Paintball Vendetta
An adventure for two to four Family Associates or Made Guys

Set-up:  (The characters are in their headquarters.  A soldier, Eugene Retuglio, from their family enters.)  It’s about 7:30pm and you are sitting in the pool hall (or wherever) playing pinochle when in walks one of your family’s soldiers, Eugene Retuglio.  They call Eugene “Dr. Jeckyl” behind his back on account of his moody personality.  The rumor is that Eugene beat to death the last guy that called him by that nickname.  Eugene pats Harry, the mook who runs the place, on the back and gestures for him to get up.


“Harry, I gotta talk to the guys,” he says.


“But I gotta winnin’ hand here,” whines Harry.  “I’ll watch your cards, I know how to play.”


Harry makes a sour face and reluctantly gets up.  Just as Harry gets to the door, Eugene adds insult to injury by saying, “Shut the door, huh?  Oh, and bring me a beer in about ten minutes?  Thanks.”


Harry makes a face and slams the door as he leaves.  Eugene pushes Harry’s cards out of his way at he explains.  “Since you guys spend all day playin’ cards, no doubt you have time to do some work.  You ever hear of Combattente Memorials?  It’s on 22nd and Gaither near the Market. (He means the 20th Street Market.)  Anyhow, a few months ago, old man Carmine Combattente (69), the owner, is locking up his place when these kids in an SUV pull up and start shootin’ him with paintballs.  The old guy had a heart attack and nearly died, while these white, suburban fuckwads laughed and videotaped it.  Carmine is a distant cousin of (name a Capo in the PC’s Family) and needless to say, he ain’t happy about it.  The cops caught these punks, but one of cops got mad and punched out one of ‘em.  Now these douche bags are gettin’ off scott-free!  We gotta drive out to the suburbs and teach these assholes a lesson.  The Capo would consider it a personal favor if you did this.”  (Eugene assures the players that they will be paid, but won’t get into specifics.  Typically, jobs like this don’t pay much, however, Eugene implies that the kids involved are rich, so there is like plenty to take from them, including an SUV and some jewelry.  Eugene is knows that the cops are dimly aware of the possible retaliation against these suburban punks.)  


“One more thing, we can’t kill these guys.  They’re only kids.  The cops already suspect that the Family will do somethin’.  If one of these punks dies, it’ll be all over the papers and we’ll be up shit’s creek.  We go in, we scare ‘em, bust ‘em up and get out.  The Capo knows that if he did it, he might not show so much restraint.”  (Assuming the players agree to do the job, read “The First Step”.)
Eugene Retuglio (2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Waste Management”  Str: 13/+2, Int: 13/+1, Wis: 10/+0, Dex: 15/+3, Con: 12/+1, Cha: 13/+2, Defense 17, 32 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +3 Knowledge (streetwise), +3 Cheat, +4 Bribe, +3 Shake Down, +5 Beat, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +2 Minor Con, +4 Destroy Evidence, +4 Drive, +3 Sense Motive, +3 Diplomacy, +5 Intimidate, +1 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Quick Draw, Weaknesses:  Smoking Addict, Magnanimous, Vindictive, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 170, Wealth Bonus: +16 (Eugene is called “Dr. Jeckyl” behind his back because he can be exceedingly generous one minute and then vicious the next.  He carries a blackjack in case he has to “stun someone”, but actually beat a guy to death with it.  The players should know Eugene’s nickname and avoid using it.  It is likely to start a fight with him.  He will treat anyone with the Golden Boy feat with disdain.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., blackjack)

The First Step:  You need to locate the douche bags in question.  Eugene has a copy of the videotape the kids recorded in their attack.  They are definitely from “Bianca Meadows”, a new housing development in the suburbs of New Milan.  The video reveals that at least one of the five punks lives at “1282”, but the tape does not reveal the street.  After you acquire some info, report back to Eugene.

(Police Connection feat can be used to get the names and home addresses of all four kids from the police report.  Media Connection feat can be used to get the names of the punks and the address of the leader, “Dave Weed”.  Gather Information can be used to determine that there are only three streets in Bianca Meadow where 1282 is an address.  A quick drive to the area and the PC’s can determine the house.  Investigate reveals that the boys’ families are being sued by another victim, who lives in New Milan.  A Bluff roll is needed to get the victim to reveal the names of all the kids.) 

