You enter the pizza shop with Stevie.  The Argentinean owner is behind the counter and two of his cooks are in the back making pizza in the blazing heat.  A delivery guy picks up a pizza and walks out.  When the owner sees Stevie, he looks disappointed.  “Hey Reynaldo,” greets Stevie warmly.  “My pizza ready?”  “Yes, sir,” says the owner icily.  You see the owner slip an envelope full of money into a small pizza box and hands it to Stevie.  “Prompt service,” compliments Stevie.  “I like that.  See you next week.”  (Larocco Pizza makes 5+1d6 Wealth per week.)
In the Car:  (If the car is full of NPC’s, the GM can skip this part.  Assume that Gloria and the girls chat amiably, unless one of the other NPC’s also has Aggressively Dominant.  In that case, make a weakness check for both characters, if they both miss, they are in an argument when the men return to the car.  If Gloria misses her second weakness check, she hits the offending NPC.  Gloria genuinely wants to make friends, so give her a +3 to her check.)  “So,” says Gloria turning toward (random PC).  “When did you start seein’ (name of PC the babe is dating)?”  (After some small talk about the PC’s, Gloria starts bragging.)  “My Stevie and I have been goin’ together for four years and we were on and off since high school.  Those were some fun times, huh?”  (Any PC with the weaknesses Disrespectful or Wiseass must make a check or say something derogatory about Gloria’s past.  This might cause a fight if Gloria misses a check.  In the event of a fight, Stevie and the other PC’s can make a DC 12 Diplomacy or Intimidation check to give Gloria a new check to regain her senses.)
Stop #2:  Stevie drives to a store called Segal Cellular just down the street.  “C’mon fellas, gotta recharge my minutes.”  Segal Cellular is a cell phone store on the other side of the street at 5312 N. White Ave.

Inside Segal Cellular:  “Jacob!” greets Stevie as he enters.  “Oh, h-h-hello, Stevie,” replies the cellular phone store owner nervously.  “Listen, I-I-I don’t mean no disrespect or nuthin’, but the local kids keep shoplifting in my store.  You promised me you’d do something and---“  “Jake, I’m on it, I’m on it,” assures Stevie.  “But you can’t expect results over night, right?  I mean, I’ve been staking out your store for days now and I’m just about to make my move.”  “Really?” asks Jacob.  “Yeah,” says Stevie moving in close.  “Don’t keep bringin’ it up though, you’re gonna ruin my investigation.”  “Oh,” says Jacob understanding.  “Right.”  He hands Stevie an envelope.  “Thanks Stevie.”  “While I’m here.  I could use some more minutes on my plan.  I gotta lot calls to make.”   (Segal Cellular makes 8+1d8 Wealth per week.)
In the car:  (Again, if the car is full of NPC’s you can skip this part.)  “Oh, my God.  I forgot to show you,” says Gloria suddenly.  “Look what Stevie bought me.  Isn’t it great?”  Gloria shows off her diamond tennis bracelet.  It’s gorgeous.  It must’ve cost Stevie 18 Wealth!  (Any PC with the weakness Braggart should make a check or feel compelled to brag about their boyfriend.  After some brief exchanges, Gloria will test the female PC’s.)  “Oh, thanks doll.  I’m sure your beau has bought you something nice, hasn’t he?”  (If the PC offers up something nicer, make a check for Gloria.  If she fails, she insists her bracelet is nicer and an argument may erupt.  If the female PC doesn’t have something to brag about, she loses 5 points of Respect, but if they have been nice to Gloria, she’ll attempt to make a joke.  DC 12 Joke check and she says, “Don’t sweat it, sweetie.  A big wallet don’t mean nuthin’ if your man ain’t big in other parts of his pants.  Am I right?  Hahaha!”)
Stop #3:  Stevie hops back into the car and drives to Screaming Tattoo at 5408 N. White.  “Hey, babe,” asks Gloria.  “When am I gonna get that tattoo you promised?”  “Aw, yeah,” says Stevie remembering.  “I’ll mention that again.  He’s been real busy.  C’mon fellas.”  As you are walking into the tattoo parlor, Stevie mutters to you, “You brought your piece, right?”  As you answer, he greets the owner, a mean-looking biker guy with a beard and several piercings in his face.  “Grizzly!” greets Stevie.  “What’s up?”  “What the fuck do you want?” growls Grizzly while tattooing an equally large customer.  “Griz, don’t make me say it, huh?  My associates and I, we’re very busy today.  Now c’mon.”  “Yeah,” says Grizzly standing up.  “Well, maybe I’m busy.”  (Grizzly and the customer, Len, are two mean biker dudes from the Outcasts Motorcycle Club.  Grizzly has reluctantly paid Stevie up to this point, but business has been slow, so he’s not anxious to pay.  Stevie is reluctant to get into a scrap with Grizzly today.  He’d rather use Diplomacy or Intimidation.  DC 28 Diplomacy check or DC 22 Intimidation check.  If both of these fail, they can try a DC 20 Shake Down check.  If all three checks fail, the bikers will definitely attack the characters.  Drawing weapons adds +4 to Intimidation checks.  Additionally, the bikers’ or the PCs’ weaknesses may also set off a fight.  Screaming Tattoo makes 4+1d8 Wealth points per week.  There is 7 Wealth points in the cash register.)
2nd level Strong Mook/4th Level Family Associate/Wiseguy /2nd level Mob Template Soldier/Biker: Grizzly

