The Magic Poki-Yugi
An adventure for two to four Family Associates or Made Guys

Set-up:  (Choose a random PC.  This PC went to high school with Gordo.  If the other PC’s grew up together, they may know him as well.)  The other day you (the random PC) got a call from an old high school friend of yours, Gordon “Gordo” Richardson.  Gordo was always a bit of a hustler back in high school and he loved to wheel and deal in collectible sports cards.  When he graduated, he opened his own sports card shop in New Milan called “Gordo’s Third Base” on Conner and 44th (exact address is 4425 N. Conner).  You had lost touch over the years, but every now and then you’d hear about Gordo through the grapevine.  He has a reputation for being an honest Mook and a stand-up guy.  Then, out of the blue, he calls.  With desperation in his voice, he asked you to meet him at Fuzzy-Wuzzy’s Rainbow Land and Miniature Golf (1600 N. 47th Street).  Fuzzy’s was all the rage when you were a kid, but now the place is a wreck.  One of the Family’s (Tony Face’s Jordano Family or a PC Family) sometimes uses the run down Haunted House for meetings.  Since Gordo’s store is only three blocks away, it’s likely he’s asked you to meet there for “Family Business”.  Not wanting to let an old friend down, you and your associates took time out of your busy day to meet with Gordo.  When you arrive at Fuzzy’s, you see that the turf grows wildly out of control and discarded beer cans and broken glass litter the cement pathways.  The once brightly colored cartoon animal obstacles are now faded and covered with graffiti.  Gordo, a little older and heavier, stands by a now headless statue of a cartoon giraffe smoking a cigarette.  He’s wearing a windbreaker with the New Milan Brigands logo, but underneath is a T-shirt with the logo for his store.  He stamps out his cigarette and greets you warmly.

“Holy shit, (name of PC or PC’s)!  How long has it been, huh?” laughs Gordo, relieved, but still a little nervous.  “I almost thought you wouldn’t come.”

(Give the PC’s a chance to sound magnanimous.  Anyone with the weakness, Magnanimous, should make a check.  Failure means they’ll already start promising to do anything they can for Gordo.)

After some brief small talk about the good ol’ days, Gordo gets down to business.

“I got a problem at my store and I don’t know who else to ask for help.  I thought about going to the police, but those bastards shake me down every other month and they’re no help.  I heard people in your line of business use Fuzzy’s.  I hope it was appropriate to call you down here.  I don’t know how much you know about my business, but the sports card market took it on the chin a few years ago.  I had to expand to comic books, toys---  All kinds of crazy shit, just to keep the store open.  Anyhow, the latest thing is this card game for the kids called Magic Poki-Yugi Cards.  Kids go bonkers for this shit!  I mean, some of those rich little bastards have blown hundreds and even thousands of dollars buyin’ the cards!  Y’see some of the cards are rare and they’re the most powerful in the game and---  Well, I won’t bore you with all the details.  Anyhow, we run tournaments in the store.  Kids come in, play the game, I give away prizes, everyone wins.  But a few weeks ago, this new kid started playin’ in the store.  A real spoiled brat---  Talked trash to everyone, including me.  Well, he lost big time in the tournament and the kids laughed at him.  He went nuts!  Started screaming that the kids had stolen his cards!  The day after, his father came into the store and threatened to call the cops if I didn’t give the kid a prize!  Now he’s on me to let his kid win every fuckin’ tournament!  Says, if I don’t, he’ll call the cops in and shut me down.  I’m barely survivin’ in this market as it is.  I got an ex-wife and childcare payments.  Can ya help me out and get this guy off my back?”  

(Gordo is not telling the complete truth.  If the PC’s ask, have Gordo make a Bluff check vs. the PC’s Sense Motive check.  If they succeed against him, they’ll sense the description of the kid and the father’s behavior is a bit overblown.  Have Gordo make a Hide Motive check, if he succeeds, he tells the PC’s, “I’m sorry.  I get a little carried away.  They’re not that bad.  I’m just worried about the store.”  This is true.  If Gordo fails his Hide Motive check, he says, “Look, can you just do this?  Please, for me?  For old times, huh?”  Gordo will try and use his Diplomacy to get the PC’s to do him a favor, claiming he’s poor.  This is also a lie.  He’ll offer the PC’s up to 12 Wealth to do the job, but he’ll bargain for every point starting at 1.  He’s just not scared of the PC’s since they went to high school, he thinks he’s in no real danger.  The PC’s may try and shakedown Gordo for a permanent slice of his profits, but he’ll continue to insist that he’s barely getting by.  Unless the PC’s Intimidate him, he’ll never agree to give up part of the store’s profits.  Later, the characters may Exploit him to do so, but not now.)
Answers to questions the characters will probably ask:

