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The Living Room Games logo is a Trademark of Living Room Games, Inc. A Complete Mafia for d20 adventure for two to four mid level Family Associates or Made Guys written by Tony DiGerolamo.  Visit www.lrgames.com to download player characters and some maps or consult Tony DiGerolamo’s Complete Mafia for d20 rulebook from Living Room Games to build your own.  

FOR THE GM ONLY:  This adventure involves family members tracking down an informant.  It works best if the informant is actually someone in the family the PC’s have worked with.  If one of the PC’s is actually an informant, the GM may use this adventure as a way to wrap things up with the character one way or another.  If there are no appropriate NPC’s involved with the PC’s shenanigans, make sure you integrate a few from the various posted adventures so the PC’s have suspects that they know.  Once the adventure begins, PC’s with the weakness “Paranoid” make all checks at -4.  For full effect of paranoia, use the set-up below with each PC individually.  Once one passes “the test”, he or she can join the others in testing the remaining PC’s.  Make sure none of them know what the others are doing until they are subdued.  Made guys get one set-up and are treated with more respect, all others are put through the ringer except for Mob wives.  Mob wives are assumed to be vouched for by their counterparts unless they are currently alone.  In that case, they will be treated like Made guys.

Set-up (Made Guys):  You hear a knock at the door and a voice that you recognize as Phil Grassio, a powerful capo in your family.  From the sound of it, there are at least two other guys with him.  “Hey, (use the PC’s name) it’s me.  Open up, we gotta talk.”  (Phil will not leave until the PC opens the door.  He and his two guys will stake out the PC all day and night if he has to.)
Inside:  Phil greets you warmly shaking your hand and walking inside with his two bodyguards.  The bodyguards are Jerry and Tito.  Stand-up soldiers in their own right.  “I have to talk to you about an important matter,” explains Phil.  “But before that, can Jerry use your bathroom?”  “Hey, I gotta go too,” adds Tito.  “Whoa, what is this?” says Phil a little embarrassed.  “I’m sorry, we stopped for drinks on the way over.  These two got bladders the size of peas.  Do ya mind?”  (Assuming the PC’s agrees, Jerry and Tito use the opportunity to roam through the PC’s house and look around.  They must make a DC 16 Move Silent check or else the PC hears them in a part of his home that does not sound like the bathroom.  They are looking for a wire or any kind of recording devices, if that find anything that’s close, they will bring it to Phil immediately and prepare to kidnap and possibly kill the PC.  They will take note of any weapons or other items of interest, but they won’t take them.  If the PC discovers what Jerry and Tito are doing, he loses 25 Respect unless he somehow proves his loyalty or shows his outrage.  He can do this with a DC 25 Bluff check followed by the same Hide Motive check.)
Phil speaks:  “You probably heard about that French shipment of ipods that was seized at the Docks.  That was gonna be a big score for several members of the family, including myself.  You didn’t get in on that deal, did ya?”  (The PC did not, although he was aware of the deal.)  “Word is, someone on the inside tipped the Feds.  We’re makin’ inquiries to the usual places, but this goes pretty high up.  You didn’t hear nuthin’, did ya?”  (Phil is gauging the PC’s reaction.  He will use Sense Motive against the PC’s Bluff, if the PC is telling the truth, it’s fine as long as Phil does not roll a “1”.  On a “1” Phil is convinced the PC is lying if he told the truth and vice versa.)  “How’s business with you?  You didn’t get picked up by the Feds, did ya?”  (Phil will deny that this is anything but a routine visit at first, but then he will reluctantly tell the PC’s the boss sent him to check on everybody.  He’ll then respectfully ask if he can check the PC for a wire.  If the PC refuses, Phil won’t press it as long as the PC’s respect is at acceptable levels.  If it is not, Phil will insist and Jerry and Tito will hold him down.  If the PC doesn’t resist, he loses 20 Respect points, if Tito and Jerry have to hold him down it’s only 10.)
After the search:  (Assuming Phil is satisfied with the PC’s loyalty.)  “Okay, look gumba.  We gotta real problem.  We got a rat on our hands and I don’t know who it is.  We gotta check all your guys and you gotta help me, cabiche?  This comes straight from the boss.  Once we find the rat, we remove him.  End of story.  This is in all our best interests.  Got any ideas?”
