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Set up:  Alonso Piturno (40) is a soldier from your outfit.  He is hosting a summer barbecue in his backyard this Saturday.  You and your associates have been invited.  You are expected to bring wives and kids if you have them.  Respectable girlfriends are permitted if you are unmarried.  Ladies are expected to bring a dish for the barbecue.  When Alonso invited you, he also casually mentioned that perhaps you’d get to talk business at some point.  The barbecue starts at 1pm on Saturday.  (Give the PC’s a minimum of 24 hours to get ready, perhaps more, depending on their last adventure and their current Suspicion Index score.)
2nd level Smart Mook/3rd Level Family Associate/Wiseguy/2nd level American Mafia Consigliere: Alonso Piturno (40)

Str: 11/+0, Int: 15/+3, Wis: 14/+2, Dex: 10/+0, Con: 12/+1, Cha: 12/+1, Defense 15, 43 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +7 Knowledge (streetwise), +6 Destroy Evidence, +4 Bribe, +10 Forgery, +7 Sense Weakness, +5 Exploit, +5 Hide Motive, +4 Torture, +6 Craft (Cooking), +5 Craft (Electronics), +5 Repair, +7 Drive, +8 Sense Motive, +10 Diplomacy, +4 Treat Injury, +8 Intimidate, +5 Gather Information, +5 Knowledge (Technology), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Builder, Surface Vehicle Operation (Semis & Tractor Trailer Trucks), Corporate Connection, Weaknesses:  Love Addict (Mary), Sentimental, Dominant Parental Influence, Code of Honor, Respect: 700, Bank: 230, Talent: Savant (Forgery), Know Respect, Balls, Air of Legitimacy, Wealth Bonus: +14 (Alonso is an old fashioned mobster.  He’s okay with having a mistress, but not with using prostitutes.  He has an uncle that was once a soldier in the family and often confers with him on important matters.  Alonso is madly in love with his wife and tends to let her boss him around.  Alonso is loyal to his friends, usually to a fault.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

2nd level Dedicated Mook/3rd Level Family Associate/Babe/2nd level Mob Wife: Mary Piturno (40)

Str: 11/+0, Int: 13/+1, Wis: 16/+3, Dex: 14/+2, Con: 10/+0, Cha: 11/+0, Defense 16, 40 HP, Attack Bonus: +5, Fort: +7, Ref: +5, Will: +7, Skills:  +7 Bluff, +7 Make Up, +6 Sex, +5 Sense Weakness, +6 Hide Motive, +7 Destroy Evidence, +8 Intimidate, +7 Sense Motive, +6 Hide, +6 Move Silently, +6 Diplomacy, +7 Seduce, +4 Gather Information, +8 Craft (cooking), +5 Exploit, Feats:  Simple Weapon Proficiency, Stealthy, Creative, Corporate Connection, Long Memory, Deceptive, Know Someone’s Heart, Other Family Connection, Trustworthy, Weaknesses: Smoking Addict, Violent Temper, Superstitious, Respect: 700, Bank: 100, Talent: Healing Knack, Trophy Girl, Man-eater, Get the gist, Wealth Bonus: +12 (Outwardly, Mary is the perfectly mother.  Inwardly, she is a ball of rage.  She secret smokes, as her husband does not approve.  In the past, she has lost her temper and hit her sons, but has since gotten help.  Her current check for Violent Temper is only 7.  She credits her psychiatrist and God for her ability to hold her temper now.) Weapon of Choice:  fists

Christopher Napoli (29) 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Pawn Shop Manager”

Str: 12/+1, Int: 13/+1, Wis: 13/+1, Dex: 12/+1, Con: 10/+0, Cha: 14/+2, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +6 Bluff, +4 Gathering Information, +2 Knowledge (streetwise), +3 Cheat, +5 Shake Down, +2 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Minor Con, +2 Gamble, +3 Concentration, +1 Drive, +3 Sense Motive, +5 Diplomacy, +2 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Deceptive, Personal Firearms Proficiency, Attentive, Weaknesses: Smoking Addict, Miserable, Short Fuse, Talent:  Skill Emphasis: Gambling, Respect: 700, Bank: 180, Wealth Bonus: +8 (Christopher is known for being very capable, but he complains about everything, even stuff he likes.  He sometimes snaps at people when he gets angry.)   Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

3rd level Tough Mook/1st level Family Associate: Wiseguy Georgie Piturno (28)

