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Set up:  It’s about 1pm in the afternoon and your are having lunch at Joey’s Place (906 E. 21st Street) on 21st and Market near the 20th Street Market (this location was also used for Angela’s Spring Break).  About halfway through your Italian sub with homemade hot peppers you (pick the PC’s with the closest tie to the Magoladro bloodline or the leader) get a call on your cellphone.  Glancing at the number, you recognize it as Anthony “Ace” Magoladro.  They call him Ace on account of his amazing poker skills.  Ace has a reputation for being a no-nonsense Magoladro soldier so he wouldn’t just call.  Answering your phone, you hear his voice on the other line.  “Come out back.  I’ve got a favor to ask and it needs doin’ right now.”  Ace quickly hangs up.  (Anyone with the weakness Fat must make a check or finish their sandwich, which takes another five actions.)

Behind the Dumpster:  You find Ace standing near the dumpster behind Joey’s place.  “Gentlemen, thanks for taking time out to see me.  I owe you a lunch.  Pardon my conference room,” acknowledges Ace flatly, gesturing to the garbage and trash.  “I got a favor I need done and it’s a little dangerous.  Word is you guys are up and comin’, so look upon this as an opportunity for mutual benefit.  As you know, the Columbians pay a street tax when they deal in our territory, recently this has been comin’ up short.  We narrowed down our skimmer to four possible guys.  Two of our guys and two of theirs.  Our guys aren’t made, so this is something you can handle.  You find the skimmer, get our money back and make him disappear.  Make sure you got the right guy.  You cap the wrong Columbian and I won’t be able to help you.  Now, the way we figure it, we lost about thirty large ($30,000) over the last six months.  The first guy is Jesus Mendez, he supervises a group a street dealers out of a house in North New Milan.  At the end of the week, he counts the money and passes it onto Gerberto Gonzalez, a reliable bagman.  Gonzalez drops it off to a cleaner named Carmine Il Duccio.  Carmine treats the money so it doesn’t have any drug residue, fingerprints or DNA on it.  After he dries the bills off, he delivers it to Nino Tomasi.  It’s Nino’s job to clean the bills the other way.  He makes change for local businesses that are friendly to us and then he brings the money to me.  I know, it sounds like a long process, but we had it in place for a long time and it works.  Even if the Feds have the serial numbers, by the time they pop up on their radar, they’re all over the city and if the Columbians slip us any fakes, what do we care?  We already switched it for real money.  And even if the Feds manage to find a bill, when they test it for drugs they’ll find it clean.  The only problem is, someone along that chain is skimmin’ from us.  You find out who and you call me with your evidence.  If he meets with an unfortunate accident before that, just make sure you got evidence.  Call me at this cellphone.  It’s a disposable, but don’t say nuthin’ incriminatin’ just in case.  Start with Jesus and work you way up the chain is my suggestion.  Any questions?”

Where can we find Jesus?  “Jesus’ drug lab is at 8533 N. Sage (near 85th and Sage, north of the city map).  It’s inside an abandoned rec center.  Just mention my name and they shouldn’t give you any problems.  But don’t be stupid, come heavy.  Don’t show any weakness in front of these guys.”

Where can we find Gonzales?  “He makes a regular pick up at the drug lab.  Just ask Jesus where to find him.  Be careful when you approach him.  The guy’s always carryin’ stashes of cash for the Cartel.  You spook him and he’ll probably start shootin’ at ya.”

Where can we find Carmine?  “Carmine does his washing in the back of car garage at 490 E. 33rd near Blueberry.  I think its call Bill’s or Gil’s Garage, I forget.  Some of the employees that work there don’t know what goes on in the back, so be discreet.”

Where can we find Nino?  “Ho, shit, I hope it ain’t Nino.  He’s a pain in the ass to track down.  Plus, he’s datin’ my cousin.  Nino likes to work out at a gym called Dumbells.  It’s at 103 E. 38th Street.  You better be 100% sure if you think it’s Nino.”

Who do you think is the skimmer?  “It’s gotta be one of the Columbians.  Our guys aren’t that stupid.”

How do you know $30,000 is missing?  “The boss’s bean counter compared the profits from the last six months to the same months for the last five years.  Nuthin’s changed in those five years.  So why we losin’ money?”