Investigating the Kids:  Each piece of info is followed by a feat or skill that can be used to uncover that piece of the puzzle.  If a PC makes a successful bribe against his connection, he gets all the information under that section.  He only has to make a successful bribe once.  PC’s can use the skill, Bribe, to get all this info, but that should be role-played and the players need to contact the parties with each bit of info.  That would take a long time and be very expensive.  The Family will not pay for bribes.

David “Dave Weed” Erickson (19): He led the antics on the videotape and urged the others on.  David has a police record and has been arrested: twice for vandalism and once for the possession of marijuana.  (Police Connection, Judicial Connection, Streetwise Knowledge, Investigate)  He is a low level, suburban drug dealer that primarily sells to high school students.  There is a pizza parlor called “Sal’s Greatest” across the street from his old high school.  He sometimes uses the alley behind it for his deals. (Other Family Connection, Police Connection, Gather Information, Streetwise Knowledge)  His wealthy father owns a car dealership.  David thinks he is a rap star and has purchased several pieces of expensive recording equipment and gold jewelry. (Corporate Connection, Investigate)  

Kenny Beechum (17):  He drove the SUV during the group’s attacks.  Kenny only has a learner’s permit and is not allowed to drive at night.  He has no criminal record.  (Police Connection, Judicial Connection, Streetwise Knowledge, Investigate)  He attends the high school where David deals pot and is on the verge of dropping out.  He shadows David, his best friend, wherever he goes.  (Police Connection, Gather Information, Streetwise Knowledge)  His parents are mid-level office employees at Weapons Tech, the third largest employer of the state.  Kenny’s dad owns the SUV he drove.  (Police Connection, Corporate Connection, Investigate)  

Kyle Calison (16): He fired the paintball gun that hit old Carmine.  Kyle wore a paintball mask during the entire episode.  Kyle’s record is sealed, but he has some sort of criminal record.  (Police Connection, Judicial Connection, Streetwise Knowledge, Investigate)  He attends the high school where David deals pot and is a good student.  He is active in the paintball community and plays paintball almost daily.  (Police Connection, Gather Information, Streetwise Knowledge)  Kyle’s mother is divorced from Kyle’s wealthy father and does not work.  He owns lots of expensive paintball equipment.  Kyle purchased most of it at a paintball store/area called “Splatter!”, located in the suburbs.  (Corporate Connection, Investigate)  

Stanley Leonard (18):  Stan fired a second paintball gun at old Carmine, but hit the inside of the SUV.  He shot a man on a bike later in the video.  Stan has no record.  (Police Connection, Judicial Connection, Streetwise Knowledge, Investigate)  He attends a Performing Arts School in New Milan at 34th and Cranbury (3411 N. Cranberry Ave.). The school starts class around Noon and students leave for home in the early evening.  (Police Connection, Gather Information, Streetwise Knowledge)  Stan’s father owns a chain of pizza parlors called “Sal’s Greatest”.  There are several locations in and around New Milan.  (Corporate Connection, Investigate)
Second Step:  “Good job,” says Eugene after you impart the information to him.  “Now we know where they are, we need a ride that won’t look so outta place in the suburbs.  Go out and get us a mini-van, preferably a dark color and something disposable.  Also, go out and buy any tools you might need to do the job on these assholes.  And get yourselves some ski masks. The Capo asked me to video tape this.”  (Use the Vehicle Boosting Chart and run the characters through the scheme, “Boost a car”.  They should purchase car thief tools if they do not already have them and they should make doubly sure the van is not equipped with a car locator device.  Eugene will tell the characters to take it to one of the Family’s chop shops so it can be “cleaned”.  If it turns out the van has a locator, the PC’s must steal another van and the chop shop must destroy the van for parts.  Let the PC’s purchase items they think they might need for the job: handcuffs, baseball bats, ski masks, etc.  Once they are finished and have a van, proceed to “Third Step”.)
Third Step:  You meet Eugene at Iago’s Coffee Shop at Area I (4504 N. Blueberry Ave.).  Dr. Jeckyl is on his third cappuccino.  “It’s all set,” he assures you.  “About a mile away from Bianca Meadows is a construction site.  It’s a new development, but none of the houses are finished.  Seems the contractor’s been havin’ problems with the unions.  Anyhow, the model home’s got walls, but nuthin’ inside.  We can bring our boys there, do our thing and let ‘em limp home.  Let’s do this.”  It is 5pm and traffic is heavy.  It may be wiser to wait until after the rush hour traffic dies down (7pm or so).  (If the PC’s want to wait, they need to make a Diplomacy roll to convince Eugene.  If they can’t, all Drive checks are made at –4 and all Suspicion Point awards inside New Milan are doubled.  Eugene will videotape the proceedings with a camcorder, while supervising this operation.)
Targeting the punks:  

