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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 high level Made Guys and Family Associates 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 is designed for PC’s with an established family or crew and one of the players should be at least a capo or higher.  It is specifically designed to test the leader of the PC’s and challenge his position within the crew or Family.  Trigger-happy PC’s may have to be reigned in by the GM.  Make sure they understand this is about the internal politics of their family, not necessarily who lives or dies.  The example below features the Il Ribelle Family as the PC’s rival Family, but the GM should change it to any rival criminal organization that’s important.
Set-up:  The Families have been doing business with the Il Ribelle Family in Sicily for quite some time.  Whenever a high-end car is stolen, Zoey’s Garage or any of the other family’s chop shop operations repaints it, changes the registry and smuggles it aboard a cargo ship destined for Sicily.  Business has been brisk in the stolen car market and everyone, including you and your associates, have benefited.  Cosmo Il Ribelle is a made guy from Sicily.  He spends about 50% of his time in the States.  He called a meeting for your and your associates along with the head of your organization.  Whatever the reason for the meeting, it’s gotta be important.  You would not want to be late.  It is 6pm on a Thursday when you get the call.  You have until 7pm on Friday to prepare.  The meeting will take place in Morelli’s (Area AA on the New Milan map).  (The PC’s should make the usual weakness checks to be late or early.  They should be warned to take care of any potential weaknesses that might interfere with their arrival ahead of time.  This gives the target PC +4 to their weakness check.  At some point during the meeting, a PC with the weakness Stressed, should also make a check.)
Friday Night at Morelli’s:  The dinner at Morelli’s is, as always, excellent.  Cosmo orders in Italian and asks the chef to make some special adjustments to the sauce just for him.  He really knows his Italian food!  After the meal winds down, some of your boss’s guys make sure the waiters are out of the room and the rest of the patrons are minding their own business.  Leaning over the table, Cosmo talks business to your boss and (the lead PC).


“Gentlemen,” says Cosmo in hushed tones.  “The Il Ribelles have been doing business with the families of New Milan for years.  It has been very profitable, but that business is now in jeopardy.  The boss of the Il Ribelles, my uncle Antonio, has died of a stroke.  You did not know, but for the past several weeks his heirs have been fighting over territory in Sicily.  My cousin, Alberto, has emerged the victor.”

Alberto Il Ribelle is a name that is known to you.  A few years ago, the rumor was that he was calling himself the Sicilian Enforcer.  Enforcer is not a position the Sicilian Families have, but Alberto was apparently ruthless enough to earn the title.  He has a reputation for being a hothead.


“I do not want to alarm you, but my cousin is a man’s man, yes?  Now that he is boss, he refuses to do business with anyone he has not met.  You must go to Sicily and meet with him if we are to do business.  I am afraid he may want to renegotiate our deal with the cars.  What do you say, huh?  Will you meet my cousin?”

The stolen car scheme provides everyone in your family with 4 Wealth, if you decline the invitation, everyone in your family loses 8 as a straight subtract from your Wealth.

Likely questions for the PC’s:

Where and when do we meet Alberto?  “Alberto has a favorite hotel suite in the Villaggiu rê Morti.  He holds his meetings there.  I could arrange it for two days from now if that is acceptable.”
What does Alberto want?  “He wants to meet with you and renegotiate better terms for the car scheme deal.”  Giving Alberto a break would mean you would lose some money.
Why do you call Alberto a “man’s man”?  “Alberto is, how you say, big tough guy, huh?  He likes to box.”

What would be a good gift for Alberto?  “Anything to do with boxing, he loves it.”

Any tips on negotiating with him?  “Don’t show any weakness.  Alberto despises weakness in men.  He is also, how you say, a hothead.  Don’t take it personally.”

Advice from the Family:  (If the PC’s have a higher up they consult for trips like these, he offers the following advice after Cosmo leaves.)  “What yer P’s and Q’s over in Sicily.  This is the Old Country, they do things the old way.  Whatever you do, don’t forget they don’t do prostitution over there.  Don’t mention it no matter what they ask.  And another thing, this deal is important to all the families of New Milan, you screw this up and every made guy in this city will have a beef with you.”

