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Set-up:  The Magoladro Family has always extorted money from the drug dealers in their territory.  In recent years, this has been one of their more lucrative enterprises.  One of the groups they extort is the Outcasts Motorcycle Club, a biker gang that has operated in the city since the late 40’s.  Recently, the OMC has seen an upsurge in membership.  In the past, their drug operations had been small and the bikers had dutifully, although reluctantly, paid the street tax.  Word is on the street that the OMC have started a new Meth lab operation in the Family’s territory.  Typically, the bikers failed to mention that little detail on their own.  Rocco DeLamone (33) is a soldier in the family with a rep for getting things done.  He and Nealo Titti have asked you and your associates to meet them at the Columbus Cafe at 703 N. 26th Street on a Wednesday evening.  It is a coffee house that Rocco frequently uses for his meetings.  You surmise that the meeting is probably about the bikers.  Nealo has had a long standing relationship with them.  (This adventure ties into Carlito’s One-Way, which appeared in IRM magazine.  Nealo may be very wary of PC’s that screwed up that adventure.)
Coffee at Columbus:  Rocco and Nealo are sitting in the back of the smoky coffee house.  Here and there are various wiseguys and made guys in the Magoladro Family.  There is a “No Smoking” sign posted behind the cash register, but the mook behind the counter doesn’t seem to care.  Nealo taps his foot and smokes in his usual frantic way.  Rocco is more laid back.  He shuffles a deck of cards while a mook serves him a cup of cappuccino.

“Hey fellas,” greets Rocco.  “Thanks for comin’ down.  Nealo and I have a thing we need done.  I’ll tell ya up front, it’s dangerous, but the pay off is big.  Ya interested?”  (Let the PC’s respond, Rocco continues either way.  PC’s with Power Addict or Greedy should make a check.  Excess Addicts must make a check or order two cups of cappuccino.)

“The Outcasts are moving a lot of Meth into the city now.  Before it was only for their personal use, so we didn’t bust their balls too bad about it.  No doubt you heard they have a whole lab set up.  They’ve been expanding.  Thing is, bikers don’t like to pay the street tax so easy,” says Rocco.


“Yeah,” agrees Nealo.  “I’ve been dealin’ with their guys for a while, but they’re gettin’ kinda antsy.  Ya see, if you’re in a biker gang, you gotta proof how tough you are.  They don’t like takin’ orders from anyone they ain’t fought physically.  I can hold my own, but Madonn’!  Some of these guys are built like trucks!”


“It’s come to our attention that their new Meth lab is making some real money, but, of course, they ain’t gonna volunteer to pay us.  Odds are they will be very reluctant to do so.  We gotta convince them without startin’ a war.  It’s not as easy as it sounds.  The bikers like to fight.  They don’t want to get in a gun fight, but some of those guys sooner punch ya, then look at ya.  We need to approach these guys in force and arrange for the payment of our street tax.  You might want to pick up some disposable weapons.  Any questions?”
How much do we get paid? “Depends on how it goes.  11 Wealth minimum.  I’d be willing to add somethin’ for combat pay.”  (Rocco will negotiate as high as 14.)

How much is combat pay?  “All right, all right, I’ll guarantee you at least 15 Wealth if shit goes down.”  (Rocco will go as high as 17 if pressed.)

How do we show force? “We bring lots of guys and we carry lots of guns and weapons.  Totally professional, but the more show the weapons the better.  And no fuckin’ around.”
Can you get us disposable weapons? “I know a guy.  The bikers sometimes use ‘em too.  Deals weapons out of antique store called Dutton Imports.  It’s at 491 E. 33rd Street near Blueberry.  Ask for Trent and tell ‘em you know me.  He’ll call to verify who you are.”

How do we get some more guys? “Nealo and I will make some calls, but any reliable guys you can bring along, especially if they can handle themselves, would be appreciated.”

When do we do this?  “The bikers want to do this on Friday night around the same time.  The good news is, they’ll be drunk and in a good mood.  The bad news is they’ll be drunk.”

Who pays the guys we recruit?  “I’ll give you an extra point of Wealth for each guy you recruit.  Assumin’ he can handle himself?”

Recruiting some guys: FOR THE GM ONLY:  Higher level characters, especially those with the “Capo” talent may already have some guys they can call upon for this gig.  The characters have approximately 48 hours.  For mooks and wiseguys, they can make an attempt to recruit a stranger once every eight hours or a casual acquaintance.  For made guys, the GM should role-play the encounter and it may large depend upon the PC’s previous reputation, working relationship, Family and the made guy’s weaknesses.  The PC can make an attempt to recruit a made guy once per day.  The base chance should be a DC 20 Diplomacy check.  Intimidation will work until the PC turns his back and then the target will probably flee unless he flees extraordinarily safe.  Rocco will agree to pay anyone “reliable” the PC’s bring.  He’ll increase their Wealth award by 1 and let the PC’s pay them.
Potential recruits:  Below are a few NPC’s the characters might recruit:
Average Bouncer

3rd level Strong Mook: Rocco, Carlo, Dino, Benito, etc.

