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Set up:  Roman Bruetzio, a soldier from the Jordano Family, called and asked for a lunchtime meeting at Johnny Lightning’s Steaks.  Johnny’s was opened back in the 40’s and is world-renowned for its steak and pepper sandwiches.  You find Roman sitting at a picnic table enjoying a double meat sandwich special.  He gestures for you to sit down.  While eating his sandwich, he explains the purpose of the meeting.  


“I got some work for you guys.  Real nostalgic.  Goes back to the 70’s,” says Roman.  “A few blocks from here is a Good Sleep motel.  They’re tearin’ it down to build another drug store.  The problem is, the parking lot is littered with stiffs, including Bruno Taglio, a guy we’d sooner the Feds not find.  We gotta tear up the place with jackhammers and take the remains out before they get found.   Get it?  It ain’t glamorous, but it pays.  Any questions?”


Likely questions for Roman:

What’s the big deal with finding Bruno Taglio?:  “Bruno was a capo for the Jordanos back in the day.  Bruno dipped his beak into the Family’s money once too often, so Boss Gino had him clipped.  But right around that time, Bruno booked a flight outta the country.  Boss Gino decided that it should look like Bruno left the country, so we got some mook to take his place on the plane.  As luck would have it, the plane crashed and killed everybody.  Naturally, the feds thought Bruno died on the plane and the no name mook the Family hired wasn’t missed.  But if the Feds find Bruno now, they can open up an investigation that goes back before Tony Face was even born!”

Who are the other stiffs?  “Mostly mooks, degenerate gamblers and a few others we’d like to keep planted.”

How many stiffs are there?  “Five that I know of.  There’s a chance there might be more.”

What do we do with the remains?  “They should be nuthin’ but bones, now.  We’ll smash up the bones into little pieces and dump them in the river.”

Where do we get the jackhammers?  “We’re gonna have to boost ‘em.  I know a construction site where we can get them.”

What if the cops come while we’re tearin’ up the parking lot?  “Two of the bodies are inside under the rooms, the others are in the parking lot.  The place is fenced off and they’re expectin’ to start work there soon.  If we dress like construction workers, no one should be the wiser.  Still, one of us will have to take turns standin’ near the gate to make sure the cops don’t see nuthin’.”

How much do we get paid?  “8 Wealth each.”

Roman Bruetzio (27)

2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier

Str: 13/+2, Int: 13/+1, Wis: 13/+1, 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, +5 Knowledge (streetwise), +3 Cheat, +4 Bribe, +3 Shake Down, +3 Run a Brothel, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Craft (Structural), +3 Craft (Mechanical), +4 Destroy Evidence, +1 Drive, +3 Hide, +3 Diplomacy, +5 Intimidate, +3 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legendary Rep, Builder, Weaknesses: Aggressively Dominant, Paranoid, Stressed, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 580, Bank: 160, Wealth Bonus: +6 (Roman is curt and humorless, but a very competent soldier.  He doesn’t like wiseguys that drink or gamble to excess and he especially hates those with the Excess Addict weakness.  Roman is well-respected even outside his own family.  He’s a take charge kind of guy, but he can, at times, be overly cautious.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Getting the Equipment:  “Okay, there’s a road construction crew doin’ some worker under the Northside Highway where it intersects with Dock Street.  Go up there and steal us some jackhammers.  I scoped the place out yesterday.  They gotta fenced in area with some trucks, bulldozers and other equipment.  You’ll see the equipment truck there.  Boost it and meet at the Good Sleep around 10pm.  They gotta couple of guard dogs behind the fence, so you’ll have to deal with that.  I’ll bring you construction uniforms.  The place is pretty deserted, so if you get in and out, the cops shouldn’t be any wiser.”

