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Lucien followed the security guard to the men’s room. The slot machines and African animal replicas 
that filled the gambling floor were perfect cover for the slender middle aged man. The Safari Casino 
and Hotel was  probably the pride of Fremont St. when it was first built, but today nobody cared for the 
tacky décor and the owners obviously didn’t want to spend money to renovate it.

The security guard couldn’t hold the content of his bladder any longer, no thanks to Lucien who had slipped 
a fluid pill in the guard’s thermos prior to lunch. In a hurry to relieve himself, the guard placed his radio on 
the vanity and headed straight for the urinal. Lucien took advantage of this to swap the radio with a fake one 
provided by Olivia and slipped back on the gambling floor. “Winston, you’re up!”

“Bruce?” asked Winston into the radio. The man had this unique skill of being able to impersonate anyone he 
spent a few minutes with. Last night, he bought Bruce’s superior, Larry, a drink.

“Yes, I’m here. Over.” Bruce had what was probably the most boring job in the casino. All day long he stood by 
the door to the back offices, making sure only employees with the proper clearance entered.

“Bruce, I need you in shipping. Luis called in sick today and I, hmmm, need you to escort Garcia on his run,” 
said Winston with his best impression of Bruce’s boss.

“Whatever you say, boss but who’s gonna guard the door?” inquired Bruce.

Winston was getting nervous across the floor. That’s corporate America for you. Every mofo wants to second 
guess their boss. “Don’t worry about it, I’m sending someone to replace you now. This is for Mr. Banks. Get yo 
ass over here,” said Winston, still pretending to be the man’s boss.

Bruce began the long walk toward the shipping docks to the beat of a xylophone rendition of “Africa” by Toto.

Tommy, Linda and Olivia were close by, finishing a “family” meal in the food court. Being underage, Olivia 
would attract too much attention to the Crew on the casino floor, but she headed out as Lucien and Winston 
closed in. Her part in this had been done the previous day. She now took position at the south entrance to keep 
a lookout.

Linda and Tommy swiped the badge and entered through the door Bruce was guarding just a minute ago. What 
about the badge? Olivia managed to nick it off of Bruce the previous day and make a copy. At 12 years old, Olivia 
was already an accomplished con artist, thief and forger.

“Okay, we’ve got 2 mins before Bruce finds out he’s been duped,” said Tommy to the tall and elegant blonde. 

The Safari 
Job
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She was a minor celebrity in Las Vegas with her magic show. So as to not be recognized and attract attention, 
Winston and her assistants had laid on the heavy makeup and found the perfect hat and sunglasses. “Such a 
shame I’ll have to get rid of this hat,” thought Linda to herself.

***

Meanwhile, in the control room, it was just another day at work. The cameras in the back office hallway of casino 
manager Ulysses Banks showed impeccable carpeting and off-white walls adorned with wholesale art frames, 
but nothing else. They couldn’t see Linda and Tommy walking down the hallway.

***

Tommy knew a thing or two about surveillance and had managed to introduce a video loop into the feed. Security 
was completely oblivious to their presence as he demonstrated by staring right back at the wall-mounted camera 
and showing it his middle finger.

“Come on Tommy, stop acting like a child! We’ve got work to do,” said Linda before she pulled him away by 
his sleeve.

Ulysses Banks, the casino manager, had an office at the end of the hall. The Crew had received a tip from an 
informant about Banks receiving undisclosed jewelry in a black box from the hands of master jeweler Broner 
Eisenstein himself the day before. While the jewels most likely didn’t belong to Banks, he kept them in his 
personal safe in his office, a relic of the days where things were meant to last and weighed a ton. The casino had 
a safe, so why not use it?

A door to their left swung open. “Hey! You can’t be here, you’ll have to come with me,” said the balding 
accountant loaded with folders and a coffee mug in his clawed hand.

Linda extended her arm as if she was going 
to caress the man’s cheek. A snake peeked 
its head out of her sleeve, its tongue flicking 
the air inches from the man’s face. “Asp, very 
dangerous! You go first!” replied Linda.

The asp bit the man right in the face before 
he had time to react. A second later he was 
on the floor and his body was convulsing.

***

“What the...? I thought your sorry ass called 
in sick today,” asked Bruce.

“What are you talking about?” said Luis in 
his truck driver uniform.

That’s when it all clicked for Bruce. He 
turned around to look back at the post he 
had just left a minute ago and grabbed his 
radio. “This is Bruce, I need backup in the 
south administration hallway immediately!”
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Donnie Brasco: It’s a fugazi 
Lefty Ruggiero: A fugazi? 
Donnie Brasco: Yeah a fugazi...a fake. 
Lefty Ruggiero: I know what a fugazi is.
Donnie Brasco: Yeah well you go ahead and sell it if you wanna look like a dumski.
Lefty Ruggiero: Are you tellin’ me what I’m gonna do? Sit down there!

Donnie Brasco (1997)

What is this?

This is a preview of the full Las Vegas Mob setting and organized crime toolkit for the Savage Worlds 
roleplaying game by Just Insert Imagination entitled Wiseguys. In Wiseguys, you play a group of criminals 
working for the Mob and building an empire in 1990s Las Vegas.

Have you ever wanted to be part of secret society, a brotherhood of feared soldiers that is the envy of the 
Underworld? A typical day for you involves escaping the Law, who are becoming increasingly more effective 
with surveillance technology, with ambitious and zealous detectives. You perform daring heists, take over other 
gangs, extend your network, hunt down rats, take part in spectacular chases and drive-by shootings throughout 
the city, and you dig holes in the desert. Lots of them.

Wiseguys is the spiritual child of the movies Casino and Reservoir Dogs. It’s a world filled with colorful characters 
with big dreams and bigger egos. It’s a world where money flows and gangsters struggle to maintain their honor.

To give you a taste of Wiseguys this teaser includes a Mob Tale entitled “Fugazi”, along with sample characters 
and all the rules you need to run it.

Wiseguys 
Demo Kit
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Wiseguys explores the 
following themes and tropes. 
They are discussed in more 
depth in the full setting. This 
is just a teaser, murruda!

•	 Just a Gangster
•	 Redeeming Qualities
•	 Equal Opportunity Evil
•	 Pointless Conversations
•	 Murphy’s Law
•	 The Rule of Cool
•	 The Decline of Old 

Values vs The Reality of 
Modern Times

•	 The Old Vegas vs the 
New Vegas

•	 Nowhere Else to Go

La Cosa Nostra
A brief History of the Italian-
American Mob

Emerging from impoverished Italian immigrant neighborhoods and 
ghettos of the East Coast, the Italian-American Mafia shares roots 
with the Sicilian Mafia, the Camorra from Naples and the Black 
Hand, among others.

The Italian-American Mob flourished during the Prohibition. It wasn’t 
until Charles “Lucky” Luciano, a Sicilian immigrant and mobster, formed 
the Commission that bosses from the most powerful families would have 
equal say and vote on important matters and settle disputes. Prior to the 
Commission, the boss of all bosses (capo di tutti capi) was in charge. Luciano 
was also responsible for dividing up all the rackets into families all over the 
country, with the five most powerful being in New York and Chicago. They 
called this new crime syndicate La Cosa Nostra (This Thing of Ours). This 
structure is exclusive to La Cosa Nostra. The Sicilian Mafia never adopted 
this structure even when Lucky Luciano suggested they do. 

When the Prohibition was lifted in 1933, mobsters started to diversify 
their money-making criminal activities to illegal gambling, extortion, loan 
sharking, protection racket, drug trafficking, fencing and labor racketeering 
through the control of the labor unions. By the end of the 1950s, the crime 
families controlled the most powerful labor unions which allowed them to 
be granted profitable construction contracts. In New York City, for instance, 
nothing was being built without the approval of the Five Families (Bonanno, 
Lucchese, Genovese, Colombo and Gambino).

By the late 70s, La Cosa Nostra was involved in sports betting, and had 
solidified their hold on Atlantic City, NJ, and Las Vegas Nevada. It wasn’t 
unusual for wiseguys to own a restaurant, which they would use to smuggle 
illegal merchandise.  

Hierarchy

Each family follows the same structure. At the top you have the 
Boss, also known as the Don. In Wiseguys, the Game Master is also 
referred to as the Don. 

Then comes the Consigliere, the right-hand man. He advises the Don and 
handles some of the business for him. The Consigliere will often mediate 
disputes and represent the family in meetings with other families, rival 
criminal organizations and important business associates. 

Directly underneath him is the underboss, the second in command. He’s 
often the Don’s son, being groomed to take his place when he retires, but he 
can also be a promoted capo. He handles most of the daily affairs and rules 
the family if the Boss is unable to. He gets a cut of the Boss’ take.

Appointed by the boss is the caporegime or captain. Capos are in charge of 

Tropes and Themes
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Rites

I’ll never forget the day I got made. I had served the family for 10 years and I knew the books were open. They took me 
to a house in the suburbs. 

They lead me down to the basement; I could hear voices. There was very little light down there. I got nervous. I saw 
the boss holding a drink and smoking a cigar. I mean, I knew who the guy was but I’d never met him before that day. His 
consiglieri and underboss were there too, along with all the capos. They asked me if I was sure about being part of their 
secret, La Cosa Nostra. I said yes. 

So they asked me, “If your mother was on her deathbed and we needed you, would you answer the call?” 

“Yes. Yes I would.” 

“If your brother was a rat and we asked you to take care of him, would you do it?

