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Set up:  Rosario Guiliano is a soldier in the DeVino crew and a good friend of (chose a random PC).  Rosario and you went to grammar school together and ever since you started doing business in New Milan, he’s been anxious to work with you.  “Just like old times,” he promised.  Yesterday, he called you and you finally caught a break.  His Capo, Anthony DeVino, wants to meet you and your associates for a possible job.  Anthony loves to gamble and he only likes to work with guys who will gamble with him.  You’ve been invited to the Baroque Hotel, an illegal casino that’s operated by the Cavaliere Family.  Rosario instructs you to dress your best and meet him at the casino at 6pm.  Don’t be late.  (Make a weakness check for any PC with a weakness that might make him late or early.  Fortunately, Rosario doesn’t make a huge issue out of tardiness.  Rosario arrives on time, under no circumstances will the PC’s be allowed in the casino without a made guy to vouch for them.)
The Baroque Hotel, 1704 N. Victor Ave.:  The Baroque Hotel has been part of New Milan since the early 1900’s and was the scene of two famous murders and a famous fire.  All three times, the hotel somehow recovered and maintained its commitment to high quality.  It has been in the possession of one Mafia family or another over the last century.  It is currently one of the biggest assets of the Cavaliere Family.  Boss Jo-jo regularly visits the casino as do most of the hierarchy of the major families.  The casino is open on Thursdays and encompasses two of the Baroque’s ballrooms.  During the rest of the week, the gambling paraphernalia is stored.  The clientele is made up made guys and those they specifically invite.  There is a short list of high rollers that may enter on their own, but the list is very short.  Food and drink are complimentary, but everyone is expected to tip big.  One trip to the Baroque is always an expensive evening.  (Any PC with Wealth Bonus under 10 must borrow the difference from another player.  It costs other players an additional Wealth Bonus point to front a player that is short.  PC’s with 10 to 20 Wealth spend at least 2 Wealth on tips, those with 20 to 30 spend 1 and those over 30 absorb the tipping cost.  Players can over tip for an addition Wealth point and gain 10 points of Respect.  Anyone that goes over that loses the bonus and additional 5 points of Respect for showing off.)

Rosario the Voucher:  “Hey, fellas, glad ya made it,” greets Rosario.  “Look, I don’t know if you ever been in here, but the rules are simple.  Tip well and tip often.  Everything’s free except the gaming.  Anthony likes to know that guys he works with can gamble, so I hope you brought some money to play with.  Anthony likes Roulette, but don’t try to match him chip for chip or you’ll be broke in ten minutes.  C’mon.  You’re with me.”

If there are any women in the party, Rosario greets them:  “Hey ladies.  Glad you could come.  I don’t know if you’re aware, but the casino floor is only for the men here.  But don’t worry, they got a Ladies Bridge Room with all the amenities.  You got enough money for tips?”  (Rosario is trying to score on the PC’s women, if they do not intervene, he’ll hand the ladies enough Wealth to negate their tipping.  Any lady who accepts gets 30 Respect points, but if their man is present, they lose 15.  Otherwise, whatever the PC decides to give his woman is equal to 5 times the Wealth points in Respect.  Rosario is not looking to embarrass the PC’s, just to score with the ladies.  If any of the PC women are single, he’ll be happy to make a move on one if there’s an opening.  He’ll spend the spare time with the PC’s asking about the girl and her background.)

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level American Mafia Soldier:  Rosario Guiliano

