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FOR THE GM ONLY:  This adventure features NPC Roman Bruetzio from Bruno’s Good Sleep and Whack the Vampire.  He has been given two extra levels, as it is assumed he is still alive and increasing levels as a Jordano Soldier.  Roman has applied himself to learning more trades, not because he wants to go legit, but because it has come in handy in his new line of work doing security.  If the PC’s are on bad terms with Roman, the Jordanos or Roman is dead, the GM may substitute a soldier of similar level and abilities or change his name to something like Ronnie Fortunato.

Set-up:  You and your associates decided to take in the new Martin Scorsoni movie at the New Milan Movie House 210 N. 19th Street (from Angela’s Spring Break).  On the way back to your vehicle, you spot Roman Bruetzio leaning on the trunk of your car.  Roman is known for his no-nonsense approach to things.  

“Hey, fellas,” he greets curtly.  “Walk with me.  We got business.”


Roman walks you deeper into the movie theater parking lot, away from the crowds heading home for the evening.


“I’m looking for some reliable guys to do a job.  I won’t lie to ya, my old crew got pinched on our last job.  They were stupid.  I assume you’re not.  I got a line on a safe job that will pay close to 30 Wealth.  What do ya say?”


Likely questions from the PC’s:

What’s the job?  “We’re gonna knock over Novelle’s Department store.  After it closes, we’re gonna slip in, pop the safe, take the money and slip out.”

What do we have to do?  “Help me get inside and pop the safe, then help me get out before anyone notices.”

How much do we get paid?  “Two shares go up the chain to the boss.  Two shares go to me, each of you guys get a share.  I’m thinkin’ something like 20 to 22 Wealth.”  (Roman will guarantee 22 Wealth if the PC’s press him, but that’s assuming the job is a success.)
Do we need any tools?  “I got all the tools for gettin’ into the safe and into the store.  Pick up a pair of gloves and a disguise for yourself.  Y’know, the usual.  Don’t bring any big weapons.  We’re gonna be doin’ a lot of crawlin’ to get into this place.”
What happened to your last crew? “We were doin’ a job at an electronics store north of the city.  One of my guys tripped the alarm while he was workin’ on the safe.  I radioed them and told them to get the fuck out, but they insisted they could finished before the cops got there.  Needless to say, they didn’t.  Nuthin’ I could do.  I drove off.  Now they’re doin’ a stretch upstate.”
Won’t the cops expect us then?  “Nah.  This place don’t have any connection to the electronics store.  Plus, I ain’t pulled a job like this in a while.”

What’s the security in Novelle’s like?  “That’s the beauty of it, the place is completely out-dated.  The security hasn’t been upgrade since the early 80’s and before that, when it was built in the 50’s.  They have a few video cameras, but I know where they are.  The safe’s an antique.  The place has been goin’ under for the last 10 years.  They don’t got the cash to fix anything, but they gotta pay the employees.”

*When do we do this?  “Next Sunday.  It’ll give us the most time to get in and out.  I’ll call you this week and we’ll have a plannin’ session.”

*Read the following once the PC’s get this information.  If the PC’s don’t ask the question, have Roman volunteer the information or prod them to ask more questions:  Next Sunday?  Is Roman crazy?  You know that next Sunday is the party for an associate’s daughter’s Holy Communion.  Peter Giovanni’s little girl.  Peter is a capo and he does not take rejection lightly.  Roman should be well aware of this fact.


“That’s why I’m scheduling this on that Sunday,” explains Roman.  “As soon as we slip out of the store, we go to the party and pretend we were there they entire time.  That’s our alibi.  Don’t forget to bring an envelope for the kid.  5 to 7 Wealth should be enough.  Don’t go crazy.”  (Some or one of the PC’s might have bad blood with Peter on account of events that may have occurred in Joey and Gina’s Wedding.)
Shouldn’t we go to the party ahead of time?  “Nah.  We got plenty of friends that will swear we were there the entire time.  And look at it this way, if we get pinched, we don’t have to listen to Peter blab all night.”
Roman Bruetzio (28): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/3rd level Soldier

