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GM ONLY:  This adventure is ideal to run when the PC’s have a mid to high level of Suspicion, but not necessarily over their maximum.  Additionally, higher level wiseguys and made guys should run this adventure, preferably with schemes and other regular activities the police can disrupt.

Set up:  You are sitting in the back room of the Adonis Barbershop (190 E. 43rd Street near Main) on a Monday morning around 6am.  It’s either been a late night or an early morning.  (The PC’s can choose, but any PC with an addiction weakness must make a check.  If it fails, he’s been up all night and is very tired.)  Adonis is a front for Sal “Finch” Finccuco, a soldier for the Magoladro Family.  His uncle, Anthony, runs the barbershop and the place is generally safe to do business.  Finch collects money for a large credit card scam that all three families have interests in.  You have been asked to be the bagman (money carrier) for this scam on occasion for a capo in your family named (pick an appropriate capo or use Capo Pete).  This job is a no-brainer.  Finch counts the money and you deliver it for 2 Wealth.  It’s something you do on a semi-regular basis when needed.  You’ve never had any trouble before.  While you are sitting in the back waiting for Finch to finishing counting, the TV show that’s playing on the TV is interrupted with a newsflash.  It is something about a police shooting, but you can’t hear it over Finch talking about his kids.  A graphic on the screen next to the newscaster’s head says, “Mob Shooting”.  (Finch is going on and on about his boy and how great he did in soccer practice.  To interrupt him without making him angry requires a DC 12 Diplomacy check.  If the check is failed, Finch snaps, “I’m talkin’ here, dumbass!” and the target loses 5 points of Respect.  A DC 10 Joke check can negate the loss.  Read Finch’s dialogue and let the character’s interrupt him.  If you get to the end, the newscast finishes before they hear it.)
“My boy, Nicky, he’s a natural soccer player!  I’m not kiddin’.  Like Pai-Ray this kid is.  Kickin’ the ball, passin’ it, up and down the field---  I mean, the kid can do it all.  At first, I didn’t want him to play soccer.  I mean, what kind of sport is that right?  I thought, football, right?  But then, he points out to me---  And that’s how smart my kid is, Nicky, Italians play soccer all the time!  Well, when I heard that, I said, “You play soccer all you want!”.  I bought him the cleats that day.  Y’know, soccer is called football in Italy.  And it’s as tough, if not tougher than football.  So anyway, yesterday in the game, Nicky scores three times!  Three!  That’s a lot of points in soccer!  I think he may be headed for a scholarship in this.  Really.  I mean, he’s only five years old, but you gotta start ‘em young, know what I’m sayin’?”

(If the PC’s manage to shush Finch without insulting them, they can turn up the TV and listen to the WLCN newscast from newsanchor, Robert Gaines.  See Assistant Holy Roller and Columbus Day Picnic.)
“The quiet calm of this early Monday was shattered this morning as gun shots rang out at the intersection of 19th and Chapel this morning.  That’s where New Milan police officers Roger Vespone and Gabe MacCormick were killed in their patrol car in what police are calling a mob-style execution.  Vespone was a 12-year veteran with two children and was a decorated officer that had once saved a puppy from a burning building.  MacCormick was a rookie in his second day on the job, he leaves behind a wife and a newborn.  Police and citizens groups are outraged at the killing, saying that the mob in New Milan has gone too far and needs to be brought down.  The mayor and the chief of police issued an announcement, assuring citizens that the murderers will be brought to justice and promising swift retaliation against the Mafia.”

“Shit!” says Finch after seeing the newscast.  “You believe we get blamed for this?!  Like we would cap two cops in broad daylight.  That don’t make sense.  Like my kid needs to hear that!  You guys better get goin’.  Stay low and keep your eyes open.  No tellin’ what the cops will do.”

When the PC’s leave:  Finch hands you the usual envelope.  It contains $12,000 or approximately 26 Wealth.  You would do well to keep this envelope safe until it is delivered.  With the police sniffing around, you should be especially careful.  Fortunately, there’s nothing illegal about carrying money.  (If Finch is interrupted, he loses count of the money and short changes them by a grand.  It’s an honest mistake and one that Finch doesn’t normally make.  If the PC’s want to recount the money, he’ll mutter in annoyance and roll his eyes, but he won’t strenuously object.  Once they find the mistake, he’ll trip over himself apologizing and ask that they not mention this to the capo.)
2nd level Tough Mook/4th Level Family Associate/Wiseguy/1st level Soldier:  Sal “Finch” Finccuco 

