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Set-up:  You and your associates have been trying to make inroads with a crew of guys in your outfit led by a capo name Georgie Benellati.  The capo needs some guys to help run a Hub Cap “recycling” scheme with his chop shop.  It’s just the kind of thing young turks like yourselves might be able to do.  Georgie is a huge fan of art and just bought a new house.  It’s Friday night around 7pm and you are in Remmy’s Art Gallery at 1607 N. Cross Street trying to pick out a good painting for Georgie as a house-warming gift.  It’s a long shot and quite frankly, your chances of impressing Georgie with your limited art knowledge are slim.  You were just about to give up when in runs Bobby Terolla, one of Georgie’s crew.  He looks like he just ran a marathon and is out of breath.  “Guys!” he pleads.  “The cops are right behind me!  You gotta hide me!”  Just before Bobby ran into the gallery, the owner went into the back to check on a Michaelangelo print for you.  You don’t want to involve the owner, but there are several large paintings in the store.  It might be possible to hide Bobby behind them.  (The PC’s must either hide Bobby behind the painting making a DC 10 Camouflage check or Intimidate the owner in the back by making a DC 15 Intimidate check.)
Bobby Terolla (33): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level LCN

Str: 12/+1, Int: 10/+0, Wis: 11/+0, Dex: 16/+3, Con: 11/+0, Cha: 14/+2, Defense 17, 26 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Disable Device, +6 Sleight of Hand, +3 Sense Weakness, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Destroy Evidence, +6 Diplomacy, +5 Intimidate, +3 Gather Information, +2 Computer Use, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Run,  Weaknesses: Dysfunctional Family, Family Guilt, Drug Addict (pot), Talents: Evasion, Know Respect, Balls, Make Contacts, Respect: 560, Bank: 0, Wealth Bonus: +12  (Bobby is a burnout and smokes pot to forget his family woes.  He likes a hands-on approach to stealing and still pick pockets people.) 
Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Remington “Remmy” Ives (40):  4th level Smart Mook/1st level Mook

Str: 11/+0, Int: 15/+2, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 10/+0, Defense 15, 32 HP, Attack Bonus: +4, Fort: +4, Ref: +5, Will: +5, Skills:  +10 Bluff, +6 Knowledge (business), +11 Knowledge (history), +10 Knowledge (current events), +5 Drive, +8 Craft (visual arts), +8 Sense Motive, +7 Exploit, +5 Hide Motive, +8 Bribe, +8 Sense Weakness, +7 Performance (singing), +9 Destroy Evidence, +7 Gather Information, +9 Sleight of Hand, Feats:  Simple Weapon Proficiency, Creative, Vehicle Expert, Long Memory, Good Earner, Deceptive, Corporate Connection, Legitimate Businessman, Weaknesses: Drug Addict, Talent:  Savant (Craft visual arts), Linguist, Earn, Respect: 650, Bank: 80, Wealth Bonus: +8 (Remmy tries to keep his struggling gallery open, but his coke habit is cutting into his profits.  The gallery makes 1d6-2 Wealth per week.  The gallery could become a perfect front for an ambitious group of PC’s.)  Weapon of Choice:  fists.

The Cops:  A few seconds after you get Bobby squared away, two overweight cops, huffing and puffing, make their way to the door.  “Did you see a guy come through here?” pants the first one.  (The PC’s only need a DC 12 Bluff to outwit these two.  If the check fails, they become suspicious and the PC’s may have to alter their story, make a DC 14 Hide Motive check or cause another distraction.  If the cops are here for more than three rounds, they get a DC Spot check against the PC’s Camouflage or Bobby’s Hide.  If it succeeds, they find him and arrest the PC’s for hiding a fugitive.  It’s a weak charge and won’t stick.  Bobby will still give the PC’s the same offer as long as they don’t give Bobby up.  He’s still grateful to them for making the attempt.  The PC’s get +3 Suspicion points and have to spend a few hours in a holding cell.)

Two Average Beat Cops: 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.