For the GM ONLY:  Here’s what’s happening.  Jesus is skimming the money, but he is setting up his bagman to take the fall.  The characters need only to find a scapegoat and return as much money as they can find for this mission to be a success.  Remember, it’s all about money, not the truth.  As long as the profits return to their previous levels, the Family doesn’t really care what happens.

Anthony “Ace” Magoladro (25) 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Businessman”

Str: 13/+1, Int: 13/+1, Wis: 14/+2, Dex: 15/+2, Con: 10/+0, Cha: 13/+1, Defense 17, 38 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Bribe, +3 Shake Down, +4 Run a Brothel, +3 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Destroy Evidence, +4 Drive, +5 Sense Weakness, +3 Diplomacy, +5 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Improved Initiative, Excellent Blood, Weaknesses: Dysfunctional Family Life, Sentimental, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 200, Wealth Bonus: +12 (Ace’s family life is Hell and he tends to bond with people in the Family.  He’s a loyal soldier, but he doesn’t like to kill people unless he’s knows the guy deserves it.  If the PC’s target Nino, he’ll immediately have to make a check or decide to spare his life.  Ace is no dummy.  He understands his own weakness and tries not to get too close to people he might have to hurt or kill in the future.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

The Drug Lab:  Located in a run-down neighborhood at the edge of 105 territory is an old house with several young Columbian men loitering outside.  The yard and the porch are full of trash and the entire area is covered in graffiti.  The house has two floors and all the windows on the first floor are boarded up.  On the second floor, the windows are covered by tattered curtains.  Occasionally, someone looks outside from the curtain.  There appears to be no way to sneak up to the front door without being spotted.  The backyard opens up into a garbage-strewn alleyway.  Every once in a while a car slows to a stop near the alley, a young Columbian runs up to the car and talks to the car’s inhabitants, then runs back to the back door of the house and then back to the car.  It’s clear they are making some sort of exchange here.  There are plenty of places to park in this area as most of the street is clear of cars and the ones that are here don’t look very nice.

Jesus’s Security:  (FOR THE GM ONLY):  Jesus had the back door nailed shut and reinforced with boards.  The only thing that’s open to the backyard is a mail slot to pass drugs through.  The door takes 40 hit points worth of damage to bust down.  The interior of the house contains a few pieces of well-worn furniture.  The kitchen and bathrooms on the first floor are disgusting.  The living room is used as a “shooting gallery” for heroin junkies and crack addicts.  Only well-known customers are permitted inside to shoot up or smoke.  The second floor is much cleaner and contains a drug lab and Jesus’s office.  There are always two of his guys at the top of the stairs.  Their job is to guard the door and they keep a good eye on the stairs.  There is always a young teen at the back door to run to and from the cars.  On busy days, there will be two or three.  The porch always has at least four of Jesus’s men.  They coordinate lookouts and close the house down if the cops appear to be coming.  Mainly, they are here for security from other drug gangs.  Jesus keeps the drug house open from 2pm until 2am.  The rest of the time the house is locked, but empty.  There are always four guys in the room with Jesus mixing the drugs and supervising six other mooks in packaging.  When Jesus and the others are here there is 20 Wealth of drugs and money.  Roll a 20-sided die for the drugs: once for the heroin and then for the cocaine.  That’s how much of it in Wealth will be there.  Roll 1d20 for the Wealth an add +1 for every hour past 2pm for the straight cash.

Entering the house:  As you approach the house, the four men on the porch abruptly stop laughing and talking and immediately start eyeing you warily.  “Hey, what you want?” demands the largest of the four.  (If the PC’s throw Ace’s name around, they’ll become more polite.  They’ll ask them to wait a minute if they ask to see Jesus.  One of the four will go inside to announce the PC’s, while the others will make sure they PC’s are who they say they are.  The PC’s must make a Diplomacy check vs. 10 or a Bluff of 14 or beat them in a Knowledge: Streetwise check.  If the PC’s fail the test, they can try Intimidate at 25 or Bribe at 6.)  You are led inside by two men and through the house.  It smells like urine and there are about half a dozen junkies sitting on the floor in what would be the living room.  When you get to the stairs, you see another two Columbians.  They place their hands on their guns cautiously as you approach.  The two men go back down stairs and the guards at the door open it and gesture for you to enter.  Inside, you see a large room with a table full of tiny baggies of drugs.  Working non-stop are six Columbian women.  They wear surgical masks and carefully fill each baggie with either crack or heroine.  On the other side of the room are four more Columbians and a fifth Columbian in a New Milan Brigands Jersey sitting at a card table counting stacks of money.  The four other Columbians have their guns out and they shift their weight nervously.  The man at the table speaks, “I’m Jesus.  What do you want?”