”Yes I would.” 

I had killed before, otherwise I wouldn’t be there. But still. Come to think of it, I’m not sure why I didn’t hesitate. Then he 
asked me to present my trigger finger. The consigliere pricked the tip of it with a dagger and squeezed blood onto the picture 
of Saint Francis. He set the picture on fire and asked me to keep it in my hands while I made the oath to never talk about this 
thing of ours to anybody, to never betray my brothers or I’d be killed.

When the books are open (the family is accepting new members) a male associate of Italian descent vouched 
for by another mafioso gets made. He agrees to live by the code.

The Code

“Whoever appeals to the law against his fellow man is either a fool or a coward. Whoever cannot take 
care of himself without police protection is both. It is as cowardly to betray an offender to justice, even 
though his offenses be against yourself, as it is not to avenge an injury by violence. It is dastardly and 
contemptible in a wounded man to betray the name of his assailant, because if he recovers, he must 
naturally expect to take vengeance himself. A wounded man shall say to his assailant: If I live, I will kill 
you - If I die, you are forgiven.”  THE RISE AND FALL OF THE CLEVELAND MAFIA - Rick Porrello 
(1995)

10-20 soldiers divided by smaller crews, plus many more associates. In Wiseguys, a party of player characters is 
referred to as a Crew. The capo controls a racket, will coordinate murders and oversees the infiltration of union 
locals. If he gains enough power, he might get a shot at becoming the next Don. Despite his higher status, the 
captain gives a percentage of his earnings (including from his underlings) to the Don.

At the bottom of the hierarchy, but no less respected is the soldier. He is untouchable. That means permission 
from the Boss must be given before he is murdered. When the books are open, he can recommend an up-and-
coming associate to be made. The soldiers are the workers of the family and are usually the ones executing the 
most violent crimes like assault, extortion, murder and intimidation. The smart ones become good earners and 
can hope to climb up the ranks.

Finally, the associate. The associate isn’t a member of the family, but works for La Cosa Nostra nonetheless. 
Some may execute the same tasks as soldiers but aren’t made men, yet. Others act as errand boys. This can 
simply be because they aren’t males of Italian heritage or because they haven’t proven themselves yet. They 
give a percentage of their earnings to their soldier and aren’t privy to the Mob’s secrets, but they benefit from its 
protection, especially if they are good earners. 
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Omertà. This Italian word means “manhood”. 
Upon becoming a made-man of La Cosa Nostra through the sacred ceremony, new initiates agree to live by the 
following code. Breaking the rules invites other members to kill them. This oath, or “code of silence”, prohibits 
made-men from talking to the authorities.

1.	 Ethnicity. Membership is exclusively reserved to men of Italian descent. Associates, partners and allies can 
be of any ethnicity.

2.	 Family secrets. Members aren’t allowed to discuss family business with outsiders.
3.	 Blood for blood. If a wiseguy is murdered by a peer, retaliation is forbidden unless the boss gives permission.
4.	 No fighting among members. Fist, knife, gun fights. Doesn’t matter. 
5.	 Tribute. A member must give a portion of his earnings to the boss each month. Wiseguys call it Kicking Up.
6.	 Adultery. You simply don’t sleep with another man’s wife.
7.	 No facial hair. Members are not allowed to grow mustaches or beards.

Operations

In the Mob, money flows to the top. The Mob puts a tax on all criminal 
activity in their territory. That doesn’t even include extortion using 
labor union control such as the construction business, port authority, 
and the various fraud scams they have going on. Not to mention the 

money from the protection racket. Associates that are part of a crew get 
their cut of any gains but are otherwise expected to pay the tax. That tax 
is collected by mob enforcers (soldiers or associates). Those who refuse to 
pay up are roughed up at first and end up dead if they persist.

A percentage of a soldier’s income (criminal or legitimate) is handed over 
to his capo. Likewise, capos give a share of their profit to the Don. In 
the case of Las Vegas, a messenger flies back east every month to deliver 
a suitcase full of cash. The percentage of profit passed on varies from 
family to family, and even crew to crew, but is usually expected to be at 
least 20%.

So what happens to all this dirty money? It needs to be laundered. The 
I.R.S. (Internal Revenue Services) is ever watchful, so a smart gangster 
uses a legitimate front to filter the money gained through crimes. Here 
is how money laundering works: You set up a legitimate business and 
create a paper trail for transactions that never happened. Let’s pretend 
you have a catering business. Last month, the books show you catered 
for 5 weddings and made $12,000 off of those. In reality, your company 
only catered for one for $1,200. Now, $10,800 of your dirty money is as 
clean as an operating room. Those “fake” contracts were actually you 
putting money into that bank account but the paperwork you created 
says otherwise. Capice?
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Las Vegas
Birth of the Oasis

How the mob got involved

Skim

In the early 1930s, when Hoover Dam (originally known as Boulder Dam) 
was being built, Las Vegas experienced an economic boom. Workers in 
need of entertainment flocked to the city’s gambling dens and Showgirls 
were locally legalized in 1931.

Realizing the immense potential, mobsters Meyer Lansky, Bugsy Siegel and 
Lucky Luciano came to Las Vegas. In 1945, they built the Flamingo, the first 
ever gambling resort. The creation of many more casinos in the 50s followed, 
which led to a tourism boom in the area that carried through to the 1960s.

In 1969, the Nevada State legislature passed a law that made it easier for 
corporations to own casinos. This brought new investors to Las Vegas, 
among which was millionaire Howard Hughes. The man bought 17 resorts 
and forced the Mob out. This did not stop them, however.

Building all those luxury hotels and casinos cost a fortune. Develop-
ers needed investors. That’s when they turned to Labor Unions for 
loans. The thing here is that those unions were already controlled by 
the mob, and because the Nevada Gaming Commission prevented 

known criminals from acquiring licenses, the Labor Unions were happy to 
lend the money to legitimate investors in exchange for putting the Mob’s 
own people in key positions where they could protect their investments. In 
many cases, this was unknown to the casino owners until it was too late.

Skimming is the illegal practice of routing funds to outside personnel 
without official documentation in order to evade taxes. In Las Vegas, 
this operation is overseen by the Mafia. This can take many forms, 
from failing to fill out certain documents pertaining to a transaction, 

to overcharging for a transaction, or even making up receipts for transac-
tions that never took place. The most profitable skim is probably the rigging 
of scales used to count coins from the slot machines, allowing chips to be 
“lost” on their way to the counting room. 

Back in the 1970s, people came to Las Vegas with cash. This meant fewer 
paper trails. Bookkeepers, handicappers, professional gamblers, accountants, 
fraud artists and thieves were brought in to execute these scams, but also 
recruited to protect casinos against the same scams.

Along with the crooks came made men from the Chicago, Cleveland, 
Milwaukee and Kansas City families to oversee the skim. Millions of dollars 
were skimmed from the casinos every year. Due to an agreement made back 
when gambling was legalized in Atlantic City which gave the New York 

In the real world, 
homosexuality was also 
frowned upon in the Mafia. 
Same for drug trafficking. It 
was just bad for business. 
Feel free to ignore this in 
your campaign.

Dominick Napolitano, aka 
“Sonny”, was a capo for the 
Bonanno family in the 1970s. 
When F.B.I. agents came to 
inform him that his good 
friend Donnie Brasco was 
in fact an undercover F.B.I. 
agent named Joseph Pistone, 
he couldn’t believe it. They 
wanted him to turn. Sonny 
Black thought they were 
playing him.

On August 17, 1982, he was 
“sent for” to the basement 
of an associate’s home in 
Brooklyn. On his way down 
he stopped to pay a visit to 
his favorite bartender at the 
Motion Lounge below his 
apartment. He gave him his 
wallet, jewelry, watch and 
keys to his apartment. He 
told him he didn’t think he 
was coming back from that 
one.

As he was being lead down 
to the basement, his escort 
pushed him down the stairs 
and two men opened fire on 
him with their .38s. The first 
shot misfired, so Sonny Black 
told them, “Hit me one more 
time and make it good”.

A year later his body was 
found on Staten Island. His 
hands had been severed from 
his body, a warning to other 
mobsters to never shake 
hands with law enforcement.

Sonny Black
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F.B.I.

RICO Act

Las Vegas 1971

In October 1970, the U.S. Congress passed the RICO Act. This law gave 
more power to law enforcement to threaten the Mob. That’s when its 
influence over Las Vegas began to diminish. Despite the events of the 
Kefauver Committee in 1951 that revealed the existence of La Cosa 

Nostra, it took a while for the FBI to acknowledge the existence of this clan-
destine organization. 

Under the Top Hoodlum Program initiated in 1953 by the FBI, agents began 
to collect information on mobsters. The FBI used electronic surveillance 
(sometimes illegally) to learn everything it could about La Cosa Nostra. In 
1963, Joe Valachi became the first mafioso to shed light on the inner workings 
of the organization. Recruited by FBI special agents, and testifying before 
the U.S. Senate Committee, Valachi exposed the name, structure, members, 
and rituals of this secret organization.

It took over a decade for prosecutors to take full of advantage of this law. 
Rudolph Giuliani, then United States attorney for the Southern District of 
New York, led the charge against the Five Families in the 1980s with the 
invaluable help of Joe Pistone, an undercover F.B.I. agent otherwise known 
as Donnie Brasco. This marked the decline of La Cosa Nostra.