Bobby’s Invite:  “Hey, fellas, thanks for helping me out, really.  Listen, you doin’ anything on Sunday?  I would love to have you come by for dinner.  My ma makes a homemade rigatoni stuffed with ricotta cheese that’s outta this world.  Would you come by?  Really, I’d love to have ya.”  (Bobby’s offer is sincere and the PC’s have no reason to suspect otherwise.  If, for some reason, they turn down his offer, he’ll practically beg them to come, but if they get insulting, Bobby will shrug and say, “Well, fuck you then.”  Assuming they accept, read the next passage.)  “Aw, that’s great fellas, just great.  Listen, you come by my ma’s house at 2 o’clock on Sunday.  It’s at 4113 N. Raspberry Ave.  You’re gonna have the best meal of your life, I promise.  I don’t know if you got a wife or kids, but bring ‘em or your girl.  Everyone’s welcomed at the Terolla household!”
For the GM ONLY:  It’s Friday evening, so the PC’s have until Sunday afternoon to prepare or get any schemes out of the way.  They may want to buy a gift.  A bottle of wine or something dinner-related would probably be the most appropriate.  If the PC’s do any research on the Terolla family, they need a DC 14 Gather Information check.  This reveals that the Terollas are known for their loud and boisterous nature and that a few men in the family have been made men over the years.  A PC with Long Memory that inquires will remember that when he was a kid, his mother once referred to “that crazy Terolla family” in a negative manner.
Arriving at the Terolla House:  (Check for addiction weaknesses and time-related weaknesses for the PC’s arrival.)
By car:  The streets around the Terolla household are jammed with cars, some double parked.  You’ll have to do a lot of driving to find yourself a space.  (DC 15 Drive check or the group is ten minutes late.)
Other Transportation:  You arrive at the Terolla house.  The street is packed with cars.  Outside on the front lawn are two guys and a woman smoking and sitting in beach chairs.  They look like Bobby’s relatives, but you don’t recognize them.  (These are Bobby’s brothers and sister.  They live in the suburbs and only come into the city for family events like this one.  Any PC with Smoking Addict must make a check or light up.  The siblings will remind the PC’s that there is no smoking in the house if they attempt to go inside with a cigarette.  The PC’s should not know Bobby’s family very well.  At best, maybe they heard of these siblings, but they’ve probably never met them.)
Bobby’s Siblings:  When you get to the porch, you see that the woman is yelling at the other two men.  “I don’t care what you two idiots, say!  You think the Mafia’s so great, why don’t you join, Jimmy?”  

“All I’m saying,” replies Jimmy taking a drag.  “Bobby has a certain lifestyle and it suits him.  What’s wrong with that?”


“Yeah,” adds the other man.


“Shut up, Tony!” snaps the woman.  “You ever wonder why your life is so fucked up, Ton’?  Well, your brother probably sells that stuff you shoot up your arm!  Oh, and look at this!”


The woman looks in your direction.


“Great, Bobby invited the entire Mob to dinner!” she sneers.

(The PC’s need to respond, but without overtly giving up their Mafia connections.  Kylie makes a scene unless the PC’s make a DC 18 Diplomacy check or ignore her and go inside.  Anyone that stays gets an earful of what she thinks about the Mafia and +1 Suspicion.  If anyone attempts to intimidate her, add +1 Suspicion for an unsuccessful check and +2 for a successful one.)
Kylie Terolla (28): 2nd level Charismatic Mook/4th Level Family Associate/Babe: 

Str: 13/+1, Int: 12/+1, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 16/+3, Defense 15, 39 HP, Attack Bonus: +5, Fort: +5, Ref: +3, Will: +2, Skills:  +4 Bluff, +2 Exploit, +5 Seduce, +7 Sex, +7 Sense Motive, +3 Repair, +3 Craft (structural), +3 Hide Motive, +5 Sense Weakness, +7 Diplomacy, +6 Make Up, +5 Drive, +4 Gather Information, +6 Computer Use, +5 Craft (cooking), +5 Knowledge (technology), +5 Knowledge (current events), +4 Swim, Feats:  Simple Weapon Proficiency, Long Memory, Creative, Combat Martial Arts, Corporate Connection, Military Connection, Weaknesses:  Smoking Addict, Dysfunctional Family, Respect: 550, Bank: 20, Wealth Bonus: +8 (Kylie is extremely independent and successful businesswoman.  She works at a defense contractor and before that did a stint in the Navy.  Her family drives her crazy and she can’t stand what they do.  She’ll start an argument with anyone that’s a relative if she misses a check.) Weapon of Choice:  knife D1d3.

