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To storytellers everywhere who thrive on strategy, loyalty, and the thrill of the streets.
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### 1. Introduction

Welcome to STREETS OF POWER: VICE AND VALOR, a modern urban tabletop RPG where the Mafia Boss is the storyteller. This handbook guides the Boss through setting up the city, creating NPCs, managing crews, assigning jobs, and controlling the flow of the game.
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As the Mafia Boss, your responsibilities include:


-  Designing the city districts and rival gangs




-  Creating NPCs and allies with stats and abilities






-  Assigning missions and managing risk/reward for players




-  Handling random events, heat from law enforcement, and player actions






-  Guiding story arcs while keeping the game dynamic and exciting
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Tips for storytelling:


-  Always track resources: Money, Respect, Heat, Assets




-  Let players make meaningful choices; consequences matter






-  Use random events to keep the city unpredictable




-  Scale missions based on player rank and crew strength
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### 2. Core Stats (Attributes)

| Stat | Abbreviation | What it Does | Example |

|———|——————-|——————-|————-|

| Muscle | M | Strength, melee combat, intimidation, physical presence | Break into a rival’s warehouse |

| Agility | A | Reflexes, stealth, driving, shooting accuracy | Escape a police chase in a car |

| Grit | G | Endurance, pain tolerance, resisting interrogation | Survive gunshot injury or torture |

| Wits | W | Planning, problem-solving, hacking, improvising | Hack a security camera or plan a heist |

| Street Smarts | S | Awareness of neighborhoods, contacts, spotting threats | Detect ambush or find black-market deals |

| Presence | P | Persuasion, intimidation, leadership | Negotiate a truce with a rival crew |
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Modifiers: (Stat – 10) ÷ 2, rounded down; add to all dice rolls.
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### 3. Roles & Abilities

| Role | Bonus Stats | Core Abilities | Description |

|———|——————|————————|——————-|

| Soldier / Enforcer | Muscle +2, Agility +1 | Heavy Hand, Suppressing Fire | Street fighter, melee and gun expert |

| Capo / Crew Leader | Presence +2, Wits +1 | Command Crew, Smooth Talk | Coordinates missions, manages crew loyalty |

| Consigliere / Strategist | Wits +2, Street Smarts +1 | Plan Heist, Political Maneuver | Planner, negotiator, influences politics & business |

| Hacker / Fixer | Wits +2, Street Smarts +1 | Hack Network, Cover Tracks | Handles digital crimes & black-market operations |

| Driver / Wheelman | Agility +2, Street Smarts +1 | Getaway Specialist, Evasion | Excels in escapes, chases, and vehicles |

| Associate / Freelancer | Flexible (+1 any) | Adaptive Role | Entry-level or flexible crew member |
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### 4. Resources — Money, Respect, Heat, Assets

| Resource | Description | Tracking |
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| Money ($) | Currency for bribes, weapons, cars, safehouses | Spend or earn during missions |

| Respect ® | Street credibility and crew loyalty | Influences intimidation, negotiation, and NPC interactions |

| Heat (H) | Law enforcement / rival attention | High Heat triggers raids, roadblocks, or ambushes |

| Assets | Cars, weapons, businesses, safehouses | Provides bonuses to missions, protection, and income |
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### 5. Advancement & Leveling

| Rank | Required Respect | Benefits |
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| Associate | 0–5 | Base abilities, entry-level missions |

| Soldier | 6–10 | +1 stat, gain role ability |

| Capo | 11–15 | Command crew, gain extra role ability |

| Consigliere | 16–20 | Strategic influence, bonus planning |

| Underboss / Boss | 21+ | Control city assets, unlock major story arcs |
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### 6. Dice Mechanics


-  Action Check: d20 + stat + role bonus vs DC  




-  Combat/Damage: d6, d8, d10 depending on weapon  






-  Vehicle/Chase: d20 + Agility vs DC  




-  Advantage/Disadvantage: Roll twice, take higher/lower  






-  Criticals: Natural 20 → Success; Natural 1 → Failure  
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### 7. Open-World Mission Flow