Str: 14/+2, Int: 13/+1, Wis: 11/+0, Dex: 13/+1, Con: 16/+3, Cha: 13/+1, Defense 16, 38 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +3, Skills:  +7 Bluff, +4 Knowledge (streetwise), +3 Destroy Evidence, +4 Bribe, +3 Shake Down, +5 Beat, +5 Sense Motive, +4 Exploit, +3 Hide Motive, +8 Professional Criminal, +2 Drive, +3 Sense Weakness, +5 Diplomacy, +5 Intimidate, +2 Gamble, +3 Gather Information, +2 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Business Connection, Good Earner, Weaknesses: Short Fuse, Disrespectful, Family Guilt, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 25, Wealth Bonus: +12 (Finch’s capo is Gigi, but Gigi is a hands-off kind of guy.  Finch is used to running his own show.  He tends to involve other biological family members in his business, but always feels terrible about it later.  He tends to snap at people and call them names.  The credit card scam brings in 4 Wealth to Finch every month.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Making the Drop Off:  (The GM should choose a likely drop off place for the money.  In the Magoladro territory, use a bar called Noonan’s Roost at 302 W. 46th Street from Paulie’s Little Surprise download.  In the Jordano territory, use Sarducci's Pizza at 1175 E. 49th Street from New Locations in New Milan download.  In the Cavaliere territory use the Golden Booty Stripclub at 1816 N. Broad Ave. from Save the Lap Dance for me Knights of the Dinner Table Magazine #102.  Regardless of the location, when the PC’s arrive the place is being raided by the cops.  The PC’s should make a DC 10 Spot check.  If they fail, they get too close to the cops to walk or turn away before they are seen.)  As you pull up to the parking lot, you notice a commotion and flashing siren lights.  It looks like the cops have raided the place.  You see your capo friend being led out the front door in handcuffs.  What do you do?  (The PC’s would be nuts to attempt a rescue with all these cops around, but if they want to try it, let them.  The capo will pretend he doesn’t even know them.  The cops will gun them down the moment they see any weapons, they are on high alert and looking for payback.  If the PC’s made their Spot check, they can turn the corner and get away before the cops notice.  If they didn’t, 1d6 of the cops get a Spot check.  They need to make a DC 20 Spot check to spot the PC’s.  If one succeeds, they will pull the characters over and question them.  If the characters attempt to flee, the must beat the cops in 2 out of 3 Drive checks or 2 out of three Hide vs. Spot checks.  If the first succeeds, they get away.  If it fails, they must make 3 out of 5.  If that fails, they are cornered by at least six average beat cops.  They must fight at least one round before able to make another fleeing attempt.  If they attempt to escape and are caught or if they have more than 50% Suspicion, they are taken in for questioning.  Anyone with a Suspicion equal or over the max is arrested.  Skip to “At the Police Station”.)
12 Average Beat Cops

2nd level Tough Mook/3rd Level Cop

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 15, 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.
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*The Chevy Astro Van is actually a paddy wagon modified in the back.  It is reinforced with dead bolt locks, extra seating, handcuffs and places to lock and cuff prisoners.  Each standard patrol car comes with an extra shotgun: Mossberg 12-gauge, D2d8, ranger 80ft, Single Shot, 6 shells internal.

2 Average Detectives

2nd level Tough Mook/5th Level Cop

Str: 14/+2, Int: 12/+1, Wis: 13/+1, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 17, 44 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 +4, Sense Motive +3, Sense Weakness +2, Exploit +2, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Meticulous, Run, Weaknesses:  Code of Honor (they must uphold the law), Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 700, Bank: 250, Wealth Bonus: +7  (New Milan detectives enjoy a wide variety of donuts.  They often have to pick up the bodies when a mob war breaks out.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.
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If the PC’s got short-changed:  Ten minutes later, (The lead PC) gets a phone call on his cell.  It’s Finch.  “Hey, guys, I fucked up.  I short-changed you by a grand.  You didn’t meet with the capo yet, did ya?”  (Let the PC’s respond.)  “Oh, look, I apologize.  Listen, don’t go see the capo until I give you the rest.  Sounds like he’s busy anyways.  No tellin’ when this is going to blow over.  I am really, really sorry fellas.  This was totally my bad.  Keep this between us, huh?  I’ll owe ya.  We’ll make arrangements to meet.  You gonna be at your regular hang out?”  (Let the PC’s respond.)  “All right, I’ll be in touch.  Again, I’m really sorry fellas.”

The PC’s regular hangout:  (This might be Stugotz Billiards, the Breadbasket OTB, Elegant Entertainment or any of a dozen or so places in New Milan.  If the PC’s return there, the place gets raided four hours later.  Before the raid, let the PC’s do whatever they want.  They may still be hiding or destroying evidence from a previous crime.  If they are not in the hangout when the cops arrive, Harry calls them and tells them the cops are there and to stay away.)
The Raid:  (If the PC’s are in their hangout when the raid happens, have them make a DC 18 Listen check.  If it succeeds, they hear cars pulling into the parking lot and have one round to run out the back.  If it fails, they get no warning until the police are inside.  PC’s at the OTB or Elegant get two rounds since they are likely in the far back of the facility.)  The door is suddenly knocked in and you hear men shouting, “Police!  On the ground!  On the ground!”  In a few moments, the place is swarming with cops in flack jackets and helmets.  They are pointing their guns at everyone and ordering people onto the ground.  What do you do?  (If the PC’s are inside the room with the cops, there is little they can do but surrender.  If they draw a weapon, the cops immediately open fire.  Unless a PC has Combat Reflexes or Quick Draw or drew his weapon ahead of time, the cops automatically gain initiative.  They will shoot to kill.  PC’s that run will be intercepted by two cops covering the back.  If the PC’s can knock those two cops out of the way, they might be able to run.  Anyone in the hideout is taken in for questioning.  Only Family Associates with a Suspicion of less than 25% will be let go.  Anyone with a Suspicion of 75% of their maximum or over will be arrested.  If there is any illegal activity going on in the hideout, the cops need only make a DC 8 Investigate check to find out.  If they find the illegal activity, everyone, regardless of their Suspicion, is arrested.  The cops need very little provocation.  Of course, anyone that attempts to flee is also taken in.  Use the stats for the cops above, but if the raid is at the OTB, there are 16 beat cops and 4 detectives and if the raid is at Elegant, there are 20 beat cops and 6 detectives and one extra paddy wagon for the women.  Everyone at the OTB and Elegant are arrested regardless of their Suspicion since both places have illegal operations going on.  PC’s caught with the money gain +3 Suspicion.  If it’s found in a car, the owner or drive of the car gains the Suspicion.)
Hiding Out:  (Family Associates that hide out at a relative’s place or girlfriend’s apartment, should be relatively safe unless their Suspicion is above the maximum.  For made guys, however, the police will go an extra step.  Create a DC for the cops to Investigate the PC based on how well he is hiding.  If he stays with a close relative or girlfriend, it is a DC 12 Investigate check.  If the target is a family associate, DC 8 Investigate check.  If the friend is a mook, DC 16 Investigate check.  If the PC hides some place like a motel or a cabin, DC 20 Investigate.  If they specifically pay in cash and use a fake name, DC 22 Investigate.  Use the average detective skills.  If the detectives make the check, they raid the place with 4 beat cops and 2 detectives.)
At the Police Station: 18th Street and Main Ave. (1800 N. Main Ave.)