FOR THE GM ONLY: Preparations:  The PC’s should have plenty of time to plan their trip.  If they are the appropriate level for the adventure, then they should have no problem by plan tickets and gifts for Alberto.  Certain PC’s may be under the watchful eyes of local authorities.  These PC’s gain +4 Suspicion just for leaving the country, as international police forces are made away of their movements, especially in Italy.  Individuals with the weakness “Prison Veteran” may have trouble leaving the country or gaining entry into Italy because of their criminal record.  The price of fake passports and identification are outlined in the Complete Mafia for d20 book.  The GM may add additional cost for particularly notorious PC’s or offer discounts for PC’s with extensive resources to forge documents in-house.
Palermo Arrival:  When you step off the plan in Palermo, you a greeted by a man flanked by four bodyguards.  Behind him is a small fleet of limos waiting to whisk you and your associates away.  The man is a tall, 40-ish bull of a man in a tailored pair of slacks and silk shirt.  Can it be?  Surely the boss himself would not greet you at the airport.  Ah, but it’s true!  This is Alberto Il Ribelle!  Alberto obvious made the trip because he likes to be a hands-on guy.  Unfortunately, just as you are about to step onto the tarmac, the step below you gives way under (lead PC).  (Have the PC make a DC 25 Reflex save at -4.  If he succeeds, he only loses 50 Respect, but if he fails he loses 200.)  You and your associates quickly recover your footing, but Alberto is clearly shocked by this momentary loss of control on your leader’s part.  He whispers something to his second-in-command, gets inside the lead limo and takes off.  His second-in-command, flustered and amused by your display, approaches.


“I am Carlo.  Mr. Il Ribelle has instructed me to lead you to the hotel, that is, if you’re all right to travel.”


A wave of snickers echoes through the crowd of bodyguards.  Clearly, you have some lost ground to regain.


(The PC’s might have to make additional weakness checks that could make the situation worse.  If the weakness would lead to violence, the PC can make the weakness check at +6.)

FOR THE GM ONLY:  For negotiations, the GM can use the Sway Point system.  When Alberto arrived, he was at 15 and considered the negotiations a formality.  After the PC stumbles in front of him, his Sway is reduced to 5.  If the PC missed his Reflex check, it’s reduced to 3.  If his Sway point total dips below 1, negotiations are over and the adventure is a failure.  If the PC’s can bring his Sway Point total to 20, the negotiations will finish and the adventure is a success.
The Drive: (The drive to Villaggiu rê Morti takes about an hour with traffic.  Carlo does not ride with the PC’s, he gets inside his own limo and starts discussing the situation with Alberto on the phone.  Alberto is insulted by the PC’s display at the airport.  He wants to take the deal to another American city, like New York or Philadelphia.  Carlo is trying to convince him to give the PC’s a chance to be heard.  The PC’s driver does not speak English.  His name is Rogerio.  He’s been instructed to drive to the hotel and give the PC’s anything they need within reason.)  The drive from Palermo is scenic.  The limo does get stuck in traffic on the way out of the airport.  About an hour later, it pulls off the highway to a village in the nearby hills.  The village was once much smaller in the center and is now a crowded Palermo suburb.  There are many apartment buildings and stores.  The limo arrives at Palazzu i Morti (Area 10 on the modern Villaggiu rê Morti map.)  The upscale hotel was built in the late 40’s but was recently remodeled.  You are ushered to your suites along with your luggage.  Almost immediately (the second-in-command PC)’s cellphone rings.
Call from New Milan:  (Take the second-in-command PC aside for this phone call.  The NPC that makes the call must be higher or equal in rank to the PC.  If the PC is a boss, the caller will be Don Ernesto Magoladro or the boss of the most powerful family left in the PC’s campaign.)  “I have received some bad news,” says (the caller).  “It seems that (the lead PC) has embarrassed all of us.  Did Cosmo not tell you that Alberto was crazy?  What is wrong with you?  Do you realize how much money is at stake?  Alberto is talking about taking the deal somewhere else.  Fix this.  Immediately.  (The lead PC) appears weak.  Do something to make him look strong or do whatever you have to do.  Understand, if I lose this income, it will become very uncomfortable for me and therefore very uncomfortable for you.”  (The PC can make a DC 25 Diplomacy check.  If it fails, the caller says, “Fine.  You take responsibility for this.  If our friend fails in his task, I will look to you for my money.”  Alert the PC that to compensate the caller for the loss of money for his entire family would easily take 80% of his current wealth.  If the PC succeeds, the caller says, “Fine.  I leave this in your capable hands.  You know, it wouldn’t be so bad if you did the negotiations.”  Give the PC 10 Respect points.)
Carlo Returns:  As you are awaiting contact from the Il Ribelles, there is a knock at the door.  A sumptuous meal, via room service and the hotel chef, has been delivered to you.  You were expecting to eat with Alberto, so this is probably not a good sign.  After your meal, Carlo strolls into your suite.

