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Set-up:  (This is an excellent scheme for a Made Guy to take over if he is in the Cavaliere Family, otherwise the players might only be working the scheme for quick cash while a Cavaliere soldier supervises.  Alternatively, the Cavalieres may be short-handed and allow a PC from another Family to run the scheme for an appropriate cut.) Sonny Maloni (33), a soldier for the Cavaliere Family, has asked you and your associates to meet him at a Gas n’ Gulp on the outskirts of the city at 1800 E. 14th Street by the airport and the stadiums.  The meeting is scheduled for Monday at 2pm.  Sonny has a reputation for being a slob, but he has always been good to (choose random PC)’s family and is a distant relative.  You find Sonny inside the mini-mart preparing a hot dog.  The hot dog looks like it’s been cooking too long on the roller, but that doesn’t stop Sonny from coating it in mustard, relish, cheese and onions.  “Thanks for coming down here, fellas,” greets Sonny as he grabs a bag of chips.  “I think you’re gonna find the trip out here worth your while.  You want a snack or somethin’?”  As Sonny talks, he takes a bite out of the dripping hot dog.  A glob of cheese drops on his shirt where you now notice another stain.  Sonny makes a half-ass attempt to rub off the cheese, then gives up.  He grabs a large bottle of Choco-Shake and heads for the counter.  (If the PC’s ask what the job is, Sonny will chastise them for talking about business while inside the store for 2 Respect points.  He takes forever to pay for the snacks, so anyone with the weakness Impatient should make a check.  If anyone buys Sonny food, award them 2 Respect points.  If Sonny misses his weakness check for “Glutton”, award 5.)
Sonny Maloni (33): 2nd level Tough Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Businessman”

Str: 12/+1, Int: 11/+0, Wis: 15/+2, Dex: 12/+1, Con: 14/+2, Cha: 9/-1, Defense 15, 54 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +6 Gamble, +6 Bluff, +6 Knowledge (streetwise), +5 Destroy Evidence, +5 Shake Down, +2 Beat, +6 Sense Motive, +3 Exploit, +1 Hide Motive, +1 Drive, +4 Sense Weakness, +5 Diplomacy, +5 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Long Memory, Personal Firearms Proficiency, Good Earner, Weaknesses: Slob*, Glutton*, Sentimental, Religious Guilt, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 690, Bank: 300, Wealth Bonus: +7  (Sonny is a reliable soldier, but he’s a complete slob and a glutton.  He has ambition to move up, but it’s unlikely to happen because he torpedoes himself socially.  He is also torn by his religious beliefs and his life in the Mafia, but he tries not to let that interfere.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder
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(Sonny borrowed this vehicle from a friend who runs a gas station and garage.  It belongs to one of the garage’s customers.)
New Weaknesses

*Glutton (Fort): (first introduced in Duck Da Police) You eat constantly.  At regular meals, you eat double.  Whenever you have spare time, you have to make a check.  If you fail, you’ll get something to eat.  You like to eat until all the food is gone too.  If there is food left at a meal, you must make a check or you’ll stay until it’s gone.  You’ll also have to make a check to resist the temptation of the last piece.  New restaurants that open up are a temptation too.  You have at least one favorite dish.  While in its presence you make this weakness check at –4.

*Slob (Dex): You always make a mess.  You dress sloppy, you eat sloppy and your living arrangements would make a pig turn up his nose.  You must make a check whenever you have to clean something up, including Destroy Evidence.  Failure means you made things worse and get +1 Suspicion above and beyond any other awards.  

Sonny’s “Office”:  Sonny walks outside to the back of the mini-mart and sets up his “snack” on the edge of a dumpster.  He eats while he explains.  “Last year, we lost a good guy in the outfit, Michael Geralomo.  Great guy, don’t think you knew him.  Michael had some medical problems for a long time, then he passed.  It was a shame.  Died of cancer, poor guy.”  Sonny makes the cross on himself.  (PC’s with Religious Guilt should make a weakness check or join him.)  “May he rest.  Anyhow, Michael had a lot of schemes and some of them fell by the wayside while he was sick.  He couldn’t run ‘em and Boss Jo-Jo didn’t feel right about takin’ them away.  One scheme in particular was the bootleg T-shirt concession.  Michael would lean on the T-shirt guys and take what he could from them.  But it’s only a seasonal thing, when there are games at the stadium or concerts.  Michael got really sick right around the beginning of the season and he died just after it was over.  The T-shirt guys got a free pass for a whole year, but now it’s time to reclaim Michael’s legacy.  That’s where you come in.  I need you to find the T-shirt guys and collect the street tax.  Most of these guys roll over pretty easy, but I figure it’s always better to have a few guys that can handle themselves.  I’ll supervise from my car and keep a look out while you do business.  Meet at Nino’s Place (Area C on the New Milan map) 1604 E. 17th Street around 7pm.  Keep yer cellphone handy.  Any questions?”