Questioned PC’s:  You were brought to the main police headquarters in New Milan.  This is a sprawling facility with its own small jail.  You are taken to an interrogation room and promised that it would just be “a few minutes”.  There’s a large mirror in the room, a table, chair and nothing else.  After about twenty minutes of sitting in the room, you’re starting to get antsy.  (PC’s with an Impatient weakness must make an immediate check or attempt to leave.  If a PC attempts to leave, two detectives immediately enter.  They are watching from behind the mirror.  If not, the PC waits ten more minutes and the two detectives enter.  One detective has a drink for the PC.  They are about to play good cop/bad cop.  PC’s are technically free to leave at any time unless they are under arrest.  PC’s will be warned that if they are let go too soon, their friends might think they talked.  If that doesn’t work, the cops have to let them go.  If they are under arrest, the questioning will stop the moment one of the PC’s asks for a lawyer.  If the PC has a Suspicion of 75% or higher or if the cop has made a successful Investigation check and there is evidence of the character’s misdeeds, he’ll be arrested.)
GM’S ONLY:  The detectives will attempt to lie to the PC’s to get them give up information on any crime, not just the shooting.  The shooting is their primary case, but as soon as the PC’s make their denials, they’ll have a pretty good sense they are not involved unless they say something very stupid.  Below are a few scenarios the detectives will attempt to work on the PC’s one at a time.  Take each player aside to make these checks.  If at any time, the detectives make a successful Sense Weakness check, they will follow up it up with an Exploit check if possible.