“Gentlemen,” says Carlo.  “I apologize.  Alberto had some urgent business.  I hope you enjoyed the meal.  It was on me.  We do have a problem though.  Alberto has become, uh, difficult about the proceedings.  I have advised him to give you an audience, but he is wary of you after what happened in the airport.  If you are not too busy, I suggest you plan on staying for a few extra days.  Give Alberto some time to cool off.  I think he will come around.  In the mean time, perhaps you’d like to join me and my associates.  We are going to the casino tonight in Palermo.  You like to gamble, eh?  Alberto likes it.  I once saw him risk 50 Wealth on a single hand of baccarat.  He is a man of great risk.  I send a limo by to get you, huh?  Let’s say an hour.”  (If the PC’s decide that they do not want to gamble, Carlo will urge them to change their minds.  He’ll tell them that Alberto will lose respect for them if they don’t do it.  If the PC’s still refuse, Alberto loses 5 Sway points and the adventure is over.  Carlo sends the PC’s home the next day.  Skip to “If the PC’s fail.”  Otherwise, continue to the Casino Trip.)
Casino Trip:  (Ask the PC’s if they dress to go out.  Suggest that it is a probably a good idea.  If the PC’s are not dressed up, Carlo gives them a disapproving look.  Alberto loses 1 Sway.)  After a short drive back towards Palermo, you find yourself outside a non-descript building.  However, when you go inside you find a casino complete with tables, top shelf food and booze and bodyguards everywhere.  This is not a place you would want to be caught cheating.  Baccarat seems to be the popular game.  There are two hands, the house and the player.  The object of the game is to get the closest to “nine” or “nineteen” as possible.  Each hand gets two cards.  Aces count as “1” and face cards are “10”.  The cards are added together and only the digit representing the one’s column count.  Ties force a redeal.  The players may bet either the house’s hand or the player’s hand, but most players bet with the player taking the hand.  If you are the player playing the hand, you cannot bet against yourself.  “Let’s play some cards, huh?” says Carlo.  (The PC’s can earn a Sway point by risking at least 75% of their wealth during the course of the evening.  The PC’s can attempt to cheat, but the GM can make Spot checks for at least 1d4 bodyguards.  If they are caught, they are immediately thrown out of the casino and lose 100 points of respect.  Additionally, the bodyguards will rough up the target.  If the PC’s want to increase their Wealth by 1 point, they must made a DC 25 Gambling check.  If it fails, the PC loses 50% of his Wealth.  If the PC’s win, Alberto gets +2 Sway points.  If they lose and are good natured about it, he gains +1 Sway each.  If a PC risks 50 Wealth, win or lose, Alberto gains 5 Sway.  The PC gains 50 Wealth if he wins, which is averaged into his Wealth.  The PC gains a minimum of +1 unless their wealth is already 60 or over.  If he loses, the PC drops to 1 Wealth or it’s a straight subtract from the PC’s total.  The PC gains or loses 10 Respect for each point of Wealth.)
After Gambling Drink Off:  After several hours of gambling, you end up in the bar drinking with Carlo and his guys.  One of his large bodyguards is doing a line of shots.  He says something in Italian to Carlo.  “Pino wants to have a drinking contest.  Who will drink with him?”  Carlo is directing the question towards your group.  (Pino has already been drinking for a while.  The drinking game goes like this:  The PC must make a DC 8 Fortitude check with each shot, adding +1 for each additional shot.  Pino gets -2 because he’s been drinking.  PC’s who are Drinking Addicts get +4 to their checks, but at the end of the contest they need to make a weakness check to avoid alcohol poisoning.  If the PC participates in the contest, they get +1 Sway, if they win they get +2 Sway, if the PC goes to the hospital with alcohol poisoning, he gets -1 Sway and +2 Suspicion.)
Carlo prepares to leave:  “Gentlemen, it’s time to go,” says Carlo.  “I will go get the limos, please, wait here for me.”  You settle up with the waiter and Carlo’s bodyguards drift into the lobby.  “Excuse,” says one of the bodyguards in broken English.  “We see a friend of ours.  We meet you at the limos.”  (If one of the PC’s walks into the lobby, he’ll notice the bodyguards get right into a limo.  The limo immediately leaves.)  After several minutes, Carlo doesn’t return.  The manager of the bar comes to you and says something Italian.  He appears to be closing for the evening.  It’s 3AM.  (Carlo has abandoned the PC’s on the outskirts of Palermo.  This is a test to see if they can get back to the hotel.  If one of the PC’s speaks Italian, the bar owner will politely explain that the casino is shutting down and that Carlo has left for the evening.  Taxi cabs will not come to this part of Palermo because it’s considered a dangerous part of town.  No one in the casino or bar will give the PC’s a ride.  The PC’s have been set up.  They could attempt to steal a car, but they probably did not bring tools.  The easiest way is to walk.  A DC 15 Navigate check will orient the PC’s so they are walking the right way.)
Streets of Palermo:  The dark streets of Palermo are virtually deserted this time of night.  After a few blocks of walking you’re unsure of which way the highway is.  Although you’ve walked directly towards the road, you need to walk a few blocks around to get to the highway.  (Have the PC’s make a DC 18 Listen check.  If they fail, they hear nothing.  If they succeed, they will hear footfalls in the darkness behind them.  The muggers surprise the PC’s if they missed their check, otherwise, read the following description.)