Stanley: (The closest to target is Stan, since he’s already in New Milan.  The PC’s have merely to park out front of his school, make a Spot check vs. 13 and follow him until he is away from the other students.  The train stop he takes is two blocks away.)  Your van skids to a halt near Stan beneath the dark shade of some trees on the street.  The young boy doesn’t seem to realize the danger he’s in and you literally have to pull him into the van before any sort of realization come across his face.  In a matter of seconds, Stanley is completely at your mercy.  (Make a Fortitude check for Stanley vs. 14, if he misses the roll, he pees his pants.  Intimidate will work on Stanley unless the PC’s roll a “1” in which case, he considers the whole kidnapping part of a joke.  He’ll give up his friends in a hot minute and knows exactly where they are.  He has a knapsack with some books from school.)

(Stanley Leonard (18) 2nd level Fast Mook Str: 11/+0, Int: 13/+1, Wis: 8/-1, Dex: 13/+2, Con: 15/+3, Cha: 13/+2, Defense 13, 18 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +3 Bluff, +5 Performance (stand-up), +3 Minor Con, +4 Computer, +4 Bribe, +3 Listen, +2 Spot, Feats:  Simple Weapon Proficiency, Creative, Run, Weaknesses:  Pushover, Talents: Evasion, Respect: 120, Bank: 0, Wealth Bonus: +11 Weapon of Choice:  fists)

Kyle: (Kyle is the second closest.  The PC’s will be able to leave the van with their masks on and even brandish their weapons in the paintball arena.  The other customers will mistake them for other players since they are similarly dressed.  Stanley will either identify Kyle for them or tell the PC’s that he wears a blue skull on his face protector.  If the PC’s go into the arena to get Kyle, they’ll be shot with paintball guns.  They can either Bribe, Bluff or Intimidate the manager so he’ll use the P.A. system to call Kyle to the office or they can sit outside for two hours and wait for him to finish playing.)  As you approach Kyle, he notices your weapons immediately.  “Hey are those real?” he asks, interested.  He senses the menace in your approach, throws down his protective mask and aims his gun at you.  “Whoa, wait a minute!  Back off, asswipe!”  (Kyle will not listen to any amount of Bluffing or Intimidation.  The PC’s will have to completely subdue him.  He’ll take called shots to the faces of anyone that approaches him.  Victims struck must make a Fortitude save or be blinded for 1d4 rounds.  Fortunately, for the PC’s, he’ll stand his ground and fight only backing up to get more cover.  If anyone fires a real shot, he’ll immediately surrender.  If the PC’s confront him inside the office or arena, Kyle will run back into the staging area where eight other paintball players will fire at the PC’s (use Kyle’s stats, but no Dex bonus).  The floor is slick with paint and all PC’s must make a Reflex check vs. 13 or fall in the paint.  Kyle will curse and scream at the PC’s.  The paintball players will think the whole thing is a joke, but the manager may call the cops depending on how the PC’s act and what they say.  If the manager calls the cops, they arrive in 2d20 rounds.  They will be two average beat cops in a patrol car.  If the PC’s get into an altercation outside, Kyle uses the parked cars in the parking lot as cover.)
(Kyle Calison (16) 2nd level Fast Mook Str: 13/+2, Int: 10/+0, Wis: 8/-1, Dex: 17/+4, Con: 15/+3, Cha: 10/+0, Defense 13, 16 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +3 Bluff, +2 Drive, +3 Escape Artist, +4 Craft (mechanical), +2 Sense Motive, +5 Hide Motive, +3 Listen, +2 Spot, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Point Blank Shot, Weaknesses:  Disrespectful, Talents: Evasion, Respect: 180, Bank: 16, Wealth Bonus: +10 Weapon of Choice:  paintball gun, D1d3, 20ft range, 30 box, non-lethal damage.)