Good Cop/Bad Cop #1:  “Let me help you.”:  Two detectives enter the room.  One is a large gentlemen with a mustached named Doug.  The other is a skinny gentlemen with glasses by the name of Hank.  Hank has a beverage in his hand.  When Doug gets into the room, he immediately shuts the door and lunges for you.  He pushes the table up against you and pins you against the wall.  “You little fucking punk!  You may have these other guys fooled, but I know what you did and I swear to God if I get 30 seconds alone with you, I’ll---“  “Hey, hey, c’mon, Doug, back off,” says the other detective.  “Get a grip, he’s just here for questioning.”  “Questioning?” says Doug.  “We know he did it, Hank!  What’s the difference if he dies with a needle or in police custody, huh?”  (Make an Intimidation check for Doug against the PC’s Intimidation roll.  If the PC fails, he is forced to make a weakness check.  If he fails that, he’ll give up some piece of info to get what he needs.   He needn’t confess, but can give up his friends or rivals in some way.  If that thing is illegal, he’ll have a break down of some kind and lose 25 Respect points.  If the PC succeeds, the second cop will attempt to use Diplomacy to reason with the PC that he should come forward for the good of everyone.  As long as the PC doesn’t lie, they will eventually release him.)
Good Cop/Bad Cop #2:  “Your friend already has a deal.”:  Two detectives enter the room, a Latino guy named Sanchez and a female detective named Olsen.  “All right,” says Sanchez.  “Sorry to keep you waiting.  I just want to ask you a few questions.”  “Do we really have to bother?” asks Olsen.  “Hey, I’d like to hear his side of the story, if he wants to tell it,” says Sanchez.  “I’m sorry, do you want to say anything before I start the questions?  Maybe unburden yourself?”  “Your friend sure did,” adds Olsen.  (Give the PC a moment to respond.  If the PC responds, Sanchez and Olsen pretend that one of the other PC’s gave something up.  They’re only fishing.  The only thing they know about the cop shooting is that it happened at 19th and Chapel and there were two shooters involved: one with a Glock 17 and the other a Barretta 93R.  Feel free to lie to the PC about what the other character said.  If asked point blank about what the other guy said, Olsen will knowingly say, “He said, you have interests in a certain business near 19th and Chapel...”  She’ll try to keep it as vague as possible, hoping the PC will have something to say.  If the PC has any anger-related weaknesses he must make a check.  Power Addict or Aggressively Dominant might also force a check, as the PC doesn’t want the other player to get one over on him.  A successful Sense Motive against the detectives, however, reveals that they are playing the PC.)
Wrong Room:  A detective by the name of Jamison walks into the room.  Without looking up, he routinely slides a document in front of you and a pen.  “Okay, if you just fill this out and sign here.”  You look down on the paper and it is a blank “Confession Form”.  Jamison suddenly looks at you and realizes he’s made a mistake.  “Oh, shit, I’m in the wrong---“  He grabs the paper back.  “Sorry, my mistake.”  Jamison hurriedly walks out of the room.  (Jamison is trying to convince the PC that another character already confessed.  He comes back in the room about ten minutes later with his partner, Macklevy and attempts “Good Cop/Bad Cop #2”.)
Good Cop/Bad Cop #3: “The Sympathetic Cop”:  The door to the interrogation room opens.  There are two detectives: Horowitz and Mandel.  Mandel looks angry and shouts at his partner.  “He can wait until he fuckin’ dies for all I care!” snaps Mandel.  “What do I care about this two-time loser?!  Huh?!”  “Fine, you don’t want to interrogate him, I’ll do it myself!” insists Horowitz.  Mandel leaves in a huff, while Horowitz walks in with your file, sits down and sigh exasperated.  “Hey, look, I’m really sorry about this.  We scooped up a ton of people in these raids.  People have lost their minds over this, but don’t worry, I’ll try and get you out of here as soon as possible.  Are you okay?  Can I get you anything?”  (Mandel is actually watching the entire interview on the other side of the mirror.  Horowitz tries to play a sympathetic guy.  If the PC makes any comment about the proceedings, Horowitz will compliment the PC on his perception and the PC gains 5 points of Respect.  Any character with the weaknesses Aggressively Dominant, Code of Honor, Magnanimous, Miserable, Bitter or Low-Self Esteem should make a check.  A failure means that Horowitz will leave the character open to a DC 20 Diplomacy check.  If he succeeds, the character feels obligated to help his new friend by sharing at least one tidbit of information.  Horowitz can continue to make checks until he fails or until the PC makes one against him.  For Miserable or Bitter characters, Horowitz will pretend to be Miserable or Bitter.)
Good Cop/Bad Cop #4: “The Humiliator”: Two detectives, Biscone and Phillips enter the room.  Phillips is an older, balding cop with a mustache.  He is carrying a cup of coffee.  Biscone looks like a nervous rookie.  They walk in and look you over for a minute.  “Hi, I’m detective Biscone is this is detective Phillips.  We need to ask you some questions,” begins the rookie.  “Hey, I got an idea, Chad,” interrupts Phillips.  “Why don’t you get us some coffee and let me talk to this guy, huh?”  Biscone bristles at the suggestion, but complies.  “Yeah, sure, whatever,” Biscone exits in a huff.  Phillips pounds the desk in front of you.  “All right douche bag, you think you gotta lot of friends here, yer wrong.  You got about two seconds to make me happy.  Now spill.”  (Unless the PC starts giving Phillips good information, the cop seethes for a few minutes and then tosses the cold coffee into his face.  He then throws the PC up against the wall.)  “Do you think I’m kiddin’ around with you?!  Do you?!  There ain’t no one to help you here, pal!  You either talk to me or we’re gonna have some serious stick time.  Do you read me?!”  (Make an Intimidation check for Phillips against the PC’s Intimidation roll.  If the PC fails, he is forced to make a weakness check.  If he fails that, he’ll give up some piece of info to get what he needs.   He needn’t confess, but can give up his friends or rivals in some way.  If that thing is illegal, he’ll have a break down of some kind and lose 25 Respect points plus 10 Respect points for the coffee.  If the PC succeeds, he only loses 10 Respect points for the coffee.  He can negate the loss by laughing in the cop’s face, making a Joke or insulting the cop.)
2 Above-Average Detectives

2nd level Tough Mook/6th Level Cop

Str: 14/+2, Int: 14/+2, Wis: 13/+1, Dex: 14/+2, Con: 15/+2, Cha: 12/+1, Defense 17, 50 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Intimidate + 6, Bluff +5, Diplomacy +5, Gather Information +6, Investigate +6, Knowledge (streetwise) +7, Spot +3, Search +4, Listen +3, Knowledge (civics) +3, Drive +3, Sense Motive +3, Sense Weakness +2, Exploit +2, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Meticulous, Run, Medium Armor Proficiency, Long Memory, Weaknesses:  Code of Honor (they must uphold the law), Power Addict, Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 800, Bank: 150, Wealth Bonus: +9  (These New Milan detectives are a lot more ruthless than the normal variety.  Their plan is to trick the PC’s into giving up information by any means necessary.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

If a PC is arrested  

The Holding Cell:  The temporary jail in the back of the police station is large, but hopelessly overcrowded.  The cells are really just waiting areas for prisoners that have been booked and are either awaiting a court appearance or a trip to the New Milan Correctional Facility.  You are thoroughly strip-searched.  Your shoes, belt and other belongings are taken and logged.  You are asked to strip, wash yourself with a de-licing agent and then rinsed off.  After you dry yourself, you redress and are placed in a cell with a group of other prisoners awaiting to see a judge.  (The cops have an undercover man in the cell.  He is a young, African-American cop named Byson.  Detective Byson is dressed as one of the 105’s.  He’ll attempt to brag about all the people he’s killed in hopes that the PC’s will reveal something to him about the recent cop murder.  There is a second prisoner that may start a fight with a lone PC, depending on the circumstances.  He may bump into the PC and demand an apology.  This will cost the PC 5 Respect points, but Conner won’t fight him.  Various weaknesses may come into play during the confrontation.  Conner beat up a guy in a bar last night and is awaiting arraignment.)