	Select District / Target  


	Plan / Prep Phase  







	Action / Execution Phase  


	Resolution Phase  







	Aftermath / Dynamic World  
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### 8. Job Types

| Job Type | Risk | Reward | Example |
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| Heist | High | High $ & Respect | Bank robbery, casino take-over |

| Smuggling / Trafficking | Medium | Moderate $ & Assets | Drugs, weapons, stolen goods |

| Assassination / Hit | High | High Respect | Remove a rival capo or traitor |

| Street Hustle | Low | Small $ & Respect | Drug deals, extortion, street-level theft |

| Corporate / Digital Crime | Medium | Money & Info | Hacking, insider trading, cyber theft |

| Territory Expansion | Medium | Respect & Assets | Take over rival gangs or businesses |
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### 9. Job Phases

**Phase 1: Planning & Prep**  


-  Roll d20 + Wits vs DC  




-  Capo/Consigliere: Plan Heist → advantage  






-  Hacker/Fixer: Hack Network → reduce DC  
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**Phase 2: Execution / Action**  


-  Roll d20 + relevant stat + role bonus vs DC  




-  Random events: d6 → ambush, police, civilians, obstacles, betrayal, lucky break  
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**Phase 3: Resolution**  


-  Adjust Money, Respect, Heat  




-  Cover Tracks, Bribe Officials, or negotiate truce  
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### 10. Rival Gangs & Factions

| Gang Name | Specialty | Strengths | Weaknesses | Reaction |

|—————-|—————-|—————-|——————|————-|

| Iron Vipers | Muscle | Melee combat, territory control | Low tech | Aggressive / Negotiable |

| Ghost Syndicate | Stealth | Silent theft, evasion | Small crew | Avoids conflict |

| Digital Serpents | Hacking | Surveillance, digital theft | Poor combat | Neutral, can ally/betray |

| Red Crow Mafia | Guns | Firearms, heavy crews | High Heat | Direct confrontation |

| Street Kings | Street-level | Quick actions, gang loyalty | Low resources | Easy early target |
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### 11. NPCs

| Type | Role | Mechanics |
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| Informant | Intel | Roll Street Smarts or Money to gain info |

| Business Owner | Bribes / Extortion | Roll Presence or Muscle |

| Cop / Detective | Obstacle | High Heat triggers encounters |

| Civilians | Witness / Interference | May complicate missions |

| Contractor / Fixer | Equipment | Money or Favor rolls |
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### 12. City Districts & Territory System

| District | Controlling Gang | Risk | Rewards |

|————-|————————|———|————-|

| Downtown | Red Crow Mafia | High | High $, High Heat |

| Industrial | Ghost Syndicate | Medium | Moderate $, Low Heat |

| Suburbs | Street Kings | Low | Small $, Easy missions |

| Tech District | Digital Serpents | Medium | Money, hacking opportunities |

| Waterfront
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	Setup: Districts, gangs, NPCs, assets.  


	Mission Assignment: Players choose jobs; Boss sets DCs & risk.  







	Planning Phase: Crew plans heist, hack, or operation.  


	Action Phase: Players roll dice for execution.  







	Resolution: Update resources, Heat, and city status.  


	Aftermath: Random events, NPC reactions, and new opportunities.  







	Repeat: Continue until city dominance, player goals, or campaign end.
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	City Maps & District Layouts



	NPC & Faction Templates



	Random Events & Encounters



	Mission Templates



	Loot & Reward



	Heat Management & Law Enforcement



	Story Arcs & Campaign Flow



	Boss Logs & Tracking Sheets
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	City Maps & District Layouts
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	NPC & Faction Templates
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	Random Events & Encounters
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	Rival gang ambush.



	Police patrol or checkpoint.



	Civilian interference or accidental witness.



	Unexpected opportunity or tip from informant.



	Internal betrayal or crew conflict.



	Lucky break or unexpected advantage.
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	Mission Templates
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	Loot & Reward
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	Heat Management & Law Enforcement
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	Story Arcs & Campaign Flow
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	Boss Logs & Tracking Sheets
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