The Racketeer Influenced and Corrupt Organizations Act introduced 
in October 1970 became an effective tool in prosecuting members 
of La Cosa Nostra. Previously, only criminals caught committing 
a crime could be charged. In the case of organized crime, the one 

giving the orders was nearly untouchable. Under RICO, it became possible 
to not only charge a suspect for criminal acts performed as part of a crim-
inal organization for extended periods of time, but to force the criminal to 
forfeit all properties acquired while violating the RICO Act. With no money 
to pay for their defense, criminals were faced with testifying against other 
members of the brotherhood in exchange for a plea bargain, lighter sen-
tences and admission into the newly created Witness Protection Program.
The Code of Silence, also known as Omertà, was no longer sacred.

Where there’s money, people follow. Criminals, politicians, 
entertainers, tourists. They all come together in the middle of 
the desert to steal, cheat or win. Most of the time they’re all 
the same. Bright marquees and music lure you inside casinos 

that become mazes you can’t get out of without relieving your wallet of a 
few bills. Everybody is either a wolf or a sheep.

•	 Associate: someone who 
works with – and for – 
wiseguys but hasn’t been 
sworn in yet

•	 Babbo: idiot, useless 
underling

•	 Burn: to murder
•	 Cafone: an 

embarrassment to himself 
or others; gavone (slang 
pronunciation)

•	 Contract: a murder 
assignment

•	 Crew: a group of soldiers 
taking orders

•	 Cugine: a young tough 
guy looking to be made

•	 Cumare: a gangster’s 
mistress

•	 Do a piece of work: to 
murder

•	 Earner: someone whose 
expertise is making 
money for the Family

•	 Empty suit: someone 
with nothing to offer the 
Family but insists on 
hanging around

•	 Get a place ready: to 
find a burial site

•	 Hitting the mattresses: 
going to war with a rival

•	 Omertà: the code of 
silence, violation is 
punishable by death

•	 Piece: a gun
•	 Rat: a member who 

violates Omertà
•	 Skim: tax-free gambling 

profits
•	 Vouch for: to personally 

guarantee with your life 
the reputation of someone 
dealing with the Family

•	 Kicking up: giving your 
share of the profits to 
your superior

•	 Going on record: 
declaring your earnings

•	 To make your bone: 
commit murder in order 
to made

Mobspeakfamilies control, the midwest families were given exclusive rights to Las 
Vegas. 
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•	 Being made: being 
sworn in as a member of 
La Cosa Nostra

•	 Swag: stolen goods
•	 Get straightened out: 

become a made man
•	 The books are open: the 

Mafia is recruiting

Despite the FBI, local police and the Nevada Gaming Commission cracking 
down on organized crime in Las Vegas in an effort to turn the city into a 
family friendly resort destination, wiseguys from the Chicago, Milwaukee, 
Cleveland and Kansas City outfits continue to operate. Laws keep casino 
owners out of the counting rooms, and in some cases out of town, while the 
managers rob them blind. Mafia Dons don’t come to Las Vegas, preferring 
to stay home while soldiers and capos rule the city, employing locals as 
associates. Enterprising and smart wiseguys, or criminals of all sorts, can 
make a name for themselves here. The weak or stupid end up in prison if 
they’re lucky, or buried in the desert if they aren’t.

Today, or the Las Vegas that could 
have been

This is when historical accuracies end and you step into a 
romanticized and alternate Las Vegas of the 1990s. In this alternate 
reality, Frank Rosenthal and Tony “The Ant” Spilotro were never 
thrown out of Las Vegas. While the F.B.I., local cops, and the 

Nevada Gaming Commission are still dealing blows to Mob operations in 
the city, gangsters are still here operating in the shadows. Mob bosses are 
still back east, leaving their capos and soldiers to handle things as long as 
the money keeps coming back, but they are behind bars. 

The Commission has gone silent. The accord that kept the Five Families 
of New York city out of Las Vegas has been broken. Families from all over 
the country are sending crews to oversee the skims of this burgeoning 
gambling El Dorado. Greedy mobsters supplement their income with street 
level crimes like burglary, loansharking, protection rackets, and hijacking. 
Small street gangs either work for the mob or are eliminated. The Metro 
(local police) and F.B.I. are overwhelmed despite doubling their efforts to 
rid the city of crime. 

Behind this veneer of excess and luxury, behind the legitimate establishments 
at the corner of the street, awaits La Cosa Nostra, always scheming and 
crawling its way back to the top. Meanwhile, back in Europe, the Iron 
Curtain has fallen and Russian mobsters are moving in, looking to fill a 
void with brokering and money laundering services. The Asian gangs have 
taken over drug and human trafficking. Countless smaller gangs dot the 
streets, most of them under the control of the Italian Mob or other organized 
crime.

The city is timeless. All the best and most iconic eras now seem to coexist. 
Fashion has adopted the long coats and wide shouldered trend of the 1930s, 
long skirts and suits of the 1950s, the most frivolous trends from the 1970s, 
and created this anachronistic and unique fashion. Crooners are back, so 
are cabaret singers and disco divas. People come to experience this in the 
shows and night clubs of Las Vegas.
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• Buon Appetito!

• Abandoned Construction Site

Points of Interest

Located in the Italian Quarter, this family business serves 
good food and doubles as both a money laundering front 
and a gathering place for wiseguys. At dusk, the owners 
sit outside to greet customers. Money changes hands, 
deals are made and news is shared under the cover of 
this charming “mom and pop” Italian restaurant.

The establishment has a coffee bar, half a dozen tables, 
mirrors on the walls and a small terrace. Buon Appetito 
is open for dinner from 5 to midnight but the kitchen 
closes at 10.

Someone invested tons of money in the construction 
of this brand new casino and hotel, but either ran out 
of money halfway or ran into problems with the labor 
unions. Nobody is sure why. What you’re left with is 
this concrete skeleton sticking out like a sore thumb 
on the Strip. Transients call it Hotel Bones; junkies and 
hobos call it home. When gangsters ain’t got the gas or 
ride to make it to the desert, they come here to waste 
suckers. 

Rumors & Story Seeds
•	 The owner has received an anonymous tip that an undercover cop frequents the restaurant.
•	 Heroin is being smuggled into this restaurant concealed in cheese packages.
•	 The owner is an old school and respected capo, but one of his soldiers is planning a coup.

Rumors & Story Seeds
•	 A fight club is rumored to meet one night a month 

and big money is on the line.
•	 Have you heard the story of Bobby Zarcone, the 

mobster who fell in a fresh ready-mix concrete floor 
with a suitcase full of money?

•	 There’s a new player in town and apparently she’s 
closing on a big deal tonight.
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• Car-a-Doodle-Doo

All this dust is bad for your sweet ride. When you need to give your baby a wash, stop by the Car-a-Doodle-Doo 
car wash in North Las Vegas. Chad Ortega and his bikini-clad girls will give your wheels a good rub in no time. 
The automatic car wash in the back of the lot broke down years ago and Chad has no money to fix it. There’s a 
small convenience store in the front with no air conditioning and flies always buzzing around.

Rumors & Story Seeds
•	 Chad runs guns from this car wash. How do these girls hide guns in their tiny bikinis?
•	 Those girls aren’t bimbos at all. They are trained assassins. See the Bell Bottom Brigade.
•	 Chad has been giving money to everybody in the neighborhood. That money sure ain’t profit from the car 

wash. Who’s behind this?

• Bell Bottom Brigade

Organizations

La Cosa Nostra isn’t the only player in Las Vegas. As a matter of fact, competition is fierce and, as a result, the 
demand for people that can eliminate said competition is at a premium. On the rise in this elite market is the 
Bell Bottom Brigade, a group of deadly female assassins with soul. That’s right. Their wardrobe is filled with 
platform shoes, bell bottom pants and low cut, large collar blouses. That’s when they aren’t back at the car wash 
in their bikinis. These ladies aren’t averse to beguile their victims first if they feel it may give them an advantage, 
nor do they feel that the element of surprise is absolutely necessary to complete the job. The Bell Bottom Brigade 
comes at you with style and an attitude to match.
Rumors & Story Seeds
•	 They received their training in a monastery up in the Himalayas.
•	 They all use a codename and don’t know one another’s real names.
•	 One of them is the illegitimate child of the Colossus Casino and Resort owner and she waits for her chance 

to get her piece of the fortune.
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• Nevada Gaming Commission

• The Jacks

• Lady Eglantine

People of Note

This governmental agency regulates the casinos throughout the state. They run the administration, perform 
audits, grant licenses, and enforce their own regulations. Between the “lobbying” from big corporations that 
now own the Strip, and the mob, the five elected officials in charge are well taken care of. After all, they are the 
true power in Las Vegas. And make no mistake, some of them are more dangerous and corrupt than the boss of a 
mob family. When one side puts more pressure on them than the other in the form of “incentives” they’re called 
on to mediate these issues. All this needs to be handled with the utmost discretion lest they be exposed and lose 
their position - or even worse, their life.  

Parking valets and hotel bellhops are two of the most sought after jobs in Las Vegas. The wages are nothing 
special, but the tips, oh my, the tips! High rollers and celebrities pay good money to get the best experience 
money can offer. Parking valets and bellhops from around the city have banded together under the vision of 
one mysterious leader to establish a profitable network. Their calling card is a Jack of Diamonds on which a 
phone number is written. Hence the name, “The Jacks”. They provide the rich and famous with any service they 
require, illicit or legit. They also know what’s in their car and hotel room, who they’re seeing, everything. And 
they sell that information too.