Who is this kid?  “Kid’s name is Todd.  He’s about 13.  I think he goes to school locally.  I heard him say he just moved to this side of New Milan.” 

and his father?  “His father’s name is Gary.  I don’t know his last name, but I think he works for the city.  He was driving an S&E truck.”  (S&E is the New Milan Department of Sewers and Energy.)  

When’s the next tournament?  “Tomorrow night at 7pm.  It usually lasts about two hours.  The father drops him off and picks him up.”

Other conditions:  “Please, don’t do anything near the store.  And, I don’t want nobody to get hurt, I just don’t want them to come back, y’know?  You’re not gonna hurt the kid, right?”

What Gordo is really doing:  The real story is Gordo is in the business of making fake Magic Poki-Yugi cards.  The kid in question knows his card got switched and the father in question thinks its because someone in the store stole his son’s card.  They do not suspect Gordo yet, but they are absolutely convinced that it is someone in the store, probably one of the staff.  Gordo pulls down quite a bit of money on this scam, so he’ll do everything he can to keep it a secret from the characters.  He’ll agree with whatever alternative theory the characters offer as long as they don’t find out about his scam.  He knows that the characters will want a piece of the action and he’s just getting out of debt.

2nd level Charismatic Mook/1st Level Family Associate/Wiseguy: Gordo

Str: 13/+2, Int: 12/+1, Wis: 11/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 12, 18 HP, Attack Bonus: +2, Fort: +3, Ref: +2, Will: +1, Skills:  +7 Bluff, +2 Knowledge (streetwise), +5 Cheat, +2 Forgery, +6 Sense Motive, +4 Sense Weakness, +3 Exploit, +5 Hide Motive, +4 Minor Con, +4 Sleight of Hand, +6 Diplomacy, +4 Intimidate, +6 Gamble, +6 Gather Information, +2 Computer, +6 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Brawl, Trustworthy, Good Earner, Low Profile, Other Family Connection (the PC’s), Weaknesses:  Greedy, Cheap, Respect: 350, Bank: 190, Talent: Charm, Know Respect, Wealth Bonus: +15 (Gordo does not align himself with any particular Family, but he is considered a Wiseguy in the Jordano Family since he operates in the territory.  He would make a good addition to an emerging PC crew.) Weapon of Choice:  fists

Tracking down Todd & Gary:  If they PC’s decide to look for Todd and Gary before the next tournament, Politic or Union Connections can be used to locate Gary.  He works the night shift in the sewers and comes home late at night.  A successful Gather Information check must be used in the area of the store vs. a DC of 16.  One of the staff will remember that Gary bought a case of Magic Poki-Yugi cards for his son and used a credit card.  His last name and address is on the copy of the slip in the store.  A successful Investigate roll or use of Judicial Connection will reveal Gary’s address if they have his last name.  Gary moved his family to what he thought was a safer part of the city. at 1182 E. 51st Street between Victor and MLK.

Investigating Gordo:  If the PC’s decide to look into Gordo’s situation a successful use of a Corporate Business Connection reveals that Gordo recently paid off several of his debtors and cut back on his Magic Poki-Yugi card orders.  Streetwise Knowledge reveals that he recently purchased a computer system that “fell off the truck”.  A Gather Information check reveals that Gordo has recently redesigned the interior of the store at considerable expense.  He’s also gained a reputation amongst card players for obtaining rare and expensive cards at discount prices.  Investigation reveals that he recently caught up on all his back childcare and bought his son an expensive mini-bike.