Jimmy Terolla (34):  4th level Smart Mook/3rd level Mook

Str: 11/+0, Int: 15/+2, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 11/+0, Defense 15, 32 HP, Attack Bonus: +4, Fort: +4, Ref: +5, Will: +5, Skills:  +5 Bluff, +10 Knowledge (Earth and Life Sciences), +11 Research, +10 Knowledge (business), +10 Craft (structural), +8 Sense Motive, +7 Repair, +5 Hide Motive, +8 Bribe, +7 Computer Use, +8 Sense Weakness, +10 Craft (pharmaceutical), +9 Destroy Evidence, +7 Diplomacy, +9 Knowledge (technology), Feats:  Simple Weapon Proficiency, Corporate Connection x3, Good Earner, Long Memory, Other Family Connection (the PC’s outfit), Legitimate Businessman, Weaknesses: Stressed, Talent:  Savant (Craft Structural), Linguist, Earn, Respect: 580, Bank: 180, Wealth Bonus: +17 (Jimmy is not addicted to smoking, but smokes because it eases his stress.  He works at a pharmaceutical company and makes a good living.)  Weapon of Choice:  fists.

Tony Terolla (27): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy:

Str: 15/+2, Int: 10/+0, Wis: 13/+1, Dex: 13/+1, Con: 14/+2, Cha: 12/+1, Defense 15, 31 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +3 Hide, +3 Move Silently, +5 Bluff, +6 Destroy Evidence, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +3 Sense Weakness, +3 Diplomacy, +4 Intimidate, +6 Shake Down, Feats:  Simple Weapon Proficiency, Brawl, Prison Veteran, Personal Firearms Proficiency, Prison Connection, Weaknesses: Germ-o-phobe*, Drug Addict (heroin), Talent: Ignore Hardness, Know Respect, Balls, Respect: 425, Bank: 0, Wealth Bonus: +4 (Tony is an ex-con and a junkie, but because of his weakness, he’s managed to keep it a secret from his biological family, except for Bobby.  Bobby would like to get his brother some work, but doesn’t want to be associated with the low respect.)  Weapon of Choice:  switchblade D1d4.

Inside the Living Room:  As you enter, you are greeted by a living room with a television and several of Bobby’s male relatives watching Sunday’s game.  The New Milan Brigands are playing (Choose a team local to the PC’s.) and they are losing badly.  An overweight, middle-aged man in a sleeveless T-shirt screams at the TV.  “You call that a lateral pass?!  C’mon!  C’mon!  You piece of shit!”  This is Nick Terolla, Bobby’s uncle.  To his left, shoveling snacks in his mouth as fast as he can, is Nick’s son Junior.  And finally, sitting on the floor playing cards while watching the game are Donnie and Carmine, Bobby’s youngest brothers and identical twins.  (Weakness check for Gambling Addicts or they will attempt to get in the game.  Donnie and Carmine have their own weakness, if either misses it, they’ll say no.  The PC can take a 5 Respect point loss or attempt again.)  After introducing yourselves, Nick offers you a seat.  “So, you guys watch football?  Who do you like?”  (If the PC’s say anyone but the New Milan Brigands, Nick has to make a weakness check or he’ll argue about it.  Junior will chime in calling the PC’s “morons” and “idiots” for liking another team.  This costs them 3 points of Respect per insult and they will not have time to reply, because Nick will come to their defense each time.  This chain reaction forces another check on Junior.  Junior will continue to insult people if he misses his check.)
Nick Terolla (52): 2nd level Tough Mook/5th level Mook