The Muggers:  Out of the darkness come (number of PC’s x 2) Italian thugs.  They are carrying baseball bats, knives and chains.  The lead mugger says something in Italian.  (“Give up your wallets, Americans.  Maybe we won’t hurt you.”  If the PC’s give up their wallets, they lose 200 points of Respect and the men attack the PC’s anyway.  Additionally, Alberto loses 5 Sway.  If the PC’s fight, Alberto gains 1 Sway.  If they win the fight and keep their wallets, he gains two more.  If anyone loses their money, they only gain 1 Sway.  The muggers have been giving permission to rob the PC’s, but they have orders that they cannot kill them.  They will use the Beat skill to achieve this.  If the PC’s get the idea to kill the lead PC for their loss of Respect, this would be a good time to do it.  The muggers will automatically be blamed for the murder.  If this happens, Alberto immediately gains 10 Sway.)
The Muggers: 2nd level Strong Mook/5th Level Family Associate/Wiseguy:

Str: 15/+2, Int: 11/+0, Wis: 13/+1, Dex: 13/+1, Con: 14/+2, Cha: 10/+0, Defense 16, 48 HP, Attack Bonus: +5, Fort: +4, Ref: +2, Will: +0, Skills:  +5 Hide, +5 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +6 Destroy Evidence, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +4 Drive, +3 Sense Weakness, +3 Diplomacy, +7 Intimidate, +8 Beat, Feats:  Simple Weapon Proficiency, Brawl, Toughness, Personal Firearms Proficiency, Stealthy, Weaknesses: Greedy, Tough Guy, Talent: Ignore Hardness, Know Respect, Balls, Muscle, Respect: 500, Bank: 45, Wealth Bonus: +5 (John is a sneaky individual.  He plays up his weight to make himself look helpless, but if pressed, he’ll show his strength.)  Weapon of Choice:  switchblade D1d4, bat 1d6 and chain 1d6 + make a DC 12 Reflex save on a 20 or fall down.
Getting back to the hotel:  (The muggers only speak Italian but they know how to get to the PC’s hotel.  The muggers have a car around the corner.  If they are beaten, they will gladly give up their keys or give them a ride.  They don’t take this confrontation personally.  They will reveal that they had permission to rob the characters.  If they are successfully tortured, they will reveal that Carlo gave them permission.  If the PC’s wake up later or escape from the muggers, they eventually run into a helpful local named Luigi.  He spots the PC’s walking along the highway.)  As you are walking down the highway, unsure of where you are, a man in a delivery truck slows down near you.  He calls to you in Italian.  (“Hey, are you all right?  What happened to you?”  Luigi is delivering milk.  He’s just a mook.  If the PC’s rob him, he’ll give up 1 Wealth and the truck.  He’ll be too scared to even report it to the police.  He knows where the PC’s hotel is and will give them a ride if they are civil to him.)
Day Two:  An Italian gentlemen, a little younger than Carlo, dressed in an expensive suit arrives at the door of your suite.  “Hello, I am Agostino.  Carlo sent me to check on you.  I understand it was a late night.  I have just arrived from New Milan, so forgive me if I seem out of sorts.  Can any of you gentlemen tell me why negotiations have been delayed?”  (Agostino is lying.  He knows exactly what was going on.  Alberto is testing the PC’s.  He wants to see if they will whine about getting mugged.  If the PC’s complain, Albert gets -1 Sway.  If they are particularly whiny or demanding about their money they get -2 Sway.  If the PC’s lie about being mugged, they get +2 Sway if they still have their wallets.  If they are planning to hunt down the muggers, give them +1 Sway.  Agostino will pretend to be shocked.  He’ll assist the PC’s in tracking down the muggers.  If the PC’s ask for guns and admit they are planning to kill the muggers, they’ll get another +1 Sway.  Agostino will tell the PC’s to wait in the hotel and he’ll return in an hour with their wallets and money.  If the PC’s use their fists, Agostino brings them to the apartment of two of the muggers that have their money.  The PC’s get an additional +1 Sway and +3 Wealth points.)