Str: 14/+2, Int: 14/+2, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 11/+1, Defense 16, 52 HP, Attack Bonus: +5, Fort: +3, Ref: +1, Will: +2, Skills:  +9 Bluff, +4 Knowledge (streetwise), +7 Gather Information, +5 Sense Motive, +6 Exploit, +6 Hide Motive, +3 Disable Device, +5 Demolitions, +3 Destroy Evidence, +4 Survival, +4 Hide, +4 Move Silently, +4 Sense Weakness, +5 Diplomacy, +8 Intimidate, +8 Gamble, +3 Seduce, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Man of Honor, Track, Criminal Demolitions, Weaknesses: Sentimental, Code of Honor (Rosario believes in keeping promises to all Wiseguys and Made Guys), Superstitious, Religious Guilt, Family Guilt, Respect: 600, Bank: 400, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +16 (Rosario is known for being a stand up guy, but he also loves the ladies and rarely misses an opportunity to flirt with one.  He does, however, respect the wives of his associates.  He’s probably one of the most genuine and honest Made Guys in New Milan.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Enter the Casino:  Sitting around the lobby are six very large Cavaliere Family Associates.  They immediately stand up and adjust their suits as you approach.  “Gentlemen,” greets the leader.  “Oh, hey Rosario.  Are these guys with you?”  “Oh, yeah,” assures Rosario as he introduces you.  “Gentlemen,” says the guard.  “I mean you no disrespect, but weapons of any kind are strictly forbidden on the casino floor.  Since you are first time visitors it is my job to verify that you are unarmed.  If you have inadvertently brought any weapons with you, you can leave them in my care and I will make sure they are returned to you when you leave.  At this time, I will pat you down and send you on your way.”  The guard moves to pat you down.  (If anyone objects, Rosario will chastise them.  The target loses 5 Respect points.  Julian is the lead guard and is extremely reliable.  He will return the PC’s weapons when they leave.  In the event the PC’s do something stupid like try and rob the casino, Julian and his guys will be the first on the scene to stop any nonsense.  Cavaliere Family Associates will know Julian and will be able to greet him by name.  If the GM needs the characters to meet anyone else in the campaign, this is a good place to do it.  Wiseguys and Made Guys from past adventures will also be here.)
Average Cavaliere Family Associate

2nd level Strong Mook/3rd Level Family Associate/Wiseguy,

Names: Chico, Julian, Chris, etc.

Str: 16/+3, Int: 13/+1, Wis: 13/+1, Dex: 12/+1, Con: 14/+2, Cha: 10/+0, Defense 14, 40 HP, Attack Bonus: +5, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Gamble, +6 Bluff, +4 Knowledge (streetwise), +5 Spot, +5 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Drive, +3 Sense Weakness, +4 Diplomacy, +7 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Endurance, Personal Firearms Proficiency, Attentive, Weaknesses: Smoking Addict, Tough Guy, Talent:  Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 150, Wealth Bonus: +7  (The gentlemen that guard the Cavaliere Casino are extremely professional and serious about what they do.  They will only consider requests from made guys from the Cavaliere Family and they will never let anyone walk onto the casino floor with a weapon.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

Inside the Casino:  The ballroom has several tables for gambling, mostly card games.  There are waiters and waitresses crisscrossing the floor with trays of food and drink at all times.  There are tables for Poker, Blackjack, Roulette and Craps.  Rosario leads you to a Poker table where a sweaty, balding obese man is telling a story while playing a hand of Texas Hold ‘em.  The guys around him laugh.  This is Anthony DeVino, well known in Mafia circles as a guy who can get things done.  He turns as Rosario approaches.  “Hey Rosey!  There he is!” he greets warmly.  “How’s the cards tonight, skip?” asks Rosario.  “Ah, this fuckin’ Texas Hold ‘em game.  I’m sick of it already!  Five-card draw!  Now that’s a man’s game!  Meat and potatoes, huh?”  “Skip, these are the guys I told you about,” says Rosario introducing you.  “Fellas, sit down.  Let’s talk while we play a few hands.  You want a drink?”  Anthony waves to the nearest waitress.  In no time, you are playing cards, drinking, smoking and having a good time.  (Anthony plays five hands with the PC’s, a Diplomacy roll vs. a 16 will convince him to play another one or two hands, but that’s it for him unless he’s winning.  Have the PC’s make a Gambling check.  High roll wins the hand.  There is a dealer, so a Cheat Skill of less than 4 ranks is impossible to use and foolish to use in any case.  Anyone caught cheating in this casino will be severely beaten and banned from it forever.  For every hand the PC wins is 5 Respect points.  If one PC manages to win all five hands, his Wealth increases by one.  Anthony is impressed and says so, adding an addition 5 extra Respect points.)  “Enough of this cowboy crap, let’s play some roulette.”