Set-up (Others):  You hear a knock at the door and a voice that you recognize as Phil Grassio, a powerful capo in your family.  From the sound of it, there are at least two other guys with him.  “Hey, (use the PC’s name) it’s me.  Open up, we gotta talk.”  (Phil will not leave until the PC opens the door.  If the PC does not open the door in five rounds or if he tries to leave, the three men break the door down and attack the PC.)
Inside:  Phil and his two bodyguards, Jerry and Tito, rush into the room as soon as you open the door.  They attempt to grab you.  Phil starts shouting, “Who did you talk to?!  Who?!”  (The PC can either fight the three men or agree to a search.  They will roughly search the PC and his home for any signs of a transmitter.  Only by pulling out a gun, will a PC get them to act civilized.  Phil will attempt the made guy ploy.)
Phil speaks:  “You probably heard about that French shipment of ipods that was seized at the Docks.  That was gonna be a big score for several members of the family, including myself.  You didn’t get in on that deal, did ya?”  (The PC did not, although he was aware of the deal.)  “Word is, someone on the inside tipped the Feds.  We’re makin’ inquiries to the usual places, but this goes pretty high up.  You didn’t hear nuthin’, did ya?”  (Phil is gauging the PC’s reaction.  He will use Sense Motive against the PC’s Bluff, if the PC is telling the truth, it’s fine as long as Phil does not roll a “1”.  On a “1” Phil is convinced the PC is lying if he told the truth and vice versa.)  “How’s business with you?  You didn’t get picked up by the Feds, did ya?”  (Phil will deny that this is anything but a routine visit at first, but then he will reluctantly tell the PC’s the boss sent him to check on everybody.  He’ll then respectfully ask if he can check the PC for a wire.  If the PC refuses, Phil won’t press it as long as the PC’s respect is at acceptable levels.  If it is not, Phil will insist and Jerry and Tito will hold him down.  If the PC doesn’t resist, he loses no Respect points, if Tito and Jerry have to hold him down it’s only 10.)
After the search:  (Assuming Phil is satisfied with the PC’s loyalty.)  “Okay, look gumba.  I apologize for the rough treatment, but we had to be sure.  We gotta real problem.  We got a rat on our hands and I don’t know who it is.  We gotta check all your guys and you gotta help me, cabiche?  This comes straight from the boss.  Once we find the rat, we remove him.  End of story.  This is in all our best interests.  Got any ideas?”  (Phil’s apology will give the PC 5 Respect points back.  If the PC demands more of an apology, he will get all his respect back, provide Phil is satisfied.  If the PC has Bad Rep or Untrustworthy, Phil will not apologize unless the target also has “Excellent Blood”.)
Capo: Phil Grassio (37):  2nd level Fast Mook/3rd Level Family Associate/Wiseguy/5th level LCN: 

Str: 14/+2, Int: 11/+0, Wis: 15/+2, Dex: 16/+3, Con: 12/+1, Cha: 10/+0, Defense 17, 56 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +1, Will: +4, Skills:  +9 Intimidate, +11 Bluff, +3 Knowledge (streetwise), +8 Disable Device, +7 Sense Motive, +5 Exploit, +4 Hide Motive, +6 Run a Crew, +6 Sense Weakness, +6 Diplomacy, +6 Destroy Evidence, +8 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Lasting Threat, Police Connection, Legitimate Businessman, Weaknesses: Power Addict, Superstitious, Tough Guy, Talent:  Evasion, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Respect: 1000, Bank: 170, Wealth Bonus: +13 (Phil is kind of a bully and he believes that the toughest guy should give the orders.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Jerry Benali (28) and Tito Guiliano (31): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy/2nd level Soldier:

Str: 16/+3, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 12/+1, Defense 16, 37, 51 HP, Attack Bonus: +6, Fort: +3, Ref: +1, Will: +2, Skills:  +5 Bluff, +3 Knowledge (streetwise), +3 Shake Down, +5 Beat, +4 Sense Motive, +2 Exploit, +2 Hide Motive, +5 Disable Device, +3 Sense Weakness, +3 Destroy Evidence, +5 Drive, +2 Diplomacy, +5 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Streetfighting, Weaknesses: Smoking Addict, Tough Guy, Talent:  Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 160, Wealth Bonus: +9 (Jerry and Tito are loyal to Phil.  They also believe in his tough guy attitude.  Tito is cousins with Rosario Guiliano)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., brass knuckles.