Str: 13/+1, Int: 12/+1, Wis: 13/+1, Dex: 12/+1, Con: 15/+3, Cha: 14/+2, Defense 13, 34 HP, Rep: +2, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +2, Skills: +6 Bluff, +4 Sense Weakness, +7 Hide, +7 Move Silently, +4 Knowledge (streetwise), +6 Craft (Structural), +7 Disable Device, +3 Sense Motive, +4 Diplomacy, Feats:  Simple Weapon Proficiency, Brawl, Stealthy, Legendary Rep, Corporate Connection, Media Connection, Personal Firearms Proficiency, Weaknesses:  Drug Addict, Approval Addict, Approval Addict, Respect: 380, Bank: 88, Talent: Remain Conscious, Robust, Know Respect, Wealth Bonus: +10 (Georgie is Alonso’s unreliable cousin.  He doesn’t use him for jobs, but he has no problem passing him along to others for their crew.  Georgie has a cocaine problem and needs constant reassurance.  Georgie has a rep for being a great safe cracker.) Weapon of Choice:  fists

Alonso’s House:  (927 E. 35th Street)  Alonso’s row home is a crowded place to have a barbecue.  His backyard is little more than a patch of grass and a place to have a barbecue pit.  Behind his fenced backyard is a thin street just wide enough for a car.  Behind that is an identical set of row homes and backyards.  The barbecue spills into the small street jamming it with family members and associates.  Alonso likes to play his radio loud and his neighbors don’t seem to mind.  Alonso’s wife Mary (39) organizes the extra food in the kitchen and she prioritizes the food like a general prioritizing important supply lines.  Alonso’s two kids, Little Al (14) and Richie (12) keep the kids busy in the playroom with video games.  If you have brought food, make a Craft Cooking check.  (Any check of 14 or higher means Mary is impressed and gives the dish top priority.  The cook gains 1 point of Respect for each point of the check.  If the check is less than that, Mary puts the dish aside for later and the cook gains only half the Respect.  On a check of a 1, the food mysteriously disappears down the garbage disposal while the PC’s are getting a burger.)
Hanging out with the Family:  Alonso makes a mean burger and the spirit of the day is extremely festive.  Christopher Napoli has brought a box of cigars and some of the guys begin to smoke.  He’s rapidly running out of robustos, better try to get one before they are all gone.  (Christopher Napoli is from Columbus Day Picnic and Saint Anthony’s Carnival.  Smoking Addicts must make an immediately weakness check or they will attempt to get a cigar.  To get a cigar before they are all gone, the PC must make a DC 15 Diplomacy check.  Characters that have a good relationship with Christopher get +4 to the check, those with a bad reputation with Christopher get –4.  If the PC fails the attempt, Christopher runs out of cigars and says, “Sorry, pal.  Looks like all you’ll be smokin’ is Alonso’s sausage!”  The crowd breaks out in laughter and the target loses 5 Respect points unless they make a DC 16 Joke check.  Characters that get a cigar gain 5 points of respect instead.  If the PC’s brought their own cigars, they gain an additional 5 points of Respect.)
Kids Amok:  (For the ladies) You are sitting in the kitchen with some of the other girls chatting.  Down the hall, you hear Mary’s kids, Little Al and Richie, fighting.  Little Al goes down hard and starts wailing on his little brother.  Mary is in the middle of an animated conversation on the other end of the table.  She doesn’t look like she can hear what is going on.  Many of Mary’s friends are here, so this could potentially be an embarrassing situation for her.  What do you do?  (In order for the PC to tell Mary nicely about her sons, the PC must make a DC 12 Diplomacy check or quietly pull her aside without alerting the others.  If the PC corrects the boys, Mary is horribly embarrassed and screams at her sons.  If the PC doesn’t immediately apology, Mary will chastise the PC for –10 Respect points.  If the PC managed to alert Mary discreetly, she thanks them profusely and compliments the PC on her outfit for +10 Respect points.)
Horseshoes:  While Alonso makes the next round of burgers and ribs, his cousin Georgie sets up a set of horseshoes.  “Who wants to play?” says Georgie.  After picking the teams, Georgie suggests, “Hey, won’t don’t we make this interesting?”  (Playing horseshoes is a ranged attack.  Highest roll over 15 gets a point.  A modified 20 is a ringer, worth 3 points.  A modified 19 is a leaner, worth 2.  First team to 15 by two points wins. Betting 1 point of Wealth is equal to betting 5 points of Respect.  Gambling Addicts should make a check.  PC’s do not have to be playing in the game to bet.)
The Getaway:  Alonso has been cooking all day.  He looks like he’s exhausted.  “Hey fellas, got a minute?” he asks.  “Listen, if I can get some time away from the fire, I need to talk to you about a thing.”  Just as Alonso finishes his sentence, Mary walks over with another plate of burgers and ribs.  “Mary,” says Alonso.  “You gotta be kiddin’ me.  How much meat did you buy?”  “I already thawed it,” says Mary.  “If you don’t cook it, it will go to waste.  Besides, your aunt and your 2nd cousin just go here.  They gotta eat too!  Here, I’ll help you.”  It looked as if Alonso was just about to give you an opportunity, but with his wife stuck at the grill, he can’t tell you what it is now.  Perhaps you can bide your time or help Alonso out.  He looks to you for support.  If only you could get another cook to take his place for a moment.  (The easiest thing to do is to get one of the PC Babes to take over for Alonso and distract Mary.  If there are no women available, one of the male PC could do it, but it requires a DC 12 Cooking Craft check or Mary will shoo the PC away and call for Alonso.  In desperation, the PC’s might be able to employ Alonso’s cousin Georgie, otherwise, they have to wait another hour while Alonso cooks.  If the PC successfully get Alonso away, Alonso thanks them and they get 5 Respect points.)
Alonso’s Thing:  “Listen, it’s probably bad form to talk about this at the barbecue, but I need some guys for tomorrow for a thing.  It’s not a glamorous job and most of the guys here aren’t interested, but it’ll pay.  I just need some warm bodies to unload a truck.  What do ya say?  Ya in?”