2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/5th level La Costra Nostra: Anthony DeVino (46)

Str: 12/+1, Int: 14/+2, Wis: 16/+3, Dex: 12/+1, Con: 10/+0, Cha: 14/+2, Defense 16, 48 HP, Attack Bonus: +8/+2, Fort: +7, Ref: +3, Will: +5, Skills:  Bluff +7, Diplomacy +6, Run a Crew +6, Sense Weakness +7, Joke +4, Exploit +4, Cheat +6, Drive +5, Intimidate +8, Gather Information +3, Gamble +14, Beat +4, Knowledge (Streetwise) +4, Sense Motive +9, Destroy Evidence +2, Bribe +4, Run a Brothel +5, Hide Motive +3, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Legendary Rep, Police Connection, Lasting Threat, Low Profile, Weaknesses: Superstitious, Magnanimous, Tough Guy, Creature of Habit, Love Addict (Madeline DeVino), Talent:  Skill Emphasis: Gambling, Make Contacts, Network Contacts, Capo, Respect: 950, Bank: 300, Wealth Bonus: +12  (Anthony loves to gamble and doesn’t trust anyone who doesn’t.  He detests degenerate gamblers and rude people.  He gets a massage from a masseuse every day at 4pm.  He’s a good guy for the characters to know.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

Anthony at the Wheel:  “The French invented this game,” says Anthony, showing off his gambling knowledge.  “A French mathematician named Pascal.  The first recorded use of the wheel was in 1796 in a Paris casino.  It came to America shortly after.  We added the zero.  I hate that fuckin’ zero.  Never bet zero.”  (Anthony loves roulette and will waste a ton of money here.  Any PC foolish enough to match him chip for chip would go broke inside of an hour.  Gambling Addicts must make a check or they will attempt to do this.  The chance of winning at Roulette is a Gambling check vs. a DC of 22 and Gambling skill is halved against the wheel since there is little strategy in the game.  Characters would need a Cheat Skill of over +10 to even have a chance of getting away with it.  It’s just too hard to cheat here with two dealers at the roulette table.  The PC’s can make a check once per hour vs. a DC of 22, or, if they are very conservative bettors, they can play all night and lose only one point of Wealth.  Otherwise, they should make a check every hour or lose one point of Wealth.  If they win, they can regain one Wealth point lost, but to go higher than their original Wealth score they must win twice in a row.  Anthony will play for six hours before getting tired.)
Bridge for the Ladies:  (Women will be escorted to this room and they will not be searched.  It’s assumed that anything a woman would do her man would ultimately have to answer for, so only an idiot would let his wife or girlfriend bring a weapon or something illegal.)  You are escorted to a smaller ballroom.  It is decorated with flowers and there are fresh flowers on the table.  Here and there are pots of tea, crumpets and other small snacks.  The ladies are having a tea party along with playing bridge.  Light jazz music plays in the background.  Your escort brings you to a table with a few empty seats.  “Ladies, enjoy yourselves and if you need anything, just ask one of the staff.  And let me introduce Anthony’s wife, Madeline DeVino.”  The escort introduces you and exits.  Mrs. DeVino smiles and invites you to sit down.  “Welcome ladies.  Would you like some Chamomile tea?”  (Mrs. DeVino is, on the outside, very friendly, but she jealously guards her position as queen bee in the Bridge room.  The Bridge game is played in groups of four people with two teams of two.  Each team combines their Gambling check and rolls.  High roll wins.  Tie rerolls until there is a winner.  Madeline could care less about who wins or loses, but she feels threatened by single women, especially beautiful single women.  During a game with one of the PC that fits this description she may engage in catty banter designed to make the target lose Respect in front of the other ladies.  These comments can be countered with a Diplomacy check or a Joke.  Diplomacy makes Madeline lose the Respect and Joke negates the loss.  If Madeline does not come out ahead of the PC’s, she’ll resent them and bad mouth them to their husband.  Any information she can get about the male PC’s will also be used against them.  The games go on until 10pm, so the ladies can make four rolls.  The ladies win 5 Respect points for every win.  Afterwards, the ladies go home without their husbands and boyfriends.  There are plenty of Cavalieres wiseguys around to drive the ladies home if they need a ride.  If someone really got Madeline’s goat, she may, at the GM’s discretion, offer the target a ride alone, then threaten attempt to use Intimidate in the car right before the drop off.  “You watch your step you little whore!  I know what you’re up to!  Do you know who my husband is?!”)