Night Two: You’ve been hanging out at the hotel for several hours.  Each time you’ve attempted to leave or call one of the Il Ribelles, Agostino showed up and told you to wait patiently.  Just when you’re getting ansty enough to attempt to leave, Agostino returns.  “Gentlemen, Mr. Il Ribelle sends his apologies.  These are turbulent times we live in.  In way of an apology, he would like to treat you.  He asks me to offer you a car, which you can drive yourself this time, and the name of an excellent brothel or, if you prefer, an excellent restaurant.  Both are in Palermo.  Which would you prefer?”  (If the PC’s take the brothel, they lose 2 Sway points, if they take the restaurant they gain 1.  If they demand to see Alberto, they gain 2 Sway points and Agostino sets up a meeting for tomorrow morning.  Skip to “The Meeting with Alberto”.)
The brothel:  The girls at the brothel are pretty.  They cost 12 Wealth each, a relative bargain in American dollars, but Alberto has arranged that it be paid for.  (The PC’s gain Respect if they have sex with the girls, 1d20+8.)
The restaurant:  Il Rivera is one of the most expensive restaurants in and around Palermo.  The food is amazing and the staff caters to your every whim.  (Make weakness checks for the PC’s for food or drink-related weaknesses.)
Day Three:  (Every day after this one, the PC’s get -1 Sway until they demand to see Alberto.)  Agostino arrives.  He looks bored.  “Gentlemen, I am very sorry.  Mr. Il Ribelle cannot see you today.  Perhaps you would like to go horseback riding, huh?”  (If the PC’s agree to go, Agostino and his men drive them to a ranch and watch the PC’s ride a horse.  The PC’s can make a DC 10 Ride check with a guide or a DC 14 Ride check without on.  If they miss the check, they must make a DC 12 Reflex check and fall off the horse.  If this happens, the PC loses 10 Respect and -1 Sway point.  Agostino continues to act bored.  Ad lib the dialogue.  He’ll try to act like the PC’s are wasting his time.  He wants the PC’s to get mad at him and demand a meeting.  If the PC’s come close, he will ask, “Are you demanding to see Alberto?”  If the PC’s say “Yes”, he’ll arrange the meeting immediately.)
Day Four:  Agostino arrives in the afternoon.  “Gentlemen,” he greets.  “I trust that you are enjoy Italy.  I suppose today I could take you to the beach.  My children like the beach.”  (Agostino won’t even mention Alberto unless the PC’s do.  He acts bored and annoyed that he’s been saddled with the PC’s.  If the PC’s didn’t bring their swim trunks, Agonstino will say.  “We can go shopping.  My wife likes to shop.”  He won’t overtly insult the PC’s, but he’ll keep making implications until the PC’s demand to see Alberto.  Tell the PC’s to make two Swim checks each.  Again, Agostino will stand by the car with his arms folded looking bored.)
Day Five and Beyond: FOR THE GM ONLY:  Agostino will continue to take the PC’s on tourist trips: Visiting ruins, shopping, eating, etc.  He’ll cease mentioning Alberto altogether.  On Day Six the caller will call the PC’s and remove the lead PC from his position if he can.  Otherwise, he’ll insist that the second-in-command do something immediately.