Talking to Jesus:  (Let the PC’s question Jesus.  He stole the money and he’ll lie through his teeth.  What he reveals is up to the GM, but you can use the PC’s questions or their checks as a guide.)

Who took the money?

Diplomacy check vs. 15 DC:  “If you’re missin’ money, you better check with Gerberto.  I gave it to him.”

Gather Information check vs. 14 DC: “Gerberto’s the only one I give the money to, yo.”

Did you take the money?

Diplomacy check vs. 16 DC:  “Fuck you, punta.  30K is chump change.”

Gather Information check vs. 14 DC: “Gerberto’s the only one I give the money to, yo.”

Where is Gerberto?

Diplomacy check vs. 0 DC:  “Round the way.  8712B on Bay.”

Gather Information check vs. 0 DC: “Round the way.  8712B on Bay.”

Other Stuff Jesus will say:  “Hey, Gerberto’s mi hermano.  Don’t go messin’ with him unless you have proof, yo.  I find him dead, might find you dead.”  Jesus has kept no records of the money and can’t verify anything.  After the money is counted, he pays the street tax percentage, pays his guys and sends his payment to the Cartel.  Jesus is more worried about the Cartel than the street tax for the Mafia.

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier: Jesus Coloncia

Str: 11/+0, Int: 16/+3, Wis: 10/+0, Dex: 13/+2, Con: 16/+3, Cha: 11/+0, Defense 19, 41 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +1, Skills: +6 Hide, +9 Bluff, +5 Knowledge (streetwise), +5 Beat, +4 Sense Weakness, +3 Exploit, +3 Hide Motive, +3 Destroy Evidence, +6 Craft (Pharmaceutical), +6 Sense Motive, +6 Diplomacy, +8 Intimidate, +6 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Excellent Blood, Personal Firearms Proficiency, Advance Firearms Proficiency, Good Earner, Burst Fire, Run, Weaknesses: Sociopath (Vindictive), Tough Guy, Cheap, Family Guilt, Sex Addict, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 300, Wealth Bonus: +18 (Jesus is completely ruthless.  Gerberto once bragged about his girlfriend in front of the other guys and now he is setting him up to take the blame for skimming.  He’s already in cohoots with Gerberto’s “girlfriend”, Kahlia.  He doesn’t care for her, but he wants her because Gerberto had her.)   Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Jesus’s Crew (10): Paolo, Chico, Mendez, etc.

2nd level Strong Mook/1st level Family Associate Wiseguys

Str: 17/+3, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 13/+2, Cha: 13/+1, Defense 13, 23 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +0, Skills:  +5 Bluff, +5 Knowledge (streetwise), +5 Beat, +2 Hide, +2 Move Silently, +1 Shake Down, +3 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Run, Weaknesses:  Aggressively Dominant, Smoking Addict, Respect: 280, Bank: 50, Talent: Ignore Hardness, Know Respect, Wealth Bonus: +6 (Jesus terrorizes his own men.  They call him “Crazy Jesus” behind his back and none of them would raise a hand against him.  If he is killed, they’ll immediately flee.) Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

1st level Dedicated Mook: Drug Mules (6): Lisa, Marie, Tula, etc. (18)

Str: 12/+1, Int: 13/+1, Wis: 16/+3, Dex: 13/+1, Con: 12/+1, Cha: 12/+1, Defense 11, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +0, Will: +1, Skills: +6 Sense Weakness, +2 Craft (Pharmaceutical), +5 Make Up, +4 Sex, +6 Sense Motive, +4 Craft (pharmaceutical), +5 Diplomacy, +5 Bluff, +5 Camouflage, Feats:  Simple Weapon Proficiency, Golden Girl, Gorgeous, Medical Expert, Corporate Connection, Weaknesses:  Code of Honor (always be honest), Respect: 100, Bank: 25, Talent: Skill Emphasis (Camouflage), Wealth Bonus: +5 (These women are from the neighborhood.  They think the money they are being paid is good, but not enough to be terrorized by Jesus and his gang.  They have been forced to smuggle drugs.  One of the girls has a 16 Charisma and her name is Conchita.) Weapon of Choice:  fists