Str: 16/+3, Int: 12/+1, Wis: 8/-1, Dex: 12/+1, Con: 14/+2, Cha: 11/+0, Defense 17, 50 HP, Attack Bonus: +7, Fort: +5, Ref: +2, Will: +3, Skills:  +3 Bluff, +6 Knowledge (streetwise), +8 Drive, +7 Craft (visual arts), +7 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +7 Listen, +8 Spot, +6 Craft (mechanical), +3 Camouflage, +6 Sense Weakness, +4 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Creative, Streetfighting, Combat Reflexes, Surface Vehicle Operation (trucks), Weaknesses:  Code of Honor (always protect other OMC), Aggressively Dominant, Tough Guy, Respect: 800, Bank: 250, Talent: Extreme Effort, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +8  (Grizzly is a member of the Outcasts Motorcycle Club or OMC.  He doesn’t mind paying the street tax, he just doesn’t like when the Mafia guys lord over him.  If anyone challenges him physically, he’ll start the fight.)  Weapon of Choice:  fists.

2nd level Strong Mook/4th Level Family Associate/Wiseguy /1st level Mob Template Soldier/Biker: Bartok

Str: 17/+3, Int: 10/+0, Wis: 10/+0, Dex: 12/+1, Con: 13/+1, Cha: 12/+1, Defense 16, 45 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +3, Skills:  +6 Bluff, +6 Knowledge (streetwise), +5 Craft (mechanical), +4 Beat, +3 Repair, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +7 Listen, +8 Spot, +5 Drive, +4 Camouflage, +3 Sense Weakness, +4 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Streetfighting, Long Memory, Weaknesses: Drug Addict (Meth), Code of Honor (always protect other OMC), Short Fuse, Respect: 700, Bank: 100, Talent: Extreme Effort, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +6  (Bartok is good friends with Grizzly and won’t hesitate to join in the fight.  He’s like to throw a punch first as well if prompted.)  Weapon of Choice:  fists.