What should we do if the T-shirt guys won’t pay?  “Make them understand the importance of paying a street tax.  Don’t do nuthin’ too extreme, you’re not far from the airport.  Absolutely no guns unless a guy pulls a piece.  Shouldn’t get that extreme though.”

How much do we collect? “Take 50%.  Make sure you get at least 2 points of Wealth from each of them.  If they don’t got it, take their inventory and tell them to get lost.  Don’t mention money over the phone and don’t bring me the money until I ask.”

What do we do with inventory we take?  “Sell it to one of the guys that’s sellin’ good.  If he don’t want it, convince him that he does.”

What do we get paid?  “One Wealth point per vendor you shake down split between yas.  Better than that, I can’t do.  This is a long term thing, not a short term one.”  (Sonny won’t negotiate.  There’s not much money involved.  Sonny will suggest that there might be a regular collection and that the Made Guys in the group could potentially take it for themselves, but only if things go well.  He can’t make promises, that’s up to his capo.)
Where are the T-shirt guys?  “Over by the stadium.  They move around alot, but they tend to stay in spots with alotta traffic.  We only go after the bootleg guys, not the real ones.  The real ones will be inside.”
Finishing the meeting:  “Okay good.  I’ll see ya at Nino’s.  In the meantime, if you hear anything on the street about these T-shirt guys, let me know.”  (The PC’s can make a DC 15 Gather Information check or a DC 12 Investigate check or a DC 10 Street Knowledge check to find out more about the T-shirt guys and where and how they operate.  Each check requires an hour.  If the check is missed, the PC’s get “Bad Info”.  If the check is made, the get the “Good Info”.)
Bad Info about the T-shirt guys:  “Word on the street is the Russians may have infiltrated the bootleg T-shirt operation.  The Russians already control the concessions near the National Assets Arena, located in Russian turf.  (See The GodRapper for more info.)  The Vodka Mob has a reputation for shooting first and asking questions later.  Watch out!”

Good Info about the T-shirt guys:  “Word on the street is there’s some college kid with a Russian-sounding name who coordinates the T-shirt guys.  He downloads the images from the Internet and does a steady online business as well.  He’s got a silk screening set-up somewhere and produces the T-shirts in short runs very quickly.”
Meeting at Nino’s:  (The PC’s will have about four and half hours to acquire anything they need or take care of any weaknesses.  PC’s that take care of weaknesses ahead of time get +4 to their check if the weakness affects their arriving on time.)  When you arrive at Nino’s, you find Sonny standing in the parking lot eating a sandwich and talking to Donnie Napoli, AKA: Donnie Cheapo and his buddy, another old soldier named Benny Four Eyes.  (See Donnie Cheapo and Columbus Day Picnic.  If Donnie is dead, substitute an older Cavaliere Mafia soldier named Benny Four Eyes.  Instead of being cheap, Benny is just annoying and a notorious “ball-buster”.  Benny and Donnie go way back.  They like to pick on younger soldiers.  If the PC’s wait it out, eventually Donnie and Benny go back inside Nino’s.)
The Ball-busters:  “These are the guys you got to work the T-shirt concession?” says Donnie (or Benny) upon seeing you.  “Michael must be rollin’ in his grave or laughin’ his ass off.”


“Don’t speak ill of the dead,” corrects Sonny.


“No one speaking ill of nuthin’.  The truth is though, Michael promised me the T-shirt concession before he died,” insists Donnie.


Sonny rolls his eyes.


“Are you fuckin’ kiddin’ me?  You visited him one time when he was sick.  He never fuckin’ liked you!” insists Sonny.


“Yeah, no one likes you, Donnie,” adds Benny.


“Shut up,” says Donnie, mildly scolding him. 