This creole lady in her mid-forties operates a beauty parlor in North Vegas. You can always tell when she’s 
around by the scent of the little grape flavored cigars she smokes. Her shop is a front for her drug trafficking 
and prostitution operation. She’s gained a reputation as a fearsome and resourceful crime lord. Some say she 
knows ancient magic and can curse people. I’m not so sure about that, but I’ve heard stories, ya know? Like that 
time a john beat up one of her girls and he disappeared shortly thereafter. His wife swore a black alley cat kept 
her up at night for years after that until she finally passed away. Now, I’m not so sure the john was turned into 
a black cat, but I know there are enough superstitious people in North Vegas that nobody wants to risk finding 
out. Meanwhile, nothing goes down on her turf without her knowing. Bring an armory if you want to mess with 
her and her people. 

Rumors & Story Seeds
•	 The body of a private detective who was allegedly taking pictures of a board member was discovered half 

eaten by coyotes. Who did this? And where are the pictures?
•	 A board member needs the Crew to shut a witness up.
•	 The crew is asked to deal with a zealous and incompetent casino pit-boss, who happens to be the niece of a 

board member. 

Rumors & Story Seeds
•	 The Cadillac belonging to a wiseguy has been stolen under the care of the Jacks.
•	 A car blew up with a Jack in it. Surely he wasn’t the target.
•	 A Jack has been secretly meeting with a Metro detective in Summerlin every Sunday morning. What is that 

all about?

Rumors & Story Seeds
•	 Lady Eglantine has started buying all those churches around Las Vegas.
•	 Street thugs from North Vegas are showing up at casinos with lots of cash.
•	 Wives of Russian mobsters are getting their hair done at her beauty salon quite often these days. Something 

is up.
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• Johnny Banjo

• Doctor Vorsky

Have you heard of Johnny Banjo? They say he lives off the grid in a 
trailer in the freaking desert. He doesn’t like people and rarely goes out. 
People who claim to have seen him say he likes to shop at the hardware 
store or at a pool care product store. If you’ve ever seen him, you know 
he is no cabana boy. He wears wife beaters, and a baseball cap rests atop 
his wild and greasy head of hair. I once talked to a cashier who said he 
had a weird southern accent, perhaps Cajun, and always pays cash.

This once celebrated surgeon lost his license to practice medicine 
following an addiction problem. The mob was quick to scoop him up 
and give him a new purpose in life. He is now one of Loony John’s most 
prized assets. Mobsters have the bad habit of getting themselves shot 
and a trip to the hospital is usually out of the question. They ask too 
many questions there. So Doctor Vorsky is on call day and night. He still 
hasn’t kicked the habit, in fact, it’s gotten worse because of the guilt and 
all the horrors he has witnessed. 

Rumors & Story Seeds
•	 At night, you can hear him play the banjo and sing.
•	 For the right price, he’ll make a bomb out of anything, and not even 

a trained dog will be able to detect it.
•	 Johnny Banjo has been spotted staking out Loony John. What is he 

up to?

Rumors & Story Seeds
•	 Doctor Vorsky needs an escort to respond to a domestic incident 

involving a wiseguy and his wife.
•	 Some essential medical supplies (or much needed organs) are hard 

to purchase through legal channels. Good thing there’s this truck full 
of them in transit not far from here.

•	 Doctor Vorsky has been honing his skills as a plastic surgeon. A 
botched customer is out for revenge.
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• Baseball Bat Justice

• Heat

The Improvised Weapon penalties do not apply in Wiseguys. Such weapons 
will break on a 1 on the attack die (regardless of the Wild Die) however. 

Setting Rules
From Savage Worlds: Critical Failures and Joker’s Wild illustrate how luck 
can turn on you so easily in the gambling city of Las Vegas.

In Wiseguys, the Wanted 
(Major) Hindrance is 
treated a bit differently. 
This Hindrance becomes 
a status that affects every 
member of the Crew. When 
the status is imposed on 
the Crew, an arrest warrant 
is issued against them 
and representatives of the 
Law are on their way to 
apprehend them. If the 
suspects don’t find a place 
to hide or can’t call upon 
some Connections, they will 
spend the night in jail until 
someone can post bail or they 
are acquitted of their crimes.

It is imperative for the Game 
Master to reveal to the party 
how urgent the situation 
is. This isn’t a case where 
the Wanted Hindrance gets 
in to play when the Game 
Master feels it’s dramatically 
appropriate. This happens 
NOW!

Death isn’t the only threat criminals face. Life behind bars can put an end 
to a career just as well.

Heat is a tracker similar to Fatigue or Wounds but instead of affecting only 
one player character at a time, it affects the whole Crew. When you perform 
overt criminal activities that involve innocent bystanders either directly or 
indirectly, you risk attracting the unwanted attention of the law. There are 
2 Heat levels before you become Wanted. The party then gains the Wanted 
(Major) Hindrance.

•	 1 Heat: Investigated (A wiseguy with the Usual Suspect Hindrance 
becomes Hassled). You’ve caught the law’s attention. They have 
nothing on you yet, but they’ve now started to collect information. That 
guy sitting across from you at the restaurant reading the newspaper is 
actually a cop or fed reporting everything you do to his superior. You 
notice the same car has been parked around the corner since last night. 
Word on the street is that suits are very interested in who you are and 
what you’re up to. Until you can get rid of that Heat, you suffer –1 to 
Streetwise checks when trying to get a hold of a Connection or Contact. 
All Security Levels are now treated as 1 level higher as well. 

•	 2 Heat: Hassled. I don’t know what the hell it is you thought you were 
doing, but you have to answer some tough questions now, cafone! First 
off, all security levels are increased by 2 for as long as you’re Hassled. 
Second, you suffer –2 to Streetwise checks when you try to get in touch 
with your Connections or Contacts. Now here comes the fun part: The 
cops have a few questions for you and if you don’t give them the right 
answers, things are about to get real bad. Make a Persuasion check at 
–2, –4 if any crewmember has the Big Mouth Hindrance. If successful, 
they leave you alone for now but are coming back in a few days once 
they’ve double checked what you told them, like your alibi. On a raise, 
you become Investigated. On a failure, you’ve somehow incriminated 
yourself and the rest of the Crew. You are now Wanted. Keep your 
mouth shut or get an attorney next time, chump.

Just like with Wounds, it’s possible to “soak” or “heal” Wanted Levels. This 
operation is called Cleaning. The origin of the offense determines the trait 
used to Clean the Heat. The complete Cleaning rules are included in the 
full setting.
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• Security levels

• Organized Crime

• Snake Eyes

With so much crime in Las Vegas, Metro (local law enforcement) is spread 
thin. The more money in one location, the higher the security is. The ghettos 
receive very little support from the cops, while a casino or government 
building is protected by the best you can afford and precincts are quicker 
to respond to calls. 

To represent this mechanically, each neighborhood, building, or even room 
is assigned a Security Level from 1 to 5, with 1 being the lowest level, and 5 
being the highest. This level is subtracted from every Trait roll to break the 
law in this area. The corresponding Security Level is also a good way for the 
Don to determine how many Heat Levels (see previous) should be imposed 
for a crime committed there.

1.	 Poor neighborhoods with a high crime rate. Residents and business 
owners can’t afford good security. The police rarely patrol the area and 
are slow to respond to calls.

2.	 Middle income areas. The police regularly patrol the area and answer 
calls in a timely manner.

3.	 High income neighborhoods, gated communities with neighborhood 
watches, and centers of commerce. Small casinos and municipal 
buildings.

4.	 Government buildings, airports, banks and mid-range casinos.
5.	 High-value government buildings, military zones and top level security 

casinos.

In one way or another, characters in Wiseguys are part of organized crime. 
They might be low-level initiates or associates working directly under a full-
fledged member or wiseguy, but they are all considered part of organized 
crime for the purpose of this setting rule. 

Indeed, every gangster begins play with the Connections (La Cosa Nostra) 
edge, and Vow (Major – to serve La Cosa Nostra) hindrance. For more 
information on what those obligations entail, see The Code. Because 
gangsters must kick up their earnings, bribe people, support contacts, pay 
some bills, etc. all of their savings are cut in half.

When a character spends a Benny to reroll a trait test and it results in a 
Critical Failure, they must keep it. Tough luck, pal! This is what happens 
when you try to push your luck.

In 1971, Tony “the Ant” 
Spilotro arrived in Las Vegas 
to oversee the Chicago Outfit 
casino skim operation.  
Before too long, he had taken 
control of the Las Vegas 
underworld, shaking down 
criminals for a street tax. 
Those who refused to pay 
were brutally murdered. 
But that wasn’t enough for 
Spilotro.

Spilotro put together a crew 
of burglars that would later 
be known as the Hole in 
the Wall Gang. Back in the 
70s, alarm systems weren’t 
what they are today, so 
the gang decided to punch 
holes through the walls 
and rooftops to gain access 
without triggering any 
alarms.

The Hole in the 
Wall Gang
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Fugazi

A Mob Tale for Wiseguys

The gangsters are associates and made men working for Capo Giancarlo “Loony John” Moretti. With his boss 
behind bars, Moretti intends to earn enough in Las Vegas to gain the respect of the family back in New York and 
become the new boss. This man’s greatest weapon is fear and he uses it with surgical precision. He deals with 
Tommy Blue exclusively. If an associate addresses him directly, he’ll pretend he didn’t hear it. If you run this 
scenario for characters other than the ones provided in this document and none of the crew are wiseguys, make 
Loony John a soldier instead.