Str: 13/+2, Int: 13/+1, Wis: 13/+1, Dex: 16/+3, Con: 12/+1, Cha: 13/+1, Defense 17, 44 HP, Attack Bonus: +7, Fort: +4, Ref: +4, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +3 Cheat, +4 Bribe, +3 Shake Down, +3 Run a Brothel, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Craft (Electronic), +7 Disable Device, +6 Craft (Structural), +3 Craft (Mechanical), +4 Destroy Evidence, +1 Drive, +3 Hide, +5 Diplomacy, +7 Intimidate, +3 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legendary Rep, Builder, Builder, Weaknesses: Aggressively Dominant, Paranoid, Stressed, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 800, Bank: 300, Wealth Bonus: +9 (Roman is curt and humorless, but a very competent soldier.  He doesn’t like wiseguys that drink or gamble to excess and he especially hates those with the Excess Addict weakness.  Roman is well-respected even outside his own family.  He’s a take charge kind of guy, but he can, at times, be overly cautious.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Checking out Roman’s Story:  Roman’s story can be confirmed with a Prison Connection, Police Connection or the following skill checks: DC 15 Gather Information, DC 20 Investigate, DC 18 Knowledge Streetwise.  When the alarm got tripped, Roman went back to the van to wait for the rest of the crew.  When the cops pulled into the parking lot, he drove off.
Roman’s Meeting
FOR THE GM ONLY:  Roman has the weakness “Paranoid”, so he will test the characters to make sure they are not working with the cops.  The way he will do this is to call to set up a meeting, but then show up the day of the call unexpectedly so that the characters have no time to plan anything.  He wants to catch them in a candid moment.  If they happen to be doing anything with cops, Roman will attempt to use a Shake Down check to make sure they’re not cops or working with cops.  If he catches them checking out his story, he’ll compliment them on their resourcefulness.  He expected no less because that’s what he will do.

Roman calls:  “Hey, it’s Roman.  We gotta get together and having a planning session.  How is Thursday for everybody?”  (It’s Tuesday when Roman calls.  He’ll ask the PC on the phone to check with everyone in the room.  If someone is missing, he’ll ask when they’ll back.)
Roman Arrives:  (Roman will come to the PC’s shop, preferably one that is considered a “Legitimate Front”.  Barring that, he’ll show up at their regular hang out or a place where they do a scheme.  He’ll arrive on Tuesday after hours, assuming the PC’s are likely to be there or he’ll arrive on Wednesday.)  “Hey fellas, I got some extra time so I thought I’d drop in and start the plannin’ now.  I figure you won’t mind.”  (Roman will gauge the reaction of the PC’s.  If any of them are nervous, he may question them as to why.  Assuming all is well and all or most of the PC’s are there, he’ll continue.)  “Okay, here are the plans to the Novelle Department store.  As you can see, they still got those big fucking ducts.  We bust in through the underground parking garage.  It has video cameras, but it will be dark.  I got us some night vision goggles.  We go in.  No flashlights, break into the heating vent, climb into the store, walk into the offices, pop the safe and then back out.  If things get crazy, we can always run out one of the doors.  There’s video camera in the store, but they’re only on in the day.  We’ll make sure when we go inside the offices though.  Let’s go take a ride and look at the place.”

The Drive-by:  You pile into Roman’s Cadillac and ride to Novelle’s Department Store.  It’s located in the older section of town at 100 E. 23rd Street near Essex Ave.  It has a massive underground parking lot.  “The trickiest part is getting into the parking lot.  It’s closed, so we’re going to have to manually lift the door on the entrance.”  You can see that the door to the parking garage is covered with a sheet metal covering that locks at the bottom.  Most likely this is operated by some sort of hydraulic lift.  “I already checked out the plans to that door.  The manufacturer put an Achilles heel in the locking mechanism in case it gets stuck.  All I need is about two minutes and I think I can open it.  I’d test it out, but as you can see, the more security conscious buildings across the street have video cameras.  As long as we pull the van in front of the doors, the cameras won’t be able to see what I’m doing.  Like I said, better get yourself a good disguise.  The store closes at 8pm on Sunday.  Go pick up a disposable van on Saturday night.  Make sure you change the plates or alter the numbers.  If you have any problems gettin’ a van, you call me on this number.”

Saturday:  You need to acquire a van for tomorrow night’s heist.  (Use the Vehicle boosting chart to determine the vehicle and its condition.  The PC’s can spend 1d4 hours searching and automatically find a van that is perfect for the job.)
FOR THE GM ONLY:  Keep careful track of the time.  The PC’s only have 60 minutes to get in and out.