Meeting Alberto:  Finally, Agostino relents and says, “Okay, okay.  Let’s go see Alberto.”  Agostino gestures for you to follow him.  He walks down the hall to the other side of the hotel.  He knocks on the door of another suite.  “Come in,” says a voice.  You walk inside.  Sitting in a chair at a desk in the room is Alberto.  He’s holding a drink.  “Okay, let’s do this,” says Alberto.  “What are your terms?”  
Positive Sway Modifiers
Bringing Alberto a boxing-related gift
+2

Cursing in Alberto’s presence


+1
Demanding better terms


+2

Successful Intimidate Check


+4

Unsuccessful Intimidate Check

+2

Successful Diplomacy Check


+1/2

Successful Joke Check


+1

Successful Joke Check about the muggers
+2

Bragging about beating up the muggers
+1

Complaining about how Carlo set them up
+1

Threatening Carlo



+2

Complimenting the hotel


+1

Complimenting Alberto’s intelligence
+1

Negative Sway Modifiers

Whining




-1
Talking about prostitution


-2

Unsuccessful Diplomacy Check

-1

Asking for less than previous terms

-1
Unsuccessful Joke Check


-1/2
Complaining about Alberto


-1

If the PC’s get 15 to 17, they can seal the deal, but it is in favor of Alberto by 2 Wealth points.  If the PC’s score 18 to 20, the old deal is put back in place.  If the Sway point total is over 20, the PC’s negotiate a slightly better deal.

If the PC’s Fail:  You are driven to the airport by one of Carlo’s men.  When he gets you to the terminal, he takes your bags out of the trunk and practically throws them out onto the curb.  You must now return to New Milan.  It is unlikely (the lead PC) will be respected in his current position.  (If the PC is less than a boss, he is demoted to Soldier.  Everyone in the PC’s Family loses 8 Wealth.  The lead PC loses 12 Wealth.  This is straight subtract from the PC’s wealth.  Additionally, any schemes that are dependent upon other families in New Milan are immediately put in jeopardy.  Family members blame the PC’s, especially the leader, for the loss of wealth.  This may eventually spark a downward spiral in the PC’s career until they do something to reverse the trend.)
Assuming the PC’s have a deal:  “I’m glad we have a deal,” says Alberto.  “We, men of honor, shall celebrate.  You like boxing, huh?  There is a fight tonight.  We shall go see.  I own several fighters.”
Going to the Fight:  Alberto and his men, including Carlo and Agostino take you to an arena near Palermo.  There are several fighters, but Alberto’s prize fighter is a brute by the name of Ponzio.  However, the guy fighting Ponzio looks just a big.  “My Ponzio will destroy this man.  I’ll take bets if you doubt me.”  (Alberto will take any bets.  It doesn’t matter how big or small.  If the PC’s bet, have them roll the fight using the stats with the muggers except that they both have a strength of 18.  Last man standing wins.)  After the fight, you are brought backstage to the arena to meet Ponzio.  Alberto talks to him in Italian.  “My Ponzio,” says Alberto.  “He is like iron!  Go ahead!  Punch him in the stomach.  Go ahead.”  (The PC must roll a hit, but Ponzio’s Defense is only 8 for the punch.  Ponzio must make a DC Fortitude check against the PC’s to hit roll or flinch.)
The Final Day: Alberto and his men drive you back to the airport.  There they have a lear jet waiting for you on the tarmac.  Alberto gives you a hug and kisses you on both cheeks.  “My friends, thank you for making this trip.  Perhaps I will come to visit you, huh?  Keep in touch.  We will do much business I think.”  (On the way up, the PC’s step creaks underneath him.  Have him make a Reflex check and then say, “Nah, just kidding.”)