Jackhammer Boost:  When you reach the spot where Dock Street meets the Northside Highway, you see a fenced in, secluded area where the road construction crew has stored it’s equipment.  There is one entrance and it is locked.  (The equipment will be locked here from 6pm until 7am the next morning.  During the rest of the time, it will be used by the road crew to do maintenance in and around the Northside Highway.  The Dogs:  There are two Doberman pinchers that live inside the fence and are used as guard dogs.  Def 12, HP 10, Attack bonus: +4, D 1d4, Fort Save: +5.  The dogs respond well to bribes of food, but will bark at the characters when they approach.  The dogs make Spot and Listen checks at +9 due to their heightened sense of smell.  Drugging or poisoning the dogs is easy if the PC’s place the drug or poison inside some raw meat.  Shooting the dogs without a silencer will attract the attention of the police and a patrol car with two average beat cops arrives in five rounds.  If the dogs are freed, they’ll attack random PC’s that attempt to get inside the trucks.  If left to their own devices, the dogs will chase the trucks a short distance and then roam the neighborhood.  Sometime around 3AM, the police get a complaint from a resident, capture the dogs and find the jackhammer truck stolen.  This may add to the PC’s trouble depending on how far along they are in removing the bodies.  But after this point, the truck will be a target.  As soon as a patrol car spots it, the truck will be pulled over and the characters arrested.  If the dogs are fed while the PC’s steal the truck, the dogs eat for 4 rounds for every pound of meat the PC’s brought.

The security:  The fence is locked with an industrial strength padlock and chain.  A pair of bolt cutters will make short work of it, but to pick the lock requires a Disable Device check at a DC of 16.  The vehicles are locked and the keys are not here.  The trucks have an ignition lock that must be bypassed using car thief tools, mechanics tools or electronic tools.  To bypass the ignition lock requires a Disable Device check vs. an 18.  The only way to know they’ve bypassed the lock is to try and start the truck.  That only requires a Disable Device check of 12.  Besides the jack hammers, the truck contains several lights so the crew can work at night.  Currently, the union leadership is in a dispute with the city over working at night, so for now, none of the work will be done at night.)

The Good Sleep:  (Assuming the PC’s arrive by 11pm, Roman will be pleased.  He’ll be standing near a pick up in front of a wooden fence that surrounds the abandoned building.  Roman stole the truck, but he won’t tell the PC’s.  It contains standard tools.  For every hour the PC’s are late, Roman will curse them out to lose 10 Respect Points.  He calls them on their cellphones to find out what the hold up is.  If the PC’s waste more than three hours, Roman fires them, causing them to lose an additional 30 Respect points.  Additionally, Roman will attempt to use the PC’s as patsies in the future.)  Roman is standing outside the parking lot of the Good Sleep.  The construction company slated to demolish the building has erected a wooden fence around it, but Roman already has the gate open.  As you pull up, he gestures for you to drive your vehicles inside.  Once inside, he opens the back of his truck.  Inside is a pile of uniforms.  The parking lot has been marked with spray paint.  “Get changed.  We gotta work as fast as possible.  Any of yous ever work a jackhammer?”  As you are preparing to tear up the floor in one of the rooms, you hear a noise.  A homeless man dressed in ragged clothes staggers out of a hole.  He was sleeping on the mattress in the next room.  “What the Hell are you doing in my house?!” he demands, his breath reeking of alcohol.  “Get the Hell out!”  (Roman doesn’t want the homeless guy killed, but the PC’s have to shut him up before he attracts attention to the area.  They can bribe him vs. a DC of 6, but he’ll return an hour later and ask for more money.  Intimidation works against a DC of 18.  If it fails, Tim attacks!  Beating him in a drinking contest also works, as does bribing him with alcohol.  Anyone that goes drink for drink with Tim must make three Fortitude checks or throw up.  Drinking Addicts automatically succeed the check.  Knocking Tim unconscious and leaving him tied up in the motel will work fine.  If the PC’s end up killing the cops later and Tim is still here, Roman will order the PC’s to kill him too.)
2nd level Strong Mook: Tim Foxx (45)

Str: 15/+3, Int: 15/+2, Wis: 11/+0, Dex: 14/+2, Con: 12/+1, Cha: 16/+3, Defense 13, 16 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +7 Bluff, +2 Sense Weakness, +8 Listen, +8 Spot, +1 Sense Motive, +4 Knowledge (streetwise), +4 Exploit, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Defensive Martial Arts, Brawl, Streetfighting, Weaknesses:  Drinking Addict, Respect: 16, Bank: 0, Talent: Extreme Effort, Wealth Bonus: +0 (Tim is a veteran that destroyed his life with alcohol.  He lives in the Good Sleep and will defend it.) Weapon of Choice:  fists, broken bottle 1d4.