Str: 14/+2, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 12/+1, Defense 14, 50 HP, Attack Bonus: +3, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Craft (structural), +13 Craft (mechanical), +8 Knowledge (technology), +3 Sense Motive, +5 Hide Motive, +7 Repair, +3 Sense Weakness, +6 Gamble, Feats:  Simple Weapon Proficiency, Brawl, Gearhead, Creative, Educated, Good Earner, Religious Connection, Legitimate Businessman, Weaknesses: Sports Nut**, Talent:  Remain Conscious, Earn, Good Rep, Respect: 650, Bank: 0, Wealth Bonus: +10 (Nick is a plumber.  If anyone insults the New Milan Brigands, he’ll immediately challenge them until they take back the comment.)  Weapon of Choice:  fists

Nick “Junior” Terolla (27): 2nd level Tough Mook/1st level Mook

Str: 14/+2, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 12/+1, Defense 14, 29 HP, Attack Bonus: +3, Fort: +2, Ref: +1, Will: +1, Skills:  +4 Craft (structural), +4 Craft (mechanical), +2 Knowledge (technology), +3 Sense Motive, +5 Hide Motive, +4 Repair, +3 Sense Weakness, +3 Gamble, +4 Drive, Feats:  Simple Weapon Proficiency, Brawl, Gearhead, Good Earner, Vehicle Expert, Legitimate Businessman, Weaknesses: Disrespectful, Talent:  Remain Conscious, Earn, Good Rep, Respect: 650, Bank: 0, Wealth Bonus: +10 (Junior  is a plumber.  He tends to shoot off his mouth a little too much.)  Weapon of Choice:  fists

3rd level Fast Mooks: Donnie and Carmine Terolla (25)

Str: 13/+1, Int: 10/+0, Wis: 11/+0, Dex: 15/+2, Con: 14/+2, Cha: 12/+1, Defense 15, 20 HP, Attack Bonus: +2, Fort: +1, Ref: +2, Will: +1, Skills: +4 Bluff, +2 Sense Weakness, +3 Bribe, +2 Knowledge (current events), +3 Hide Motive, +2 Knowledge (streetwise), +2 Sleight of Hand, +4 Repair, +4 Craft (mechanical), +5 Gamble, +3 Cheat, +6 Drive, +3 Sense Motive, +5 Diplomacy, Feats:  Simple Weapon Proficiency, Brawl, Vehicle Expert, Golden Boy, Corporate Connectionx2, Weaknesses:  Creature of Habit, Respect: 100, Bank: 12, Talent: Evasion, Uncanny Dodge 1, Wealth Bonus: +6 (Donnie and Carmine are the favorites of the family.  They will have to finish at least four games of pinochle before dinner.  They work as towncar drivers for a local service.  No matter what Donnie and Carmine do around their family, they usually get away with it.) Weapon of Choice:  fists

NEW WEAKNESSED:

*Germ-o-phobe (Fort): You are afraid of things that are unclean.  You won’t drink out of other people’s bottles, share a toothbrush or use a public toilet that isn’t spotless.  In your own home or car, you may ignore this weakness as long as another element isn’t introduced to gross you out.  You must make a check anytime you touch something you are unfamiliar with or suspect is dirty, this includes food and drink.  The PC gets +4 to this check with known associates, objects and locations that are well-known to the PC.

**Sports Nut (Int): You love sports and everything about it.  You will lovingly cheer for the home team and curse its rivals.  You have no problem painting your face and wearing a rainbow wig at games and you anxious purchase season tickets every year.  All of your spare time is consumed with sports.  There is a 1 in 8 chance that any chance meeting will conflict with a sports-related event for one of your teams.  If this happens, you must make a check.  Failure means you will do almost anything to reschedule.  If anyone disrespects your teams, you must make a check or you will react as if you had the weakness “Short Fuse”.  If you already have Short Fuse, you’ll initiate non-lethal combat if you miss a check.  