Leonard Byson (26): 2nd level Charismatic Mook/6th Level Cop

Str: 12/+1, Int: 14/+2, Wis: 13/+1, Dex: 13/+1, Con: 11/+0, Cha: 16/+3, Defense 17, 50 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Disguise +10, Intimidate + 9, Bluff +8, Diplomacy +5, Gather Information +6, Investigate +6, Knowledge (streetwise) +7, Spot +3, Search +4, Listen +3, Knowledge (civics) +3, Drive +3, Sense Motive +3, Sense Weakness +2, Exploit +2, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Deceptive, Run, Advanced Firearms Proficiency, Point Blank Shot, Weaknesses:  Code of Honor (they must uphold the law), Family Guilt, Talents: Fast Talk, Identify Family Members, Interrogate, Gain Informant, Respect: 800, Bank: 300, Wealth Bonus: +9  (Byson is very convincing as a 105, but he has trouble turning it off at home.)  Weapon of Choice:  fists.

Conner Dickerson (26): 6th Strong Mook

Str: 17/+3, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+2, Cha: 8/-1, Defense 17, 50 HP, Attack Bonus: +6/+1, Fort: +3, Ref: +2, Will: +2, Skills: Craft (Structural) +5, Gamble +5, Intimidate + 10, Bluff +8, Knowledge (streetwise) +3, Sense Motive +3, Sense Weakness +4, Exploit +2, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Knockout Punch, Endurance, Streetfighting, Weaknesses:  Violent Temper, Talents: Ignore Hardness, Improved Ignore Hardness, Advanced Ignore Hardness: 520, Bank: 0, Wealth Bonus: +2  (Conner is a bruiser who has been in and out of jail for fighting.  It won’t take much for the PC’s to piss him off.  He works construction when he’s not in jail.)  Weapon of Choice:  fists.

Prisoner Interrogation:  (This is only for PC’s that are under arrest.  If at any time the PC asks for a lawyer, the interrogation stops, although the detectives will mention how guilty the PC’s are likely to look.)  Two detectives, an African American woman named Davids and an African American male named Jefferson enter the room.  “Well, well, look who we have here,” smiles Davids.  “Looks like your luck finally ran out, huh (PC’s name)?”  Jefferson doesn’t say anything, but gestures an offer of a cigarette or a beverage.  “Perhaps we can help each other,” says Davids knowingly.  “You know what we want.  You give it up and things don’t have to be so unpleasant for you.  Depending on what you say, you might get a slap on the wrist or walk right out of here today.  So what’s it going to be, huh tough guy?”  (Make an Intimidation check for Davids against the PC’s Intimidation roll.  If the PC fails, he is forced to make a weakness check.  If he fails that, he’ll give up some piece of info to get what he needs.   He needn’t confess, but can give up his friends or rivals in some way.  If that thing is illegal, he’ll have a break down of some kind and lose 25 Respect points.  Davids is willing to cut the PC some slack if she’s convinced he can actually get information on the cop killers.  She’ll give the PC access to a phone, but only in her presence.  If the PC gives up some minor clue to the cop killers, she’ll reduce the PC’s Suspicion by 25%.  If this drops the score below 50%, the PC is free to go.  If it is still over, the PC will have to face the judge.  PC’s that are facing very serious crimes, like murder and assault, can make a deal with the D.A. and get a roll at –2 to –4 on the Major Crimes chart.  It depends on how reliable the information is.  PC’s that lie will be treated especially harshly by the D.A. and add an additional +2 to their check instead.)
After 24 hours:  After putting you through 24 hours of Hell, you’re finally in front of a judge.  You’ve been given access to an appointed defense attorney unless you contacted one on your own.  (The PC should consult with the attorney ahead of time.  The attorney advises the PC that if he has any information on the shooting, he would be advised to give it up.)  You must now make a plea of “Guilty” or “Not Guilty” and the judge will set a trial date and your bail.  Make a Knowledge, Civics check for your counsel against the assistant D.A.  (The PC’s appointed attorney will only have 1d6 ranks in Civics +0, +1 or +2 for Intelligence.  The assistant D.A. has a skill of +7.  If the PC’s Suspicion is 50% or below add 2.  If it is between 50% and 75% add 1.  If it is over 100% subtract –1.  If it is over 150% subtract 4.  The PC’s bail depends upon the crime.  Murderers that miss the check are remanded without bail.  All others will get some kind of bail.  The GM will have to make a check for the PC’s beyond the scope of this adventure for his particular trial, if in fact he shows up when it happens.  The trial will be scheduled 3d6 months later for a trial and 3d20 weeks later for an indictment.)
On the street

For the GM:  PC’s left on the street have two choices: hide out or dig up some information on the cop killers to end this nightmare.  The PC’s with the money still have to get the other $1000 from Finch, plus they may have their own schemes to maintain during the week.  Everyone is on edge.  The PC’s have three days while everyone in the Family lays low.  After that, the members will start to get antsy.  The police pressure makes everyone nervous, so the Family members are worried about their money.  If money isn’t delivered, then how can one prepare in case you have to go to trial or leave the country?  Plus, everyone has bills, right?  Characters with the weakness Paranoid should be especially on edge.  This is there worst nightmare.

Who killed the cops:  The cops were executed by two Family Associates of the Magoladro Family, Sammy Harkin and Mark Romani, who were trying to prove their worth to Boss Ernesto.  He did not approve the murders. Vespone was on the Magoladro Family payroll, but had burned the Family by taking a bribe and then helping shut down one of the brothels the Family ran.  The rookie just happened to be in the wrong place at the wrong time.  The two wanna-be’s overheard Nealo Titti complain about Vespone and took matters into their own hands.  Despite Ernesto’s extensive contacts, he’s been unable to uncover this.  The Bondinos, Jordanos and the Cavaliere already suspect that this is the fault of the Magoladros, but they haven’t complained yet.  This is definitely hurting the reputation of the Family and the Magoladros want nothing more than having it disappear.