4th level Tough Mook: Gary Thompson

Str: 14/+2, Int: 11/+0, Wis: 13/+1, Dex: 12/+1, Con: 16/+3, Cha: 9/-1, Defense 13, 39 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Craft (mechanical), +4 Craft (Structural), +2 Sense Motive, +2 Diplomacy, +4 Intimidate, +3 Survival, Feats:  Simple Weapon Proficiency, Brawl, Great Fortitude, Improved Brawl, Weaknesses:  Code of Honor, Respect: 400, Bank: 186, Talent: Remain Conscious, Robust, Wealth Bonus: +14 (Gary is an honest guy that isn’t very street savvy.  Although he won’t risk his son, he’ll stand up for what’s right.  He has several good friends to call upon if the PC’s rough him up.) Weapon of Choice:  fists

Gary’s Truck:  It is equal to a Ford F-150, but it’s loaded to the gills with equipment.  It has an Init and Maneuver of –3 and hit points of 38.  If there is time, Gary can arm himself with a crowbar that is equal to a club and does 1d6 points of damage.
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1st level Tough Mook: Todd Thompson

Str: 9/-1, Int: 10/+0, Wis: 9/-1, Dex: 15/+2, Con: 14/+2, Cha: 10/+0, Defense 11, 12 HP, Attack Bonus: +0, Fort: +1, Ref: +0, Will: +0, Skills:  +6 Sleight of Hand, +3 Gambling, +2 Cheat, +2 Spot, +2 Sense Motive, +1 Intimidate, Feats:  Simple Weapon Proficiency, Nimble, Weaknesses:  Oblivious to Danger, Respect: 430, Bank: 0, Talent: Remain Conscious, Wealth Bonus: +5 (Todd is a brazen little brat with little to no concept of fear.  He’ll kick and scream if the PC’s accost him.) Weapon of Choice:  fists

Confronting Gary:  It should be a small matter for the PC’s to follow Gary, either from the store or to locate his house.  However, if they confront Gary at work or right after, he’ll have a crew of five other burly sewer workers to back him up with equal stats.  If the PC’s do not take care in cornering him, there is a 1 in 10 chance the police will arrive in 1d6 rounds.  If the PC’s are careful, the chance drops to 1 in 20.  Gary will not accept a bribe to leave the store, but a successful Intimidation will work on him.  The DC is 15 or 12 if the PC’s mention Todd in he threat.  If the PC’s listen to Gary, he’ll tell them that the only reason he got so mad was because he’s sure his son’s most expensive cards were replaced by forgeries.  He’s convinced someone in the store made the switch.  Fighting Gary is a bad idea.  Gary used to box when he was younger and he’s likely to mop the floors with the PC’s unless they are armed or out-number him by more than two.  The PC’s will practically have to beat him to death.  Once Gary becomes away of the PC’s threats, he’ll make sure he’s always got at least 1d4 of his crew around whenever he leaves his house.  If the PC’s fail a second time, Gary will call the police and an investigation will be launched.  Gordo’s card forgery scheme is exposed 2d6 days later and his shop is closed down.

Gordo’s Third Base:  This store is in the middle of a strip mall that includes an x-rated video rental place, a pizza shop, a record store, an insurance office, a pet store and an auto parts store.  Gordo’s is situated between the pizza shop and the record store.

The Interior:  Gordo’s store is lined with white boxes of various sizes and displays of sports cards, toys, comic books and other collectibles.  Some of the items look pretty pricey and a new display case containing memorabilia from New Milan’s sports teams takes up the best spot in the store.  In the center of the floor are six tables and several dozen chairs used in the card tournament.  Near the cash register is a glass case displaying several of the most expensive Magic Poki-Yugi cards.  Gordo has two employees working here, a nervous Caucasian man with blonde dreadlocks and a young woman that looks about high school age.  

2nd level Fast Mook: Stewart Benjamin

Str: 9/-1, Int: 10/+0, Wis: 7/-2, Dex: 17/+3, Con: 12/+1, Cha: 12/+1, Defense 14, 14 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +9 Sleight of Hand, +6 Forgery, +3 Gambling, +2 Cheat, +5 Hide, +5 Move Silently, +2 Diplomacy, +4 Drive, +4 Escape Artist, +5 Craft (mechanical), +5 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Nimble, Stealthy, Weaknesses:  Drug Addict, Respect: 110, Bank: 0, Talent: Evasion, Wealth Bonus: +3 (Stewart is addicted to Crystal Meth, but his Magic Poki-Yugi card forgeries are tough to spot.  He is a lousy liar and Gordo has foolishly relied on him to keep the lid on their scam.  He’s specifically told Stewart not to let anyone in the back where they make the cards, but if the PC’s come in unannounced, he’ll direct them to the back where Gordo is laminating their latest investment.) Weapon of Choice:  fists