1st level Charismatic Mook: Young Drug Runners (3)

Str: 10/+0, Int: 10/+0, Wis: 9/-1, Dex: 12/+1, Con: 13/+1, Cha: 18/+4, Defense 10, 6 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +4 Bluff, +4 Move Silently, +4 Hide, +5 Sense Motive, +3 Knowledge (streetwise), +4 Hide Motive, +4 Hide, Feats:  Simple Weapon Proficiency, Athletic, Run, Weaknesses:  Dysfunctional Family, Respect: 60, Bank: 0, Wealth Bonus: +2 (These kids run errands for the drug dealers and actually make the physical exchange because they are too young to do time.  They will run at the first sign of trouble.) Weapon of Choice:  fists.

Gerberto’s House:  Gerberto lives in a run down section of New Milan that is inhabited by Columbians.  Little Columbia contains restaurants, bars, liquor stores, pawn shops and mini-marts.  Most of the locals appear to be poor.  (There is a 14 in 20 chance Gerberto is not home when the PC’s arrive.  Make a check every three hours.  When he is not at home, there is a 2 in 20 chance he is heading to or back from the drug lab to make a delivery.  The rest of the time he will be with his “girlfriend” Kahlia.  Gerberto lives with his mother at 8712B on Bay.  Gerberto’s mother will talk to the PC’s, but she is wary of them.  She knows nothing of her son’s crimes, but knows that he’s been dating “that slut” meaning Kahlia.  A successful Bluff vs. Mrs. Gonzales’s Sense Motive check or a Diplomacy check vs. a 15 and she will tell the PC’s where Kahlia lives.  If asked about her and Gerberto, Mrs. Gonzales says that her son, “Buys that tramp too much!”)

2nd level Strong Mook: Mrs. Gonzales (55)

Str: 15/+3, Int: 10/+0, Wis: 11/+0, Dex: 14/+2, Con: 12/+1, Cha: 16/+3, Defense 12, 19 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +4 Bluff, +4 Sense Weakness, +2 Drive, +5 Craft (Structural), +5 Make Up, +5 Profession: Maid, +4 Sense Motive, +6 Craft: Cooking, Feats:  Simple Weapon Proficiency, Toughness, Builder, Corporate Connection, Other Family Connection: Columbians, Weaknesses:  Sentimental, Respect: 150, Bank: 10, Talent: Extreme Effort, Wealth Bonus: +5 (Mrs Gonzales has tried to raise Gerberto as best she can.  Her husband died seven years ago in a car accident.  He was an illegal immigrant with no insurance.) Weapon of Choice:  fists

2nd level Fast Mook/3rd Level Family Associate/Wiseguy: Gerberto Gonzales

Str: 13/+2, Int: 9/-1, Wis: 8/-1, Dex: 17/+4, Con: 15/+3, Cha: 13/+1, Defense 17, 30 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +5 Knowledge (streetwise), +4 Bribe, +6 Shake Down, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +6 Drive, +6 Diplomacy, +6 Intimidate, +2 Destroy Evidence, +4 Gamble, +3 Gather Information, +8 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearm Proficiency, Weaknesses:  Love Addict, Low Self-Esteem, Respect: 430, Bank: 0, Talent: Evasion, Know Respect, Balls, Wealth Bonus: +7 (Gerberto foolishly trusts Jesus and has no idea that he is being set up.  He never opened the envelopes of money because Jesus told him not to.  He hasn’t bought his girlfriend a gift in months.  If asked about Kahlia it will be obvious that Gerberto loves her.  If the PC’s confront him with the evidence that Kahlia has been buying expensive jewelry, he’ll remember her odd behavior one day and recall that the money bag seemed a little light.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Getting Info from Gerberto:  The PC’s can do whatever they want to him, but he doesn’t know anything.  If they successfully torture him, he’ll lie to stop the pain.  He’ll blame Jesus, one of the other crew, anyone.  If pressed about his girlfriend, he’ll admit she just quit her job at the mini-mart.  If pressed about her whereabouts, the PC’s need to make a Torture or Beat check vs. 20.