FOR THE GM ONLY:  What’s really happening:  The Feds managed to flip Bobby Terolla after catching him with enough weed in his car to send him to jail for life.  If Bobby is dead, change the name of the character or pick an NPC you’d like to use.  It should be at least a soldier.  If you want to change Bobby’s name, use the same stats but call him Arnie Vitalio.  Bobby or Arnie helped one or two random PC’s in the past.  The GM may also be missing some of the suspect NPC’s.  These should be replace by similar made guys of power, level and age.  Some of the guys in this adventure are from rival families.  This may further add to the tension, as technically only soldiers from the same families can go through this kind of shake down.  You can assume the bosses of all three families have approved.  If they are at war or not getting along for some reason, the GM can replace the select soldiers or just make the adventure that much more tough.  This could lead to combat with rival gangsters.  If the GM really wants to make this adventure hard, add Roman Brutezio from Whack the Vampire to the line up of guys the PC’s have to check out.
Keeping your friends close:  After Phil is satisfied that you and your immediate associates are reliable, it’s time to sit down and see what everybody knows.  (If the PC’s have any henchmen or assistants, the PC’s can vouch for them.  It is likely they were too low level in the organization to know anything anyways.  However, Phil won’t be against checking them too.)
Likely questions for the PC’s
How do we know that there is a rat?  “When the thing at the Docks went down, the cops were waitin’ for us.  There was some discrepancy about who would get what, so the boss ruled that we should have a sit down.  We didn’t get back there until three days later.  The heist was pretty secret, but everybody in the family knew about the sit-down.  Somebody talked.  The boss is convinced.”
Who are our likely suspects?  “The guys involved with the actual heist have been checked out and we think they’re clean.  We got a short list of guys we need to check:  Donnie Cheapo (from Donnie Cheapo), Sammy Bingo (from The Power of Positive Thinking), Bobby Terolla (from Sunday Dinner), Rosario Guliano (from CYA: ASAP and he is Tito’s cousin), Frank DiFrillo (from The Blame Game) and Alonso Piturno (from Da Usual Prospects).  All these guys either attended the meeting or know about what went down.  Needless to say, it’s in all our best interest that said rat can be found, especially if you had any dealings with these guys.”
How do we do this?  “We gotta be careful with made guys.  We cannot whack a made guy without permission and we gotta be clear it’s our guy.  Don’t get trigger happy.  You do anything without my say-so and you’ll be the one we put down, cabiche?  This comes direct from da boss.  We gotta approach all these guys when they don’t expect it.  Preferably at home when they’re guard is down.”

What about our FBI Connection?  “The boss has connections in that area as well.  We don’t want to tip our hand.  The guy can’t know we’re comin’, so don’t talk to your contact.  We do this in-house.”

Where can we find these guys?  “That where you come in.  You’ve had some dealings with these guys in the past, so with your help, we can approach guys without spookin’ ‘em.”

When do we do this?  “No time like the present.  Let’s go.”