In the car:  (Again, if they are all NPC’s, you can skip this part.  You can make DC 14 Listen and Spot checks if a fight breaks out in the tattoo parlor.  The girls will come running to the aid of the men unless there is gunplay.  Depending on what has happened up to this point, the GM may have to make some adjustments.)  Bored, Gloria turns on the radio.  It is a song from an Italian rapper named Paisan G.  She turns the radio as high as it will go and shouts, “I love this song!”  The song is loud and annoying and hurts your ears.  (If the PC’s don’t stop her, they suffer –4 to Listen checks for the next six hours.  Gloria is unaffected as she in his in the front seat.  If anyone attempts to turn down the radio or asks her to, she must make a weakness check for her Aggressive Dominant weakness.)
Stop #4:  Stevie drives to Frankie’s Wardrobe at 5417 N. White Ave.  This is the vintage clothing store he mentioned.  Gloria jumps out of the car almost before it has stopped.  “Oh, my God!  Frankie’s is the best!” she proclaims.  “They have everything!  Wait till you see!”  Everyone enters Frankie’s.  In the center of the store is a man with partially dyed blonde hair.  He’s holding a pair of faded jeans and turns as you enter.  “Frankie,” greets Stevie.  “I came up with a solution to your cash flow problem.”  Gloria gasps in delight.  “My God!  Look at this top!  This would look so good on me!”  “Help yourself, babydoll,” smiles Stevie.  “You don’t mind, do you Frankie?”  “Yes, I mind!” says Frankie.  Stevie gestures for you to move towards Frankie and he does the same.  In a moment, you have him in the back room.  (Collectively, the male players must make a DC 20 Shake Down check against Frankie.  He’ll reluctantly agree to let the girls go on a shopping spree.  Stevie assures them they’ll only take two bags worth of merchandise.)

In the store:  Gloria is grabbing up everything in the store.  (Choose a random female PC.)  You spot a great pair of jeans in your size, but as soon as you move to grab them, Gloria cuts in front of you.  “These will never fit you, honey.  I might as well have them.”  The jeans cost 7 Wealth and look really good.  To let Gloria take them will cost you Respect.  (If the PC lets Gloria have them, she loses 35 points of Respect.  If she argues over them, but ultimately loses, she only loses 15.  If she physically fights her for the jeans and loses, she only loses 5 points of Respect.  Winning against Gloria means gaining double the same amounts in Respect.)
 There are several other great bargains in the store, make a DC 14 Spot Check to find them first.  (If the PC and Gloria both spot them at the same time, another confrontation ensues same as above.  The items in question are a silver and turquoise necklace, a deerskin jacket, a pair of stiletto heels, a rhinestone tube top and a red and black checkered mini-skirt.  Let the PC discover whatever other vintage pieces of clothing they want.  If they were deafened by Gloria in the car, they make their checks at –2.  When the PC’s go to check out, Frankie objects against and a DC 10 Shake Down check needs to be made.)
Stop #5:  After loading up the car, your group heads to Stevie’s final stop:  Jimmy’s Ice Cream Parlor at 5501 N. White Ave.  Jimmy’s has been a fixture in this neighborhood since the 20’s.  It is technically the turf of the Camorra, but they can do little to protect it from the expanding Jordano Family.  “Ladies, I assume you don’t need ice cream,” says Stevie jokingly.  Gloria punches him playfully.  “Stevie!  Don’t make fun of the girls if they’re fat.”  (Gloria didn’t mean this to be mean, but announce that all PC’s lose 5 Respect points if this accidental insult goes unanswered.  A DC 15 Joke check can undo the loss.  Gloria might do this on purpose if she’s particularly upset with one of the girls.)
Inside the Ice Cream Parlor:  When you enter you notice that the place is relatively empty.  An old time ice cream parlor must struggle to stay open in this modern day.  Sitting at one of the tables eating ice cream is Albert DiFenzio, an old timer from a now defunct Camorra crew.  Albert used to rule this entire street, but the old guy is now in his 60’s and looks like he can barely lift his spoon to eat his yogurt.  Word on the street is that Albert is penniless and eats at the ice cream parlor because he doesn’t have any money.  “Hey, Albert,” greets Stevie.  “Is Carol here?”  “What are you doin’ here?  This is my turf!” insists Albert.  “You little punk!  You’re not old enough to wipe my ass, much move in on me!”  “Oh, yeah?” says Stevie, still friendly.  Stevie pulls up a chair, sits down in front of Albert and stares him down.  “You wanna do somethin’, old man, make a move.”