“Besides, this scheme requires some muscle and, no offense, Mr. Napoli, you ain’t exactly in the prime shape of yer life,” points out Sonny.


“Why not?” laughs Benny.  “I’m scared of his face?”

“Didn’t I tell you to shut up, Benny?  Look, it don’t matter no how.  You do the work, just give me a taste and we’ll call it even,” says Donnie.  “I’m a reasonable man.”


“Gimme a sec here,” says Sonny, exasperated.


Sonny pulls you aside.  


“Donnie’s lyin’, gotta be.  Help me turn the tide here, fellas.  We gotta convince him there’s no money in this T-shirt thing.  Cabiche?”


(The PC’s must use their abilities to convince Donnie and Benny the T-shirt concession is worthless.  Donnie and Benny begin with a Sway Point total of 11.  If the PC’s reduce it to 1 or less, they throw up their hands and go into Nino’s.  If it reaches 20, Sonny gives them each a share and take’s it out of the PC’s final Wealth award.  Donnie and Benny will put Sonny down and call him a slob.)

Guidelines for negotiations:


Telling Donnie and Benny that the Russians are involved
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automatic win, but it costs the PC 2 Wealth points
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Separating Donnie and Benny
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Letting Donnie and Benny make fun of Sonny
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Successful Bluff check against the PC’s
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Failed Joke check against Benny
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Telling Donnie and Benny that the college kid is running things
+2

2nd level Smart Mook/4th level Family Associate/Wiseguy/9th level American Mafia La Costra Nostra:  Donnie “Donnie Cheapo” Napoli (67)

Str: 10/+0, Int: 16/+3, Wis: 17/+4, Dex: 13/+2, Con: 12/+1, Cha: 10/+0, Defense 19, 92 HP, Attack Bonus: +9, Fort: +7, Ref: +4, Will: +7, Skills: +5 Hide, +4 Move Silently, +5 Gamble, +8 Exploit, +13 Bluff, +12 Streetwise Knowledge, +3 Seduce, +14 Diplomacy, +11 Search, +8 Intimidate, +11 Drive, +7 Gather Information, +10 Minor Con, +10 Major Con, +14 Run a Crew, +16 Sense Weakness, +8 Run a Brothel, +11 Sense Motive, +11 Hide Motive, +7 Run a Family, +6 Disable Device, +4 Sleight of Hand, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Lasting Threat, Convince, Prison Veteran, Police Connection, Good Earner, Point Blank Shot, Low Profile, Union Connection, Other Family Connection, Weaknesses:  Old Age, Physical Flaw (reduces movement by 10’), Cheap, Greedy, Vindictive, Talent: Savant, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Influence the Law, Boss, Respect: 1500, Bank: 600, Wealth Bonus: +20 (Donnie is the great uncle of Christopher Napoli from the Saint Anthony adventure.  Christopher avoids Donnie like the plague as he great uncle has attempted to exploit him several times.  Donnie is married to a Mob Wife.  She negates his Greedy and Vindictive weaknesses.  She won’t stop him from being Cheap, except when it comes to her.  Donnie is good friends with Jo-jo.  Jo-jo knows his reputation and tolerates his antics, so long as he continues to respectful towards him.  In that, Donnie is very loyal, so he’s happy to pick on any Family Associate that crosses his path.  He’ll exploit the characters for as long as he can, calling them at all hours and demanding services for nothing or very little pay.  Donnie could be a boss, but he made an attempt many years ago and nearly paid with his life.  He’s content now to live out his years at his current level of power.  Fortunately, for everyone around him, he is a man of modest tastes.  Donnie is technically still a Soldier, but there are few capos that would risk ordering him around.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

2nd level Smart Mook/4th level Family Associate/Wiseguy/7th level American Mafia La Costra Nostra:  Benny “Four Eyes” DiNuncini (55)