Finding the cop killers:  While roaming around the city investigating, the PC’s have a base 1 in 10 chance per hour of encountering a police car with two average beat cops.  Give the cops a DC 16 Spot check against the characters.  They will only stop them if their Suspicion is over 50% and they will only take them in if the characters do something stupid or have Suspicion over 75%.

GI check: 1

I check: 1

Wrong thread:  Your contacts confirm the rumor that the cops were killed by other crooked cops worried about being exposed.  In way of proof, your source points out to you that the cops were killed by someone who could get very close to them without causing suspicion.  They don’t have any specifics, but the two cops that were on the scene first are the likely killers.  (This thread is complete speculation on the part of the source.  Even the most rudimentary checking of the facts will reveal this.)
GI check: 2 to 12

I check: 2 to 10

Very Weak thread:  Your source doesn’t know much more than you heard on the news.  The cops were both killed by two different guns at 19th and Chapel.  One gun was a Glock and the other was a Baretta.  The officers were shot “execution-style” in the back of the head.  Witness saw two figures running from the area, one tall and one short.

GI check: 13-18

I check: 11-15

Weak thread:  (In addition to the very weak thread above.)  The tall guy had blonde hair and the short guy had thinning black hair.  One witness saw them run into the subway stop nearby.

GI check: 19-23

Medium thread: (In addition to the very weak and weak threads.)  

A gun dealer by the name of Ned Toles sold a Glock and Barrette to a tall blonde guy.  The guys specifically asked for a disposable weapon.

I check: 16-19

Medium thread: (In addition to the very weak and weak threads.)  The two cops had donuts and coffee from an all-night donut shop called Glazed & Confused.44 N. Chapel near 21st.  The cops bought a box of six, but only two donuts and no box was found.

GI check: 24-28

Good thread: (In addition to the very weak, weak and medium threads.)  One of the suspects was wearing a windbreaker with the New Milan Brigands logo on it.  But the logo was messed up and had a fold in it.  You know a guy Juan Ardillo that made knock-off New Milan merchandise.  His last batch of jackets got messed up.  He tried to sell them out of his store, but few people every buy them. Ardillo has a sporting goods store at 4502 N. Victor Ave.

I check: 20-24

Good thread: (In addition to the very weak, weak and medium threads.)  A homeless guy on the subway platform spotted a tall blonde and his short friend get on the Green line and take it North.  The short guy tossed a the homeless man a donut and said, “Let’s go hit Bugsy’s and get 10-cent special.”  Bugsy’s is the name of a wing joint at 4410 N. Victor.  The 10-cent special is for 50 hot wings.

GI check: 29+

Great thread: (In addition to the other good threads.)  Your contact overheard two guys planning the murder in the Diamond Diner at 1106 E. 44th Street.  One of the guy’s name’s is Mark.

I check: 25+ or Police Connection

Great thread: (In addition to the other good threads.)  A fingerprint found at the scene was linked to a Gas n’ Gulp mini-mart robbery last June, but the prints aren’t in the system.  The guy that robbed the gas station was tall and alone.  He escaped on foot and the police believe he was a resident of the area that new it well.

Ardillo’s Sporting Goods:  Ardillo’s is located in a small retail area in New Milan.  The sporting goods store is sort of run down and its merchandise looks second hand.  A Latino man is the manager and he is the only one working in the store.  In the display window is a New Milan Brigands windbreaker, but the logo is slightly askew.  (Juan will try to get a bribe out of the PC’s.  He knows Mark and Sammy have been hanging out upstairs.  The slightest threat and he’ll cave.  He doesn’t want to get hurt.)
2nd level Charismatic Mook/1st Level Family Associate/Wiseguy: Juan Ardillo

Str: 13/+2, Int: 12/+1, Wis: 11/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 12, 18 HP, Attack Bonus: +2, Fort: +3, Ref: +2, Will: +1, Skills:  +7 Bluff, +2 Knowledge (streetwise), +5 Seduce, +3 Forgery, +6 Sense Motive, +4 Sense Weakness, +3 Exploit, +5 Hide Motive, +4 Minor Con, +4 Sleight of Hand, +6 Diplomacy, +4 Intimidate, +6 Sex, +3 Gather Information, +4 Computer, +6 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Brawl, Trustworthy, Good Earner, Meticulous, Other Family Connection (the PC’s), Weaknesses:  Sex Addict, Magnanimous, Respect: 310, Bank: 0, Talent: Charm, Know Respect, Wealth Bonus: +7 (Juan isn’t a very good businessman.  His scheme to duplicate New Milan Brigands merchandise and his addiction to prostitutes is running him out of business.  This would be a perfect target for the PC’s to exploit at another time.  However, the sporting goods store only makes 1d4 Wealth per week.  Investing in a new merchandising bootlegging scheme might work if Juan has the proper capital.) Weapon of Choice:  fists

Bugsy’s Wings:  Bugsy’s is a hot wing, take out place, but there are a couple of tables inside for customers.  Delivery guys come in and out of the building and use bikes to make their rounds.  Bugsy’s is known for their 13 flavors of wing sauce, including “Death Sauce”, the hottest!  The manager of Bugsy is a pimply-faced kid that looks to be only about 16.  (If the PC’s wait long enough, Mark comes by to pick up Sammy’s order 1d6 hours after the stake out begins.  The PC’s will see him if they stake out Bugsy’s.  If they are driving, have them make a DC 16 Spot check.  If they are walking, a DC 12 Spot check.  Mark is wearing the bad New Milan Brigands windbreaker.)
2nd level Smart Mook: Evan Hollandberger (18)