Donnie Cheapo:  (To find Donnie’s house requires a DC 10 Computer Use or a DC 12 Gather Information.  A DC 14 Knowledge (Streetwise) will reveal that Donnie has an apartment in the city, but a house in what is known as the Old Neighborhood.  He is spending the next two weeks there.)  You find Donnie Cheapo at his old house in what is known as the Old Neighborhood.  This area is located south of the map.  It is technically in the Karate Tong’s territory, but they do little business in the neighborhood.  It is the home to new immigrants and a few dozen, elderly, Italian hold-outs.  You find Donnie, standing on a ladder, painting his house.  At the bottom of the ladder, Donnie has assembled six paint cans.  It looks as if he mixed the leftover paint he had in his shed for the last 30 years.  As you approach, he comes down the ladder and wipes his hand.  “What the Hell are you guys doin’ out here?” demands Donnie.  “You get lost on the way to the sushi bar?”  (Phil will let the PC’s ask Donnie questions if they want, but he will be nearby to supervise if things go wrong.  Donnie will be his usual cantankerous self.  He’ll quickly guess what they’re up to.  He’s been through this before.  He’ll use the opportunity to get some improvements done on his house.)  “Listen fellas, I gotta finish paintin’ my house here and mowin’ my lawn.  I mean, as long as yer here, help an old man out, huh?  My wife’s away and I’m all alone here.”  (Phil won’t be against this, but he’ll leave the PC’s to do the work, while he tracks down a few more leads with Jerry and Tito.  The PC’s will have to make a DC 12 Craft Visual to paint the house, a DC 8 Craft Visual to mow the lawn.  Failure means the PC’s do a bad job.  Donnie adds more jobs as the PC’s begin to work.  He has them landscape his property, buy lunch and repair his back porch all on their dime if he can swing it.  The PC’s must make five DC 10 Search checks inside Donnie’s house to be sure he’s not hiding anything and a DC 8 Sense Motive.  If Donnie has to, he’ll even hint that he may know something to keep the PC’s working all day.  The PC’s can make one check per hour.  In Donnie’s bedroom, the PC’s will find a receipt for a ticket to the Cayman Island.  Donnie’s wife Mary is on vacation with her sister.  Donnie is too cheap to spend the money to go.)
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.

Sammy Bingo:  (This part takes place during the early day.)  A call comes into Phil and he takes it on his cellphone.  After a few minutes, he hangs up and addresses you.  “Okay, this next one’s gonna be easy.  Sammy Bingo’s over at Elegant Entertainment getting’ a massage.  I need two of you to go over there and check out his clothes while the girl gets him in the sauna.  I need the rest of you to go break into his house.  His wife’s out with the kids somewhere and won’t be back until late afternoon.  Who wants to take the house?”
Elegant Entertainment:  (Area L on the New Milan City Map)  Getting access to Elegant is a small matter for a guy in your line of work, but it’s best that you be discreet when checking out Sammy’s clothes.  The escorts are usually quiet, but there’s no sense involving them.  Harry, the mook that runs the bar, gives you the nod and leaves a door open to the upstairs when he knows that Sammy is in the shower.  Now is your chance, make a Move Silent check to slip upstairs and into the room.  (Both PC’s should make the check vs. Madame Gineen’s Listen skill.  If Madame Gineen hears something, she walk into the room and ask what’s going on.  The PC’s can either Bribe, Bluff or Intimidate her into leaving.  She won’t leave until one of these things is accomplished.  The PC’s will have 10 minutes to search Sammy’s clothes, but they’ll find nothing.  If they ignore Gineen, she’ll tell Sammy as soon as he is out of the shower.  Sammy will track down the PC’s within the hour with two of his guys, equal to Jerry and Tito, and demand to know what’s going on.)
Madame Gineen (45):  4th level Charismatic Mook/5th level Mook

Str: 11/+0, Int: 12/+1, Wis: 12/+1, Dex: 12/+1, Con: 11/+0, Cha: 16/+3, Defense 16, 18 HP, Attack Bonus: +5, Fort: +4, Ref: +5, Will: +5, Skills:  +6 Treat Injury, +10 Bluff, +10 Seduce, +13 Sex, +10 Knowledge (streetwise), +8 Sense Motive, +10 Exploit, +5 Hide Motive, +8 Bribe, +7 Listen, +4 Swim, +8 Sense Weakness, +13 Diplomacy, +9 Destroy Evidence, +9 Knowledge (business), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Enthrall, Police Connection, Good Earner, Long Memory, Athletic, Legitimate Businesswoman, Weaknesses: Magnanimous, Talent:  Fast Talk, Dazzle, Earn, Good Rep, Respect: 900, Bank: 400, Wealth Bonus: +22 (Gineen is like a mother hen around the mobsters.  She is generous to the Jordano men and expects to be treated with respect.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Sammy “Bingo” Carmelliano (34):  2nd level Fast Mook/3rd Level Family Associate/Wiseguy/5th level Soldier, Occupation:  “Modeling Agent”