1st level Charismatic Mook: Lori Rhodes

Str: 12/+1, Int: 13/+1, Wis: 12/+1, Dex: 10/+0, Con: 11/+0, Cha: 15/+2, Defense 10, 8 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills:  +3 Spot, +2 Sense Motive, +3 Intimidate, +5 Bluff, +6 Seduce, +3 Sex, +2 Sense Weakness, +2 Exploit, +7 Knowledge (current events), +5 Diplomacy, +2 Drive, +4 Bribe, +2 Gamble, +4 Computer, +5 Craft (cooking), +2 Make Up, +3 Knowledge (Streetwise), Feats:  Simple Weapon Proficiency, Educated, Weaknesses:  Aggressively Dominant, Respect: 78, Bank: 0, Talent: Fast Talk, Wealth Bonus: +7 (Lori knows that Stewart has been acting fishy and suspects that he’s the one behind the fake cards.  She’ll only reveal this information to a PC that gives her a great deal of respect.  Ordering Lori around is a sure way to get on her bad side and even Gordo avoids trying to make her mad.  She’s a girl from around the way and she don’t play that!) Weapon of Choice:  fists

Back Room:  In the back is an area where the employees can eat their lunch.  There are also three vending machines.  This area is open to the public.  There are two doors.  One leads to a filthy, cramped bathroom and the other has the word “Office” written on in magic marker.  (If, for some reason, Gordo is not here, it will be locked.)

Gordo’s Office:  Gordo’s office is littered with Magic Poki-Yugi cards and computer equipment.  On the walls are a few rare sports and comic collectibles including issue #11 of Super Detective Comics.  It features a story with a supervillain named “The Fantastic Faker” and how he switches an expensive diamond for a fraud.  Gordo pulls a sheet over the computer equipment as you enter.  

Continuing the Scheme:

(If the PC’s get inside, it will be pretty obvious who the real villain in the store is.  The Magic Poki-Yugi card scam is making Gordo 15 Wealth per month.  If the PC’s want a slice, they have several options:  If they are made and are already report to the Jordano Family, they’ll have to kick up 9 of the 15 Wealth Points to their capo.  If they are made guys of another Family, they’ll have to kick up 10.  If they are Family Associates, they’ll have to kick up all the Wealth save one point for each crew member up to three.  They can squeeze an extra point of Wealth by forcing Gordo to expand his operations to other stores and making his crew work double time. (1 extra point per store.)  This requires a use of Intimidate and Lasting Threat on Stewart.  They can do this up to four more stores.  Adding two extra stores or more gives Stewart a 5% chance per week of collapsing from an overdose of crystal meth.  If this happens, make a Fortitude check for Stewart with a DC of 10, if he fails, he dies.  If he succeeds, he’ll be unable to return to work for two weeks and the Wealth gained will instead be lost (see Schemes in the Complete Mafia rulebook).  The PC’s may have to replace the forger to continue the scheme or suffer the Wealth loss.  They need a forger who knows the cards (minimum Knowledge (Pop Culture of 2) and Forgery of at least 5.  The scheme can last for as long as the GM feels that the Magic Poki-Yugi card fad can last.  Gordo will attempt to scam as much money from the deal unless the PC’s assure him a steady income of 5 Wealth Points.  The PC’s will have to watch him like a hawk.  Gordo knows that if the PC’s get their hooks in his store, he may lose it to them.  He’ll resent any PC that pushes him out of his own store.  Although he won’t immediately make a move, he’ll bide his time hoping to spot a weakness and Exploit the PC later.  Any PC that Exploits him (using his weakness Greedy when he tries to steal from the PC’s) may find himself the target of a murder plot.  Gordo will bide his time and will even attempt to manipulate someone else into doing his dirty work.

Awards:




Experience
Respect Points
Suspicion Index Points

Checking out Gordo



200

Tracking down Gary



100

Intimidating Gary



300

+5

Beating Gary




800

+20


+4

Getting beat by Gary





-5


+4

Beating Gary and his crew


4000

+100


+5

Getting beaten by Garry and his crew

1000

+5


+5

Discovering Gordo’s scheme


400

Exploiting Gordo



500

+10


+1

Acquiring Gordo’s scheme


1000

+15 per wealth
+3