To play this misadventure, we’ve included sample characters at the back of the book. The full setting includes 
complete character creation rules. Each of the character dossiers contain the description of the new Edges and 
Hindrances, and suggestions for Interludes scenes.

Read this text aloud or paraphrase.

Last week, your Crew received a tip from Chico, a Mexican-
American playboy and leader of the street gang “the Latin Clubs”. 
The man has a head so big no hat can sit on it. This ain’t no figure 
of speech neither: he literally has a giant head. This distinctive 
feature has earned him the nickname “Gazebo” on the streets. Few 
dare to call him that to his face, though. 

Chico Gomez enjoys a lifestyle he can’t afford: that of the V.I.P.s, 
gamblers and celebrities. Chico also has a sister named Abril, a 
cocktail waitress at the Safari Casino on Fremont Street. A couple 
days ago Abril witnessed the reputable jeweler Broner Eisenstein 
delivering a secure box to Ulysses Banks, the casino manager. 
While the casino has its own vault, Mr. Banks prefers to keep 
certain things closer to him. For that reason, the old schmuck got 
an old heavy personal vault moved into his office. 

Abril is the last person you’d want to tell a secret to. The girl’s got a 
tongue as loose as a drunk fool on a dance floor. So it’s no surprise 
she was quick to tell her brother Chico about the whole thing. The 
fat headed thug doesn’t have the chops to pull off this kind of heist, 
so what does he do? He sells that information to you for $2000.
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Scenes Overview

The Safari Casino

We’ve provided you with a premise, character backgrounds and motivations, and a suggested list of scenes. 
Make yourself familiar with the plot and characters, and don’t be afraid to go off the rails if you have to.  

Security Level 4

Located on Fremont St., the Safari Casino 
is a relic of the old days. Fake plants and 
vegetation have been placed around the casino 
to make it look like a savanna in some places 
and jungle in others. Lifelike wax statues of 
African wildlife punctuate this tacky décor. 
Nevertheless, the casino is cramped with slot 
machines and gamblers pulling the levers 
as if in a trance. Waitresses past their prime 
expertly serve discount drinks to amateur but 
ambitious customers. 

Don’t be fooled by all this tackiness, the eye in 
the sky is ever watchful, Metro is only 2 mins 
away, and the power behind the throne, rival 
capo Manny Sambino, doesn’t like hands in 
his pockets other than his own.

Ulysses Banks’ office is located at the end of 
long hallway filled with doors on each side 
that can be accessed through a locked and 
guarded door on the gambling floor. The 
guard has been instructed to keep out anyone 
who isn’t part of the staff. He is in possession 
of the badge needed to unlock the door as well.

1.	 Heist. The Crew performs a heist to loot the content of Ulysses Banks’s vault.
2.	 Fencing the Loot. Prompted by Loony John, the Crew meets with Tobi “Greaser” Marianescu, a local pawn 

shop owner, or their own contact, to appraise the value of the diamonds. They learn they are fakes.
3.	 Hitting the streets. The fooled burglars ask around to find Chico and more information about what happened.
4.	 Interlude. This optional scene takes place during the investigation.
5.	 Drive-by Shooting. On their way to question suspects, the Crew are the victim of a drive-by shooting.
6.	 Curtain Fall. The Crew finds Chico gambling at a restaurant or Ashton outside of town, or both.

How to run this Mob Tale

This misadventure begins in Scene One after a bit more background info. So go take a leak and get some popcorn 
or something, the show is about to start.

What Abril, Chico and the Crew don’t know is that Abril’s boyfriend, Ashton Crowe – leader of the biker gang 
called the Outlawz - stole the diamonds the day before, replaced them with fake ones, and then rode off to 
Moapa Valley with his soldiers to let the dust settle. What nobody knows is that those diamonds were meant to 
be used to make the most beautiful necklace for capo Manny Sambino’s cumare, Gretchen Zidette.



24

Scene One: The Heist

This scene begins with the Crew 
standing outside the Safari Casino, 
as they are about to enter and steal 
the jewelry box from Ulysses Banks’ 

safe.

Deal the cards according to the Heist Rules 
(below) and play to see what happens. 

If the Crew get their hands on the box they 
discover it contains 5 diamonds, each the 
size of a poker chip!

1.	 Instead of a –2 every round, the Security Level of the location determines the penalty. 
2.	 A card is drawn for each of the 5 rounds at the beginning of the Heist, not at the beginning of each round. The 

Don can play the five cards in any order they choose, rather than just the order they are drawn in. Every time 
the Crew fails a challenge, a Heat Level is added to their Heat Tracker and the challenge must be attempted 
again. Consult the Heist Challenge Table for potential obstacles the Crew might face. 

3.	 Complications can be paired with another challenge, adding a further –2 penalty, or played as a separate 
encounter.

4.	 Cooperative rolls are allowed, but once a character has taken the lead, they can’t do so again until every other 
player character has completed a challenge.

Heists

Heist Highlights

Rusty: You’d need at least a dozen 
guys doing a combination of cons.
Danny: Like what, do you think?
Rusty: Off the top of my head, I’d 
say you’re looking at a Boesky, a Jim 
Brown, a Miss Daisy, two Jethros 
and a Leon Spinks, not to mention 
the biggest Ella Fitzgerald ever.

Ocean’s Eleven (2001)

A heist is an operation in which a valuable 
item or person is extracted from a secure 
location. A Heist works like a Dramatic Task 
but with the following modifications.



25

Barriers: Most secure locations have structural or landscape features meant to keep intruders out. These barriers 
can take the form of a moat, fence, wall, door, trap or even a lock. It isn’t uncommon for the location to be hard to 
access, or for the interior layout to have been purposefully designed to mislead potential intruders. Some places 
are separated from the mainland by water or only accessible from the air.

The crew can use Repair to forge a badge or make a duplicate key, or use Lockpicking on the lock. Climbing is 
the right skill to scale a wall or avoid concertina wire. Investigation or Streetwise can nab you the blueprints of 
the maze. Knowledge (Explosives) is the skill of choice to blow through a wall. If the location is hard to access, 
Boating, Driving, or Piloting gets you in.

Complications: These events are meant to add randomness and unexpected twists to the Heist. Contrary to the 
other challenges, complications represent twists the Crew couldn’t possibly account for ahead of time. No matter 
how professional and well prepared you are, things rarely turn out the way you planned them in Wiseguys.

The Don doesn’t have to follow the order that the cards were drawn, and can play the complications when it’s 
the most appropriate. The following list of complications are suggestions and are by no means exhaustive. By 
following the narrative, the Don can come up with a much more engaging and interesting complication. These 
events can lead to mini scenes within the Heist. If played as a separate encounter instead of an additional penalty 
to another challenge, failing to overcome the complication by the end of the round automatically gives the Crew 
the Wanted status, regardless of how many Heat levels they had previously accumulated.

Dons can also use a Complication card to make another challenge more difficult. The Trait Roll to complete that 
task incurs a further –2 penalty. In this instance, again, failing a complication automatically causes the Crew to 
suffer the effects of the Wanted Hindrance. 

Finally, in case all drawn cards are Clubs, or if the Don feels a particular challenge fits the narrative better, he can 
substitute the Clubs (Complications) for any other type of challenge: Barriers, Guards, or Subterfuge.

Heist Challenge Table

Suit Theme Suggested Trappings and Skills /Notes

Clubs Complications See card value for suggestions

Diamonds Barriers Climbing, Swimming, Boating, Driving, Piloting, 
Repair, Lockpicking, Knowledge (Explosives). 

Hearts Guards Fighting, Shooting, Throwing, Persuasion, Taunt, 
Intimidate, Perform, Streetwise.

Spades Subterfuge Stealth, Investigation, Knowledge (Computer, 
Surveillance), Notice, Repair.
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Keep in mind that drawing cards at random is a way for Dons to generate a Heist on the fly. If the Don wants 
a hacienda with Guards, Subterfuge and a Barrier with two Complications, it is acceptable to choose those 
challenges prior to the Heist as long as the Crew are aware of them (except for Complications).  

2 It’s a trap! The owner knew you were coming, or a friend betrayed you.

3 A combination, passcode, or lock was recently changed.

4 Surveillance has locked in on the team.

5 Unexpected bystanders (cleaning crew, employees working late) discover the Crew.

6 Another team is attempting the same heist.

7 Unexpected Security. The security personnel that was supposed to be in place was 
swapped with new personnel at the last minute, or they are operating with a new pattern 
or protocol, or maybe they have guard dogs.

8 The cover identity used to infiltrate the location comes under scrutiny. Someone 
questions a disguise or fake I.D., a cover is blown, or a bystander recognizes one of the 
team members.

9 Gear malfunction

10 Upgraded alarm system (decoys, custom systems).

Jack Unexpected injury or illness (A member of the Crew or an ally is hit by stray bullets, has 
an asthma attack or a heart attack)

Queen A fire breaks out.

King Recent construction has changed the layout or rendered some features (such as elevators 
or stairwells) inoperable or inaccessible.

Ace Cops, FBI or gangsters show up for unrelated reasons, or were called in by the target of 
the heist on suspicion of foul play, a hunch or a failed hush money delivery.