The Heist:  (Let the PC’s equip themselves however they see fit.  Roman has all the equipment to do the heist, but if the PC’s want to buy back-ups of things, he won’t object.  Disguises can be simple as the video cameras are at a distance and it will be dark.  If any of the PC’s have the appropriate skills to disarm the security measures that Roman is planning to bypass, he’ll let them make the checks and assist.  He’ll also be happy to train interested PC’s during the heist.  Make the usual checks to see if the PC’s are late for meeting Roman.  Since they have so much time, tell them they can take care of their weakness ahead of time and get a +4 bonus to their check.)  You pick up Roman at the appropriate time and head to Novelle’s.  After preparing yourself, you head to the garage door as planned. It is 3AM by the time you reach the door.  Roman expects to be in and out in an hour.  Make a DC 10 Drive check to block the door.  If you miss, you may recheck, but it wastes 1d6 minutes.  (Roman has to make his checks or the PC’s waste 10 minutes.  He will assist anyone that makes the checks on his behalf.)
Inside the garage:  You pull the vehicle inside and shut the garage door behind you.  “Okay,” whispers Roman.  This is the signal to turn on your night vision goggles.  You shut off the van’s lights and drive inside.  There is little ambient light inside the garage.  You must make a DC 16 Drive check to get to the vents.  (If the PC’s miss this check by more than 5, the van smacks into a column in the darkness.  This increases the overall Suspicion by +3 unless the PC’s stop to make a Destroy Evidence check.  This wastes 10 minutes.)
The Vents:  The entrance to the heating vents is encircled by a fence with a simple padlock.  Roman quickly cuts the lock with a pair of bolt cutters.  He gestures for you to climb inside.  You already know that you have to go up and left about 100 feet.  Climbing up requires a DC 12 Climb check x 3.  If you miss one of the checks, you will fall down on your associate, who must make a new check at -4.  If this knocks down another associate, they must make a check at -8.  If any associate makes the check, it allows you a recheck, but causes 1d4 points of damage to the guy on the bottom.  If you all fall, the guy that is crushed takes 1d6 points of damage per guy that lands on him or 1d3 points of damage for the fall.  The damage is non-lethal.  If you wait until the guy on top gets to the top of the vent, this will cost you more time.  (An additional 5 minutes.)
The Office:  You drop down from the vent into an office.  In the next room, just at Roman predicted, is the store’s antiquated unmanned video surveillance.  The screens are completely dark.  “Look at this,” says Roman, relaxing a little.  “As long as we’re here, we should do a little shopping.  I need one of you to help me pop the safe, why don’t the rest of you go help yourself to the jewelry department?”  (Opening the safe requires a DC 18 Craft Structural check and a DC 14 Craft Mechanical check, but both checks 10 minutes each.)
The Jewelry Department:  Walking through the offices, you eventually find yourself in the department store.  Only the dim lighting from the display cases illuminates the room.  The jewelry is completely unguarded.  (It’s easy enough for the PC’s to find a knapsack or a tote bag in another department to fill up with jewelry.  For a DC 18 Spot check they can target the more expensive stuff, but there’s not a lot of it.  Most of the jewelry is pretty run-of-the-mill stuff.  If the PC’s look for any other security measures, have them make a DC 15 Spot check.  If they make the check, read the next passage.)
New Security:  As you are finishing up with the jewelry, you notice a silver half circle on the ceiling several dozen feet away.  You’ve seen this silver ball before, it’s a security camera and it looks new.  The antiquated security camera is right next to it.  Additionally, there are some ladders and other equipment.  Apparently, Novelle’s is in the middle of installing new security measures.  (A DC 15 Listen check reveals that the new camera is on and is whirring and moving inside it’s orb.  To track down its eventual location in a new security room requires a DC 12 Craft Electronics.  To disable the cameras requires a DC 16 Craft Electronics.  Unfortunately, the signal is being recorded somewhere outside of Novelle’s.)
Alerting Roman:  As soon as you alert Roman of the new security measures, he turns pale.  “Shit!  I don’t believe this!  We gotta get outta here!”  (Roman will immediately need to make a weakness test for “Stressed”.  If Roman and the PC’s have made both their checks to pop the safe, they can take the money, otherwise, they have to convince Roman to stay.  To do this requires a DC 20 Diplomacy and Roman must make his weakness check.  They could try a DC 28 Intimidate check, but its unlikely to work.  Roman tell the PC’s if they want to stay, that he’ll go back to the van and move it into the street.  If he sees a cop, he’ll leave or if the PC’s don’t get out in 30 minutes, he’s a ghost.  The most Roman will wait for one more try with the PC’s.)
The Safe:  The safe contains 24 + 1d6 Wealth.  The jewelry adds another 1d3 once its sold or 2d8 by itself.