Likely questions for Alonso:

How much do we get paid?  “10% of the haul.  Whatever it is.  Could be a lot, could be a little.  It’ll be somethin’ worth your time.” (Alonso will go up to 20% total, but no higher.)

How much is that?  “Couple of Wealth, I don’t know.  There’s no risk.  It’s just a fuckin’ truck.”

What’s the job?  “There’s a truck stop at the edge of the city.  I got a trucker there that owes me a favor.  He scopes out potential truckers that are about to crash.  Y’see, these guys stay up for three days doin’ crank and then they fall asleep for like 12 hours.  When a guy crashes, we can boost his load before he’s any wiser.  He told me there’s a guy comin’ in tomorrow.  Hauls electronics.  Likes to crash at a nearby hotel called the Sugarland Stop Over Hotel.  While he’s asleep, we’ll boost his load, transfer it to an empty truck and be gone before he wakes up.”

Where’s the truck stop?  “At the edge of the city, in Russian territory on 47th Street and Valentine.  It’s called the Blue Tornado Truck Stop.”

What if the Russians spot us?  “We take off, no big deal.  I don’t wanna fight the Vodka Mob, but we’ll be in and out before you know it.  I’m tellin’ ya, there’s no risk here.  They don’t control the truck stop.”

Why don’t we just steal the truck? “We don’t want to do that.  The guy has to drive all the way to Atlanta with the truck.  Gives us almost a day and a half before he realizes that the load’s gone.  If we’re lucky, he might think he got jacked in a different state.  That’s the plan, get it?”

When and where do we meet?  “There’s a bar a few blocks away from the truck stop call O’Reilly’s.  My guy will give us a call, so we might have to wait a while.  Let’s say around eight.”