.

Finding Kahlia:  A simple Knowledge: Streetwise check vs. a 12 or a Gather Information check vs. 14 or Gerberto will lead the PC’s there if sufficiently motivated.  In the day, Kahlia likes to hang out with her girls on the corner near the mini-mart where she used to work.  At night, she lives in the neighborhood at 8810 Sage with her roommate, Viva.  Khalia has been the one skimming the money from Gerberto, but she is doing it to please Jesus and to line her own pockets.  She’ll give up Jesus in a minute.  Gerberto won’t believe it.

2nd level Charismatic Mook: Khalia Santos (22)

Str: 13/+1, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 14/+2, Cha: 16/+3, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Bluff, +6 Diplomacy, +7 Knowledge (Current Events), +5 Swim, +4 Climb, +8 Bluff, +4 Seduce, +6 Sex, +6 Sense Motive, +4 Hide Motive, +6 Sense Weakness, +4 Make Up, +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Brawl, Enthrall, Other Family Connection (Columbians), Gorgeous, Weaknesses:  Short Fuse, Respect: 200, Bank: 60, Talent: Fast Talk, Wealth Bonus: +6 (Kahlia is wearing 6 Wealth worth of jewelry.  She has 20 Wealth in a box beneath her bed at home.  Kahlia has a big mouth and won’t be afraid to call the PC’s every name in the book, causing them to lose 5 Respect points every time she does so.) Weapon of Choice:  fists

2nd level Charismatic Mook: Viva Regos (21)

Str: 13/+1, Int: 13/+2, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 11, 13 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +8 Bluff, +6 Exploit, +6 Seduce, +7 Sex, +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +6 Make Up, +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Family Connection (Columbians), Golden Girl, Deceptive, Weaknesses:  Sex Addict, Respect: 160, Bank: 0, Talent: Fast Talk, Wealth Bonus: +5 (Viva knows other local gang members that work for the Cartel.  She tries to stay away from them, but has a thing for dangerous men.  She knows that her roommate suddenly has money to burn, but nothing else.) Weapon of Choice:  knife D1d3.

The Drive by Option:  If the PC’s target Gerberto or Jesus with a drive-by, Gerberto will be alone unless the PC’s follow him to Kahlia’s.  Jesus will have two of his guys meet him.  

Checking out Carmine:  Gil’s Garage is a grease pit with too many cars parked in its parking lot.  The garage has a pair of ancient gas pumps that no longer pump gas.  The place is strictly for car repair.  Four mechanics and a supervisor repair cars here.  (The supervisor is a friend of Carmine’s and he lets him use the back for his cleaning operations.  There is a 1 in 10 chance every four hours during the day and evening that Carmine comes to clean money.  He makes several trips never carrying more than $5,000 at once.  The mechanics know nothing and the door that leads to Carmine’s cleaning room is always locked.  If the PC’s mention Ace’s name, they’ll be let right in.  Otherwise, they’ll have to wait until he arrives or make a Gather Information check at 25 to find him.)

Talking to Carmine:  “Me skim the money?  Do I look crazy?  The Columbians give it to me and I count it.  That’s part of my job.  Look here’s my records.”  Carmine has a binder with a list of numbers.  “The first one is from the first drop five years ago.  Each one after is a week later and I put an “X” if we skipped a week.”  The numbers are in Carmine’s handwriting, but again, there is nothing to compare them to.  Carmine also handles money from six other sources, none of which are experiencing the same sort of shortage and other sources that have much bigger numbers than $30,000.  (If the PC’s decide to blame Carmine, they can successfully pin it on him, but only if he doesn’t get to plead his case.  Besides the 12 Wealth on his person, Carmine has 35 Wealth in his safe at home that is either cleaned or yet-to-be-cleaned.)
2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy: Carmine Il Duccio (38)