2nd level Dedicated Mook/3rd Level Family Associate/Babe/7th level Mob Wife: Madeline DeVino (40)

Str: 11/+1, Int: 13/+2, Wis: 16/+3, Dex: 11/+1, Con: 15/+3, Cha: 14/+2, Defense 16, 40 HP, Attack Bonus: +5, Fort: +7, Ref: +5, Will: +7, Skills:  +10 Bluff, +10 Gamble, +8 Make Up, +6 Sex, +7 Sense Weakness, +9 Hide Motive, +7 Destroy Evidence, +9 Intimidate, +4 Knowledge (Current Events), +7 Sense Motive, +10 Diplomacy, +9 Seduce, +8 Gather Information, +10 Craft (cooking), +5 Exploit, Feats:  Simple Weapon Proficiency, Toughness, Long Memory, Religious Connection, Legendary Rep, Deceptive, Know Someone’s Heart, Other Family Connection, Trustworthy, Weaknesses: Vindictive, Aggressively Dominant, Power Addict, Respect: 1100, Bank: 100, Talent: Healing Knack, Trophy Girl, Man-eater, Get the gist, Read his face, Gossip, Matchmaker, Wealth Bonus: +14 (Madeline in the queen bee when it comes to this bridge club.  She’ll attempt to crush any challenges.  She particularly dislikes single women with a Charisma above 14.) Weapon of Choice:  fists

After the Wheel: After an evening of gambling, Anthony spends about an hour saying goodbye to half the casino patrons.  Finally, he reaches the outside and approaches a waiting limo.  “You guys are all right,” says Anthony.  “I can see why Rosario brought you in.  You keep your eyes open and your noses clean and you’ll go far.  Rosario will fill you in on a special project we go goin’.  It’s completion means a great deal to me.  (If the PC’s haven’t done something to upset or annoy Anthony, he adds the following, otherwise, skip to the Keystone Diner.)  In the meantime, Pipi Cannuli lined up some girls for me tonight, but I’ve decided to make an early night of it.  But I want you boys to enjoy yourself because I believe in taking care of people who take care of me.  You go up to the Penthouse Suit 2200.  It’s all been paid for.  Just make sure you tip good.  You have a nice time, huh?  Nice meetin’ you fellas.”  (If any of the PC’s refuse Anthony’s generous offer, they’ll have some explaining to do.  They should make a Diplomacy check vs. 14.  Married guys already have an excuse, so the DC check for them is only 8.  Refusing Anthony’s generous offer upsets him, but he’ll still use the PC’s for the job.)
Penthouse 2200:  The large and lavish penthouse suite is everything you imagine.  There are several beds and couches, plenty of booze, food, cigars and beautiful girls!  “Hello,” greets a stunning Asian beauty that opens the door.  “Would you gentlemen like to come in and relax?”  (There are enough girls for all the PC’s and Rosario.  If there are more than four PC’s, there is a second, adjoining room for them.  Any PC that has sex with one of the girls has a great time and gets 15 Respect points, tipping will cost 15 DC, but the food, booze and service is amazing.)
Keystone Diner the next morning:  After finishing up at the hotel (or getting up) you head down to the Keystone for a big morning breakfast.  Rosario leans forward as he explains Anthony’s “special project”.  “They’re building a new terminal at the airport, but the unions have held up the job for two weeks on account of a strike.  The union leaders are pushing for a compromise, but the Cavalieres don’t want no compromise and neither does Anthony.  We need to turn up the heat.  I need you guys to go down there and pretend to be strikers.  Stir them up, get them to smash the place and make sure the police have to come in.  Once that happens, the airport will back down.  Don’t get caught.  If the police catch you, we’re screwed.  As soon as things get goin’, just get the Hell out.  Any questions?”

What does a striker look like?  “Jeans, flannel shirt and work boots.  Lots of wear construction hats and tool belts too.  Like they’re goin’ to work.  You can pick up a sign on the line.”

Won’t the strikers recognize us as not being part of the union?  “Most guys will guess who you are, but don’t ever tell ‘em.  The union’s big, so just tell them you’re in construction.  That’s all they need to know.”

Should we bring weapons?  “It’s the airport, dumbass.  You can’t bring so much as a nail file.  You’ll have to improvise as best you can.”

Where is the strike being held?  “Right in front of the unfinished terminal.  The cars going to the other terminals have to drive right past it.”

What’s the security like?  “There’s a couple security guards keeping an eye on the strikers from the operating terminal about 200 feet away, but other than that, nothing.  There’s about three dozen strikers taking turns on the picket line.  The union leaders won’t be there.  You let me worry about them.  Concentrate on the rank and file.  The guy you want to turn them against is named Jonathan Peterson.  He’s the union rep pushing for a compromise.  Keep bad mouthing him.  Calling him weak and shit.”