Str: 12/+1, Int: 15/+2, Wis: 15/+2, Dex: 14/+2, Con: 12/+1, Cha: 14/+2, Defense 18, 82 HP, Attack Bonus: +9, Fort: +6, Ref: +3, Will: +7, Skills: +5 Hide, +4 Move Silently, +3 Gamble, +8 Exploit, +13 Bluff, +10 Streetwise Knowledge, +4 Knowledge (pop culture), +7 Seduce, +3 Shake Down, +8 Bribe, +8 Diplomacy, +8 Search, +8 Intimidate, +8 Drive, +7 Gather Information, +6 Minor Con, +6 Major Con, +10 Run a Crew, +12 Sense Weakness, +12 Run a Brothel, +11 Sense Motive, +9 Hide Motive, +7 Run a Family, +6 Disable Device, +6 Sleight of Hand, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Lasting Threat, Legitimate Businessman, Prison Veteran, Police Connection, Long Memory, Legendary Rep, Political Connection, Weaknesses:  Wise Ass, Physical Flaw (glasses, without them, Benny is -4 on ranged attacks), Smoking Addict, Sex Addict, Talent: Savant, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Influence the Law, Respect: 1300, Bank: 20, Wealth Bonus: +18 (Benny is friends with Donnie, but he is very wary of him.  Like Donnie, he prefers to remain a soldier so the heat is focused higher up the food chain.  He is content with his brothels and minor schemes.  He doesn’t really want anything from the PC’s, he just wants to get a rise out of them and Donnie if he’s around.  If the PC’s were involved with hurting Donnie in any way, he’ll be especially annoying.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

The Booster Dome:  Located at 20th and Sage (Area P on the New Milan Map) the Booster Dome hosts a variety of sporting and entertainment events.  Tonight is a football game between the New Milan Brigands and a team from the western city of Las Deudas called the Banditos.  The Banditos get three and a half points on the spread and they also have a very popular logo featuring two bandoliers of bullets in an “X” shape on a black background.  (The PC’s have about six hours to stop at the all the T-shirt guys.  If they insist on taking their car, it takes 30 minutes to drive between each one.  If they walk, it only takes 20.  Sonny will not walk and may be stuck in traffic during part of the time.  There is a base chance of 1 in 10 of two Average beat cops showing up if there is a major disturbance.  They will be on foot.  If Sonny is around, he gets a DC 12 Spot check to see them before they reach the characters.)
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.

Shirt Guy #1:  Bay & 20th:  About a block from the stadium, you spot a Latino man on the corner holding up T-shirts and jerseys with the Banditos logo.  He does not appear to be armed and has two cardboard boxes full of shirts and jerseys.  The street is jammed with cars and people.  (This is Jorge Mancina.  He’s a little wary that the PC’s might be cops, but other than that, he’s a mook that knows how to play ball.  He worked with Michael for a few years and respected him.  The PC’s need only a DC 10 Diplomacy, DC 14 Intimidate or DC 12 Shake Down check and he’ll give up his money.  He’s currently holding onto 8 Wealth points.  If the PC’s pretend to be cops, even if they are just kidding, -4 to all checks.  Jorge gets his shirts from Davidovich, but has never been to his warehouse.  He reaches him via cellphone, then arranges to meet him.)
2nd level Charismatic Mook: Jorge Mancina (27)

Str: 14/+2, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 14/+2, Cha: 16/+3, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Bluff, +6 Diplomacy, +3 Knowledge (streetwise), +5 Balance, +4 Climb, +4 Move Silently, +4 Hide, +4 Knowledge (business), +8 Bluff, +4 Sleight of Hand, +2 Drive, +6 Sense Motive, +4 Hide Motive, +6 Sense Weakness, +4 Escape Artist, +5 Craft (visual art), Feats:  Simple Weapon Proficiency, Brawl, Good Earner, Personal Firearms Proficiency, Run, Weaknesses:  Paranoid, Respect: 180, Bank: 0, Talent: Fast Talk, Wealth Bonus: +8 (Jorge is a hustler and has been living on his own since he was 13.  He doesn’t trust people easily.  He’s not Italian, but he’d make an excellent Wiseguy if the PC’s decided to bring him into the fold.) Weapon of Choice:  fists