Str: 16/+3, Int: 13/+1, Wis: 11/+0, Dex: 11/+0, Con: 14/+2, Cha: 12/+1, Defense 12, 22 HP, Attack Bonus: +3, Fort: +2, Ref: +1, Will: +1, Skills: +4 Bluff, +4 Sense Weakness, +3 Spot, +3 Hide, +2 Move Silently, +5 Sense Motive, +6 Diplomacy, +2 Seduce, Feats:  Simple Weapon Proficiency, Athletic, Brawl, Toughness, Defensive Martial Arts, Weaknesses:  Tough Guy, Respect: 200, Bank: 50, Talent: Extreme Effort, Improved Extreme Effort, Wealth Bonus: +8 (Bouncers are usually local tough guys.  If faced with deadly force they will back off and call the police.) Weapon of Choice:  fists

Average Wiseguy

2nd level Tough Mook/1st Level Family Associate: Johnny, Joey, Bobby, Anthony, etc.

Str: 13/+1, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 15/+2, Cha: 12/+1, Defense 12, 19 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +0, Skills:  Bluff +5, Diplomacy +2, Sense Weakness +1, Joke +1, Exploit +1, Drive +2, Intimidate +6, Gamble +2, Beat +2, Knowledge (Streetwise) +2, Sense Motive +2, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Great Fortitude, Lasting Threat, Prison Connection, Weaknesses:  Greedy, Smoking Addict, Talent: Remain Conscious, Know Respect, Respect: 300, Bank: 100, Wealth Bonus: +6  (Local wiseguys are looking for a way to get into the Family or to acquire opportunities.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Soli Garibaldi (24) 2nd level Strong Mook/1st Level Family Associate/Wiseguy 

Str: 18/+4, 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, +2 Knowledge (streetwise), +3 Drive, +5 Shake Down, +5 Beat, +1 Sense Motive, +1 Exploit, +1 Hide Motive, +3 Sense Weakness, +2 Diplomacy, +2 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Prison Connection, Weaknesses: Smoking Addict, Creature of Habit, Respect: 250, Bank: 0, Talent: Extreme Effort, Know Respect, Wealth Bonus: +5  (Soli is a monster of a man who likes everything to be just so.  He has unwavering loyalty to Manny Pasta’s crew and his brother and will immediately rise to defend him.  See Columbus Day Picnic and Saint Anthony’s Carnival.)  Weapon of Choice:  brass knuckles

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.  See Finding Nino.)  Weapon of Choice:  brass knuckles, Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Stevie Mancini (22)

2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Website Design”

Str: 12/+1, Int: 14/+2, Wis: 8/-1, Dex: 16/+3, Con: 12/+1, Cha: 13/+2, Defense 17, 32 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +4 Knowledge (streetwise), +3 Craft (Mechanical), +5 Shake Down, +4 Run a Brothel, +2 Sense Motive, +1 Exploit, +3 Hide Motive, +5 Sleight of Hand, +3 Destroy Evidence, +4 Drive, +3 Sense Weakness, +5 Diplomacy, +5 Intimidate, +3 Gamble, +2 Beat, +2 Computer, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Improved Initiative, Weaknesses: Magnanimous, Excess Addict, Oblivious to Danger, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 520, Bank: 20, Wealth Bonus: +12 (Stevie got his button six months ago and he is extremely capable.  Unfortunately, he thinks being in the Mafia is like the one he’s seen in the movies, so he tends to take wild risks.  He’ll expect to be paid more than the characters if they are not made.  See White Avenue Freeze Out.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.
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Dutton Imports:  Located across from Gil’s Garage (See Finding Nino), Dutton Imports is a quiet, dusty old antique shop in a rundown retail section of New Milan.  Trent Dutton is a tall, Brit with a bush mustache and a pipe.  He is impeccably dressed.  “I say, fellows, welcome to Dutton Imports.  How may I be of service to you?” asks Trent politely.  (Unless the PC’s say they know Rocco, Trent will continue to play a simple antique dealer.  Once they say they know him, Trent will politely excuse himself and call Rocco to confirm the PC’s are who they say they are.  Assuming Trent can confirm their identities sufficiently, read the next passage.)
The Arms Dealer:  “Well, Rocco’s confirmed your identities gentlemen,” says Trent flipping the Closed sign and locking the front door.  “If you’ll walk this way, I’ll show you the merchandise I believe you’re interested in.”  Trent walks you through two rooms in the back and comes to a large, antique wardrobe.  “Beautiful, isn’t it?” says Trent, noting its workmanship.  There is a video camera trained on the wardrobe.  Trent opens the wardrobe, revealing a secret passage in the back that goes to a set of stairs leading down. There is another video camera here.  Trent leads you into a basement where a second man, polishing an assault rifle sits.  “Fellas, this is Nigel, my assistant.  Nigel, these gentlemen are in need of some arms.  Be a good chap and take care of them, eh?”  “Right boss,” says Nigel.  “All right, gents, what will it be, then?”