How much do we get paid?  “You practically already got paid, but don’t worry, I’ll take care of ya.”  (If they press Rosario, he finally says 5 Wealth.)

New Milan Airport:  The airport has always been a hub to Europe and the rest of the U.S.  Built in the late fifties, the place was refurbished in the mid-80’s when the Families still held some sway over it.  In the late eighties, a crew of Cavaliere soldiers pulled off a major heist, but they were eventually caught.  Cavaliere influence over the airport waned and after 9/11 it abruptly ended due to security shake-ups.  Since this is the family’s first foray back on airport turf it is even more critical you do not get caught by the police.


The entrance to the airport has a long, C-shaped off-ramp.  The first thing you pass at the end of the off-ramp is the unfinished terminal.  After that, is operating Terminal A thru D in reverse order on the right and car rentals, short term and long term parking on the left.  Short-term parking is only a block away from the strikers.  Long-term parking is a mile away on the other side of the airport.  If you want quick access to your vehicle, short term is the way to go.  There is also a subway that leaves from the airport as well as several bus lines, taxi cabs and town cars.

Prices:



6 hours

9 hours

12 hours
per day

Short Term Parking

1 WP

1 WP

2 WP

3WP





1 day

1 week

1 month

Long Term Parking

1 WP

2 WP

3 WP

Bus



1 WP

Subway


1 WP

Taxi



3 WP

Towncar/limo


5 WP

The strikers:  (Joining the picket line is no problem for the PC’s as the workers are happy to have more support.  Unless the PC’s are inappropriately dressed, they’ll hand them striking signs that say stuff like, “Honk if you like honest pay!”, “Local 281 Electricians’ Union on Strike”, “Support Labor”, etc.)
After a few minutes of picketing with the workers it becomes obvious that they think they are close to a resolution with their contract.  Their morale is very high.  Time to change that!  The strikers begin with a collective Sway Point Score of 16.  You must reduce it to zero to cause a riot.  If it goes over 20, you’ve failed and the workers compromise on their contract.  The more you can reduce the striker’s morale the better.  Currently, they are being fed by a semi-retired worker named Albert Gaans.  He has a cooler of sandwiches and a large beverage holder full of iced tea.  The beverage holder is perched precariously on a cement divider.  One push and it will topple off onto the road.  Another striker, Billy Ricki, is an ardent supporter of labor rights.  He stands alone on the picket line because no one wants to hear another rant about workers’ rights.  He thinks the union is getting the shaft if they compromise.  Finally, Frank Wilson is a striker and local organizer.  He’s also a big guy that keeps the strikers in line.  When two strikers get into an argument, Frank is the one the breaks them up.

Reducing the morale of the strikers:

Badmouthing Peterson





-1

Convincing another striker Peterson is a wimp with Diplomacy
-1

Convincing another striker Peterson is a wimp with Bluff

-2

Knocking over Albert’s iced tea




-2

Bringing Ricki back into the fold




-2

Successful Bluff that demoralizes strikers (GM’s choice)

-1 to –4

Successful Diplomacy check on behalf of Ricki


-2

Successful Intimidate check against Wilson



-4

Starting a fight with one striker




-3

Starting a fight with more than one striker



additional –1 per striker

Starting a fight with a weapon




additional –1

Getting Frank Wilson to leave the scene



additional –1 to all of the above

Unsuccessful Bluff check





+1

Unsuccessful Diplomacy check




+2

Unsuccessful Intimidate check




+3

Losing a fight







+4

Hurting Albert Gaans






+3

(The PC’s are going to eventually have to start a fight to get the strikers to riot.  The security guards call the cops once more than two people fight or the fight lasts more than five rounds.  If there is any shooting, they immediately call the cops.  The cops arrive in 20 rounds to break up the fight.  If the fight doesn’t stop after they shout at the strikers, they call for a paddy wagon and arrest anyone that doesn’t stop fighting immediately.)
2nd level Smart Mook: Albert Gaans (60)

Str: 13/+1, Int: 16/+3, Wis: 12/+1, Dex: 13/+1, Con: 10/+0, Cha: 16/+3, Defense 11, 11 HP, Attack Bonus: +1, Fort: +0, Ref: +0, Will: +2, Skills:  +5 Bluff, +3 Hide, +6 Bribe, +6 Craft (structural), +8 Knowledge (Electronics), +5 Repair, +8 Knowledge (Business), +7 Sense Motive, +8 Craft (Cooking), +3 Hide Motive, +3 Concentration, +4 Computer Use, +7 Knowledge (Current Events), +8 Diplomacy, +8 Survival, +8 Gather Information, Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Builder, Long Memory, Gearhead, Weaknesses: Pushover, Respect: 200, Bank: 80, Talent: Savant, Knowledge (Electronics), Wealth Bonus: +13 (Albert is on the verge of retirement.  He’s got so much vacation time built up he’ll probably never use it all.  He likes to cook for his friends, but he doesn’t like it when the strikers argue.  He won’t fight, even if attacked.) Weapon of Choice:  fists.