Shirt Guy #2:  Conner & 21st: About a block north of the stadium is African-American fat guy sitting in a beach chair and a skinny, teenage girl holding up the shirts.  The girl makes an exchange for a Bandito jersey and hands the money back to the man on the beach chair.  (This is Ronald Hufflighter and his 16 year-old daughter, Kimmy.  Ronald manage to avoid Michael’s goons in the past, but last year he pushed his luck and invested more money in the shirts.  This year, he has done so again, so he knows he’ll be forced to the pay the street tax.  Kimmy has never heard of the street tax and won’t be too happy to see her dad pushed around by the PC’s.  If the PC’s threaten Ronald, make a Listen check for Kimmy.  If she succeeds, she’ll immediately come to her father’s defense and threaten to call the cops.  Ronald will go along with the PC’s unless they threaten his daughter overtly.  If they threaten her subtly, he’ll pay them.  If the PC’s threaten Ronald, read the next description.  DC 14 Diplomacy, DC 12 Intimidate and DC 10 Shake Down  vs. Ronald, DC 16 Diplomacy, DC 20 Intimidate and DC 6 Shake Down vs. Kimmy.  Kimmy has given all the money to her father.)  Immediately, the young girl comes marching over, furious.  “Hey!  Where do you get off threatening us?!  I did not hear that?  You understand?!  Now I don’t play!  Get your asses outta here!  This is our street corner!  Now get lost!”  
2nd level Smart Mook: Kimmy Hufflighter (16)

Str: 9/-1, Int: 14/+2, Wis: 8/-1, Dex: 13/+1, Con: 12/+1, Cha: 12/+1, Defense 11, 10 HP, Attack Bonus: +1, Fort: +0, Ref: +0, Will: +4, Skills:  +6 Bluff, +3 Bribe, +4 Sleight of Hand, +5 Seduce, +5 Sex, +7 Knowledge (business), +5 Sense Motive, +8 Disable Device, +4 Hide Motive, +3 Craft (mechanical), +4 Computer Use, +3 Sense Weakness, +1 Exploit, +2 Destroy Evidence, +4 Performance (dancing), +5 Make Up, +6 Craft (cooking), Feats:  Simple Weapon Proficiency, Good Earner, Iron Will, Run, Creative, Weaknesses: Short Fuse, Respect: 120, Bank: 0, Talent: Savant, Knowledge (business), Wealth Bonus: +2 (Kimmy is a know-it-all and she tends to snap and threaten people that don’t agree with her.  She’s very bright and has a nose for business.) Weapon of Choice:  fists.

4th level Tough Mook: Ronald Hufflighter (35)

Str: 11/+0, Int: 11/+0, Wis: 14/+2, Dex: 10/+0, Con: 16/+3, Cha: 10/+0, Defense 13, 37 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +1, Skills: +6 Bluff, +3 Sense Weakness, +2 Drive, +2 Swim, +5 Craft (visual art), +3 Sense Motive, +4 Diplomacy, Feats:  Simple Weapon Proficiency, Surface Vehicle Operation, Union Connection, Great Fortitude, Long Memory, Vehicle Expert, Weaknesses:  Fat, Respect: 100, Bank: 35, Talent: Remain Conscious, Robust, Wealth Bonus: +6 (Ronald is an ex-truck and limo driver that fell on hard times.  He’s trying to keep he and his daughter from being put on the street.  Ronald is willing to go along with pretty much anything, but would rather die than see harm come to his daughter.  Ronald gets his T-shirts and jerseys from Mikey Harmon and Chuck Brubacker at Shirt Guy #3.) Weapon of Choice:  fists

Shirt Guy #3: Sage and 22nd: Situated near the more industrial area and near the pay parking lots, are two young men selling T-shirts and jerseys.  They have several of them hanging on a chain link fence with their prices.  They appear to be doing a brisk business.  These guys have several cardboard boxes full of shirts.  As one sells, the other returns to the boxes.  (A DC 20 Spot check reveals that there is a metal baseball bat near one of the boxes where Chuck is standing.  He uses it for security.  This is Mikey Harmon and Chuck Brubacker, two college kids that work directly for Davidovich.  They made a killing last year and have no idea about the street tax.  They will have to be taught a very stern lesson.  DC 18 Intimidate, DC 22 Diplomacy, DC 15 Shake Down and both must be check separately.  If one makes and the other does not, the other will lie and then go to the cops later.  After explaining the “facts of life” to the guys, read the next description.  Between the two of them, Mikey and Chuck have 12 Wealth.  They both know the location of Davidovich’s place.)  “Oh, I get it,” says Mikey.  “You guys work for the Banditos.  Listen, you want to shut us down, go get a cop.  You can’t do nuthin’ to us.  I’ll sue team.  I’m just a fan trying to drum up support.  You can’t prove I sold these shirts.”
2nd level Strong Mook: Mikey Harmon (21)