David and Kenny:  (Stan will easily sell out David and Kenny.  Kyle will need some persuasion.  The duo deal drugs in a dead-end alley behind Sal’s Greatest.  The only other thing in the alley will be a dumpster.  Unknown to even David, Kenny stole a 9 mm Walther P30 Pistol from his dad.  Kenny’s follows David’s lead.  If the PC’s attempt to talk to David, he will attempt to bamboozle them and bribe them.  He will promise the characters things he cannot possibly deliver on like “a new SUV for everyone”.  However, he’s a lying snake and will call the cops on the PC’s after they drive away with cars from his dad’s lot.  Kenny will pull out the gun and attempt to shoot the PC’s the moment he senses he or David is in physical danger.  During the first round of combat, he will attempt to fire with the safety on.)  You find Sal’s Greatest, a pizza parlor, across the street from Bianca Meadows High.  A sign outside the school proclaims the area around it a “Drug Free Zone” and the school’s sign proclaims, “Honor Society Ceremony this Saturday!”.  The jaded high schoolers have long since gone home, but a few stragglers loiter outside of Sal’s, nursing the “One Soda/One Slice” deal.  Pulling the van around to the back you discover two teens standing near a dumpster in an area enclosed by a fence.  The asphalt-covered ground is littered with cigarette butts and grease-stained paper plates.  The first teen (David) sports an oversized gold medallion that proclaims, “Dave Weed”.  The second (Kenny) is wearing a backward red baseball cap and smoking a cigarette.  Both boys wear oversized baseball jerseys in jeans, the kind you’ve seen worn by rap stars in hip-hop videos.  The twosome eye you warily as you approach.  (How the PC’s approach will dictate the boys’ reaction.  If given enough time, David will order Kenny to “waste ‘em” and attempt to flee in the confusion.  David used to run track, so if the PC’s don’t nab him here, he will loose them in the woods nearby in five rounds.  He will head straight for his house, grab the SUV and hide out for the next three days.  Kenny will run if he manages to shoot someone.  A PC that stands up to him, however, will have one shot to Intimidate Kenny if he also brazenly stands up with a gun pointed at him (DC vs. 16).  Kenny will panic if the bullet hits, however, run home and confess everything, hoping his parents can fix it like last time.  If the PC’s kill any of the boys, a massive manhunt will go out for them unless they manage to do it without witnesses and if they manage to destroy the bodies.  Both boys live within a mile of the area.  If the PC’s pose as cops and simply walk around the corner with their guns drawn, both kids will surrender unless they roll a critical failure on their Bluff roll.)
David “Dave Weed” Erickson (19) 3rd level Charismatic Mook Str: 13/+2, Int: 15/+3, Wis: 6/-2, Dex: 10/+0, Con: 10/+0, Cha: 17/+4, Defense 11, 15 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +8 Bluff, +5 Drive, +1 Beat, +4 Shake Down, +5 Ride, +6 Knowledge (business), +5 Minor Con, +4 Bribe, +7 Diplomacy, +5 Craft (pharmaceutical), +2 Gamble, +1 Cheat, +5 Sense Motive, +5 Hide Motive, +5 Search, Feats:  Simple Weapon Proficiency, Run, Good Earner, Weaknesses:  Power Addict, Talents: Coordinate, Inspiration, Respect: 290, Bank: 50, Wealth Bonus: +14 Weapon of Choice:  knife 1d4)

Kenny Beechum (17) 2nd level Fast Mook Str: 13/+2, Int: 10/+0, Wis: 8/-1, Dex: 15/+3, Con: 13/+2, Cha: 12/+1, Defense 13, 17 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +3 Bluff, +2 Drive, +3 Gather Information, +3 Search, +2 Sense Motive, +4 Hide Motive, +3 Listen, +3 Spot, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Point Blank Shot, Weaknesses:  Approval Addict, Talents: Evasion, Respect: 180, Bank: 16, Wealth Bonus: +5 Weapon of Choice:  9 mm Walther P30 Pistol, D2d6, 40 ft., 8 in box.)

The Model Home:  Assuming the PC’s manage to capture all four boys, read the following:  Following Eugene’s instructions, you head for the construction site.  Stan laughs nervously and asks, “You guys are going to turn us into the cops, r-r-r-right?”  David does not seem to be worried.  “They’re not going to do anything to us,” he assures.  “They’re just tryin’ to scare us.  Right?  So we go straight.”  “Yeah,” agrees Kenny, suddenly laughing and mocking.  “I’ve learned my lesson officer.”  Eugene slaps away Kenny’s hat and grabs him by the hair, “You’re gonna learn a lot more than your fuckin’ lesson, asshole!”  (The hat stays in the van unless the PC’s remove it.  This could be evidence used against them later if they’re caught.)  The model home appears to be only partially finished.  The construction crew was forced to board the windows to protect the windows from vandalism.  It mars the otherwise pristine house.  There is no grass and here and there wires and bits of other construction debris poke out of the yellow ground.  There does not appear to be anything but empty plots and the development’s cul de sacs built here and the model home is too far off the main road to be seen.