***Tactless (Wis): You have an extremely weak sense of tact.  You call ‘em, like you see ‘em, regardless of other people’s feelings.  It’s not that you don’t empathize with people, you just tend to comment on things without thinking first.  You tend to state the obvious, good or bad and ask inappropriate personal questions at awkward times.  You have no problem asking the bride at a wedding if she’s a virgin or if a mourner at a funeral has a cigarette.  You don’t mean to be rude, you just like to ask questions.  Each time someone objects to one of your questions, you lose at least 5 Respect points.  If you embarrass a target, they lose 5 Respect points as well.  

In the Kitchen:  Annette, Bobby’s mother, and Maria, his sister-in-law, are in the kitchen making dinner.  Bobby stands at the pot stirring sauce.  They greet you warmly.  “Glad you could make.  This is my ma and my sister-in-law, Maria.  Hey, you mind stirrin’ the sauce?  I gotta hit the can.”  (PC Babes or Mob Wives that have brought food need to make a DC 15 Craft (Cooking) check or Annette will give the dish a low priority.  As long the as the PC does balk at the positioning of the food, she’ll still get 5 Respect points, 15 is she makes the check.  It may start an argument if she says anything.  Annette doesn’t take orders in her kitchen.  Stirring the saw requires a DC 8 Craft (Cooking) check.  Failure means the target will be corrected.  Annette will shoo them away and they lose 1 Respect point.)
Annette Terolla (55):  4th level Fast Mook/2nd level Mook

Str: 11/+0, Int: 12/+1, Wis: 11/+0, Dex: 16/+3, Con: 12/+1, Cha: 13/+1, Defense 17, 28 HP, Attack Bonus: +4, Fort: +1, Ref: +3, Will: +2, Skills:  +11 Craft (Cooking), +11 Bluff, +10 Knowledge (history), +2 Knowledge (streetwise), +8 Sense Motive, +6 Exploit, +5 Hide Motive, +7 Bribe, +8 Sense Weakness, +11 Diplomacy, +5 Sex, +4 Seduce, + 11 Make Up, Feats:  Simple Weapon Proficiency, Streetfighting, Other Family Connection (The PC’s outfit), Long Memory, Toughness, Good Earner, Corporate Connection, Legitimate Businesswoman, Weaknesses: Aggressively Dominant, ***Tactless, Talent:  Skill Evasion, Uncanny Dodge 1, Earn, Respect: 570, Bank: 50, Wealth Bonus: +10 (Annette was a grammar school history teacher for a short time before she got married.  She is not dominant in a mean way, she merely thinks she knows what is best for people.  She likes to ask people embarrassing questions, but she does not think they are embarrassing.)  Weapon of Choice:  fists

Maria Terolla (30): 2nd level Charismatic Mook: 

Str: 13/+1, Int: 14/+2, Wis: 12/+1, Dex: 13/+1, Con: 9/-1, Cha: 16/+3, Defense 11, 12 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +8 Bluff, +9 Joke, +8 Seduce, +8 Sex, +4 Knowledge (art), +5 Sense Motive, +4 Performance (Dance), +1 Balance, +5 Sense Weakness, +6 Make Up, +5 Craft (Cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Media Connection, Entertainment Connection, Deceptive, Weaknesses:  Wise Ass, Respect: 160, Bank: 10, Talent: Fast Talk, Wealth Bonus: +9 (Maria is married to Jimmy and is a homemaker.  She used to dance in the ballet professionally.  She likes to make fun of people.  Sometimes, she goes too far.) Weapon of Choice:  knife D1d3.