Joker Draw 2 cards. Both complications occur at the same time. If another Joker is drawn, think 
of something truly evil or discard it and draw another card.
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Guards: Some of them are conditioned or trained to shoot first and ask questions later. Others are trained to 
deal with the public and serve as a screen. Examples include private security guards, guard dogs, receptionists, 
mercenaries, or an angry lady with a rolling pin.

Persuasion with a good cover story or disguise can convince the guards to let you through. Stealth can be used to 
sneak up to a guard and knock him out. With Shooting, you can take the guard down or administer a sedative. 
If a guard dog stands in your way, Survival can be used to lure it away or feed it a treat laced with a sedative. 
A knock out grenade lands in just the right spot with Throwing. Using Knowledge (Medicine), you give each of 
the guards a baked treat with a powerful laxative a few hours beforehand. Because of Knowledge (Security) you 
know the protocol and the exact time the next shift comes in, leaving a gap in the coverage.

Subterfuge: Most security measures are the type which can’t easily be seen. In most cases, they aren’t designed 
to restrict access but to sound an alarm instead. To get to the prize you must first avoid motion sensors, sneak 
past camera surveillance, reassure an unarmed staff member, or evade the latest electronic security measures.

Persuasion is used for fast talking yourself out of a situation. Avoiding cameras can be done with Stealth or 
Notice, depending on the situation. Failing a subterfuge challenge incurs twice the number of Heat levels. This 
is called triggering the alarm.

Challenges

The Challenge categories are meant to provide inspiration to the 
group. The players and Don can work together to determine the 
exact nature of each challenge.

Example: The Don draws a 6 of Diamonds as the second card. This is 
a barrier. The group decides they’ve run into a locked door. Carmen, 
playing the street thief, accepts the challenge and makes a Lockpicking 
roll while the rest of the Crew keep a lookout.

The group decides who wants to tackle each challenge. 
Cooperative rolls are permitted. Once a gangster has taken 
the lead on a challenge, they can’t take on another one until 
every Wild Card has taken a turn at the lead position. Once 
the appropriate roll has been made, the Don and players work 
together to narrate the results. 

The use of flashback scenes to explain how the gangster had 
prepared for the situation in the past is encouraged. 

Example: The robber had acquired the I.D. from a forger (Streetwise) 
or by palming it off a guard when he was vulnerable (Stealth). The 
infiltrator had wire cutters to make it past the fence (Repair). A wiretap 
was installed inside the building the day before (Repair, Knowledge 
Computers, or Knowledge Electronics). 

Especially clever flashback scenes should be rewarded with a 
Benny.
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Skill Test Results
•	 Critical Failure: Must try again and it causes 2 Heat Levels
•	 Failure: Must try again and it causes 1 Heat Level
•	 Success (but Trait die is a 1): Success but causes 1 Heat Level
•	 Success: Success and No Heat Levels
•	 Raise: Success, No Heat and the Crew gains +2 to their check next round.

If at any point the Wanted condition is reached, any hope of leaving the facility without resistance is lost. Security 
storms in. The intruders will have to surrender or fight their way out against overwhelming odds. Security gets 
The Drop on them at the most inopportune time.

The Vault: The Fifth Card

The Getaway

If the intruders made it this far without gaining the Wanted Hindrance, the action moves on to the vault. 
Diamonds (Barriers) means the team might need to breach the door to the vault, a combination must be obtained 
in order to open the door to the vault, or its secret location needs to be revealed by someone. Hearts (Guards) 
might indicate a security team, hitman, or another formidable foe awaits the team. Spades (Subterfuge) could 
mean that a final gauntlet of motion sensors and laser beams needs to be defeated before the door to the vault is 
opened and its content stolen. Just as with the rest of the Heist, the Don can substitute the Clubs (Complications) 
for any other type of challenge (Barriers, Guards, or Subterfuge), a combat scene, or whatever exciting climax he 
can think of.

When the Crew has defeated every security measure, they have taken the contents of the Vault and can make their 
escape. Unless they’ve gained the Wanted Hindrance, they can do so without having to face to any resistance. If 
they are Wanted, they can expect the place to be surrounded. The escape can be resolved any number of ways, 
depending on the opposition and the tactic used by the Crew. In most cases, a combat encounter, Chase or Social 
Conflict (negotiation) are the most appropriate responses.

Saul: I have a question, say we get into the cage, and through the security doors there and 
down the elevator we can’t move, and past the guards with the guns, and into the vault we 
can’t open...
Rusty: Without being seen by the cameras.
Danny: Oh yeah, sorry, I forgot to mention that.
Saul: Yeah well, say we do all that... uh... we’re just supposed to walk out of there with 
$150,000,000 in cash on us, without getting stopped?
[pause as everyone turns to look at Danny]
Danny: [unconfidently and unenthusiastically] Yeah.
Saul: [nervously] Oh. Okay.

Ocean’s Eleven (2001)
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Scene Two: 
Fencing the Loot

Using one of their Contacts (Lucien knows Tibo Marianescu), 
Connections (Mob), or the original seller (Broner Eisenstein), 
the Crew finds a potential buyer, appraiser or fence for the di-
amonds. This character might be a jeweler, pawnshop owner 

or anyone with enough money to buy diamonds valued at 5 million dol-
lars. In any case, an expert is on the scene to appraise the diamonds. It is 
during this scene that the Crew learns the diamonds are fake. Someone 
played them. Could it be Chico?

If they decide to ask Broner Eisenstein about the diamonds, he won’t be 
much help. Though Mr. Eisenstein was the jeweler who delivered the box 
to Ulysses Banks, he knows nothing of the fake diamonds. He delivered 
the merchandise in person as instructed, even though that meant entering 
the den of Manny Sambino – a man that he, like many others, suspects 
to be part of the Mob. If the Crew pushes their interrogation too far, they 
should be punished with Heat levels. All he can confirm if he’s shown the 
diamonds is that they aren’t the ones he delivered and that they are fake.

Lucien Cross has the I Know a Guy/A Friend of Mine Edge. His contact is 
a pawnshop owner and jewelry appraiser who goes by the name of Tibo 
Marianescu. This Romanian immigrant has set up shop downtown in The 
Golden Djinn. The Golden Djinn is filled with electronics, most of them 
stolen, and jewelry in a glass counter. You’ll find Tibo behind the counter 
watching tv and eating greasy food. He doesn’t accept stolen goods from 
just anyone, but licks his chops when tourists show up ready to pawn off 
a wedding band, hoping their luck will turn at the casino.

Savage Worlds rules are 
pretty clear about how 
Intimidation works during 
combat. What about outside 
of combat? The use of 
violence isn’t always the best 
move. The threat of violence 
can be just as effective, if not 
more, to get what you want 
out of someone. Threats 
could be used to get a rival 
to move his business out 
of your turf, getting some 
scumbag to give up the 
information you want or 
bullying someone into doing 
you a favor.

This Intimidation attempt 
requires at least 1 minute of 
interaction. The Intimidation 
roll can be opposed by 
the target’s Spirit. If the 
intimidator wins, the target 
cooperates as if they were 
“Friendly” for as long as 
the target remains in its 
presence and for 30 mins 
afterwards. With a Raise, 
the attitude remains for an 
hour. However their attitude 
drops to Uncooperative or 
Hostile if they were already 
Uncooperative. Modifiers 
should be applied by the 
Don based on the methods 
you use and the services or 
information you require from 
your target. 

Coercion
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Scene Three: 
Hitting the Streets

Time to hit the streets and find Chico. A successful Streetwise roll 
or clever roleplay reveals Chico is currently gambling in an under-
ground poker game organized by a mobster called Romano Bicci 
in the back of a restaurant called the Ruby Slipper on Fremont St.

Alternatively, or once they’ve talked to Chico, the Crew may decide to 
seek out what happened to the real diamonds. As pointed out in What 
Happened to the Real Diamonds? Sidebar, Ashton Crowe hid them.

The Crew might also seek a second opinion about the diamonds and their 
authenticity. The original assessment that they are fake is confirmed by the 
second expert.

Possible ways to discover who stole the real diamonds and where the thief 
is currently located include talking to Abril, inspecting the security video at 
the Safari Casino, interrogating the staff or witnesses, and asking a Contact 
or Connections. This information can be gained through good roleplay or 
Skill Tests (Persuasion, Intimidation, Streetwise, Knowledge (Computer, 
Surveillance)), or any appropriate skill. If the Crew are prudent in their 
investigation, they might surprise Ashton. If they are kicking down doors 
and taking names, or roll Critical Failures, Ashton is ready for them. He 
may decide to leave the Moapa Valley too. See the sidebar Ashton Crowe the 
Outlaw for more information on his exact whereabouts.

The diamonds delivered by 
Eisenstein Jewelers were real. 
What the Crew, and Ulysses 
Banks, don’t know is that 
they were replaced with fake 
ones on the night prior to the 
Crew’s Heist. Ashton Crowe, 
a member of the Outlawz 
(a local motorcycle club) 
who happens to be Abril’s 
“boyfriend”, orchestrated the 
theft with the help of a few 
of his road warrior friends.

Ashton Crowe is currently 
laying low in a roadside 
motel in the Moapa Valley, 
about 40 miles northeast 
of Las Vegas. He hid the 
diamonds in the service 
shed of an old mining camp 
nearby. Once the dust settles, 
he plans to ride back into 
town and find a fence.

What happened 
to the real 
diamonds?

Optional Encounter: Drive-by Shooting

Run this encounter when the Crew looks for Chico.