(Applicable tool skills can make the work go faster.  Roman has some experience as he has had to move bodies in a similar situation before.  Under his supervision, the work takes six hours.  For every applicable skill ranks, you can subtract ten minutes from the work.  Applicable skill ranks include: Craft (mechanical) and Craft (structural) or whatever the GM rules is applicable.  After about three hours, a cop car rolls by to see what’s going on.  Any PC can make the Bluff check at 8 or Diplomacy of 6 to rebuff his banal inquiries.  However, if there is a complaint about the dogs and missing jackhammers, the cops make much more pointed inquiries and the checks rise to 11 and 13 respectively.  If the bodies of the dogs were left behind, the checks will be 16 and 18.  The patrol car will contain two Average New Milan beat cops.  These two cops have taken bribes before.  If they get wind of what this is really about, they’ll ask for 15 Wealth each to look the other way.  Roman doesn’t have that kind of money with him.  He’ll offer the characters a choice, work off the debt or whack the cops.)

The Remains of the Day:  After six grueling hours of digging up the parking lot and floors of the motel, you unearth six skeletons.  Roman takes a call on his cellphone.  Filling Roman’s truck, he instructs you to either return or dump the truck with the jackhammers.  “Meet me down the docks at 47th and Dock Ave.  Either get yourself some overalls or keep the construction clothes on.  And if that’s your car, make sure you get it detailed.  We don’t want any trace evidence if the Feds get wind of this.  Swing by the hardware store and pick up some sledgehammers and some buckets.  Don’t freak, but there’s this fat cop named Daniels that’s been harassin’ me.  An associate of mine just called to say he made you guys when we met at Johnny Lightning’s.  You’re gonna have to be extra careful when you meet me at the warehouse.  Make sure you’re not followed.  Don’t take any chances understand?  Get the hammers, watch your back and meet me at the warehouse ASAP.  There’s a Hardware Outlet that’s open all night near 24th and Market.”

Watchin’ the Detectives:  (Daniels and Smithsonian took pictures of the characters from a distance while they met with Roman at Johnny Lightning’s.  They’ve spent the day getting basic information about them.  If the characters were in a stolen vehicle and are using the same one, there is an APB out on them.  Fortunately, the APB won’t go out until after the digging begins at the Good Sleep.  Daniels and Smithsonian already suspect what Roman is up to, but the Jordano soldier gave them the slip.  They spent all night driving around the city and visiting Roman’s haunts.  By 4am, they decided to take a break and hit the Keystone Diner.  By the time the characters arrive at the Hardware Outlet, two average beat cops in a patrol car spot them in the parking lot.  They radio dispatch and then in turn contact the detectives.  The detectives arrive while the characters are in the Hardware Outlet.  If, for some reason, they don’t go there or already have sledgehammers, the GM will have to improvise on what check Daniels and Smithsonian need to make to find them.  It will largely depend upon how stealthy they’ve been up to this point.)  

You are in the isle with the sledgehammers.  The pimply-faced kid that gave you directions to this section of the store was only off by two isles.  As you are heading to the counter to pay for the hammers, a heavy-set man in a trenchcoat and baseball cap approaches.  He is accompanied by a muscular-looking, plain clothes detective.  He addresses you by name, “(insert PC characters names),” greets the fat man.  “It’s a little late to be remodeling your home isn’t it?”  (If any of the PC’s have Suspicion Indexes above their maximum, Daniels will arrest them.  Anyone over 50% of their total score is eligible to be taken in for questioning, although by law they don’t have to come.  A Diplomacy check vs. a DC of 12 will convince the detectives the PC’s are doing legitimate work.  Bluff checks are made at 16 DC, as the detectives do not trust the PC’s.  Daniels will go over any past crimes the PC’s have and attempt to get as much information as he can from them.  He’ll prod them, attempting to Sense Weaknesses.  He’ll take advantage of any weakness to arrest them and take them down town.  Any PC arrested spends, at minimum, the night in jail.  The PC’s may have abandon their stolen car and convince Daniels that it is not theirs.)
Detective Morton Daniels

2nd level Tough Mook/5th Level Detective

Str: 10/+0, Int: 14/+2, Wis: 14/+2, Dex: 10/+0, Con: 12/+1, Cha: 10/+0, Defense 17, 35 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Gather Information +6, Investigate +8, Knowledge (streetwise) +9, Spot +7, Search +7, Listen +8, Drive +6, Craft (pharmaceutical) +4, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Meticulous, Point Blank Shot, Weaknesses:  Fat, Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 700, Bank: 300, Wealth Bonus: +10  (The obese Detective Daniels has been after Roman for a year for a murder.  He’s a shrewd investigator with an excellent record.  Sometimes he uses unorthodox methods to get results, but he is not corrupt.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