2nd level Smart Mook/7th Level Family Associate/Wiseguy (Specialist): Trent Dutton
Str: 13/+1, Int: 16/+3, Wis: 14/+2, Dex: 14/+2, Con: 9/-1, Cha: 12/+1, Defense 15, 37 HP, Attack Bonus: +5, Fort: +4, Ref: +2, Will: +5, Skills:  +14 Knowledge (Technology), +10 Knowledge (Physical Sciences), +10 Repair, +8 Bluff, +8 Diplomacy, +11 Forgery, +10 Sense Motive, +9 Craft (Structural), +7 Craft (Mechanical), +6 Research, +3 Hide Motive, +9 Destroy Evidence, +5 Drive, +8 Sense Weakness, +6 Exploit, +4 Treat Injury, +8 Gather Information, +4 Escape Artist, +4 Swim, Speak Language (Italian), +10 Spot, +10 Listen, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Educated, Creative, Point Blank Shot, Double Tap, Far Shot, Advanced Firearms Proficiency, Improved Initiative, Dodge, Weaknesses:  Creature of Habit, Smoking Addict, Respect: 900, Bank: 450, Talent: Savant (Knowledge Technology), Know Respect, Balls, Legitimate Front, This Guy’s Good, Wealth Bonus: +14 (Trent is precise and careful.  He is the consummate professional and won’t tolerate any rudeness.  If anyone threatens him or his shop, he’ll sell them defective merchandise and warn them never to return.  Should they disobey Trent’s suggestion, he’ll kill them next time.) Weapon of Choice:  taser D1d4 plus fortitude check or paralyzed 1d6 rounds, Desert Eagle, D2d8, 40ft., 9-shot box.
2nd level Fast Mook/5th Level Family Associate/Wiseguy (Specialist): Nigel Tomlinson

Str: 13/+1, Int: 13/+1, Wis: 10/+0, Dex: 17/+3, Con: 14/+2, Cha: 11/+0, Defense 17, 42 HP, Attack Bonus: +4, Fort: +3, Ref: +4, Will: +2, Skills:  +3 Knowledge (Technology), +2 Knowledge (Physical Sciences), +4 Repair, +6 Bluff, +2 Diplomacy, +4 Forgery, +6 Sense Motive, +6 Craft (Structural), +5 Craft (Mechanical), +2 Research, +6 Hide Motive, +6 Destroy Evidence, +6 Drive, +2 Sense Weakness, +2 Exploit, +2 Gather Information, +3 Spot, +3 Listen, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Point Blank Shot, Double Tap, Far Shot, Quick Draw, Improved Initiative, Advanced Firearms Proficiency, Weaknesses:  Tough Guy, Smoking Addict, Respect: 700, Bank: 50, Talent: Evasion, Know Respect, Balls, Legitimate Front, Wealth Bonus: +12 (Nigel is Trent’s loyal partner.  He has a custom-made suppressor for his rifle and has no problem blowing away anyone that draws a weapon in the shop.) Weapon of Choice:  HK G3 7.62mm assault rifle, D2d10, 90ft., 20-shot box, single/automatic, hand grenade, D4d6, .44 magnum revolver, D2d8, 30ft. range, 6 cylinder

Weapons for sale: There’s a 75% chance that Trent and Nigel will have any pistol or rifle for sale.  Larger weapons are only available 50% of the time.  Most items can be acquired within 1-2 weeks.  Special items or custom-made items take 3-4 weeks.  The guys always have the newest Glocks, Tec-9’s and suppressors in stock.  All weapons have had their serial numbers removed.  These weapons also come with a special tape grip that does not allow fingerprints to be read.  The weapons cost 1 Wealth above their normal cost and include bullets.  If the characters buy more than four weapons, they’ll drop the price by 1d4 Wealth per weapon.  The boys always have a few stolen weapons in stock.  These weapons were used in other crimes and add +3 Suspicion should they be discovered by the cops.  Trent and Nigel will sell these weapons to the PC’s if the characters are rude.  Finally, the boys have a few special items beyond the normal list:
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Remington-Elliot 5-shot
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Colt Single Action Army,

Bisley Model Revolver .45
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S
6 cyl.
Med
3 lbs.
16
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Model 1906 Luger (two)
2d6
20
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40 ft.
S
8 box
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2.5 lbs
18
1906

1907 auto rifle


2d6
20
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50 ft
S, A
15 box
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12 lbs.
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1907