Str: 13/+1, Int: 14/+2, Wis: 10/+0, Dex: 15/+2, Con: 12/+1, Cha: 14/+2, Defense 19, 56 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +8 Knowledge (streetwise), +4 Knowledge (Behavioral Sciences), +5 Craft (visual art), +3 Professional Criminal, +4 Bribe, +3 Computer, +3 Shake Down, +2 Beat, +8 Sense Motive, +6 Exploit, +4 Hide, +3 Move Silently, +3 Hide Motive, +3 Seduce, +3 Concentration, +3 Drive, +5 Sense Motive, +8 Diplomacy, +9 Intimidate, +3 Sex, +3 Gather Information, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Business Connection, Prison Veteran, Prison Connection, Lasting Threat, Weaknesses: Excess Addict, Fussy (women)*, Greedy, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 120, Wealth Bonus: +12 (Sammy is a fairly typical Jordano capo.  He parties hard, but is very particular when it comes to women.  Sammy is ambitious and creative when it comes to schemes.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

NEW WEAKNESSES:

* Fussy (Wis): You have to have everything “just so” and that usually means your way.  Whenever you visit a place for a second time, especially a bar or restaurant, there is a 1 in 6 chance your food, drink or service is different and therefore, “wrong”.  You won’t accept this service until it’s the way you like it or unless you succeed a check.  Things that are important to you may force a check.  The player should pick one broad category of things the PC is fussy about in particular.  (Examples: cars, clothes, women, food, cigarettes, grammar, etc.)

Sammy’s House:  Sammy’s house is located in Bianca Meadows.  Breaking into Sammy’s house requires a DC 16 Disable Device on the front door.  (If the PC’s walk around and check out the house, they can make a DC 14 Spot check to spot an open window on the second floor.  A DC 15 Climb check is needed to get inside or the PC’s can break into Sammy’s shed.  The lock on the shed only requires a DC 12 Disable Device.  If the PC’s make a DC 18 Search check in the shed, they’ll find bundles of money under a storage unit for grass seed.  There is 25 Wealth here in cash!  If the PC’s rob Sammy, he’ll eventually find out from Phil that his house was checked.  If Phil is told about the money discreetly, he may attempt to steal it and blame the PC’s.  If all the PC’s know and Phil, Jerry and Tito know, then Phil will tell Sammy to move his money.  Sammy will be impressed by the PC’s honesty.  He track them down later and tell them if they ever need a favor to be sure to ask.)
Inside the House:  Sammy’s house is a typical, middle class house.  Sammy has a wife and two kids, a boy and a girl.  (A DC 12 Search check reveals nothing.  It takes five checks to complete the search.  During the search, a cop car with two average beat cops will roll by.  As long as the PC’s don’t do anything suspicious, they won’t stop.  They don’t know who lives in the house and Bluff checks against the cops are made at +4.  There is no evidence Sammy is the rat.)
Bobby’s Place:  Bobby lives at 3309 N. Gaither Ave. Apt. 4B (Use the generic apartment map from the Complete Mafia for d20 book.  Make a weakness check for Bobby.  If he fails, he’s smoking pot when the PC’s arrive.  He’ll scramble to put it away and wave away the smoke by opening the window.  He’ll try and delay the PC’s at the door as long as possible.  A DC 14 Listen check will allow the PC’s to hear Bobby open the window.  There is only a 1 in 10 chance Bobby is wearing his wire on his person.  If he is not wearing the wire, it is hidden with his stash in the hollow portion of bed post.  This requires a DC 22 Search check.  The PC’s should make 5 Search checks, if any of the checks go over 22 there is a 2 in 6 chance that search was in the bedroom and the wire is found.  Any search check that succeeds will expose Bobby’s drug paraphernalia.  He smokes weed a lot.  If a PC searches the bedroom specifically, he gets +4 to the check.  Bobby will attempt to lie.  He’ll claim he found the wire in Frank DiFrillo’s place.).  
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.