Watching the game:  “Hey, you a bettin’ man?” asks Nick to (random PC).  “Make some bets, huh?  I got five bucks says the next play is a pass.”  (If the PC’s bet with Nick, there is a 3 in 6 chance the Brigands throw a pass.  They have more of a passing game.  Nick will refuse to take the other team in any bet and always takes the Brigands.  Junior will make fun of anyone that loses for 2 Respect points.  This can be negated with a joke.  Nick can be talked into one real bet for a 1 Wealth point, but nothing further.)
The Kitchen: Part II:  Annette needs someone to chop the celery for the salad while she boils the pasta.  (This requires a DC 8 Craft (Cooking) check.  Any PC without the skill that makes the attempt gets 2 Respect points, as Annette is grateful for the help even if the PC doesn’t know what he is doing.  Again, any PC that challenges her space is in for a fight.  A PC Babe or Mob Wife that misses the check will get a friendly jibe from Maria, unless she misses a weakness check.  If so, she blurts you, “Nice chopping, honey.  Do you think you’ll have the salad ready by Christmas?”  The target PC loses 2 Respect unless she responds.)
The Basement:  Bobby invites you down into the basement.  The Terolla household has a large rumpus room with a pool table, bar and ping pong table.  “Hey, who wants to play a friendly game, huh?”  Tony sits at the bar and mixes himself a drink.  Bobby is ready to play pool, while Donnie and Carmine are ready to play ping pong.  (The group will do up to 1 Wealth for betting, but no more.  To win at 8-ball, the PC must roll a d20.  1 thru 7 is a Solid ball sunk, 9 thru 15 is a strip, 16-20 is a miss.  An 8 requires a second check or the 8-ball is sunk.  Rolling the same number twice means the target sinks the cue ball.  Dexterity can modify the roll up or down, except on an 8 or 16+.  For ping pong, roll a d20 + Reflex save, highest roll scores a point or to speed things up, 3 points.  First team or person to 21 wins and you must win by two.)
Sitting at the Bar:  Tony looks at his relatives and makes sure they are not listenin’.  “Hey, I heard you guys did some work for the (name the PC’s Family).  You think you can, uh, get me a job?  I’m a real good worker,” promises Tony.”  (The PC talking to Tony can make a DC 16 Spot check to see the track marks on his arm from shooting up.  If the PC turns him down or gives him the brush off, Tony gets depressed and has to make an addiction check.  If he fails, he bide his time until he can sneak back down stairs and shoot up.  A PC with the weakness “Drug Addict” will have to make a check or he or she will ask Tony for the hook-up.  In this case, they both sneak down to the basement.  If Tony makes his check, he sells his heroin at a small profit to the PC.  Tony has a regular supply from a guy in the 105’s street gang.)
Dinner Time:  Finally, time for dinner.  Just like Bobby promised, the food is amazing.  Without saying grace, the Terollas tear right into the food.  Nick Terolla immediately objects.  “Whoa-whoa!  No one said grace,” says Nick.  “Aw, c’mon, pop.  We ain’t kids no more,” says Junior.  Nick slaps him across the back of the head.  “You say grace at the table.  Whatsamatter with you?  Let one of our guests lead the proceedings.”  Nick invites (choose random PC).  (The PC that must lead with grace, has to make a weakness check if he has Wise Ass.  Otherwise, Maria has to make a check.  If she fails, she makes a flip comment like, “Y’know, even Jesus got a last supper before he had to start sayin’ prayers.”  Nick will immediately object to her tone and this will cause Kylie to argue.  The whole table will erupt in bickering unless someone makes a DC 15 Diplomacy check or a DC 25 Intimidate check.)
The Sauce:  Maria turns to (random PC) and says, “I made this sauce a different way.  Tell me if it’s better.”  “It’s not better,” objects Annette.  “Let someone else judge, huh?!” insists Maria.  (It is 70% likely the PC will like the first sauce, Annette’s old sauce, better.  If so, Annette compliments the PC and he gets 5 points of Respect, otherwise, she makes a big scene until the PC admits he is wrong.  This causes the PC to lose 10 points of Respect.  If he makes a DC 15 Diplomacy check, the loss is only 5 and it is 0 if someone makes a DC 17 Joke check.)
Mama Annette’s Embarrassing Questions:  Here is a list of embarrassing questions for the PC’s.  A DC 16 Joke check will negate any respect loss, as will a DC 25 Diplomacy check.  If the player gets the GM to laugh, the respect loss is automatically negated.  The rest of the family will start to argue every Annette shoots off her mouth.
Questions










Respect Loss

You can really hold your wine.  You don’t have a drinking problem, do you?