Str: 16/+3, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 10/+0, Cha: 11/+0, Defense 12, 13 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +7 Bluff, +4 Knowledge (business) +2 Sense Weakness, +3 Intimidate, +4 Move Silently, +4 Hide, +5 Sense Motive, +2 Exploit, +4 Swim, Feats:  Simple Weapon Proficiency, Educated, Brawl, Run, Streetfighting, Weaknesses:  Disrespectful, Respect: 150, Bank: 20, Talent: Extreme Effort, Wealth Bonus: +5 (Mikey is a bully and wants to be a stockbroker.  He plays college football and is in great shape.) Weapon of Choice:  fists

1st level Fast Mook: Chuck Brubacker (19)

Str: 12/+1, Int: 13/+1, Wis: 11/+0, Dex: 15/+2, Con: 10/+2, Cha: 14/+2, Defense 13, 10 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +4 Bluff, +2 Sleight of Hand, +5 Hide, +1 Destroy Evidence, +3 Intimidate, +6 Knowledge (business), +3 Escape Artist, +5 Move Silently, +2 Sense Motive, +4 Diplomacy, +5 Seduce, Feats:  Simple Weapon Proficiency, Run, Defensive Martial Arts, Streetfighting, Corporate Connection, Weaknesses:  Oblivious to Danger, Respect: 120, Bank: 10, Talent: Evasion, Wealth Bonus: +6 (Chuck is a wily customer, but he thinks he can get over on most people.  He over-estimates Mikey’s ability as a fighter.) Weapon of Choice:  bat 1d6
Shirt Guy #4: Dock & 15th:  On this corner, on the property of the old stadium, there is a guy selling T-shirts that say, “Osama Bin Snot-ham” and features a cartoon of a badly drawn Osama Bin Laden with a ham jammed up his nose.  He has only one, well-worn box of T-shirts.  The skinny, sketchy man selling these shirts looks wide-eyed and weird.  (This is Gary Pintoff.  He’s a conspiracy nut that thinks it’s his “duty” to sell the shirts.  He drew the cartoon and couldn’t think of anything better to put on it.  If the PC’s approach him, he’ll try to play on their patriotism to let him continue to sell his shirts.  He only has 1 Wealth on him.  Even if he stays out here all night, he won’t make any more money.  If the characters touch him, he’ll scream for the police.  They won’t answer unless he somehow gets to a phone.  There are working payphones at the old stadium, but it’s closed and they are inside.  He’ll have to walk to the Booster Dome.  Gary drew the cartoon, but Davidovich printed his shirts.  He knows where his place is and will tell the characters if they treat him nice.)
2nd level Dedicated Mook: Gary Pintoff (44)

Str: 10/+0, Int: 8/-1, Wis: 16/+3, Dex: 13/+1, Con: 13/+1, Cha: 10/+1, Defense 12, 17 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +1 Performance (writing), +2 Hide, +3 Computer Use, +2 Move Silently, +1 Knowledge (current events), +5 Knowledge (civics), +1 Knowledge (visual arts) +6 Sense Motive, +6 Craft (mechanical), +5 Diplomacy, +4 Treat Injury, +6 Investigate, Feats:  Simple Weapon Proficiency, Defensive Martial Arts, Long Memory, Prison Veteran, FBI Connection, Weaknesses:  Weird, Respect: 110, Bank: 0, Talent: Skill Emphasis (Diplomacy), Wealth Bonus: +1 (Gary writes his own online blog about politics, terrorism and law.  He has a lot of wild theories, but precious little to back them up.  He makes the shirts in his apartment.) Weapon of Choice:  fists

Shirt Guy #5: Bay & 15th:  Standing on the corner, right in front of Saint Anthony’s church, is a loud annoying guy selling T-shirts from a box.  He screams to the cars as they roll by.  “Jerseys!  T-shirts!  Hey!  Get yer fuckin’ Banditos merchandise here!”  The cellphone of (random PC) rings.  Sonny is on the other line.  “I don’t care how much money that guy has.  Get him away from the church,” demands Sonny.  (Robert has a new weakness called Vulgar.  He tends to curse too much, including in front of women and children.  Otherwise, he’s affable and willing to bargain.  He’ll attempt to bribe the characters first.  DC 17 Intimidate, DC 10 Bribe, DC 14 Diplomacy.  If the PC’s decide to let him stay on the corner, they must make a DC 18 Diplomacy check or a DC 20 Shake Down check.  Sonny must then remake his Religious Guilt check.  If he fails, he gets out of his car, storms across the street and beats the crap out of Robert.  He then chastises the PC’s for 10 points of Respect, 20 if they don’t help him beat up Robert or act as lookouts.)
3rd level Tough Mook: Robert Levine (31)