Boss Alberto Il Ribelle (45): 2nd Strong Mook/3rd Level Family Associate/Wiseguy/14th level Sicilian Mafia, Occupation:  “Waste Management”
Str: 16/+3, Int: 14/+2, Wis: 15/+2, Dex: 12/+1, Con: 12/+1, Cha: 14/+2, Defense 22, 124 HP, Attack Bonus: +12/+5, Fort: +12, Ref: +6, Will: +4, Skills:  Bluff +12, Diplomacy +7, Run a Crew +10, Sense Weakness +8, Joke +5, Exploit +10, Intimidate +10, Gather Information +10, Destroy Evidence +13, Beat +5, Knowledge (Streetwise) +9, Hide +10, Move Silently +10, Sense Motive +9, Hide Motive +8, Run a Family +10, Feats:  Simple Weapon Proficiency, Brawl, Heart of Stone, Personal Firearms Proficiency, Police Connection, Lasting Threat, Convince, Foreign Family Connection, Deceptive, Point Blank Shot, Entertainment Connection, Frightful Presence, Combat Reflexes, Stealthy, Improved Brawl, Weaknesses:  Tough Guy, Power Addict, Code of Honor (won’t work with weaklings), Talent: Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Size Up the Enemy, Boss, Respect: 1900, Bank: 1200, Wealth Bonus: +44  (Alberto took over the Il Ribelles through sheer force of will and cunning.  He respects strength and is an old school mobster.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.
Consigliere: Carlo Arrivi (49): 2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy/9th level Consigliere, Occupation:  “Lawyer”

Str: 12/+1, Int: 15/+2, Wis: 14/+2, Dex: 13/+2, Con: 15/+3, Cha: 16/+3, Defense 18, 103 HP, Attack Bonus: +10/+4, Fort: +9, Ref: +6, Will: +4, Rep Bonus: +2, Skills:  Bluff +17, Diplomacy +13, Run a Crew +7, Sense Weakness +12, Joke +5, Exploit +8, Drive +6, Intimidate +7, Gather Information +14, Gamble +3, Beat +4, Knowledge (Streetwise) +10, Sense Motive +9, Investigate +12, Bribe +4, Hide Motive +3, Run a Family +10, Feats:  Simple Weapon Proficiency, Brawl, Good Earner, Personal Firearms Proficiency, Corporate Connection, Legitimate Businessman, Confident, Lasting Threat, Convince, Entertainment Connection, Gearhead, Weaknesses:  Power Addict, Approval Addict, Vindictive, Talents: Fast Talk, Know Respect, Balls, Air of Legitimacy, Legitimate Front, Pillar of the Community, Influence the law, Consigliere, Respect: 1400, Bank: 800, Wealth Bonus: +43  (Carlo is just as ruthless as his boss and they get along smashingly.  Carlo tends to let his desire for revenge overwhelm him, but Alberto keep him in line.) Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag.