The Escape:  (After one hour, two average beat cops arrive to check out Novelle’s.  They enter through the front door.  It takes them 1d6 minutes to get to the jewelry department and 2d6 minutes to make their way towards the back offices where the safe is.  The PC’s need to make a DC 12 Listen check or a DC 8 Spot check if they are alert for them.  Otherwise, the check is DC 16 Listen and DC 20 Spot.  The cops will attempt to arrest the PC’s on sight.  They will radio for back up which arrives in 20+2d10 rounds in the form of two more beat cops.  5+1d6 rounds later, four average beat cops and two average detectives arrive to seal off the building.)
Climbing back through the vents requires a DC 22 Climb check or a DC 16 Climb check with assistance to get back in the vents.  To climb down requires a DC 12 Climb or a DC 18 Climb if the PC’s are rushing.  (If they want, they can simply fall the distance.)
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.
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The car also has a police issue shotgun (Browning BPS 10-gauge, 2d10, 30ft range, 5 internal, single shot).  The cops won’t bring this unless there has been gun fire already.
Assuming the PC’s escape with Roman:  “Whew!  That was close!  Now we gotta get to this Holy Communion party.  We need an alibi bad.  Remember, we gotta act like we’ve been at the party the whole time.  We need a place to ditch our swag for a few hours.  Some place safe, but not connected to us.  Any suggestions?”   (If the PC’s don’t come up with a suggestion, Roman remembers that his grandmother has a tool shed with a dirt floor.  She hasn’t used it since Roman’s grandfather died and it’s the perfect spot.  Roman’s grandmother is at the Communion party.  Mama Brutezio’s house is at 940 E. 47th Street.)
If the PC’s escape on their own:  If they insist on staying away from the party, the cops will attempt to identify them based on the video tape.  Their disguises are an opposing value to the DC Investigate check.  Two average detectives or two detectives from Duck Da Police are hunting down the PC’s.  If they manage to identify even on PC, the detectives will visit their known hangouts and addresses.  They’ll have about six hours to disappear or get to the party.  Roman will already be there, having arrived on time.  He already ditched the van.
Roman’s Grandmother’s Tool Shed:  “Here’s a shovel.  Get digging.  Put the money and the night vision goggles in trash bags and bury them.  Put your work clothes in the bags we took from the store,” orders Roman.  He borrows a set of his grandfather’s old tools.  “Okay, we need to ditch the work clothes and the van.  I need one of you to take it up to some bad neighborhood and torch it all.  Hop the train back.  Peter’s address is 935 E. 35th Street. (This is a few doors down from Alonso Piturno from Da Usual Prospects.  He will also be there and is good friends with Peter.)  Any volunteers?”  (The first PC to volunteer gets 10 points of Respect from Roman.  He insists only one of the PC’s go, unless someone convinces him otherwise with a DC 17 Diplomacy check.  Roman hands the PC the gas can from the tool shed.  It has enough gas to do the job and its made of plastic, so it will melt in the fire.) 
Torching the van:  (The PC only needs to make a DC 12 Spot check to make sure the coast is clear.  The PC should make a DC 15 Destroy Evidence check.  A failure means the fire goes out too soon and the evidence left behind adds a +5 Suspicion to the group.  Additionally, if the PC does not make a DC 12 Hide check or cover his face, 1d3 witnesses spot him leaving the scene for an additional +2 per witness.  It would be +3, but this is a bad neighborhood and the witnesses don’t like talking to the cops.  It will take the PC an hour to get to the party.  If he hails a cab, it takes half the time, but this adds +2 to the PC’s Suspicion, as that leaves an obvious paper trail.)
Communion Party:  The communion party for Franchesca Giovanni is, fortunately, a crowded affair.  There are cars parked up and down the street two thick.  Two loyal wiseguys from your family take turns parking and moving the cars.  Most of the action is taking place inside the house or out back in the tiny backyard.  There is also a thin street that runs past the back of the house.  Behind that are another set of identical row homes.  There is no side yard, as the houses share walls.  However, Peter’s house is near the end of the block, only two houses away.  “Okay,” says Roman.  “Remember, don’t walk in and say hello, we already did that.  Let’s just drift in like we’ve been there the whole time.  I’ll go in first.  Give me a few minutes, then one of you follows, then the others.”  (Any PC with the weakness, Impatient, must make a check.  Failure means he follows Roman almost right after he left.  Roman makes a face at him and he loses 5 points of Respect.)
Entering the party:  (Let the PC’s decide on whatever story they want to tell the party guests.  The first random PC runs into Gloria Giovanni, Franchesca’s older sister.  She is 14 years old and blessed with a Photographic Memory.*  She’ll spot one of the random PC and look at him curiously.)  “Hi, I’m Gloria, Franchesca’s sister.  You just go here, didn’t you?” says Gloria intercepting you on the front lawn.  “Why were you late?”  (The PC needs to make a DC 16 Bluff check or a DC 18 Diplomacy check or a DC 6 Intimidate check.  The first two checks will convince Gloria she is mistake, but the second will cause her to burst into tears.  The PC will lose 100 Respect points and probably make a life-long enemy of her father, Peter.  Failing either of those options, the PC can attempt to bribe Gloria.  She doesn’t take money, but if the PC can slip in and get her an alcoholic drink, she’ll keep quiet.  This only requires a DC 10 Hide check.)
*Photographic Memory