Thompson Submachine Gun,
2d6
20
Ballistic
40 ft
S, A
50 box
Large
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19
1926

1926 Model w/ Compensator






 

Chrome-Plated, Glock 20 (six) 2d6
20
Ballistic
40 ft
S
15 box
Small
3 lbs.
20
Sword cane


1d6
18-20
Piercing



Med
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Long Sword


1d8
19-20
Slashing



Med
4 lbs.
12
Kukri (curved dagger)

1d4
18-20
Slashing



Small
1 lb.
7
Battle Axe


1d8
19-20
Slashing



Med
4 lbs.
9

GM NOTE:  The bikers will attempt to Sense Weakness against the character whenever possible.  The number of times to check is 1d6-2 each time a PC exhibits his weakness.

Going Clubbing:  The club is located at 451 E. 50th Avenue near a side street that’s in the middle of the block.  To get to the club, Rocco and Nealo provide you with two Hummers.  Rocco and Nealo will drive.  Rocco is wearing a flak jacket on the outside of his shirt and sports a Glock on either side of his belt.  Nealo is wearing a bullet proof vest under his shirt and carries a chrome-plated .357 Magnum, a large hunting knife and a three hand grenade across his chest.  (The grenades are fake.)  Both sport sunglasses and look very serious.  The OMC’s Club House is packed to the gills with gang members and their motorcycles are parked in the street in what was once a place for busses and taxi cabs to stop.  Dozens of immaculately kept motor bikes are parked here and a few of the gang members loiter outside smoking and talking.  When you get to the door, you spot a large, tattooed biker who is the bouncer.  (This is Grizzly from White Avenue Freeze Out.  If Stevie is here or if the characters ran the adventure, they will have to parlay with Grizzly to gain entry depending on how the previous adventure went.  Grizzly is the bouncer here about twice a month.  It’s something the members take turns doing.  To get past Grizzly, the PC’s need to make a DC 30 Intimidate, DC 25 Diplomacy or a DC 10 Bribe.  If the Bribe is from Stevie, the DC is 8.  If the PC’s embarrassed him badly, they may have to bribe him heavily.  If a fight breaks out, the entire gang will descend upon the characters and stomp them.  If the PC’s pull weapons, so will the bikers if they have them.)
2nd level Strong Mook/4th Level Family Associate/Wiseguy /2nd level Biker Gang Member: Grizzly

Str: 16/+3, Int: 12/+1, Wis: 8/-1, Dex: 12/+1, Con: 14/+2, Cha: 11/+0, Defense 17, 50 HP, Attack Bonus: +7, Fort: +5, Ref: +2, Will: +3, Skills:  +3 Bluff, +6 Knowledge (streetwise), +8 Drive, +7 Craft (visual arts), +7 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +7 Listen, +8 Spot, +6 Craft (mechanical), +3 Camouflage, +6 Sense Weakness, +4 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Creative, Streetfighting, Combat Reflexes, Surface Vehicle Operation (trucks), Weaknesses:  Code of Honor (always protect other OMC), Aggressively Dominant, Tough Guy, Respect: 800, Bank: 250, Talent: Extreme Effort, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +8  (Grizzly is a member of the Outcasts Motorcycle Club or OMC.  He doesn’t mind paying the street tax, he just doesn’t like when the Mafia guys lord over him.  If anyone challenges him physically, he’ll start the fight.)  Weapon of Choice:  fists.