Consigliere: Agostino Il Feretti (30): 2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy/8th level Consigliere, Occupation:  “Promoter”

Str: 12/+1, Int: 15/+2, Wis: 14/+2, Dex: 13/+2, Con: 12/+1, Cha: 16/+3, Defense 18, 71 HP, Attack Bonus: +10/+4, Fort: +9, Ref: +6, Will: +4, Rep Bonus: +2, Skills:  Bluff +18, Diplomacy +13, Run a Crew +7, Sense Weakness +11, Joke +6, Exploit +8, Drive +3, Intimidate +9, Gather Information +14, Gamble +6, Knowledge (Streetwise) +10, Sense Motive +9, Investigate +8, Performance (Acting) +8, Hide Motive +7, Run a Family +5, Feats:  Simple Weapon Proficiency, Brawl, Good Earner, Personal Firearms Proficiency, Corporate Connection, Legitimate Businessman, Confident, Lasting Threat, Creative, Entertainment Connection, Deceptive, Weaknesses:  Power Addict, Smoking Addict, Family Guilt, Talents: Fast Talk, Know Respect, Balls, Air of Legitimacy, Legitimate Front, Pillar of the Community, Influence the law, Respect: 1300, Bank: 650, Wealth Bonus: +30  (Agostino used to be an actor and he is Carlo’s protégé’.  He is a perfect addition to their team.  Although he is technically a soldier, he wields more power than the Underboss.  The large Il Ribelle Family needs this team to keep track of all their money.) Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag.

Average Il Ribelle Soldier

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Construction”

Str: 14/+2, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 16, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Bribe, +5 Shake Down, +5 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Destroy Evidence, +4 Drive, +3 Sense Motive, +5 Diplomacy, +5 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Connection, Weaknesses: Tough Guy, Code of Honor (Il Ribelles do not participate in prostitution), Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 200, Wealth Bonus: +11 (The soldiers in the Il Ribelle are very traditional as compared to American mobsters.  They are also extremely loyal.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Awards:




Experience
Respect Points
Suspicion Index Points

Lead PC keeps his position (lead PC only)
1000

100
Lead PC keeps his position (all others)
400

10

Winning at the casino



200

20

Risking 50 Wealth



500

50


+2

Winning 50 Wealth



500

50


+1

Losing 50 Wealth



100

-5


+1

Winning the drinking contest


300

5




Beating up the muggers


1200

+30


+2

Getting beat up by the muggers

600

-15


-1

Killing a mugger



200 more each
25


+5

Lying about the muggers


200

5




Losing wallet






-30

Robbing Luigi




200

10


+2
Negotiating with Alberto


250

10
Deal is less than before


400

-10


+1

Deal is the same as before


800

+10


+2

Deal is better than before


1600

+20


+3

Betting against Ponzio


500

Winning the Ponzio bet


100

+25

Making Ponzio flinch



100

+25

Wealth Awards:  If the PC get a deal that’s less, everyone loses 1d4 Wealth points as a straight subtract.  If the deal is equal, they gain and lose nothing.  If the PC’s increase the award, everyone wins 1d4 Wealth as a straight add.
Additional Awards:  If the PC’s have a deal, they gain a Foreign Family Connection and any PC with a rank of Soldier or higher gets their own henchmen with the stats of an average Il Ribelle Soldier.  He will be straight off the boat and speak broken English, but will be very loyal.

Further Adventures:  It is possible through the PC’s weaknesses they will start a war with the Il Ribelles.  They will be in incredible danger until they can get back to New Milan.  The Family has extensive contacts in and around Palermo.  The local Sicilian Families will side against the PC’s and help hunt them down.  The PC’s will have to smuggle themselves out of the country.  The Il Ribelles will eventually come to New Milan to tear apart the PC’s family.  First they will destroy their schemes and align themselves with the PC’s rival family, next they will attempt to kill the PC’s one-by-one.  Assuming the PC’s are getting along with the Il Ribelles, Alberto will keep his promise and come to New Milan.  He’ll be looking to establish a heroine supply route.  He’ll want proof that the PC’s have control of the distribution on their end.  He’ll demand that they take them around and introduce them to the drug dealers they are extorting.