8pm O’Reilly’s Tavern:  Named after one of the old Irish bosses, O’Reilly’s was once in the middle of Irish Territory in the 20’s.  The clientele is mostly made up of blue collar workers, Slavic, African-American and a few ancient, Irish hold-outs.  As you pull into the parking lot, you notice several big rigs, including a dirty, off-white trailer with a black cab.  Entering the bar, Alonso sits in a booth in the back by himself, facing the front door.  He nods to you as you enter.  “What do ya say, fellas?” greets Alonso, keeping his voice down.  “That rig with the black cab is mine.  Any of yous ever drive a rig like that?”  (The PC’s probably don’t have the skill.  Those with the Compulsive Liar weakness must make a check.  Alonso will automatically make a Sense Weakness check.  He’d rather keep his hands off if he can, but he won’t let one of the PC’s get him arrested.)  “Well, don’t worry about it, I used to drive back in the day.  When we find the truck, you guys are gonna open both doors of the rig, I’ll back the truck up so that it’s flush with the other trailer.  There are some portable lights in the truck.  All you do is move stuff.  I’ll be outside keepin’ look out.  If there’s any trouble, I’ll call your cellphone.  You hop into the trailer and hang on.  You might have to close the doors as I’m drivin’ away, so be prepared.  For now, we sit and wait for the phone call.”  (Use the generic bar map for the tavern.  Drinking and Smoking Addicts must make a check after they enter.  Those with the Impatient weakness must make a check or they will go straight to the truck stop to wait.  Alonso will call the PC and chew him out for -10 Respect points if this happens.  Those with Magnanimous weakness must make a check or buy a round of drinks.)
The Waiting is the Hardest Part:  You pass the time at O’Reilly’s with Alonso.  It’s almost midnight and Alonso is becoming antsy.  (Anyone with the Impatient weakness has to make another check at –2.  Failure means that Alonso will attempt to Intimidate the PC if he tries to leave.  The PC loses whatever Alonso’s check is in Respect if it is successful.)  One of the regulars, clearly drunk, staggers into your table.  “Oh, sorry, fellas,” he apologizes.  “Let me buy you a round and make it up to you.” As he gestures with his beer, he spills beer on you.  (PC’s with appropriate weaknesses should make a check.  If they leave Terry, the drunk alone, everyone loses 5 Respect, he buys a round of beers and leaves.  If the PC’s want to beat up Terry, they can take him out back and be discreet.  They will have to win the fight with Terry and make a DC 15 Move Silently check.  If even one PC or Alonso fail the check, the bartender calls the cops.  Alonso will support the PC’s if they take Terry outside, but he’ll suggest to let him go.  If they ignore him, he’ll insist on leaving the bar shortly after the fight.)
3rd level Tough Mook: Terry McCormick (29)

Str: 14/+2, Int: 11/+0, Wis: 10/+0, Dex: 13/+1, Con: 16/+3, Cha: 13/+1, Defense 12, 28 HP, Attack Bonus: +2, Fort: +4, Ref: +1, Will: +1, Skills:  +6 Bluff, +2 Sense Weakness, +2 Sense Motive, +4 Diplomacy, +4 Bribe, +2 Knowledge (architecture), +8 Craft (Structural), Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Great Fortitude, Builder, Weaknesses:  Drinking Addict, Respect: 220, Bank: 10, Talent: Remain Conscious, Robust, Wealth Bonus: +9 (Terry works construction, but he has a drinking problem.  He’s been in plenty of bar fights and can hold his own.  Even if he manages to beat the characters, he’ll hold them no ill-will.  He genuinely wants to be friends.  Terry is not a criminal and will not participate in any crime willingly.) Weapon of Choice:  fists

The Call:  About 12:30am Alonso’s cellphone rings and he answers it.  “Yeah?” he says.  “Well, what the fuck, Horace, we’ve been waitin’ here!” (pause)  “We’ll meet you across the street, don’t say nuthin’.”  Alonso snaps his phone shut.  “Something’s wrong.  We should scope the place out before we make our move.  Did you guys drive here?”  (If the PC’s didn’t, Alonso will send them to boost a car while he walks to meet Horace.  The PC’s are hunting for a car in a poor neighborhood, so –10 when rolling for the condition of the vehicle.  If it takes the PC’s more than an hour, Alonso chews them out and they lose 20 Respect points.)  “Meet me at the gas station across the street from the Blue Tornado.  Don’t take all night, neither.”

Across the Street:  Alonso and a man in a baseball cap are talking in the parking lot across the street from the Blue Tornado Truck Stop.  The Blue Tornado has a wide parking lot that can accommodate the trucks.  Alonso and Horace say goodbye and Alonso slips inside your car.  You see Horace walk away.  “Okay, we got good news and bad news.  Good news is, we gotta truck full of plasma TV’s just waiting to be taken.  The bad news is the Russians may have a stake in this load.  No fuckin’ around.  We get in, get out.  At the first sign of trouble, I’m getting out.  Also, remember, there may be guys sleepin’ in their rigs, so don’t make a lot of noise if you can help it.  Drop me off at the rig and let’s go.”