Getting Past the Door:  Entering the club house, you find the place packed with bikers and their women.  The bikers are playing pool, laughing and drinking while loud rock music plays from a jukebox in the background.  For a second, the conversation goes dead and all eyes look your way.  After a moment, the gang goes back to what they are doing.  You have been noticed.  (Currently, there are 42 bikers in the bar, 20 biker babes and 8 groupies.  There are usually twice as many men as women, although the gang members sometimes bring in mooks from outside.  There’s a great distinction between legitimate “biker babes” or “old ladies”, who are regular spouses of some of the men and “groupies”, who get passed around like cigarettes.  On any given night, there are 2d10 bikers and 1d10 babes, but on busier nights, 3d20 bikers and 4d10 babes and 2d6 female groupies.  During special occasions, the ranks can swell into the hundreds.  Honorary OMC are only 20% likely to show up on a given night, but never miss the special events.  When they arrive, there will be 2d6.  The Honorary OMC stick to their own.)
Average OMC Biker:  2nd level Tough Mook/4th Level Family Associate/Wiseguy /1st level Biker Gang Member:  Lizard, Beanbag, Monster, Animal, etc.
Str: 14/+2, Int: 10/+0, Wis: 8/-1, Dex: 12/+1, Con: 14/+2, Cha: 11/+0, Defense 16, 58 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +3, Skills:  +4 Bluff, +6 Knowledge (streetwise), +8 Drive, +7 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Listen, +2 Spot, +6 Craft (mechanical), +3 Camouflage, +6 Sense Weakness, +10 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Combat Reflexes, Surface Vehicle Operation (motorcycles), Weaknesses:  Code of Honor (always protect other OMC), Tough Guy, Respect: 700, Bank: 200, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +6  (The OMC protects its own.  The gang has a very strong pack mentality.)  Weapon of Choice:  fists, knife 1d4, 50% have .38 specials D2d6, 30ft. 6 shots.  (The bikers with weapons have Personal Firearms Proficiency instead of Combat Reflexes)
Average OMC Biker Babes:  2nd level Tough Mook/4th Level Family Associate/Babe: Shawna, Betty, Bridgette, etc.
Str: 12/+1, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 15, 44 HP, Attack Bonus: +4, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +4 Knowledge (streetwise), +8 Drive, +3 Craft (Cooking), +5 Sense Motive, +5 Exploit, +3 Hide Motive, +8 Seduce, +8 Sex, +2 Craft (mechanical), +7 Make Up, +6 Sense Weakness, +8 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Surface Vehicle Operation (motorcycles), Weaknesses:  Code of Honor (always protect other OMC), Tough Girl, Respect: 600, Bank: 50, Talent: Remain Conscious, Know Respect, Balls, Wealth Bonus: +6  (The OMC protects its own.  The gang has a very strong pack mentality.  The ladies are often expected to be as tough as the men.)  Weapon of Choice:  fists, knife 1d4, 50% have .38 specials D2d6, 30ft. 6 shots.

Average OMC Groupies: 2nd level Charismatic Mook: Fawn, Chastity, Kylie, etc.
Str: 12/+1, Int: 10/+0, Wis: 12/+1, Dex: 15/+2, Con: 10/+0, Cha: 16/+3, Defense 11, 17 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Diplomacy, +6 Drive, +4 Sleight of Hand, +7 Bluff, +6 Knowledge (Streetwise), +7 Sex, +6 Sense Motive, +6 Hide Motive, +4 Craft (mechanical), +7 Sense Weakness, +7 Make Up, +8 Seduce, +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Streetfighting, Toughness, Run, Weaknesses:  Excess Addict, Respect: 110, Bank: 0, Talent: Fast Talk, Wealth Bonus: +2 (OMC groupies have reputations that are hanging by a thread.  Once the bikers have sex with them, they rarely want anything to do with them afterwards.  In the meantime, the girls love to bask in the glow of these tough men.) Weapon of Choice:  fists, 50% have knives.

Hot Chick Alert:  (Choose a random male PC) Rocco and Nealo kinda of look at each other.  They had called ahead and expected some kind of more official greeting.  As they mutter to each other about what to do, a gorgeous blonde in a skin tight leather bikini top and equally tight leather pants saddles up to you and says, “Hey baby, you’re hot!” She giggles and grabs your crotch.  (The PC must make a DC 15 Fortitude check not to flinch.  If he flinches, a group of bikers to the right side of the club laugh uproariously and the PC loses 5 points of Respect, if he doesn’t move, he gains 1 point of respect.  This hot blonde is Cherry.  She is trying to pick the PC’s wallet or steal his gun or some other valuable.  The groupie is a pawn of “Crazy Jerry” and the crew of bikers at the right side of the club.  Have Cherry make a Sleight of Hand check vs. the PC’s Spot.  If Cherry wins, the PC’s does not notice what Cherry takes.  He can make a Sense Motive against her statement vs. her Bluff.  If other PC’s are wary of Cherry, they can also make Spot checks against them.  Crazy Jerry is playing pool with three other average bikers.  If the PC’s start a fight, they’ll attack them with pool cues.  They all have guns and will draw them if the PC’s draw theirs first.  Jerry will try and pretend that its all a joke and he’ll chastise Cherry for being rude to guests.)
1st level Fast Mook: Cherry (18)

Str: 10/+0, Int: 13/+1, Wis: 9/-1, Dex: 16/+3, Con: 12/+1, Cha: 16/+3, Defense 13, 10 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +6 Bluff, +2 Sense Weakness, +5 Hide, +5 Make Up, +7 Sleight of Hand, +8 Sex, +2 Sense Motive, +5 Diplomacy, +7 Seduce, Feats:  Simple Weapon Proficiency, Gorgeous, Defensive Martial Arts, Stealthy, Deceptive, Weaknesses:  Oblivious to Danger, Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +3 (Cherry is a beautiful, but crazy adrenaline junkie.  She already has an STD and has given it to two of the other bikers, including Crazy Jerry.) Weapon of Choice:  fists

Crazy Jerry (34):  2nd level Tough Mook/4th Level Family Associate/Wiseguy /5th level Biker Gang Member  