Str: 16/+3, Int: 11/+0, Wis: 13/+1, Dex: 10/+0, Con: 16/+3, Cha: 10/+0, Defense 12, 30 HP, Attack Bonus: +2, Fort: +2, Ref: +1, Will: +1, Skills:  +6 Bluff, +2 Sense Weakness, +2 Sense Motive, +6 Diplomacy, +5 Intimidate, +2 Knowledge (streetwise), +3 Bribe, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Legitimate Businessman, Personal Firearms Proficiency, Weaknesses:  *Vulgar, Respect: 260, Bank: 75, Talent: Remain Conscious, Robust, Wealth Bonus: +9 (Robert paid the street tax last year and has no problem with it.  He’ll probably spend all the money he makes this weekend anyways.  He’ll probably accidentally provoke the PC’s by saying stuff like, “C’mon fellas, don’t be assholes.”) Weapon of Choice:  fists

New Weakness

*Vulgar (Wis):  You are crude.  You like to use curse words and talk inappropriately.  Sometimes you pick your nose or scratch you ass in the middle of important meetings, so what?  You like things that are natural.  If you got an itch, why not scratch?  If you’ve got a rash, why not tell people about it?  If you miss your weakness check, you make all Charisma-related checks at -2 and you make Seduce checks at -4 for the duration of the encounter.
Shirt Guy #6:  Bay & 17th:  One block from Nino’s, Sonny stumbles upon a group of three Chinese guys selling T-shirts.  They have several cardboard boxes of shirts and are selling Banditos and Brigands merchandise.  (These guys have about 10 Wealth between them, but they don’t want to give any of it up.  If approached, they will pretend they do not speak English.  If threatened, they will walk away with their shirts.  If the characters get violent, they will pull their weapons and attempt to have a stand off. Sonny will call the characters and tell them just to let them go.  DC 4 Bribe is the only thing that will work, but that’s pretty contradictory.  Sonny will support any PC plans to follow the guys or come back later and rob them.  After the game is over, the threesome go out to celebrate at the Noodle House at 802 Bay Ave. near the corner of 8th and Bay.  Use the bar map in the Complete Mafia book, but there is no second floor.)
3rd level Tough Mook/1st level Family Associates: Wiseguys: Chien, Walter, Peter

Str: 14/+2, Int: 12/+1, Wis: 14/+2, Dex: 12/+1, Con: 16/+3, Cha: 10/+0, Defense 13, 36 HP, Rep: +2, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +2, Skills: +8 Bluff, +4 Sense Weakness, +7 Hide, +7 Move Silently, +4 Knowledge (streetwise), +7 Destroy Evidence, +4 Disable Device, +3 Sense Motive, +4 Diplomacy, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Streetfighting, Stealthy, Corporate Connection, Long Memory, Personal Firearms Proficiency, Weaknesses:  Greedy, Smoking Addict, Tough Guy, Respect: 350, Bank: 75, Talent: Remain Conscious, Robust, Trophy Girl, Wealth Bonus: +10 (These three guys are Triad wanna-bes and Wiseguys in the Karate Tong’s organization.  They made their own shirts.  If they are approached, they will pretend to be unable to understand English.  They won’t pay the street tax, but they will leave without a fuss if the PC’s let them go.  They have no problem escalating an encounter into gun fire.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., fists