Str: 13/+1, Int: 16/+3, Wis: 12/+1, Dex: 13/+1, Con: 15/+2, Cha: 8/-1, Defense 11, 16 HP, Attack Bonus: +1, Fort: +0, Ref: +0, Will: +2, Skills:  +5 Bluff, +3 Hide, +6 Bribe, +8 Swim, +8 Climb, +5 Exploit, +8 Knowledge (Business), +7 Sense Motive, +3 Hide Motive, +7 Concentration, +8 Computer Use, +7 Sense Weakness, +8 Craft (cooking), +8 Knowledge (pop culture), +4 Craft (visual arts), +4 Drive, Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Dodge, Run, Gearhead, Weaknesses: Weird (He has an odd sense of humor and laughs at his own jokes.), Respect: 190, Bank: 30, Talent: Savant, Knowledge (Business), Wealth Bonus: +5 (Evan is an annoying little snot.  He won’t tell the PC’s anything unless they threaten him or order more than 100 wings.  He knows that a tall blonde guy keeps coming buy for the same wing order: 50, ten-cent wing bucket.) Weapon of Choice:  fists.

Where the cop killers are hiding:  The duo are hiding in the apartment of Sammy’s girlfriend, Cathleen Erickson.  Her apartment is located above Ardillo Sporting Goods at 4502 Apt. B (2nd Floor) N. Victor Ave.  Use the standard apartment building map, except that the first floor is a retail store and next to it is a stairwell that leads to the 2nd and 3rd floor apartments.  You have to get buzzed in to open the door.  There is a fire escape that leads to a bedroom window in Cathleen’s apartment.

2nd level Dexterity Mook/4th Level Family Associate/Wiseguy: Sammy Harkin (25)

Str: 13/+1, Int: 12/+1, Wis: 9/-1, Dex: 16/+3, Con: 12/+1, Cha: 11/+0, Defense 17, 35 HP, Attack Bonus: +4, Fort: +2, Ref: +3, Will: +2, Skills:  +8 Bluff, +7 Hide, +7 Move Silently, +2 Knowledge (streetwise), +6 Sense Motive, +4 Sense Weakness, +3 Exploit, +5 Hide Motive, +4 Minor Con, +4 Sleight of Hand, +6 Diplomacy, +8 Intimidate, +2 Gamble, +6 Gather Information, +5 Escape Artist, +6 Drive, Feats:  Simple Weapon Proficiency, Brawl, Dodge, Good Earner, Vehicle Expert, Personal Firearms Proficiency, Run, Long Memory, Weaknesses:  Sociopath (Power Addict), Bitter, Greedy, Respect: 600, Bank: 20, Talent: Evasion, Know Respect, Balls, Wealth Bonus: +5 (Sammy is the “brains” of the outfit.  Unfortunately, he insists on doing everything his way, including getting into the Mafia.  He has the wrong blood and will never accept a rejection.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

2nd level Tough Mook/4th Level Family Associate/Wiseguy: Mark Romani (20)

Str: 13/+1, Int: 14/+2, Wis: 7/-2, Dex: 13/+1, Con: 16/+3, Cha: 10/+0, Defense 15, 49 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +2, Skills:  +7 Bluff, +9 Hide, +9 Move Silently, +4 Knowledge (streetwise), +5 Cheat, +2 Forgery, +6 Sense Motive, +4 Sense Weakness, +3 Exploit, +5 Hide Motive, +8 Craft (Cooking), +4 Sleight of Hand, +6 Diplomacy, +10 Intimidate, +6 Gamble, +6 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Point Blank Shot, Streetfighting, Corporate Connection, Creative, Weaknesses:  Glutton*, Pushover, Low Self-Esteem, Respect: 600, Bank: 30, Talent: Remain Conscious, Know Respect, Balls, Wealth Bonus: +5 (Mark thinks Sammy is his best friend and follows him everywhere.  Sammy doesn’t think he can do anything without Sammy.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

New Weakness

*Glutton (Fort): You eat constantly.  At regular meals, you eat double.  Whenever you have spare time, you have to make a check.  If you fail, you’ll get something to eat.  You like to eat until all the food is gone too.  If there is food left at a meal, you must make a check or you’ll stay until it’s gone.  You’ll also have to make a check to resist the temptation of the last piece.  New restaurants that open up are a temptation too.  You have at least one favorite dish.  While in its presence you make this weakness check at –4.