Detective Rick Smithsonian

2nd level Tough Mook/5th Level Detective

Str: 16/+3, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 14/+2, Cha: 12/+1, Defense 18, 39 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Gather Information +6, Investigate +6, Knowledge (streetwise) +7, Spot +5, Search +5, Listen +6, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Endurance, Defensive Martial Arts, Weaknesses:  Tough Guy, Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 650, Bank: 100, Wealth Bonus: +9  (Detective Smithsonian is Daniels’ muscle.  He likes Daniels and tries to learn from him, but he insists on proving his muscle.  He’s been in trouble for fighting suspects and hitting them during interrogation.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

Avoiding the Detectives:  You’re in the parking lot.  Daniels and Smithsonian get in a car and wait.  They are clearly preparing to follow you.  (If the PC’s break the law, even when driving, they’ll be arrested.  They have two choices to avoid the detectives, they can either start a car chase and beat Smithsonian in best out of 7, best of 5 and then best out of 3 Drive checks.  If the PC goes above this, a group of patrol cars boxes them in and they are arrested unless they shoot their way out.  Their best bet is to pretend to go to one of the homes of the PC’s, turn off the lights and wait.  After a 1d4 hours the detectives leave.  The PC’s can leave sooner by making a successful Hide check vs. the detectives’ Spot checks.)

Meeting Roman:  Arriving at the warehouse, you find Roman opening the warehouse door so you can pull your vehicle inside.  “Any problems?” he asks.  (Roman may be impressed if the PC’s misled the detectives or angry if they said too much.  Award 5 to –5 Respect points accordingly.)
Busting up Bruno:  You spend about two hours smashing up the skeletons into unrecognizable pieces.  Mixing the bone shards and separating them into bags, Roman gives your group two of the bags and takes two for himself.  “I don’t like those two detectives snooping around.  Drive up the coast and dump your bag some place secluded in the water.  Dump the bones and then drop the bag.  Do it in two different spots.  Then go to a payphone, call me on my cell and leave a message on my voicemail.  Just say, it’s done and hang up.  I’ll call you later in the week with your pay.”  (The PC’s should have few problems doing this, unless the cops are still looking for the jackhammer truck or the PC’s are in a stolen vehicle.  Have the PC’s each make a Destroy Evidence check vs. a DC of 15.  Failure means the bones aren’t busted up enough to avoid identification if they are found.  Check for appropriate weaknesses to see if anyone gets distracted.  If the detectives follow the PC’s to the docks, it will be a disaster for them and Roman.  He’ll attempt to ditch the bones and flee.  If the bones are discovered, a Federal Investigation is launched.  Roman and the PC’s are investigated.  Much of what happened comes to light, but fortunately there is no evidence to link the PC’s or Roman to the skeletons.  They may get sent away for stealing the jackhammer truck and get off with as little as a fine.  Roll on the court proceedings chart.  The most they should get is a year in jail.)

Payment from Roman:  A few days later, you meet Roman at the Keystone.  He brings you each an envelope with your pay.  (It contains 8 Wealth each unless the PC’s had to bribe the cops.)
Awards:




Experience
Respect Points
Suspicion Index Points

Defeating the dogs without killing them
400

10


0

Killing the dogs



200

5


+3

Leaving the bodies of the dogs behind





+3

Stealing the jackhammer truck

500

5


+2

Bribing Tim Foxx 



300

0


+1

Beating up Tim Foxx



200

5


+2

Killing Tim Foxx



400

25


+3

Digging up the skeletons


200

5


+1

Keeping the beat cops away from skeletons
800

15


0

Bribing the beat cops



900

-5


+1

Killing the beat cops



1400

50


+10

Returning the jackhammer truck

100

0


-3

Torching the jackhammer truck

200

10


-1

Avoiding the detectives completely

1000

5


0

Talking to the detectives


800

-5


-2

Killing the detectives



2800

+100


+20

Ditching the detectives


1000

+5


0

Getting arrested



500

+10


+2

Getting taken in for questioning

100

0


+1

Finishing the adventure before Noon

600

+5


-5