Chico is aware of Abril’s love affair with Ashton and doesn’t approve of 
the union. Abril and Ashton are aware that the Crew is looking for the 
diamonds and concocted a plan to get rid of the Crew and Chico. Abril 
told her brother that the Crew wants to tie up all loose ends from their 
Heist and whack him. Chico makes his move and sends two Latin Clubs 
thugs to kill them first.

As the Crew is walking to their vehicles, they hear loud rap music coming 
from the speakers and subwoofers of a car. The bass is low and drones 
along. The sound gets closer but doesn’t pass them by. As they turn around, 
they see a muscle car with a suspension kit slowing down. The passenger 
pulls out an Uzi and, with his arm stretched out of the window, opens fire 
on the gangsters. Follow the Savage Worlds rules for Surprise. 

A Streetwise test identifies the shooters as members of the Latin Clubs, 
Chico’s gang. The thugs open fire for one round and then drive off, 
hoping to kill as many of the Crew members as possible. Proceed with the 
encounter until either the threat has been neutralized or the thugs drive 
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Scene Four: Interlude

Scene Five: Road Rage

While the Crew is hitting the streets and looking for Chico or Ashton, they might run into people 
they know, or decide to reminisce about the past. This is the perfect time for the Don to introduce 
characters from the gangsters backstories or even better, to run an Interlude.

Ask around to see if anyone is interested in running an Interlude scene. Examples are included in the pregenerated 
character sheets to provide inspiration.

Security Level 1

Run this scene when the Crew discovers the Outlawz are responsible for the diamond theft and decide to pay 
them a visit, or if they’ve been in contact with them some other way.

A quick glance in the rearview mirror reveals a pack of motorcycle riders gaining ground on your vehicle.

The Outlawz’s goal is to force them off the road, disable their vehicle, and convince them they should go back.

This scene can play out as Vehicular Combat or Chase scene, whichever one you prefer.

away. If captured, the Latin Clubs thugs act tough, but proudly reveal Chico is behind this if interrogated. If 
Chico’s whereabouts are unknown to the Crew, the thugs also give up that information.
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Ashton Crowe and his posse 
of Outlawz are shacking up 
at the Silken Dreams motel. 
He thought it’d be prudent 
to stay away from their turf 
in Henderson until the dust 
settles. The Outlawz spend 
their day at the local diner 
(Josie’s) or riding the roads. 
All this activity has attracted 
the unwanted attention of the 
Red Racers, the local bikers 
of the Paiute Tribe, named 
after an indigenous snake. 
Tension between the two 
gangs is on the rise and a 
brawl is about to erupt at the 
local watering hole (Señor 
Chuggins). Meanwhile, 
locals are wary of the 
Outlawz.

Ashton can be found resting 
in his motel room, at the 
diner, or the local watering 
hole. His Outlawz brothers 
keep a lookout for potential 
trouble and if the Crew takes 
no precautions to conceal 
who they are, the bikers take 
notice and report back to 
Ashton.

In a desperate, paranoid 
and hurried attempt to 
hide the diamonds, Ashton 
– unbeknownst to him – 
entered the Moapa River 
Indian Reservation to bury 
the diamonds underneath the 
service shed of an abandoned 
gold prospector camp. 
Any attempts to retrieve 
the diamonds from Paiute 
territory are met with fierce 
resistance. In fact, Ashton 
dropped the gold necklace 
Abril gave to him during his 
visit. It was found by one 
of the Red Racers, making 
them aware of the intrusion. 
The Red Racers are looking 
for the culprit. They want to 

Ashton Crowe 
the Outlaw Scene Six A: 

Gambling Den
Security Level 3

Romano Bicci, a goodfella working for the Serpe family, hosts a weekly 
gambling night on Saturdays. In order to avoid being targeted by other 
gangsters, thugs, or the police, Romano finds a different venue every night.

Tonight, the game is held in a furnished room at the back of the Ruby 
Slipper restaurant on Fremont St. Rich men and women, some of them 
capable and experienced gamblers, are attending. Weapons aren’t allowed 
at the table for security reasons. The entry fee more than covers the private 
security provided by Romano. Security personnel use walkie-talkies to 
communicate with each other, and carry a sidearm. 

The Gamblers

Use the stats for Gamblers in the Casting section and apply the 
following modifications. 

Chico Gomez. How can you miss him with his giant freaking 
head?! You should know this creep well by now. If you need his stats, you 
can find those in the Casting section.

There are more seats available. If the Crew decides to infiltrate the game 
undercover, and you feel the scene could benefit from a few more colorful 
individuals, please add as you see fit.

The whole point of this scene is to confront Chico and find out where 
the real diamonds are. The high-stakes poker game and mob muscle in 
attendance are there to create a tense situation. If Chico feels cornered, 
he accuses any Crew representative of cheating or try to turn the Mob 
enforcers against them. It’s possible Chico is willing to form an alliance 
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know who they are 
and why they were 
there and, of course, 
suspect Ashton Crowe 
and his Outlawz. 

The Crew can make 
Ashton Crowe tell 
them where the 
diamonds are or wait 
for him to go retrieve 
them and follow him. 
Regardless of the 
manner in which they 
discover the location 
of the diamonds, move 
on to The Snake Pit.

after he finds out that he’s also been played.

Gunther Svenson is a Swedish chemist here for a business 
convention. In fact, he’s been coming every year for almost 15 
years, and has gotten to know Romano, who always keeps a seat 
open for the scientist.

Replace Knowledge (Finance) with Knowledge (Chemistry).

Spice it up! Gunther is looking to set up an illegal drug lab in Las 
Vegas. If the Crew plays their cards right, they may find Gunther 
to be a profitable venture.

Livette Darling is a bored, rich housewife looking for a bit of 
excitement in her life. Her husband is currently on business. Livette 
was invited to this poker game by Romano, who observed her 

gamble thousands of dollars nonchalantly at the casino. She finds 
him quite charming and is excited by the idea of danger. Little does 
she know what she’s about to be part of.

Change Knowledge (Finance) to Persuasion d6 and add the 
Attractive Edge.

Spice it up! Livette’s husband, Zheng Liang, is a plastic molding 
magnate from China with ties to the Triads. I bet he wouldn’t 
appreciate it if anything were to happen to his wife.

Mob Enforcers: 1 per Wild Card +2

The security team has been instructed to keep anyone away who 
hasn’t been invited, by any means necessary. They were also asked 
to make sure nobody brings in a piece.
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Scene Six B: The 
Snake Pit
Security Level 1

Just off the road, across from the Silken Dreams motel, is Paiute territory. 
Ever since Ashton snuck in there to hide the diamonds, the natives–and 
especially the Red Racers–have been keeping a close eye on their borders. 
The Paiute are unaware of the diamonds being buried on their land. 

A mile into the desert, the Crew comes up on a small canyon with a stream 
at the bottom. This is the site of a long deserted gold prospector camp. 
Several holes along the canyon faces lead to a maze of natural tunnels that 
snake their way deeper and deeper into the desert. Near one of those holes 
is a dilapidated service shed. Ashton dug a hole under the shed and hid 
the diamonds there.

The Red Racers have spotted the Crew and are hiding near the tunnel 
entrances on each side of the canyon walls. They have set up an ambush. 
A spokesman steps out of the shadows and demands that the Crew leave 
immediately lest they become vulture food. The Red Racers are considered 
hostile, but a raise on a Persuasion test allows the Crew to negotiate with 
them if desired. One of the natives has a sack full of agitated red racer snakes 
and tosses the sack at the Crew if combat begins. When near the tunnel 
entrances, the bikers have medium cover and dark lighting penalties.

Red Racers Bikers: Two per Wild Card. Use the biker profile but add 
Tracking and Survival d4.

Red Racer Snakes: Treat as a small burst template Swarm (see Savage 
Worlds). These snakes of up to 6 feet long aren’t venomous but their bite 
can tear your flesh. Let the players believe the snakes are venomous until 
a Survival test reveals they aren’t.

This Native Indian tribe 
practiced irrigation 
techniques before Europeans 
came. Despite federal 
assimilation efforts, the 
Southern Paiute gained 
recognition in 1980 and 
have lived on the Moapa 
reservation ever since. 
Traders and basket weavers, 
they have now fallen on 
hard times which have 
forced some of them to move 
away from Moapa to seek 
employment elsewhere. They 
occupy a land that consists of 
72,000 acres for a population 
of about 200.

The Paiute and 
the Moapa Indian 
Reservation

Jackpot?

Whether accompanied by Ashton Crowe or alone, the Crew eventually 
discovers the diamonds are gone. Who did it?

Ideally, this should be a character they encountered during this scenario 
but never suspected. If nobody 
sticks out, the thief could be a 
local policeman, Abril, the local 
bartender, a quiet motel tenant, 
or a transient. End the session on 
a cliffhanger.

I put the reins in your hands 
now. Or you might find the next 
chapter of this campaign arc in 
the full setting book. Wiseguys. 
Remember the name.
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Complications

Manny Sambino has many things working for him. As 
a capo of the Volpicelli family, he oversees the skim of 
the Safari, one of the most profitable casinos on Fremont 
St. He supplements this lucrative scam with legitimate 
income from an escort service. Under the cover of being 
the food and beverage manager, he supervises a crew 
of 8 that includes 2 made men by the names of Angelo 
Spinozzi and Tony Palante. 