Str: 14/+2, Int: 13/+1, Wis: 12/+1, Dex: 12/+1, Con: 16/+3, Cha: 12/+1, Defense 18, 105 HP, Attack Bonus: +9, Fort: +7, Ref: +3, Will: +5, Skills:  +11 Bluff, +6 Knowledge (streetwise), +12 Drive, +6 Joke, +8 Sense Motive, +4 Exploit, +3 Hide Motive, +5 Destroy Evidence, +3 Listen, +3 Spot, +6 Craft (mechanical), +10 Repair, +3 Sex, +6 Sense Weakness, +10 Intimidate, +5 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Combat Reflexes, Surface Vehicle Operation (motorcycles), Personal Firearms Proficiency, Point Blank Shot, Improved Brawl, Advanced Firearms Proficiency, Drive-By Attack, Weaknesses:  Code of Honor (always protect other OMC), Wise Ass, Magnanimous, Oblivious to Danger, Respect: 1100, Bank: 400, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Pack Lieutenant, Wealth Bonus: +10  (The OMC protects its own.  The gang has a very strong pack mentality.  Jerry likes to pull crazy stunts at other’s expense.  He usually ends up buying several rounds of drinks to those he pranks, depending on how well they take the joke.)  Weapon of Choice:  fists, TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.(automatic).
The Bartender:  The bartender is a balding gent with long sideburns that connect to a bushy mustache.  He has a scar on the right side of his face and sports the colors of the OMC.  He sneers at you derisively and says, “What do you want, Guido?  We don’t serve pizza here.”  The bikers in the immediate area laugh.  (The entire group loses 5 Respect points each unless they respond.  It requires a DC 18 Joke to negate.  The bartender’s name is Nails.  Nails was once the leader of the OMC for a short time, but he has since “retired”.  He continues to be an influence in the gang.  The PC’s will have to negotiate with Nails to get him to announce their arrival to the gang leader, Anthrax Andy.  A 22 Diplomacy, 30 Intimidate or a 15 Bribe check will get Nails to abandon his post for a minute and announce their arrival immediately.  Otherwise, he insists the PC’s relax and drink for a while.  “Andy’s busy, you’re gonna have to wait.”  Even if the PC’s make the check, they’ll still have to wait.)
Nails (52):  2nd level Tough Mook/4th Level Family Associate/Wiseguy /12th level Biker Gang Member  

Str: 15/+2, Int: 14/+2, Wis: 14/+2, Dex: 12/+1, Con: 17/+3, Cha: 8/-1, Defense 21, 181 HP, Attack Bonus: +14/+9/+4, Fort: +12, Ref: +4, Will: +7, Skills:  +15 Bluff, +15 Knowledge (streetwise), +5 Knowledge (business), +4 Run a Brothel, +16 Drive, +4 Joke, +13 Sense Motive, +5 Disable Device, +8 Exploit, +8 Hide Motive, +9 Destroy Evidence, +4 Listen, +3 Spot, +11 Craft (mechanical), +10 Repair, +4 Diplomacy, +7 Sleight of Hand, +6 Sense Weakness, +18 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Combat Reflexes, Surface Vehicle Operation (motorcycles), Personal Firearms Proficiency, Great Fortitude, Improved Brawl, Other Family Connection (Karate Tong), Drive-By Attack, Quick Draw, Legendary Rep, Prison Veteran, Prison Connection, Weaknesses:  Code of Honor (always protect other OMC), Physical Flaw, Tough Guy, Smoking Addict, Respect: 1800, Bank: 900, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Pack Lieutenant, Ruthlessness, Fanatical Loyalty, Leader of the Pack, Wealth Bonus: +16  (After Nails’ last prison stay, he decided to keep a lower profile in the gang and stepped down as leader.  He has no regrets  He is consider an important figure in the OMC community.  Nails keeps a shotgun handy beneath the bar.)  Weapon of Choice:  fists, Browning BPS 10-gauge shotgun, D2d10, 30ft., 5 shots.

Drinking:  A very fat biker the others refer to as “Oil Drum” walks up to your group.  “Hey, you boys up for a little fun?  How about a drinking contest?  Loser buys the beer.  What do ya say?”  (If the PC’s back down, the bikers boo them and everyone loses 20 Respect.  A DC 22 Joke check can reduce the loss to 5.  If the PC’s engage in a drinking contest, the player that drinks against Oil Drum must bet at least 1 Wealth and 10 points of Respect.  The other bikers will cover any bet up to 7 Wealth.  Each beer is a DC 2 Fortitude check, +2 each additional beer.  First person to miss the check loses.  PC’s with the weakness, Drinking Addict, can ignore the first miss.  Constitution bonus applies.  Oil Drum has never lost at this game.  If the players win, they’ll be handed a tab for the entire bar!  It costs 15 Wealth!  A DC 25 Diplomacy or DC 30 Intimidate can lower the tab to 5.  For each Wealth the player short change the bikers, they lose 10 points of Respect.)
Oil Drum (29):  2nd level Tough Mook/4th Level Family Associate/Wiseguy /6th level Biker Gang Member  