Albert is clearly in no position to out-bully Stevie.  “All right, all right, look I don’t mean to disrespect you, kid.  Truth is, you take this away from me, I’m on the street.  Leave me be so I can at least die with some dignity and I’ll make it worth your while.  You’ll get this place when I die anyways.”


“All right,” says Stevie, being his usual magnanimous self.  “We’ll at least hear of this opportunity.”


“This ice cream parlor don’t make you jack, but there’s a new vendor on this street.  You tax him and you’ll be makin’ some real scratch.  What do ya say?”


“I’m still listenin’,” says Stevie, non-committal.


“All right, there’s a guy sellin’ dope outta da parking garage on the corner.  Stupid kid by the name of Toby or Tommy or somethin’.  I parked my car there one day and I saw him.  Big wad of bills in his pocket.  He’s an idiot.  Should be easy.  That worth somethin’ to you?”


Stevie turns to you.  “What do you think fellas?  Should we let Albert here die with dignity?”


Just then, the owner of the ice cream parlor, Carol walks into the room.  What do you do?

(Let the PC’s decide if they’d like to shake down Albert, Carol or the drug dealer or all three.  Carol folds like a house of cards.  She’s petrified of Albert and other mob goons.  The ice cream parlor only makes 4+1d4 points of Wealth and is barely surviving.  There is 3 Wealth points in the cash register.  Albert won’t give up what little money he has without a struggle.  Trying to shake down Albert is enough to encourage the wrath of the Bondinos.  Taking the ice cream parlor from him is not.)

FOR THE GM ONLY:  What Albert is really doing:  Albert is setting the PC’s up.  He’s a bitter old man and could care less about them.  He knows through his Police Connection that Toby is being pressured by the cops in a sting to catch local drug users in the area.  It’s unlikely, even if the characters use “Sense Motive” that they will uncover this lie.  Albert hopes Stevie and the rest of them will all be arrested or worse.

2nd level Smart Mook/4th level Family Associate/Wiseguy/9th level Neapolitan Camorra:  Albert Fenzio (68)

Str: 10/+0, Int: 16/+3, Wis: 16/+3, Dex: 14/+2, Con: 4/-3, Cha: 12/+1, Defense 20, 48 HP, Attack Bonus: +9, Fort: +6, Ref: +6, Will: +8, Skills: + 20 Knowledge (streetwise), +16 Destroy Evidence, +10 Spot, +15 Exploit, +20 Bluff, +8 Sleight of Hand, +9 Minor Con, +9 Major Con, +7 Search, +7 Forgery, +12 Diplomacy, +11 Search, +12 Intimidate, +8 Disable Device, +5 Gamble, +7 Craft (structural), +5 Repair, +10 Run a Crew, +11 Sense Weakness, +10 Hide, +16 Sense Motive, +11 Hide Motive, +7 Run a Family, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Lasting Threat, Convince, Prison Veteran, Advanced Firearms Proficiency, Meticulous, Deceptive, Confident, Police Connection, Foreign Family Connection, Long Memory, Excellent Blood, Weaknesses:  Physical Flaw (Reduced Constitution), Old Age, Bitter, Vindictive, Compulsive Liar, Respect: 1500, Bank: 100, Talent:  Savant (Minor Con), Know Respect, Balls, Excellent Thievery, Legitimate Front, Caporegime, Secret Bureaucracy, Boss, Wealth Bonus: +3 (Albert is a distant cousin of Chop, Boss of the New Milan Camorra.  He was once a smooth operator, but now he’s been reduced to just surviving.  He never saved his money and has not family.  The Bondinos are not in a position to help him but they retaliate if Albert is killed, severely injured or publicly humiliated.  Albert is bitter about his current situation, but there is little he can do to improve it.  He can, however, manipulate the characters if they let him.  Albert would be a good mentor for a Camorra character.) Weapon of Choice: fists.