Wrapping things up:  FOR THE GM ONLY:  After the collections, the PC’s will have three choices, they can go after the Chinese guys, Davidovich or both.  If Sonny is pressed for his opinion, he’ll say he’d rather not risk his life over a couple of shirts with the Chinese, but he’ll have no problem going after Davidovich.  If the PC’s suggest this on their own, award them 10 Respect points for their forethought, otherwise read on:
Getting to the Source:  “All right fellas, ya did good, but I think we can do better.  This guy Davidovich apparently supplies most of the shirt guys.  We lean on him and we don’t have to do all this drivin’ around.  We get him to work for us, cabiche?  Did you find out where this guy is?  Let’s go pay our entrepreneur a little visit.”
The Entrepreneur:  Davidovich lives at 5605 N. Oxford Ave.  It’s technically in the Camorra territory, but unless this guy also sells drugs, the Camorra probably don’t know about him.  When Sonny gets to the address, he realizes that the house is a fraternity house.  “Shit,” says Sonny.  “All right, this just got complicated.  We need to either get this guy out here and in the van or find out if the house is empty.  Any ideas?”  (Let the PC’s come up with a plan to get Davidovich out the house.  It is currently full of about 15 frat boys and pledges.  They all have the same stats.  Davidovich is an upper classman and has better stats.  Sonny wants to shake Boris down for 4 Wealth and Intimidate him with Lasting Threat or Convince to keep him part of a scheme.  If the PC’s threaten Boris in the frat house, they automatically fail, as the frat boys rally against the PC’s.  They will also call the police.  Once the PC’s have Boris alone, the can make a DC 15 Diplomacy, DC 13 Shake Down or a DC 17 Intimidate.  Use the Palazzu i Sordi map from the Complete Mafia book or the map of the Columbian drug house from Finding Nino if you need a frat house.  The basement is full of silk screening equipment and plenty of shirts for various concerts and sporting events.)
15 Average Frat Guys: 1st level Fast Mooks: 

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Diplomacy, +2 Sense Weakness, +5 Hide Motive, +2 Knowledge (Current Events), +5 Research, +3 Drive, +3 Sex, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Oblivious to Danger, Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +5 (Loud, drunk and boisterous, the college students of NMU know how to party.) Weapon of Choice:  fists

3rd level Charismatic Mook: Boris Davidovich (23)

Str: 12/+1, Int: 15/+2, Wis: 10/+0, Dex: 11/+0, Con: 10/+0, Cha: 16/+3, Defense 11, 20 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +9 Diplomacy, +9 Destroy Evidence, +4 Knowledge (business), +8 Bluff, +6 Exploit, +3 Seduce, +3 Sex, +7 Sleight of Hand, +10 Sense Motive, +4 Hide Motive, +9 Sense Weakness, +6 Minor Con, +5 Craft (visual arts), Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Enthrall, Corporate Connection, Trustworthy, Weaknesses:  Greedy, Respect: 250, Bank: 15, Talent: Fast Talk, Dazzle, Wealth Bonus: +14 (Boris has no connection to the Vodka Mob, but he’ll try to imply that he does.  He won’t actually lie unless the PC’s threaten him.) Weapon of Choice:  .22 Pathfinder, 20 ft. range, 6 cylinder, single shot, D2d4 and fists.

Awards:




Experience
Respect Points
Suspicion Index Points

Swaying Donnie Cheapo


200




+2
Swaying Benny Four Eyes


200




+2

Paying Benny or Donnie




-20 each

+1 each

Shaking Down Shirt Guy


100 per level
5 per guy

+2 per guy

Intimidating Shirt Guy


50 per level
10 per guy

+1 per guy

Failed Intimidation or Shake Down



-5

Taking damage from a mook




-2 per hit point

Keeping Robert selling on the street

300

5

Getting the Chinese wiseguys to pay

1200

25


+3

Killing a mook



100 per level
25


+5

Killing the Chinese wiseguy


100 per level
25


+5

Acquiring Davidovich as a scheme

1500

10


+2

Acquiring Wealth



50 per point
5 per point
Questioned by the cops




-5


+2

Arrested by the cops





-10


+3

Cops take bribe



100 per cop
5 per cop

-2 per cop

Killing a cop




1000

50


+10

Wealth Award: 4 Wealth each or 3 Wealth each if Donnie got a share and 2 Wealth each if Benny Four Eyes also got a share.

Bootleg T-shirt scheme

Type:  Regular

Who:  Any

Pay-off:  If the PC’s acquire Davidovich as a scheme, they gain 2 Wealth per month.  If they do not, they only get 1 Wealth per month.  It requires one made guy to supervise.  That made guy gets 4 Wealth per month.
Division:  Variable, but at least 6 Wealth.
Prerequisite:  Shake Down or Intimidate with Lasting Threat or Convince and/or Boris Davidovich or someone like him.
Skill check required:  None if the status quo is the same or if Boris is in the scheme, otherwise, Intimidate or Shake Down x 6
Time:  on average, once a month.
This is a low-level scheme that is supervised by one made guy.  The schemer leans on bootleg T-shirt sellers for a street tax.