Area Descriptions

Blue Tornado Truck Stop:  This is a typical truck stop except that since it is located in a city, the amenities normally associated with a stop over are in the hotel next door.  There are two large bathrooms, gas pumps, diesel fuel pumps and a large retail space where truckers can buy trashy novels, fattening snacks and accoutrements for their vehicles.  The tornado runs 24 hours a day.  It has video surveillance, but only inside the store and at the gas pumps.  There is a larger, more expansive parking lot for the trucks on the other side of the truck stop, but most truckers that stay overnight prefer to park closer to the hotel.  The building itself is rundown and way past due for an overhaul.  This is considered an industrial area or a stop heading outside the city to places west.

Sugarland Stop Over Hotel:  The Sugarland is a run down, but serviceable hotel.  There is nothing flashy here, but patrons get a basic TV, bed, shower and bathroom.  Prostitutes often ply their trade here and in the parking lot where the trucks sit.  There are two floors of room.  (These women are drug addicts or women down on their luck and anyone who has sex with one must make a DC 16 Fortitude check or catch an STD.  If protection is used, the check is reduced to 8.  Each room in the Sugarland has a window in the room and in the bathroom.  The window in the room does not open and the one in the bathroom is very small and requires a DC 15 Climb check to crawl through.  The trucker that drives the plasma TV truck is staying on the second floor in the room that is in the upper right hand corner of the map.)
The Heist:  You drop Alonso off at his truck.  He gets in it and drives to the Blue Tornado as planned.  On the side of the Tornado between the hotel and the main building, there is a tractor trailer.  It’s parked in the third space from the top between the hotel and the truck stop building.  Alonso backs the truck toward the back of the other truck.  He waits for you to open the doors and get inside.  (Let the PC’s say they are opening the doors and climbing inside Alonso’s truck.  Alonso must make a DC 17 Drive check.  If he fails by more than 5, he has to pull up and back the truck up again.  If he fails by more than 10, he bumps the other truck adding +1 Suspicion for the whole heist.  If he rolls a “1” he smashes into the other truck and all the PC’s must make a DC 15 Reflex save or fall to the floor of the truck taking 1d3 points of damage.  Plus, the trucks are now damaged and the doors will not close flush anymore.  The PC’s will have to tie them closed or repair the trucks.  The back ends of the truck will be together, but at an angle.)
Inside the truck:  Alonso has a ramp that you can use to bridge the two trucks and plenty of lights.  There are two pallet jacks so you can move the TV’s and canvas straps to secure them once they are inside.  Moving the TV’s is tedious, heavy work.  The TV’s must be stacked three high in order to fit them in.  (DC 10 Strength check to move two TV’s on a pallet jack.  A failed check means the PC must make a DC 10 Reflex check or drop the top TV.  DC 14 Strength to carry one TV alone.  A failed check means the PC must make a DC 8 Reflex check or drop the TV.  There are 100 TV’s in the truck.  Each TV is worth 1/2 Wealth point and a dropped TV is worth nothing.  Each attempt to move TV’s costs 2 rounds or they can rush it in 1 round, but they suffer –4 to their checks.  After 30 rounds, read the next description.)
The Russians are coming!:  (Choose a random PC or the leader.)  Your phone rings.  You answer and Alonso is on the line.  “Get in the truck!  We gotta move!”  He hangs up.  Outside you hear the squeal of tires.  (If the PC’s make a DC 18 Listen check they can hear someone cursing in Russian, but this check can only be made if everyone shuts up.  The PC’s have 3 rounds before Alonso starts moving.  It takes him one round to get in the truck, one round to start it and at the end of the third round it starts moving.  Any PC still moving at TV by the end of the third round must make a DC 20 Reflex save or drop the TV and a second check to avoid being crushed by it for 1d6 points of damage.  It takes two rounds to secure the TV’s with the canvas straps.  If the PC’s fail to do this, they must hold the TV’s in place or the pile will fall when Alonso drives away.  The PC’s must make a DC 22 Reflex check to avoid the boxes and 1d8 points of damage and a DC 20 Reflex check to avoid falling out of the truck.  If the boxes are secure and the PC’s hold on, only the second check needs to be made and it can be rolled with an additional +6.)
Alonso’s tractor trailer truck:
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The Vodka Mob:  FOR THE GM ONLY:  The Russian Mafya got wind of the PC’s heist because Zach Ronalds, the trucker that drove the plasma TV’s, still did not go to bed.  He was so wired on Crystal Meth that he went to a bar to get drunk before he finally staggered back to his room.  (The bar was only one block away.)  When he spotted the PC’s boosting with his truck, he decided he was too messed up to go out and fight.  Fortunately, he had a friend in the Vodka Mob.  The VM had already arranged for a few of these TV’s to “fall off the truck”, but now that the PC’s are trying to boost the entire load, they are furious.  They want their TV’s and they want the PC’s dead!  If they have to sacrifice the entire load to kill the PC’s, they’ll call it a victory.)
2nd level Strong Mook/1st level Family Associate Wiseguy: Petrov Niche (25) (the driver)