The last stop:  Stevie and you return to the car.  “Finally,” says Gloria.  “I’m starving.”  “We got one more stop to make, babe,” admits Stevie.  “Stevie, c’mon!  We’re all hungry.  Right girls?”  (If the PC’s do not support Gloria, she loses 10 points of Respect.  This is a chance to get back at her!  The PC’s can use Diplomacy to talk Stevie into giving up the last stop, postponing it or going right now depending on the circumstances.  Weaknesses like Greedy, Power Addict and Excess Addict should come into play.)
Lansky’s Parking Garage:  Lansky’s is a three-story parking garage positioned at the end of the block at 5549 N. White Ave.  It is probably big enough to service this entire retail area, considering the depressed economic state of the local economy.  There is an automatic entrance that issues a ticket to anyone that enters the parking garage.  When a customer exits, a single parking lot security guard mans the ticket both at an exit 60’ away.  The lot is anywhere from 30% to 50% full in the day.  (It is nearly empty at night and closes from midnight to 5am on weekdays.  Toby is dealing in the stairwell on the third floor of the garage.  Anyone making a successful DC 12 Knowledge (streetwise) check will confirm this.  Unless the characters specifically check out the police angle, they have no chance of knowing there is a sting.  If the PC’s park in the lot, ask them what space they want.  There is a 2 in 6 chance that it is currently occupied.) 

Parking Lot Security Guard: Donald Camorand

3rd level Tough Mook

Str: 12/+1, Int: 10/+0, Wis: 10/+0, Dex: 12/+1, Con: 14/+2, Cha: 10/+0, Defense 12, 20 HP, Attack Bonus: +2, Fort: +1, Ref: +1, Will: +1, Skills: Drive +3, +4 Diplomacy, Knowledge (business) +3, Craft (cooking) +3, Profession +3, Feats:  Simple Weapon Proficiency, Brawl, Run, Weaknesses: Pushover, Respect: 250, Bank: 20, Wealth Bonus: +9  (Donald is studying to be a chef.  He doesn’t want any trouble.  He has a phone in the ticket booth and will call the police immediately if there is any trouble.)  Weapon of Choice: fists.

Toby the Dealer:  Standing in the doorway of the stairwell on the third floor is a young man in a thrift store army jacket, T-shirt and jeans.  He has a beard and beads woven into his hair.  “Hey, man.  What can I do you for?”  (Normally, Toby carries a gun with him, but he’s currently wired and working for the cops.  The cops are parked in a van in the furthest possible parking space on the third floor.  It is an unmarked, white van.  There will be several other cars here, including an SUV, but nothing very fancy.  If Toby gets in trouble, he has been told to say the safe word, “bloodshot”, as in, “Man, I’ve been up all night, my eyes are bloodshot.”  If the characters threaten him or make a successful drug buy or rob him, he’ll try and work the word into a sentence.  If the PC’s are suspicious of the set-up, give them a DC 25 Spot check.  If they succeed, they notice the van move as if someone is inside it moving around.  If they watch Toby closely or for a length of time unnoticed, a DC 28 Spot Check reveals his wire or that he keeps looking in the direction of the non-descript van.  Don’t give the PC’s a check unless they ask for it.)
2nd level Fast Mook/3rd Level Family Associate/Wiseguy: Toby the Dealer (27)

Str: 12/+1, Int: 12/+1, Wis: 11/+0, Dex: 15/+2, Con: 12/+1, Cha: 13/+1, Defense 17, 29 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +7 Bluff, +5 Knowledge (streetwise), +7 Craft, Pharmaceutical, +4 Drive, +6 Knowledge (Technology), +4 Diplomacy, +3 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Disguise, +4 Knowledge (Civics), +2 Sense Weakness, +6 Hide, +7 Move Silently, +6 Destroy Evidence, +4 Repair, +5 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Run, Deceptive, Weaknesses:  Untrustworthy, Disrespectful, Compulsive Liar Respect: 400, Bank: 0, Talent: Evasion, Know Respect, Balls, Wealth Bonus: +6 (Toby was forced into this deal with the cops for a light sentence on a drug charge.  He’ll say and do anything to stay out of jail.  If he has to make up extra charges against the characters, he will.  He is the perfect cop stoolie and has been informing for them for weeks.)  Weapon of Choice:  fists.