Inside: The model home has already been vandalized on the inside by persons unknown.  Obscenities are spray painted on the walls and the windows have been broken from the inside.  The back door was smashed off its hinges and lays on the floor.  Someone has positioned four badly broken beach chairs in what would be the living room and in front of an unfinished fireplace.  There are char marks on the center of the floor as if someone could not be bothered to have lit the fire in its proper place only six feet away.  As you drag the boys inside, Kyle slips his bonds and attempts to dive out a small hole that someone has ripped open near the boarded up window.  (Have the characters make an initiative roll.  If Kyle beats them, he gets outside before anyone can stop him.  If the characters miss him in the first round, he also gets outside.  Kyle will again have to be subdued.  Stan is too scared to run.  David thinks it’s a joke and Kenny follows David’s lead.  Players with the Beat or Torture skills may choose to use them on the boys.  Eugene will attempt to Bluff the boys and convince the others that he’ll kill Stan with Kenny’s gun and make them all take the rap.  The PC’s or Eugene need to make one successful Bluff roll against all the boys, except David, he’ll need three.  Then, during these successful Bluffs, the boys need to FAIL their Sense Motive checks.  If they succeed, the PC must make a Hide Motive check.  All rolls are made at a DC vs. 16, 14 for anyone that has already been unconscious or shot.  Once a Bluff is successful and the Sense Motive fails, that boy will burst into tears.  Assuming they are all injured and crying, that will be enough for Eugene.  The GM should check on the PC’s weaknesses, especially if any of them have a temper.  Eugene suggests the PC’s leave the boys battered, humiliated and broken in the model house.  He’ll also suggest loosening the bonds of anyone still unconscious and then doing a quick sweep to make sure no evidence is left behind.)
Eugene Retuglio (2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Waste Management” Str: 15/+3, Int: 13/+1, Wis: 10/+0, Dex: 13/+2, Con: 12/+1, Cha: 13/+2, Defense 17, 32 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +3 Knowledge (streetwise), +3 Cheat, +4 Bribe, +3 Shake Down, +5 Beat, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +2 Minor Con, +4 Destroy Evidence, +4 Drive, +3 Sense Motive, +3 Diplomacy, +5 Intimidate, +1 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Quick Draw, Weaknesses:  Smoking Addict, Magnanimous, Vindictive, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 170, Wealth Bonus: +16 (Eugene is called “Dr. Jeckyl” behind his back because he can be exceedingly generous one minute and then vicious the next.  He carries a blackjack in case he has to “stun someone”, but actually beat a guy to death with it.  The players should know Eugene’s nickname and avoid using it.  It is likely to start a fight with him.  He will treat anyone with the Golden Boy feat with disdain.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., blackjack)

The Aftermath:  After ditching the van and burning your work clothes, you meet at the house of Capo (insert name).  Eugene hands him the videotape.  The capo smiles seemingly pleased.  “Oh!  What’s this?” smiles the Capo knowingly.  “It’s a little somethin’ we’d thought you like to see.  Don’t worry, it’s not a rental.  It ain’t due back or nothin’,” jokes Eugene.  “I directed it myself.”  “Look at you, Martin Scoresoni, here!”  The capo calls back into the house.  “Hey, Carmine, make some popcorn.  I got somethin’ you’ll wanna see!”  He turns back to Eugene and hands him an envelope.  “Thanks fellas, Eugene will take care of ya.  I won’t forget this.  Next time you need a favor, you call, huh?”

Awards:
10 Wealth each

Robbing all four kids of money and jewelry:  6 Wealth (separate reward)

Experience
Respect Points

Suspicion Index Points

Locating the four punks.



400

25




Kidnapping the four boys during day w/ masks
300




+5 per kid

Kidnapping the four boys during day w/o masks
200




+8 per kid

Getting hit with paintballs





-5 per ball

Falling down in paintball arena




-8


+1 

Following Eugene’s orders (generally speaking)


1d6

Doing the capo a favor



100

1d20 each

Delivering the tape






1d10 each

Successful use of skill




100 per use

Keeping boys from discovering identity

100 bonus

Successful use of Connection



500 bonus

Killing one of the punks



200 bonus
-10 per punk

+5 per kid 

Failure to use “Destroy Evidence” skill at model house




+2 

Robbing all four kids









+1 
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