Str: 16/+3, Int: 12/+1, Wis: 10/+0, Dex: 15/+2, Con: 13/+2, Cha: 10/+0, Defense 13, 23 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +0, Skills:  +5 Bluff, +5 Knowledge (streetwise), +5 Drive, +2 Hide, +2 Move Silently, +1 Shake Down, +3 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Weaknesses:  Low Self-Esteem, Smoking Addict, Respect: 300, Bank: 50, Talent: Ignore Hardness, Know Respect, Wealth Bonus: +6 (Petrov was driving his brother and his associates around when the call came.  This is his opportunity to prove himself to the Family.  He prefers to follow than lead.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
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2nd level Tough Mook/3rd Level Family Associate/Wiseguy/2nd level Soldier: Arman Niche (37)

Str: 12/+1, Int: 16/+3, Wis: 10/+0, Dex: 13/+2, Con: 16/+3, Cha: 13/+2, Defense 22, 51 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: +5 Hide, +5 Move Silently, +7 Bluff, +5 Knowledge (streetwise), +2 Torture, +2 Shake Down, +5 Climb, +4 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Destroy Evidence, +6 Disable Device, +4 Repair, +3 Sense Weakness, +4 Survival, +6 Diplomacy, +8 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Streetfighting, Police Connection, Corporate Connectionx2, Personal Firearms Proficiency, Combat Reflexes, Advanced Firearms Proficiency, Combat Martial Arts, Improved Combat Martial Arts, Burst Fire, Armor Proficiency (Light), Weaknesses: Smoking Addict, Excess Addict, Greedy, Power Addict, Dysfunctional Family, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 90, Wealth Bonus: +10 (Arman was a career soldier in the Soviet army until the government collapsed in 1992.  He doesn’t like that his brother wants to join the Family, not because he cares for him, but because he sees him as competition for the same money.  Arman is the leader of this group.  If his brother is killed, he’ll push him out of the driver’s seat onto the road and take his spot.  He’s extremely dangerous.  If he gets the PC’s at his mercy, he’ll torture and kill them all.)  Weapon of Choice:  AKM/AK-47 (7.62mmR assault rifle), D2d8, 70ft range, S/A, 30 box, Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

2nd level Fast Mook/4th Level Family Associate/Wiseguy: Boris Romanov (33), Gorbel Vankovich (34)

Str: 13/+2, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 14/+2, Cha: 11/+0, Defense 18, 36 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +7 Survival, +4 Bribe, +3 Craft (mechanical), +4 Hide, +4 Move Silently, +6 Shake Down, +7 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Drive, +6 Sense Weakness, +6 Diplomacy, +3 Intimidate, +6 Destroy Evidence, +3 Gather Information, +5 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Burst Fire, Combat Reflexes, Boris’s Weaknesses:  Short Fuse, Drinking Addict, Gorbel’s Weaknesses: Smoking Addict, Violent Temper, Respect: 600, Bank: 80, Talent: Evasion, Know Respect, Balls, Wealth Bonus: +7 (Boris and Gorbel served under Arman back in ’92.  They are extremely loyal to him.  Boris is a hothead that drinks too much.  Gorbel is a quiet ball of rage.  He has to make a check to stop attacking the PC’s once combat starts.) Weapon of Choice:  Skorpion (.32 machine pistol), D2d4, 40ft range, S/A, 20 box, Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Vehicle Combat: FOR THE GM:  Combat begins the moment Alonso starts moving the truck.  On the fourth round, everyone rolls initiative if they haven’t already.  Alonso’s truck has taken a bullet hit and take 3 points of damage.  Arman, Boris and Gorbel will shoot at the truck while Petrov drives.  If the PC’s return fire, the Russians will target them.  Once Petrov is killed or the SUV has taken more than 50% damage, the Russians will attempt to pull ahead of Alonso and shoot him.