The Sting:  (When the characters say or do something incriminating, complete a drug transaction or threaten to kill or injure Toby, the cops move in.)  You hear a screech of tires and a non-descript van is driving across the parking lot in your direction.  You hear people running up the steps from the stairwell.  From the van, the driver yells, “Freeze!  Police!”  What do you do?  (The sting and Toby will only run here from 5pm to 2am.)
The GM will have to deal with several possible courses of action:

The PC’s Surrender:  The characters are all arrested.  Depending on what they did, they may be thrown in jail or let go.  Use the “Court Proceedings Chart” in the Complete Mafia book to determine.  Characters that didn’t commit a crime are let go.  As long as they didn’t hurt Toby or the cops, they are likely to get off lightly.  This is an embarrassment to any made guy and they lose 50 points of Respect.  Stevie will be out to kill Albert in revenge at some future date.

The PC’s Surrender and Flee or Fight:  PC’s that surrender when other flee are likely to get off lightly.  Subtract an additional –4 to the court proceedings chart and the roll is on the Minor Crimes table unless the PC managed to hurt or shoot someone.

Fleeing:  If the PC’s can escape the parking garage within 10 rounds, they are likely to escape.  There is a ladder on the upper right hand corner of the garage marked with two dots.  Don’t tell the PC’s it’s there, but let them examine the map carefully.  If they ask about other exits, give him a DC 8 Spot check to see it.  If the PC’s can fight or run to the ladder, they can slide to the ground floor and get away.  Sliding down the ladder requires a DC 15 Reflex save.  Failure means the character falls three stories for 3d6 points of damage.  Characters below a character that falls must also make another check.  The cops will not fire their weapons unless the characters are armed.

Fight:  The cops are trained to match the PC’s fight either with non-lethal combat or lethal combat if necessary.  They will encourage the characters to surrender before they get hurt.  The characters will probably die if they shoot it out with the cops.  Stevie will not choose this route.  If the characters start shooting, he’ll try and drive out of the garage during the commotion.

Driving:  If the characters can get back into the car, there is a chance they can drive out of the garage.  Driving off the roof is possible, but dangerous.  First, the car must make an attack against the cement barrier around the edge of the parking garage.  It has a hardness of 8 and requires 30 hit points to break a big enough piece to get Stevie’s SUV through.  The car then crashes three stories and takes 3d6 of impact damage, as does everyone in the car (2d6 with seatbelt).  It will be a miracle if the car is even drivable at this point.


Driving down the parking garage at top speed requires three DC 16 Drive checks.  Failure means the SUV hits a wall taking 1d4 points of damage and everyone inside must make a DC 12 Reflex save or take 1d4 points of damage.  If the driver makes two out of three checks, he beats the police car that is moving to block the entrance, otherwise the driver must make a DC 22 Drive check to push the car out of the way.  The entrance will not be blocked.

Car Chase:  Count or estimate the number of rounds it took for the PC’s to get out of the garage.  Round it down to the nearest odd number.  The characters must beat the cops in the best out of that many drive checks.  If they fail, add two more checks.  If they fail again, add two more.  If they fail three times in a row, their car is boxed in and they are caught by no less than 2d4 patrol cars holding two beat cops each.  Each time they beat the cops, subtract two.  Once the number is below zero, they get away.  You make subtract more than two for inventive turns and cuts, but increase the difficulty of the Drive check accordingly.


Here are the stats of the officers.  They summon six more average beat cops as back up.  If there is shooting, they summon twelve instead.  Back up arrives in 10+1d20 rounds.

Jenkins and Perkins cover the exit.  Miller and Lipowitz are in disguise at the bottom of the stairs.  They look like customers.  Swenson and O’Halloran are in the non-descript van.  Each pair has its on vehicle.