Prerequisite: Wisdom 13

Benefit: You have an amazing visual recall.  Once you’ve seen something, you can usually remember it clearly as if it was right in front of you.  You get  +2 to Search checks and +2 to Spot checks.

Special: If you return to a place you’ve been before, you can make a Spot check to determine if items have been moved since last you saw them.

Sneaking into the party:  (Choose another random PC that goes inside the house.)  You get inside the house and the party quickly envelopes you.  Heading for the buffet, you make yourself a plate when you are spotted by Sonny Maloni (from Da Shirt Off Yer Back).  Sonny has an overflowing plate of food.  “Hey, Paisan,” he greets with a mouthful of food.  “When did you get here?”  (The PC needs to make a DC 20 Bluff check.  If this fails, Sonny will start poking holes in the PC’s story, while eating and spilling food on himself.  The PC can either use a DC 15 Diplomacy check or a DC 12 Bribe check if the PC can bribe him with food.  If all this fails, Sonny gives the PC a knowing nod.  He’ll ask if the PC has “something going”.  Those with the weakness “Braggart” must make a check or brag to Sonny.  If the PC spills anything about the heist, the entire group gets another +1 Suspicion and Sonny will try and talk the PC into giving him a cut to back up his alibi.  He won’t press the issue if the PC says no.)
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

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.  
By this time, the PC that ditched the car can rejoin the festivities:

The Money Cage:  Franchesca’s Communion envelopes are in a cage in a centerpiece in the middle of the back yard.  You would’ve dropped it in when you entered, so you might want to be discreet about slipping it inside the cage.  (The PC’s need to make a DC 15 Sleight of Hand check or a DC 18 Hide check or a DC 12 Minor Con check if the group causes a distraction.)
Giovanni Gossip:  (For the ladies only.)  Arnette Giovanni, wife of Peter, is gabbing with the other wives in the dining room just off the large kitchen.  They are all talking about the various dishes they brought.  If you’ve brought a dish, make a Cooking check.  If you didn’t bring a dish, you have an opportunity to alter one of the many dishes inside the kitchen and pass it off as your own.  Make a DC 25 Cooking check.  Failing that, you can attempt a DC 22 Bluff check to convince them one of the dishes is yours.  (If the PC planned a dish ahead of time, the DC 10 Cooking check is all that is needed.  If this fails, add +2 Suspicion for any female character involved in the heist.))
Silvia Giovanni:  (Choose a random PC)  You’ve settled into the party without drawing much attention to yourself.  In a few hours, your arrival time will all be forgotten.  An older, but beautiful woman by the name of Silvia Giovanni spots you slipping your jacket to the bottom of the coat pile in one of the side bedrooms.  She has a drink in her hand.  She gives you a smile and shuts the door behind her.  “Hey handsome, when did you get here?”  Silvia is Peter’s recently divorced sister.  (Silvia will attempt to Seduce the target PC into having sex with her in the coat room.  If she misses a weakness check, she won’t take no for an answer.  The PC must make a Sex check and a DC 10 Move Silently check.  Failure means that one of the other random PC’s or Roman over hear the noise in the coat room.  She will aggressively pursue the highest level single PC in the group whether its this PC or one of his friends.  She tends to go for guys with similar weaknesses.)
Silvia Giovanni (41):  2nd level Charismatic Mook/3rd level Family Associate Babe/5th level Mob Wife