-12

That is the ugliest suit I’ve ever seen.  Where did you get that?



-10

Did anyone every tell you that you have retarded features?  Just a little around the face.
-15

You have a big nose, does this meat smell right?





-5

(to a PC that appears alone)  Are you gay?






-20
(follow up)  It’s all right, you people do great things with hair.



-10

(to a female PC)  Are you pregnant?







-5

(follow up)  The reason I ask is because you look a little bloated.



-10

(to a couple)  You really want to eat the brachole.  It’s an aphrodisiac.  Makes sex better.
-5 each
Dessert:  Thankfully, dinner is winding down and Mama Annette serves coffee and canolis from Mateo’s bakery.  Eventually, it gets down to one last canoli.  Junior and (random PC) reach for it at the same time.  Beat Junior in an Intimidate check to get the last one.  (Have Junior and the PC make an Intimidation check.  High roll gets the canoli.)
Afterwards:  Bobby pulls (the lead PC) aside and mutters, “Let’s finish our coffee in the basement.  I want to talk some business.”  When you get downstairs, out of earshot of the rest of the family, Bobby speaks.

If the PC’s do not have minimum respect:  “Fellas, I know you’re interested in that Hub Cap thing we got goin’ on.  I’m thinkin’ we can try it out on a case-by-case basis.”  (Bobby will allow the PC’s to work the scheme once.  They won’t be invited again until they survive another Sunday dinner without losing too much respect.)
If the PC’s do have minimum respect or better:  “Fellas, I know you’re interested in that Hub Cap thing we got goin’ on.  I’m gonna let you work it, on the condition you let my brother, Tony, work with you.”  (Bobby is adamant about this.  He won’t give the PC’s the job without this agreement and the PC’s will be responsible for him.)
The location:  “There’s a junkyard called “Yank’s Auto Graveyard” at the edge of the city.  On the property, there’s an abandoned shed you can use.  Buy yourself some padlocks and whatnot and you’ll be all set.  The location is 1905 E. 47th Street near Dock and the water.  And guys, any time you want to come by for Sunday dinner, you’re more than welcomed,” assures Bobby.  (The PC’s should have to make the checks collectively.  Each failure subtracts 1 from their wealth award.  They should have no problem making these checks.  Once they have made all three checks once, they need not make them again until the status quo changes.  Having Tony run the operation with them may lead to trouble.  Tony might steal some of the money to support his drug habit or start dealing heroin out of the abandoned shed.  Occasionally, the PC’s may have to return to Sunday dinner and endure Bobby’s family.)
The Hub Cap “Recycling” Scheme

Type:  Weekly

Who:  Any

Pay-off:  2 Wealth per PC

Division: 6 Wealth moves up the chain as the hub caps get “recycled”

Prerequisite:  Diplomacy, Intimidation, Bluff and a vehicle to move hubcaps.
Skill check required:  DC 12 Intimidation, DC 13 Diplomacy, DC 14 Bluff check.
Time:  1d4 hours a day
In this scheme, the PC’s organize the local kids to steal hub caps and then buy them for $1 a piece (sometimes more for very expensive ones).  Any expensive car accoutrement can be bought and sold, but it is primarily a Hub Cap operation.  The PC’s must then take the Hub Caps and sell them to local auto dealers at a cut rate.  The Intimidation check is for the kids and the Diplomacy and Bluff checks are for the auto dealers.  
Awards:




Experience
Respect Points
Suspicion Index Points

Each skill check



100

Missed weakness check


50

No missed weakness checks


200

10

Hiding Bobby Unsuccessfully

100

5


+2

Hiding Bobby Successfully


300

10


-2

Arriving at the Terollas on time

200

5


-1

Bringing a date to Sunday dinner

150

10


-1

Winning a game 



50

5

Talking about the Mafia with Kylie



-10

Acquiring the weekly hub cap scheme
1000

20


+2

Acquiring the scheme on the first try

100

5


-1

Finishing the adventure with points in 

Respect Bank




100