Throwing the TV’s: FOR THE GM:  The TV’s are too heavy to throw at the car by one person (although dropping one in front of the SUV can be done by one person).  This forces a DC 12 Drive check.  If the TV is thrown at the car, the PC’s must take their action simultaneously.  One player must roll the ranged attack.  Only the lowest dexterity bonus applies to the throw and the roll is modified by –1 for every 10 mph the vehicles are traveling.  On a successful hit, the driver of the SUV gets a DC 15 Drive check.  If it is successful, the TV hits the car and bounces off, doing 2d6 points of damage to the SUV.  On a successful hit, the SUV is slowed by 10 mph and the car takes 3d6 points of damage.  The occupants must make a DC 14 Fortitude check or take 1d6 points of damage.  If they are leaning out of the car, they must also make a DC 12 Reflex check or drop their guns.  On a roll of a modified 20, the TV hits the windshield.  If the windshield takes more than 10 points of damage, it goes through.  Arman and Petrov take 3d6 points of damage and must make a DC 15 Fortitude check or be knocked unconscious.  If the driver makes his DC 15 Drive check, the windshield is cracked, but holds.  Any PC that hurls or drops a TV must make a DC 12 Reflex check or fall off the truck.  (-1 for each 10mph over 20.)  If a PC is shot while holding a TV, he must make a DC 15 Fortitude check or drop it.  The check is modified by –1 for every point of damage.  If the wound is critical to a leg or arm, the check is made at an additional –4 unless the PC is a Tough Mook.

Climbing the moving truck:  FOR THE GM:  This is an extremely dangerous maneuver, but one the PC’s may attempt, especially if it is suggested to someone with the “Oblivious to Danger” weakness.  The PC that climbs the truck must make a DC 15 Climb check –1 for every 10 mph the truck is traveling after 20 mph.  Failure means the PC starts to fall and must make a DC 18 Reflex check –1 for every 10 mph or fall off.

Alonso’s strategy:  His first thought will be to outrun the Russians.  If they get too close to him, he’ll try and run them off the road.

The police:  10 rounds into the chase, the police will get wind of things.  1d10 rounds later, the first patrol car will be heard and a round later, it will be on the scene.  1d6 rounds later, a second car joins the chase and the Russians finally give up and attempt to get away.  If Alonso beats the cops with a Drive check, he’ll pull down a side street that’s barely wide enough for the truck.  When the cab clears the end, he’ll stop, get out and run.  The PC’s will be the most visible to the cops.  To get away, they can scramble under the truck and out the other side.  Alonso disappears unless the PC’s make a Spot check vs. his Hide.  The cops lose the characters the same way.  If the cops give chase, the PC’s must make the best out of 3 Spot vs. Hide checks and finally, the best out of 5.  If they fail, they must fight the cops are surrender.  If they succeed them all, they get away.  If the cops catch one of the PC’s or one surrenders, the other PC’s attempting to flee get an additional +2 to checks.  Alonso’s truck is also stolen, so this will be added to the PC’s list of crimes.

The warehouse:  If the PC’s manage to ditch the Russians in 10 rounds, Alonso drives to a warehouse outside the city to dump the truck and the TV’s.

Awards:




Experience
Respect Points
Suspicion Index Points

Being very late for the barbecue



-10

Attending the barbecue


50

5


-1

Bringing girlfriend to barbecue






-1

Bringing wife to barbecue




5


-1

Bringing kid to barbecue




5


-2

Winning at horseshoes


50

10


-1

Each successful Cooking Craft check*
100

10


-1

Missing a weakness check in front of Alonso

-10

Bringing a car to the heist


100

Bringing guns to the heist


200

Stealing 1 to 20 TV’s



200

10


+1

Stealing 21-40 TV’s



200

10


+1

Stealing 41-60 TV’s



200

10


+1

Stealing 61-80 TV’s



200

10


+1

Stealing 81-99 TV’s



200

10


+1

Stealing all 100 TV’s



1000

50


+1

Evading the Russians



750

25


-2

Killing the Russians



100 per level
25 each

+5 each

Getting chased by the cops


100

25


+2

*women only

Wealth Award:  A week later, you get a voice mail from Alonso asking to meet you at Stugotz Billiards (Area H on the New Milan map, if the PC’s are not using this as a base, he’ll meet in the parking lot.)  The Wealth Award is 30% of the total haul, plus 2 Wealth for combat pay.  (Alonso may run this scheme again, but with a load that is not as valuable.  Maybe half the wealth.)