Str: 12/+1, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 18/+4, Cha: 14/+2, Defense 19, 127 HP, Attack Bonus: +10/+5, Fort: +9, Ref: +3, Will: +5, Skills:  +11 Bluff, +6 Knowledge (streetwise), +10 Drive, +8 Joke, +8 Sense Motive, +4 Exploit, +3 Hide Motive, +8 Destroy Evidence, +4 Listen, +3 Spot, +6 Craft (mechanical), +8 Repair, +4 Computer Use, +3 Climb, +6 Sense Weakness, +12 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Combat Reflexes, Surface Vehicle Operation (motorcycles), Personal Firearms Proficiency, Great Fortitude, Improved Brawl, Other Family Connection (Jordanos), Drive-By Attack, Improved Initiative, Weaknesses:  Code of Honor (always protect other OMC), Drinking Addict, Sex Addict, Smoking Addict, Respect: 1200, Bank: 400, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Pack Lieutenant, Wealth Bonus: +8  (Oil Drum has a rep for being tough, but also being a lush.  He prides himself on being able to drink and drive.  He once choked a man to death that was stabbing him.  The guy stabbed him dozens of times before he finally expired.  Oil Drum has the scars to prove it.)  Weapon of Choice:  fists, knife 1d4, .38 specials D2d6, 30ft. 6 shots.

Playing pool:  You’ve been waiting for Anthrax Andy for about an hour and the room hasn’t changed much.  Bikers that enter continue to eye you warily.  A group of bikers finish playing pool and then approaches (random PC).  “Hey, you guys wanna play some stick?” says a skinny, greasy-looking biker.  (This is Gravy.  If the PC’s turn him down, he’ll say, “Guess you just want to play with your own stick then.”  The PC’s lose 5 Respect points and the specific PC loses 10.  If the PC’s play, make 5 ranged attacks.  The PC that bests Gravy in best out of five, wins.  If Gravy loses, he’ll attempt to cheat.  The player must bet 1 Wealth and 10 points of Respect.)
Gravy (32):  2nd level Fast Mook/4th Level Family Associate/Wiseguy /1st level Biker Gang Member:  

Str: 11/+0, Int: 10/+0, Wis: 14/+2, Dex: 16/+3, Con: 13/+1, Cha: 10/+0, Defense 18, 47 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +3, Skills:  +4 Bluff, +5 Knowledge (streetwise), +8 Drive, +3 Beat, +5 Sense Motive, +3 Exploit, +4 Hide Motive, +6 Craft (mechanical), +3 Gambling, +6 Sense Weakness, +8 Intimidate, +10 Cheat, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Dodge, Surface Vehicle Operation (motorcycles), Weaknesses:  Code of Honor (always protect other OMC), Gambling Addict, Respect: 700, Bank: 110, Talent: Evasion, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +2  (The OMC protects its own.  The gang has a very strong pack mentality.  Gravy owes everyone money.  He’ll agree to just about any bet and then assure the character that he’ll “pay ya back later”.)  Weapon of Choice:  fists
Andy Arrives:  Finally, after hours of delays, the big guy enters the room, Anthrax Andy is a muscular biker that towers above most of his pack at 6-foot-6.  He has blonde hair and a long blonde beard.  He sets up court in the middle of the bar.  Many of the women are guided out of the room or told to leave.  They all quickly obey.  The members all come into the room and shut all the doors.  “Now, I understand you got a problem with me and my pack,” begins Andy.  “I don’t think we have a problem.  Do you?” 
NEGOTIATING: FOR THE GM ONLY:  It’s time for the players to negotiate the deal.  The bikers have a large meth lab that they are not paying the street tax.  The bikers’ reaction depends on how well they past the “tests” while inside the club house.  The bikers’ Sway point total is 6.  If they get to 20, they agree to pay the tax.  If they go to 0 or below, they refuse and demand that the characters leave “before they get hurt”.

Positive modifiers:

Buying a round of drinks for the bikers

+2

Taking an interest in motorcycle riding

+1

Arriving on a motorcycle



+2

Sporting a Thompson submachine gun

+1

Sporting a chrome-plated Glock


+1 per Glock

Wearing the dagger




+1

Wearing the sword




+1

Bringing the battle axe



+2

Winning a fist fight with the gang


+10

Bringing Andy an antique weapon gift

+2

For each male recruit




+1

Negative modifiers:

Bribing the bikers




-1 per point of Wealth
Letting Cherry steal from a PC


-2

Losing the drinking contest



-2

Losing Respect without answering


-3

Losing in pool





-1

Whining about bikers not paying


-2

Arguing about not paying their tab


-3

Wearing a bullet-proof vest on the outside

-1 per vest

Losing a fist fight with the gang


-4

Drawing guns





-1

Bringing Andy a motorcycle gift


-1

Weakness sensed by bikers



-2

For each female brought along


-1

Assuming the characters do not escalate into a deadly encounter, but cannot get enough Sway Points to finish the negotiations, after an hour, Andy says: 

“Well, I’ll be honest with you fellas.  My tribe needs to respect you to do business on this scale.  You guys understand respect right?  So how about this?  One of your guys, fights one of our guys in the backyard.  If you beat ‘em, it’s a done deal.  How’s that sound?”