Bobby’s Reaction:  (Assuming the PC’s do not expose him.)  “Guys, I don’t want to talk out of school, but I gotta say, I suspect Frank DiFrillo.  The guys been throwin’ lots of money around recently.  Personally, I never trust Frank, but you didn’t hear that from me.”  

Rosario Guiliano:  “I can’t believe my cousin would be a rat,” says Tito on the way to Rosario’s.  “He’d rather die.”  “I respect what yer sayin’,” adds Phil.  “But we gotta check him out.”  Rosario’s house is a nice row home at 4312 N. Market Ave.  (Rosario is always entertaining when he’s home.  When the PC’s arrive, he’ll be having dinner with a lady friend.)  “Hey, fellas, how ya doin’?  I’m a little busy right now,” greets Rosario.  He gestures over his shoulder and you see a gorgeous blonde sitting in his living room.  Tito looks at Phil and Phil gives him the nod.  “Look cousin,” says Tito.  “We mean you no disrespect, but the boss asked us to do a check on everybody.  Someone’s talkin’ to the feds.”  Rosario looks thoughtful for a moment and then nods.  “I understand.  You have to check me out.  Come in and look.  Just give me a sec.”  Rosario walks back into the living room.  “Honey, my friend here lost a contact.  He can’t go to work without it.  They’re gonna search my apartment for a minute, huh?”  “Okay, Rosey!” says the bubbling blonde.  “All right guys,” says Phil.  “Let’s do this as fast as possible.”  You have two rounds to search Rosario’s row home.  You must make five DC 12 Search checks, but because you have to hurry, the checks are made at -4.  Tito takes his cousin into another room to frisk him in private.  (Choose a random PC.  Rosario’s date watches him curiously.  “That doesn’t look like you’re lookin’ for a contact,” says Rosario’s date.  “What are you doing?”  The PC needs to make a DC 25 Bluff check.  Failing that, the PC will need to Bribe or Intimidate her without embarrassing Rosario.  This requires a DC 20 Diplomacy check to keep Rosario busy.  If this fails, Rosario loses Respect and the PC’s become his enemy.  He’ll make a point of embarrassing them sometime in the future.)

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/3rd level American Mafia Soldier:  Rosario Guiliano

Str: 14/+2, Int: 14/+2, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 12/+1, Defense 17, 52 HP, Attack Bonus: +6, Fort: +3, Ref: +2, Will: +2, Skills:  +11 Bluff, +4 Knowledge (streetwise), +7 Gather Information, +5 Sense Motive, +6 Exploit, +6 Hide Motive, +4 Shake Down, +3 Disable Device, +5 Demolitions, +7 Destroy Evidence, +4 Knowledge (streetwise), +4 Survival, +4 Hide, +4 Move Silently, +4 Sense Weakness, +5 Diplomacy, +10 Intimidate, +8 Gamble, +4 Seduce, +6 Run a Brothel, +4 Run a Crew, +3 Sex, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Man of Honor, Track, Criminal Demolitions, Police Connection, Weaknesses: Sentimental, Code of Honor (Rosario believes in keeping promises to all Wiseguys and Made Guys), Superstitious, Religious Guilt, Family Guilt, Respect: 800, Bank: 490, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Wealth Bonus: +16 (Rosario is known for being a stand up guy, but he also loves the ladies and rarely misses an opportunity to flirt with one.  He does, however, respect the wives of his associates.  He’s probably one of the most genuine and honest Made Guys in New Milan.  He has gained two levels since the PC’s met Rosairo in Tell Room Service I’m at the Roulette Table.  Rosario’s cousin is Tito.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

2nd level Charismatic Mook: Linda Vesner (21)