Str: 13/+2, Int: 15/+3, Wis: 11/+1, Dex: 10/+0, Con: 12/+1, Cha: 16/+3, Defense 15, 30 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +7 Knowledge (streetwise), +5 Cheat, +4 Bribe, +6 Craft (Mechanic), +7 Sense Weakness, +3 Exploit, +3 Hide Motive, +4 Profession: Business, +5 Craft (Pharmaceutical), +2 Drive, +6 Sense Motive, +12 Diplomacy, +3 Intimidate, +6 Gamble, +5 Gather Information, +5 Knowledge (Earth and Life Sciences), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Builder, Advanced Firearms Proficiency, Weaknesses:  Pushover, Weird, Respect: 430, Bank: 0, Talent: Charm, Know Respect, Balls, Make Contacts, Wealth Bonus: +12 (Carmine has a foot fetish and is an odd bird.  He takes orders from the Family and does what he is told.  He won’t fight unless attacked.  Carmine used to fix cars at Gil’s.  He’s far too honest for this business, but knows his stuff.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Finding Nino:  Nino is hard to miss and a quick ride through his neighborhood and you find the gym.  Nino is a fixture there and the other muscle heads point him out.  “Ace said you’d be by,” he says.  “What can I do for you?”  (All outward appearances of Nino indicate that he has little money.  The PC’s can follow him all they want.  He’s practically broke thanks to a disastrous trip to Atlantic City six months ago.  DC 12 Gather Information or Investigate check will reveal this.  The easiest way to clear Nino is just to take Carmine’s binder and compare what Nino received and eventually passed on to Ace.  All the numbers match, therefore, the skimming happened further up the line with the Columbians.  Ace did not check this because he was unaware of the existence of the binder.)
Nino Tomasi (25) 2nd level Strong Mook/1st Level Family Associate/Wiseguy 

Str: 17/+3, Int: 10/+0, Wis: 12/+1, Dex: 12/+1, Con: 10/+0, Cha: 10/+0, Defense 13, 17 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +1, Skills:  +5 Bluff, +3 Knowledge (streetwise), +5 Shake Down, +5 Beat, +2 Sense Motive, +3 Hide Motive, +3 Diplomacy, +4 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Prison Connection, Weaknesses: Short Fuse, Creature of Habit, Respect: 300, Bank: 50, Talent: Extreme Effort, Know Respect, Wealth Bonus: +3  (Nino goes to the gym every day at 2pm and works out for three hours.  He’s got a quick temper and must make a check if the PC’s confront him.  What he remembers about the money he’s transported will jibe with Carmine’s notes.)  Weapon of Choice:  brass knuckles, Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Scapegoat:  Someone had to take the fall for this and it will probably be Gerberto.  There will be virtually no evidence to back up the story that either Carmine or Nino did it.  If the PC’s frame Nino, Ace will go along with it only if Nino is already dead.  Afterwards, however, he will become the PC’s enemy.  Ace liked Nino and was considering him for a crew position somewhere down the line.  Framing Carmine will be no skin off of anyone’s nose until two months later when the till comes up short again.  Carmine will be replaced and the PC’s will be sent to “fix” the job they messed up.  Shooting up the drug house effectively ends the Family’s relationship with the Cartel, so the PC’s better have proof that Jesus did it.  Kahlia is the only one that can confirm this.  Gerberto can take the fall easily and the skimming will stop once he is dead.  The PC’s may decide to blame Kahlia and save Gerberto.  In this case, they will have made a good friend in the Columbian Cartel.  Gerberto and some of the other gang members report Jesus to the cartel and they kill him three days later.  Gerberto takes over the drug lab and pays Ace his money with interest.  The PC’s gain Other Family Connection with the Columbian Family.  If the PC’s successfully finds a scapegoat, they gain 8 Wealth each.  If they defend Gerberto and scapegoat Khalia, they only get 6 each.  If they destroy the drug lab, they get 10 each from the share of the money they recovered.

Awards:




Experience
Respect Points
Suspicion Index Points

Killing Jesus




1700

50


5

Killing guard




300

25


5

Killing Gerberto



600

25


5

Killing Kahlia




300

25


5

Framing Gerberto



1000

10


2

Framing Jesus




2000

10


2

Framing Carmine



500

0


0

Killing Carmine



400

20


5

Killing Nino




500

15


5

Recovering the money from Jesus

3000

50


3

Recovering the money from Kahlia

500

10


1

Pleading Gerberto’s innocence to Family
600

-10


-2