His second crew runs Nirvana Entertainment, the escort 
service, and he is under the direct supervision of Freddy 
Garbo. Manny met Gretchen through Nirvana and fell 
in love. He doesn’t want her to “work” anymore and 
is hoping to convince her with this necklace he was 
planning to make using the 5 diamonds recently stolen 
from him. Garbo thinks Gretchen is a gold mine and that 
this love is bad for business. He’s made his displeasure 
known to the Boss back east.

Meanwhile, Manny discovered that Ashton or the Crew 
stole his diamonds and has sent a team to retrieve them. 
Have them appear when the Crew seem to have a handle 
on things, during downtime, or, even better, when they are overwhelmed and believe nothing could get worse.

Mob Enforcers: Two per Wild Card. 

Backup. Feeling the heat, Ashton Crowe receives assistance from his Connections (Columbian Drug Cartel). 
Sicarios come to bolster the Outlawz numbers.

Sicarios: One per Wild Card.

You can use the Points of Interest, Organizations and People of Note located earlier in this document for more 
complications or story seeds that lead to more misadventures.
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Casting
Abril

Biker

Chico

Ashton Crowe

The girl’s dream was to become a famous singer. 
She still has the voice, but who’s going to give her 
a shot now that she’s in her early thirties? Chico’s 
little sister is brave but has very little to back it 
up. Abril doesn’t quite grasp the severity of her 
actions and she’ll act tough when confronted, 
but her love for Ashton will eventually make 
her crack. She might also just casually mention 
Ashton knew about the jewelry, unaware of what 
her lover has done.

Chico is the leader of a street gang called the Latin 
Clubs. He grew up in a poor neighborhood and 
crime is his way to a better lifestyle. Indeed, he 
enjoys living like a celebrity. His money is spent 
on nice cars, his stylish look, fancy clothes and 
his girlfriends. He and his gang are notorious car 
thieves, going after highly valued, unique, and 
exotic cars which they sell to out of town buyers. 

Attributes: Agility d6, Smarts d4, Spirit d6, 
Strength d4, Vigor d6
Skills: Gambling d6, Notice d4, Perform (Singing) 
d6, Persuasion d6
Charisma: 0; Pace: 6; Parry: 2; Toughness: 5
Hindrances: Big Mouth
Gear: $50

Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d8, Vigor d6
Skills: Driving d6, Fighting d6, Intimidation 
d6, Lockpicking d4, Repair d4, Shooting d6, 
Streetwise d6
Charisma: 0; Pace: 6; Parry: 5; Toughness: 5

Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d8, Vigor d6
Skills: Driving d6, Fighting d8, Intimidation 
d6, Lockpicking d4, Repair d4, Shooting d8, 
Streetwise d6
Charisma: 0; Pace: 6; Parry: 6; Toughness: 5
Hindrances: Delusional (Major – is irreplaceable 
to the Mexican Cartel)
Edges: Brawler, Bruiser, Combat Reflexes, 
Connections (Mexican Cartel), Henchman X5 (10 
Biker Extras)
Gear: Axe (Str+d6), Glock (9mm) (Range 12/24/48, 
2d6, Shots 17, AP 1, Semi-Auto), Sawed-Off DB 
(12g) (Range 5/10/20, 1-3d6, RoF 1-2, Shots 2, See 
notes in Savage Worlds), motorcycle, $500.

Gear: Glock (9mm) (Range 12/24/48, 2d6, Shots 
17, AP 1, Semi-Auto), Sawed-Off DB (12g) (Range 
5/10/20, 1-3d6, RoF 1-2, Shots 2, See notes in 
Savage Worlds), motorcycle, $100. 
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Gambler
Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d6, Vigor d6
Skills: Gambling d8, Intimidation d6, 
Investigation d6, Knowledge (Finance) d6, 
Taunt d6
Charisma: 0; Pace: 6; Parry: 2; Toughness: 5
Hindrances: Cautious or Overconfident 
Edges: Rich
Gear: $10,000.

Attributes: Agility d6, Smarts d6, Spirit d8, 
Strength d8, Vigor d8
Skills: Climbing d4, Fighting d8, Intimidation d8, 
Notice d6, Shooting d8, Streetwise d8, Survival 
d4, Taunt d6
Charisma: 0; Pace: 6; Parry: 6; Toughness: 6
Hindrances: Poverty, Vengeful (Major)
Edges: Brawler, Command, Connections 
(Organized Crime), Henchmen X3 (six Latin 
Club Thugs)
Gear: Brass Knuckles (Str+d4, A hero wearing 
brass knuckles is considered to be an Unarmed 
Attacker), Glock (9mm) (Range 12/24/48, 2d6, 
Shots 17, AP 1, Semi-Auto), Switchblade (Str+d4, 
–2 to be Noticed if hidden), $2,000.

Latin Club Thug

Mob Enforcer

Romano Bicci

Security

Sicario

Attributes: Agility d6, Smarts d4, Spirit d6, 
Strength d8, Vigor d6
Skills: Driving d6, Fighting d6, Intimidation d6, 
Notice d4, Shooting d6, Streetwise d6, Survival 
d4, Taunt d4
Charisma: 0; Pace: 6; Parry: 5; Toughness: 5
Hindrances: Poverty, Vengeful (Major)
Edges: Brawler
Gear: Brass Knuckles (Str+d4, A hero wearing 
brass knuckles is considered to be an Unarmed 
Attacker), Glock (9mm) (Range 12/24/48, 2d6, 
Shots 17, AP 1, Semi-Auto), Switchblade (Str+d4, 
–2 to be Noticed if hidden), $100.

Attributes: Agility d8, Smarts d6, Spirit d6, 
Strength d8, Vigor d8
Skills: Fighting d8, Gambling d4, Intimidation 
d8, Notice d6, Shooting d6, Streetwise d6
Charisma: 0; Pace: 6; Parry: 6; Toughness: 6
Hindrances: Loyal
Gear: Improvised weapon (baseball bat, tire 
iron, chain, belt buckle (Small Str+d4/ Medium 
Str+d6), .44 S&W (12/24/48, 2d6+1, AP 1, 6 shots, 
Revolver), Uzi (12/24/48, 2d6, AP 1, ROF 3, 32 
shots, Auto), Pump Action Shotgun (12/24/48, 
1-3d6, 6 shots), Walkie-Talkie, $200.

Use the Mob Enforcer profile but make him a 
Wild Card with Gambling d8, add the Gangster 
Edge and give him $2,000.

Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d6, Vigor d6
Charisma: 0; Pace: 6; Parry: 5; Toughness: 5
Skills: Fighting d6, Notice d6, Persuasion d6, 
Shooting d6, Streetwise d6
Gear: Glock (9mm) ( 12/24/48, 2d6, AP 1, 17 shots, 
pistol), $20

Attributes: Agility d6, Smarts d6, Spirit d6, 
Strength d8, Vigor d8
Skills: Driving d4, Fighting d8, Intimidation d6, 
Notice d6, Shooting d8, Stealth d6, Streetwise d6, 
Throwing d6, Tracking d6
Charisma: -4 (Bloodthirsty); Pace: 6; Parry: 6; 
Toughness: 6
Hindrances: Bloodthirsty, Vow (Major–serve the 
Mexican drug cartel)
Edges: Assassin, Gangster (see Tommaso 
“Tommy Blue” Mazzotta for description), Killer 
Instinct, Level Headed, No Mercy
Gear: Barrett (.50) (Range 50/100/200, 2d10, Shots 
11, AP 4, Snapfire, HW), Knife (Str+d4), Desert 
Eagle (.50) (Range 15/30/60, 2d8, Shots 7, AP 2, 
Semi-Auto), Glock (9mm) (Range 12/24/48, 2d6, 
Shots 17, AP 1, Semi-Auto), H&K MP5 (9mm) 
(Range 12/24/48, 2d6, RoF 3, Shots 30, AP 1, Auto), 
Steyr AUG (5.56) (Range 24/48/96, 2d8, RoF 3, 
Shots 30, AP 2, Auto, 3RB), $175.
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Where can I get more??!
We are working hard on the full setting and hope to bring it to Kickstarter later this year. This will allow us to 
fully illustrate and edit the book. In the meantime, we continue our efforts to play test this game and feel it could 
benefit from your play testing as well. Contact us at justinsertimagination@gmail.com for more information.

Meanwhile, you can check out Fuhgeddaboudit!, Badabing Badaboom and listen to the Wiseguys Demo Kit 
soundtrack on Spotify!.

Here’s what you can expect from the full Wiseguys book.
•	 Full character creation rules including new options such as Bonds, Redeeming Qualities and Origins
•	 24 Archetypes
•	 More Setting Rules 
•	 A full Mugshot Gallery (Bestiary)
•	 Primers for the most popular crime syndicates
•	 Over 20 new Edges and a dozen new Hindrances
•	 New Gear Options: weapons, artefacts, mundane gear, services, vehicles and vehicles modifications
•	 A slew of random generators (Mob Tale, Extra, Loot, Name, Crime Syndicates, and more)
•	 Hundreds of rumors and adventure seeds
•	 A Plot Point Campaign and more Mob Tales
•	 A Chapter with tips for Dons
•	 A full Las Vegas gazetteer
•	 Over 20 organizations for your Connections Edge
A full list of major and minor personalities to use as villains or allies.

mailto:justinsertimagination%40gmail.com?subject=Fugazi%20playtest
http://bit.ly/wiseguys_demokit_soundtrack
http://bit.ly/wiseguys_demokit_soundtrack
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