Str: 12/+1, Int: 10/+0, Wis: 12/+1, Dex: 14/+2, Con: 10/+0, Cha: 17/+3, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Diplomacy, +3 Drive, +7 Knowledge (art), +7 Bluff, +6 Knowledge (Popular Culture), +7 Sex, +6 Sense Motive, +6 Hide Motive, +3 Jump, +3 Tumble, +7 Sense Weakness, Speak Language (French), +6 Make Up, +5 Performance (stringed instruments), +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Nimble, Other Family Connection (Summer bets through a Cavaliere bookie), Run, Weaknesses:  Excess Addict, Respect: 200, Bank: 15, Talent: Fast Talk, Wealth Bonus: +8 (Linda plays 2nd Viola in the New Milan Orchestra.  She loves to party with rich men.) Weapon of Choice:  fists.

Frank DiFrillo:  Frank’s apartment is at 880 E. 49th Street Apt. 2C.  There is a closed Chinese Food restaurant on the first floor and a fire escape in a nearby side alley.  (Feel free to over detail or explain the set up around Frank’s before the PC’s meet them.  This is to give them a cue to make them think the adventure is designed to kill Frank.  You can use the same description for Bobby’s place.  It was designed by the same architect.  Currently, Frank’s wealth is 8 points higher than normal.  He hit a trifecta two days ago and won big.  A DC 12 Knowledge (Streetwise) check will reveal this.  Cavaliere made guys or wise guys get +2 to this check.)
Searching Frank’s Place:  You find a packed suitcase in the closet and on his desk is a ticket to Morocco.  (It was always Frank’s dream to gamble in a Moroccan casino like James Bond.  There is nothing else that’s incriminating in this apartment.  Frank will deny any wrongdoing.)
Frank DiFrillo (34): 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Booking Agent”

Str: 12/+1, Int: 13/+1, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 12/+1, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +10 Gamble, +6 Bluff, +1 Knowledge (streetwise), +6 Cheat, +5 Shake Down, +3 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Sleight of Hand, +3 Sense Weakness, +4 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Deceptive, Personal Firearms Proficiency, Police Connection, Weaknesses: Gambling Addict, Sentimental, Talent:  Skill Emphasis: Gambling, Know Respect, Balls, Absolute Loyalty, Respect: 675, Bank: 100, Wealth Bonus: +13  (Frank spends almost as much time betting money as he does collecting it from bettors.  He always takes care of his friends.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Alonso Piturno:  “Alonso’s a tough one,” admits Phil.  “The guy’s a real family man.  He’s always home.  We need to lure him out.  My wife and his are friends.  I think we can set up a family night and go out to dinner at Morelli’s.  The rest of you guys need to break into his house and search.  Don’t do any damage though.  The guy’s always doin’ home improvements.  He’ll notice, believe me.”  (Phil sets up the dinner for two nights later.  The PC’s will have approximately four hours to break into his house and search.  A DC 10 Spot check will reveal that the house has a burglar alarm.  This requires a set of electronic tools, a DC 15 Craft (Electronics) check or a DC 20 Knowledge (technology) check or a DC 24 Disable Device check.  Alternatively, the PC’s could knock out the power or distract the cops when they arrive 40 minutes later.  Getting past the locks or through a window requires a DC 17 Disable Device check to leave no mark.  If the PC’s check the basement windows, they’ll find one of them open in the backyard.  This will not trip the alarm and give the PC’s access to the house.  Make 5 DC 12 Search checks.  Beneath a hollow section of a cigar box is what looks like an ipod.  This is found if the PC’s make the check in Alonso’s bedroom or a 2 in 10 chance.  This could be mistake for some kind of disguised wire because it is hidden.  Alonso hid it because his son’s birthday is in three days.   To determine that it is not a wire, the PC needs to make a DC 22 Craft (Electronics) check or a DC 20 Knowledge (technology) check or a DC 28 Computer Use check or take it to an expert.  It is just an ipod.  The PC’s will have to break back into the house to replace it three nights later during Alonso’s son’s little league game.  If the PC’s left any clues to the previous break in, all checks to disarm the alarm are made at -2, the basement window is locked and the cops arrive in 20 minutes.)
2nd level Smart Mook/3rd Level Family Associate/Wiseguy/2nd level American Mafia Consigliere: Alonso Piturno (40)