Vehicle

Crew
Pass
Cargo

Init
Man
Top
Def
Hrd
HP
Sz     Purchase DC

Chevy Astro Van  1
7
800 lbs.
-2
-3
190 (19) 8
5
36
H
30

Ford Crown Vic  1
5
425 lbs

-2
-1
185 (18) 8
5
34
H
28

Ford Crown Vic  1
5
425 lbs

-2
-1
185 (18) 8
5
34
H
28

Average Detective (Jenkins, Perkins, Miller, Lipowitz, Swenson, O’Halloran)

2nd level Tough Mook/5th Level Cop

Str: 14/+2, Int: 12/+1, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 17, 44 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Gather Information +6, Investigate +6, Knowledge (streetwise) +7, Spot +5, Search +5, Listen +6, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Vehicle Expert, Run, Weaknesses:  Code of Honor (they must uphold the law), Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 700, Bank: 250, Wealth Bonus: +8  (These detectives are part of a new anti-drug task force.  They have a wire on Toby and can hear every word he says and anyone ten feet near him.  Anyone with a Suspicion Index over 50% will be recognized by the detectives.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 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 +8, 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.

Dinner at Morelli’s:  (Assuming the characters either escape or avoid the unpleasantness at the parking garage, they can have a nice meal at Morelli’s.)  As usual, the food at Morelli’s is great!  Tonight’s special includes rigatoni with tomato sauce and lightly fried calamari.  “I know what’s good here, why don’t you let me order?” suggests Gloria.  (Since Morelli’s is a well-known hang out for important Mafia figures, the PC’s get +2 to Weakness checks that would cause them to lose respect.  If the men let Gloria order for them, they lose 10 points of respect.  The women only lose 5.  It requires at DC 12 Diplomacy check to force Gloria to make another weakness check.  If she makes it, she drops the subject otherwise, she continues to pester the PC’s.  Dinner for the ladies is worth 70 Respect points and Stevie pays for everything unless the characters intervene or beat his initiative and beat him to the punch.  The total bill comes to 8 Wealth plus 1 for each additional character above Gloria and Stevie.  That character gains 5 points of Respect per point of cost in Wealth.)
Awards:




Experience
Respect Points
Suspicion Index Points

Acquiring a girl outside the NPC’s provided

100

+5

Collecting the money from Screaming Tattoo
200

+10

+2

Fighting with the bikers



300

+10

+2

Getting beat by the bikers



300

-5

+1

Beating the bikers in combat



600

+20

+2

Beating the bikers in non-lethal combat

900

+30

+3

Using the Shake Down skill successfully

150

+5

+1

Shutting down Gloria




100

+10

Beating up Gloria (female only)


700

+25

+2

Getting bargain item at Frankie’s


200

+5

+1

Bringing a girlfriend to Frankie’s


300

+10

Bringing a fiancée or wife to Frankie’s

600

+25

Talking to Albert




100



+1

Shaking Down Ice Cream Parlor


200

+10

+2

Shaking Down Albert




300

-90

+2

Shaking Down Toby




200

+5

+5

Killing Toby





500

+25

+10

Killing a detective




2000

+50

+10

Killing a cop





1500

+50

+10

Assaulting a police officer



200

+10

+6

Surrendering to the cops



400

-5

+3

Beating the cops in a car chase


800

+10

+5

Dinner at Morelli’s




200

+10

-2

Additional:  If the PC’s had to help Stevie out of a bad spot with the bikers and/or the drug sting, assuming they are successful, the generous Stevie gives them 6 Wealth.

Future adventures:  Sometime down the road this might become an extortion scheme for the PC’s if Stevie is promoted or killed.  The scheme requires at least 4 ranks in Shake Down.  Stevie must collect at least 5 points of Wealth from each business.  If he does so, he will have 10 points of Wealth.  6 points goes to his capo and he gets to keep the other 4.  If he is short, he must still pay the capo 6 Wealth per week.


The Outcasts Motorcycle Club may become a problem for the Jordanos in the future or they may be recruited for a big scheme.  Nealo Titti of the Magoladro Family already has a Meth lab operation with the bikers.  (See “Carlito’s One-Way” in Independent Role-Playing Magazine.)