3rd level Tough Mook/1st level Family Associate: Babe: Cathleen Erickson (22)

Str: 13/+1, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 13/+1, Cha: 14/+2, Defense 13, 28 HP, Rep: +2, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +2, Skills: +8 Bluff, +4 Sense Weakness, +4 Hide, +4 Move Silently, +5 Make Up, +6 Sex, +5 Sense Motive, +9 Seduce, +3 Craft (Cooking), Feats:  Simple Weapon Proficiency, Brawl, Stealthy, Lasting Threat, Entertainment Connection, Corporate Connection, Personal Firearms Proficiency, Weaknesses:  Bad Rep, Love Addict (Sammy), Dysfunctional Family, Respect: 340, Bank: 0, Talent: Remain Conscious, Robust, Trophy Girl, Wealth Bonus: +10 (Cathleen is the older sister of David “Dave Weed” Erickson from Paintball Vendetta.  She is a waitress at a local bar and thinks Sammy is her ticket to the easy life.  She is estranged from her family, but keeps occasional contact with David.) Weapon of Choice:  fists

Meeting Finch again:  Four days after the police sweep begins, you get a call from Finch.  “Hey, I’m at a payphone.  Listen, drop by Iago’s Cafe and I’ll give you the rest of that thing.”  (Unknown to the PC’s unless they made a Gather Information or Investigate check against Finch, he got picked up at another precinct.  In exchange for his release, he offered up the PC’s as possible suspects.  However, Finch assumes the only thing the PC’s will have after they meet him is the $1000, so he isn’t too worried about inconveniencing them.  If the location changes, Finch doesn’t have time to call the cops and he abandons his plan.)
The pick up:  Area I: Iago’s Cappuccino Cafe:  45th Street and Blueberry Ave. (4504 N. Blueberry Ave.) on the New Milan map.  Finch is sitting outside in sunglasses.  He looks a little antsy.  There is an envelope on the table in front of him.  As soon as he makes eye contact with you, he gently nods.  (Ask if the PC’s respond.  If they do, Finch gets up and leaves the envelope for them.  If they say anything, he’ll mutter under his breath, “Just take the fuckin’ envelope and get out of here, dumbass.  The target PC loses 5 Respect point.  Have the PC’s make a DC 16 Spot check.  If they succeed, they notice an unmarked police car across the street.  Otherwise, they notice nothing.)
Getting Pinched:  As you walk away from the cafe, an unmarked police car skids to a halt near you.  Two plain clothes detectives get out of the car with their guns drawn.  “Nobody move!  Let’s see the hands!  Now!”  (These are two Above Average Detectives, Jones and Martin.  They are short-handed, but can conduct the raid alone.  If there is more than three PC’s, they’ll call for more patrol cards.  The PC’s will have to go through the interrogation again, but this time at a second Precinct.  This is located at 200 E. 49th Street.  This is Precinct #14.  The precinct has a bad reputation.  If the PC’s get out of line, make a weakness check for Jones who has Violent Temper.  If he fails, he takes the PC into a side room and beats him up for 1d10 rounds.)
Delivering the Package:  The capo calls the lead PC or whoever is out of jail.  “Where the fuck is my money?!”  (He’ll wait for the PC to answer, but he’s not interested.)  “Meet me at the Steel Eagle Tavern, 340 E. 52nd Street at midnight.  Don’t make me come look for you, huh?!”  Clearly the capo is on edge.  Better get to the tavern, it’s already 10pm.  (Make weakness checks where appropriate.  The Steel Eagle Tavern is from Chicks Gone Nuts.)
The Steel Eagle Tavern:  The tavern is a very large, but mostly empty place near the New Milan University campus.  The capo has taken a seat all the way in the back of the bar in a dark booth.  “Get over here,” he growls upon seeing you.  (Use average capo stats for the appropriate family.  The capo has decided to intimidate the characters because he wants them to know they can’t be late just because the cops come around.  Any PC that does not beat or match his Intimidation check shows nervousness and loses 10 points of Respect.  The capo will slap around anyone that resists for another 10 points of Respect.  “You don’t have to like me, but you better respect me!” he demands.)  A few rounds later, the capo finishes his drink, takes his money and exits.  He throws some money at you.  (2 Wealth each.)

Hiding out:  If the PC’s decide to hide out or leave the city until things blow over, it takes one month.  During that time, the PC’s schemes will be in danger if the maintenance is not maintained.  The GM may force the players to re-establish them or refinance them as he sees fit.  

The Killers’ Fate:  By the end of the month, Sammy and Mark run out of money and, in desperation, they attempt to knock over a liquor store.  Mark is killed and Sammy and Cathleen, who drove the car, are sent to prison.  Cathleen cuts a deal to shorten her prison sentence.

Exposing the killers:  If the PC’s give up Mark and Sammy to the police, the heat will stop, but the Magoladros won’t be very happy.  They wanted these two idiots to disappear, not get caught.  Future dealings with the Magoladros and the PC’s will be strained and Charisma-related checks are at –2 until something changes.  If the PC’s are made guys, they’ll already know these guys need to disappear.  If they are Family Associates, they, unfortunately, won’t and can never be made if they give them up.  The Jordanos, Bondinos, Cavalieres and all other Families will be pissed at the Magoladros.  If the PC’s are members of another family, they will be praised and any problems they are having with their schemes will be fixed instantly.  The PC’s gain +20 Respect.

Awards:




Experience
Respect Points
Suspicion Index Points

Avoiding Questioning by the cops

500

Avoiding Arrest by the cops


500

Delivering the package


200

+5


+1

Getting arrested



300




+4

Getting questioned



100




+3

Keeping your mouth shut


100

+0


-1

Cutting a deal with the cops


800

-25


-5

Beating up Conner



600

+15


+3

Getting beat up by Conner


300

-15


+3

Getting someone else arrested



-25


+1

Finding Mark and Sammy


1200

+5

Turning Mark and Sammy into the cops
100

-10


-3

Killing Mark and Sammy


1200

+50


+10

Killing Cathleen



200

+10


+5

If the PC’s make Mark and Sammy disappear, the Magoladros will reward them with 25 Wealth or give them a new scheme to make regular cash: up to 3 Wealth per week.