Str: 11/+0, Int: 15/+3, Wis: 14/+2, Dex: 10/+0, Con: 12/+1, Cha: 12/+1, Defense 15, 43 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +7 Knowledge (streetwise), +6 Destroy Evidence, +4 Bribe, +10 Forgery, +7 Sense Weakness, +5 Exploit, +5 Hide Motive, +4 Torture, +6 Craft (Cooking), +5 Craft (Electronics), +5 Repair, +7 Drive, +8 Sense Motive, +10 Diplomacy, +4 Treat Injury, +8 Intimidate, +5 Gather Information, +5 Knowledge (Technology), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Builder, Surface Vehicle Operation (Semis & Tractor Trailer Trucks), Corporate Connection, Weaknesses:  Love Addict (Mary), Sentimental, Dominant Parental Influence, Code of Honor, Respect: 700, Bank: 230, Talent: Savant (Forgery), Know Respect, Balls, Air of Legitimacy, Wealth Bonus: +14 (Alonso is an old fashioned mobster.  He’s okay with having a mistress, but not with using prostitutes.  He has an uncle that was once a soldier in the family and often confers with him on important matters.  Alonso is madly in love with his wife and tends to let her boss him around.  Alonso is loyal to his friends, usually to a fault.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

FOR THE GM ONLY:  Taking care of the rat:  Combat with the potential rat depends upon what the PC’s uncover.  Frank, Alonso and the others are innocent and will proclaim that until the end.  Bobby will flee if he can or fight if he’s cornered.  He’ll even jump out the window in the face of overwhelming odds, taking his chances on surviving the fall.  If the PC’s expose Bobby and he gets away, he goes into Witness Protection and is never see again.  He will otherwise stay on board trying to gather evidence for his FBI handlers.  If the PC’s tell Bobby about any of their operations, they gain double suspicion points when they execute their schemes and/or crimes.  If there is no suspicion points associated with the scheme, they gain +1 each time they operate it.  If the PC’s actually invite Bobby to participate in a crime or an adventure, all Suspicion awards are tripled.  If enough high-ranking members of the PC’s family or the PC’s boss’s suspicion goes above the threshold, the Feds move in and arrest everyone they can.
Bobby’s Strategy:  He just needs to get away from the PC’s, Phil and his guys long enough to contact his FBI handlers.  If Bobby has time and access to a phone, he’ll call them immediately if he’s exposed and able to get away.  A group of four agents will respond to Bobby’s location in the city within 20 minutes.  Bobby knows he’s a dead man, so he’ll fight for his life and won’t trust anything the PC’s say to him.

Phil’s Strategy:  Once he knows what Bobby has done, he’ll try to lure Bobby into a false sense of security so they can eliminate him someplace quiet.  Barring that, he’ll kill him rather than let Bobby leave his sight.  He’ll coordinate with the PC’s to drop the body in the water by the Docks.  He’ll tell the PC’s to steal a car for the job.
Awards:




Experience
Respect Points
Suspicion Index Points

Making a successful skill check

100

Accusing the wrong guy


50

-25

Finding Sammy’s money


200
Stealing Sammy’s money


100 per WP
10 per WP

+1 per 5 WP

Finding but not stealing Sammy’s money
500

25

Embarrassing Rosario





-10

Finding the rat




1000

50



Eliminating the rat



1500

100


-5

Eliminating the wrong rat


750

25


+5*

Exposing Bobby and letting him get away
100

-100


+10

*Tripled if Bobby was along for the ride.

Reward:  Assuming the PC’s solved everyone’s problem, they will be reward with a button or a promotion if they qualify.  Otherwise, they are offered Bobby’s scheme:  Once a week he shakes down a group of weed dealers for 15 Wealth.  9 goes to the Family, the rest goes to the PC’s.  This requires a DC 16 Shake Down check.  It is “protection money” for the local weed dealers.