Str: 13/+1, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 11, 13 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +14 Bluff, +6 Exploit, +11 Seduce, +9 Sex, +4 Knowledge (streetwise), +9 Gather Information, +4 Craft (Visual), +4 Knowledge (current events), +7 Sense Motive, +8 Hide Motive, +5 Minor Con, +5 Sleight of Hand, +9 Sense Weakness, +6 Make Up, +4 Drive, +4 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Media Connection, Golden Girl, Deceptive, Enthrall, Lasting Threat, Vehicle Expert, Educated, Personal Firearms Proficiency, Long Memory, Weaknesses:  Aggressively Dominant, Greedy, Sex Addict, Vindictive, Respect: 1000, Bank: 200, Talent: Fast Talk, Trophy Girl, Man Eater, Get the Gist, Read His Face, Gossip, Wealth Bonus: +12 (Silvia’s husband was a wiseguy that was sent away for murder last year.  He’s not expected to get out of jail.  The Giovanni Family considers him a loser, so Silvia’s aggressive pursuit of a new husband is okay.  She has a rep for being aggressive.) Weapon of Choice:  knife D1d3.

Greeting Peter:  After a couple hours, Peter addresses the party and calls for everyone to get a drink.  “On this day of my daughter’s Holy Communion, I’d like to thank you all for coming to our party and on behalf of my family and especially Franchesca, thank you.  Right honey?”  “Right daddy!” adds Franchesca.  Just then, there is a squeal of tires outside.  A police car has stopped and the cops are energetically talking to the wiseguys outside.  Peter starts to look around the room.  (If any of the PC’s say anything about the cops, they must make a DC 20 Bluff check.  Peter will use a Sense Motive as an opposing check.  He won’t like that the PC’s led the cops to his house.  He’ll quietly attempt to intimidate them into getting rid of the cops.  The PC’s may volunteer to do it.  Either way, the cops require a DC 14 Diplomacy check or a DC 12 Bluff.  Unless the PC’s say something incredibly stupid, the cops eventually get frustrated and leave.  If Peter sees the PC’s missed check, he’ll chastise them for 5 Respect points or 50 if he suspects or knows they’re responsible.  Additionally, if the PC’s are in this situation anyone with stress-related weaknesses must make a check.  Roman must make another check.  If he fails, Peter will be onto him.  If Peter intimidates them, he’ll lie and said it was the PC’s idea.  If the PC’s watch the exchange, they can overhear the conversation with a DC 16 Listen check.)
Peter Giovanni (39)

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

Str: 15/+2, Int: 12/+1, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 11/+0, Defense 16, 46 HP, Attack Bonus: +8/+2, Fort: +7, Ref: +3, Will: +5, Skills:  Bluff +5, Diplomacy +4, Run a Crew +6, Sense Weakness +7, Joke +4, Exploit +4, Cheat +6, Drive +5, Intimidate +6, Gather Information +3, Gamble +9, Knowledge (Streetwise) +3, Sense Motive +9, Destroy Evidence +6, Run a Brothel +5, Hide Motive +3, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Improved Brawl, Police Connection, Lasting Threat, Entertainment Connection, Weaknesses: Superstitious, Vindictive, Short Fuse, Talent:  Skill Emphasis: Gambling, Make Contacts, Network Contacts, Capo, Respect: 950, Bank: 300, Wealth Bonus: +9  (Peter never forgets someone who slights him.  His face turns beat red when he gets angry, which is often.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

After the party:  Roman will wait a week before going to get the swag.  If the PC’s decide to get it earlier, the GM will have to adlib the events.  Needless to say, Roman will not be happy.  The selling of the jewelry goes without a hitch unless the PC’s killed a cop or something equally extreme.

Awards:




Experience
Respect Points
Suspicion Index Points

Successful skill check



100

Getting into Novelle’s without wasting time
500





-1
Getting into Novelle’s



500





+2
Getting into the safe



1000





+3
Stealing the jewelry



350





+1
Killing a cop




1000

25



+10
Escaping unnoticed



700





-1
Escaping without a car chase


600

Escaping with a car chase


900





+1

Leaving with Roman



200





+1
Completing the heist without Roman

800

10 or 20 for wiseguys
Stashing the swag



500





-1
Attending the Holy Communion Party
100

5



-2

Not arousing Peter’s suspicion

200

Acquiring Silvia as a girlfriend

500

10



-1

Having sex with Silvia


100

1d20+9

Completing a job





1d10

Listening to Roman’s instructions



1d6