2nd level Dedicated Mook: Billy Ricki (25)

Str: 12/+1, Int: 13/+1, Wis: 16/+3, Dex: 12/+1, Con: 14/+2, Cha: 10/+0, Defense 12, 15 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +9 Knowledge (History), +6 Knowledge (Current Events), +5 Gather Information, +6 Sense Motive, +8 Craft (structural), +6 Diplomacy, +4 Treat Injury, +6 Investigate, Feats:  Simple Weapon Proficiency, Defensive Martial Arts, Builder, Creative, Political Connection (Billy is friends with the leader of a local Socialist Workers Party), Weaknesses:  Code of Honor (Billy always sides with the working man), Respect: 200, Bank: 60, Talent: Skill Emphasis (Knowledge: History), Wealth Bonus: +7 (Billy is young construction worker that believes in workers’ rights.  Down the road, he’ll probably become a problem for the Family, but for now he is useful.) Weapon of Choice:  fists

3rd level Tough Mook: Frank Wilson (36)

Str: 16/+3, Int: 13/+1, Wis: 10/+0, Dex: 10/+0, Con: 15/+2, Cha: 8/-1, Defense 12, 28 HP, Attack Bonus: +2, Fort: +4, Ref: +1, Will: +1, Skills:  +8 Craft (structural), +6 Knowledge (Electronics), +2 Sense Motive, +4 Diplomacy, +4 Gather Information, +2 Knowledge (streetwise), +3 Disable Device, +5 Repair, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Great Fortitude, Builder, Weaknesses:  Aggressively Dominant, Respect: 300, Bank: 100, Talent: Remain Conscious, Robust, Wealth Bonus: +9 (Frank will easily be goaded into a fight as long as the characters don’t give in to him.  He’s got a solid piece of wood he’s using for his sign and won’t feel bad about hitting someone with it.) Weapon of Choice:  fists, sign 1d6

1st level Tough Mook: Average Union Striker (30)

Str: 11/+0, Int: 14/+2, Wis: 11/+0, Dex: 10/+0, Con: 16/+3, Cha: 10/+0, Defense 11, 12 HP, Attack Bonus: +0, Fort: +3, Ref: +0, Will: +0, Skills: +3 Bluff, +4 Sense Weakness, +5 Repair, +5 Knowledge (Electronics), +6 Craft (structural), +4 Sense Motive, +1 Diplomacy, Feats:  Simple Weapon Proficiency, Builder, Great Fortitude, Union Connection, Weaknesses:  none, Respect: 100, Bank: 35, Talent: Remain Conscious, Wealth Bonus: +6 () Weapon of Choice:  fists

Average Beat Cop (6 and then 6 more and a paddy wagon)

2nd level Tough Mook/3rd Level Detective

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 18, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +6, Search +3, Listen +1, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +6  (The cops in New Milan have a long history of corruption.  The lawsuits that resulted from this corruption nearly bankrupted the city, but despite that some cops are still on the take.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.  These cops will be wearing the light bulletproof vests and carrying two sets of handcuffs, and a dozen plastic cuffs.

Awards:




Experience
Respect Points
Suspicion Index Points

Successful use of skill



100

Impressing Anthony



200

5

Winning games at the casino


50

5

Gambling in the Casino


100

10


+1

Using the Penthouse and the girls

100

15


+1

Successfully getting strikers to riot

3000

30


+3

Getting the strikers to compromise

1500

-15


+1

Getting arrested



100

-5


+4

Using non-public transportation from airport





+2

Wealth Award:  Assuming the PC’s aren’t being chased by the cops, Rosario meets the PC’s three days later at the Hoagie Hole and pays them 6 Wealth each.  If anyone is killed, he only pays them 5.  If the PC’s are arrested, Rosario will bail them out and tell them their pay will be used for bail and their defense.