What are the rules?  “It’s a fight.  There are not rules.  But no guns.”
Will the rest of the gang attack us if we fight?  “As long as you don’t interfere until the fight is over.”

When is the fight over?  “When one guy can’t get up.”

The Backyard:  The back of the club house has a fenced-in lot with barbed wire around.  The bikers hoot and holler.  They cheer a very large, muscular biker known as “Bear Trap”.  Bear Trap is bald and has a mustache.  He wears no shirt, just the denim colors on his back.  
Bear Trap:  2nd level Strong Mook/4th Level Family Associate/Wiseguy /4th level Biker Gang 

Str: 18/+4, Int: 9/-1, Wis: 8/-1, Dex: 14/+2, Con: 14/+2, Cha: 11/+0, Defense 19, 72 HP, Attack Bonus: +8, Fort: +6, Ref: +2, Will: +4, Skills:  +4 Bluff, +6 Knowledge (streetwise), +8 Drive, +6 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Listen, +2 Spot, +6 Craft (mechanical), +3 Camouflage, +6 Sense Weakness, +10 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Combat Reflexes, Surface Vehicle Operation (motorcycles), Improved Brawl, Knockout Punch, Weaknesses:  Code of Honor (always protect other OMC), Dominant Parental Figure (Nails), Respect: 700, Bank: 200, Talent: Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Wealth Bonus: +6  (The OMC protects its own.  The gang has a very strong pack mentality.  Bear Trap is a little dim.  He looks to Nails for guidance.)  Weapon of Choice:  fists.  

Fight Sway Points:

PC lasts 5 rounds



+1

PC lasts 10 rounds



+1

PC lasts 15 rounds



+1

PC lasts 20 rounds



+1

Each round beyond 20


+1

PC wins fight




+5

PC loses fight




-2

PC draws gun




-3

PC is disarmed



-2

PC is caught cheating



0

PC tries to surrender



-3

PC tries to flee




-5

PC gets help from other PC


-5

PC refuses help from other PC 

+1

PC still fighting at 0 hit points 

+2

PC still fighting at negative hit points

+2

If, at the end of the fight, the PC’s are still not at 20 or 0, they can opt to have another character fighter or renegotiate.  If the score is less than 10, the chance of negotiation is unlikely and the gang won’t be ready to renegotiate for at least 3 months.  This may result in a war.  The Family may burn down the meth lab.  If the gang is close to a resolution, 15 or over, they’ll come around in a few weeks with an appropriate bribe.  This will be taken out of the character’s Wealth award.  If the Sway is between 10 and 16, the GM can opt to run the adventure again, two weeks later.  Perhaps the PC’s can recruit more guys.
Awards:




Experience
Respect Points
Suspicion Index Points

Successfully recruiting


50 per level
5 per level

+1
Unsuccessful recruiting




-5 for each level above +1

Getting thrown out of Dutton Imports


-20
Buying weapons at Dutton Imports






+2

Going to the club house


400

10


+2

Leaving uninjured



200

10


+1

Catching Cherry stealing


50




-1

Cherry steals from PC





-30

Beating up biker



200 per level
50


+2

Winning drinking game


200

10


+1

Losing drinking game



100

5


+2

Winning pool game



200

5

Losing pool game



100

-5

Swaying bikers without backyard fight
1000

+25


+3

Swaying bikers with backyard fight

2000

+50


+4

Failing to sway bikers



500

-10


+2

Killing a biker




100 per level
25


+5

Advanced Character Class:  Biker Gang Member
Prerequisites:  2 levels as a Family Associate, 4 ranks in Drive, Surface Vehicle Operation: Motorcycle

Minimum Respect: 301

Native:  Any

Availability: Variable.

Primary Ability:  Constitution
Hit Dice:  1d12 per level plus Constitution modifier

Action Points:  5 plus 1/2 current level rounded down every level

Initiation:  Biker gangs have a fairly universal initiation ceremony.  The potential member must run a gauntlet of other gang members that attempt to stomp him.  It is usually determined ahead of time by the hierarchy whether or not the potential “Lone Wolf” gets into the gang.  Those that don’t get stomped for no reason.  Those that get in are awarded their colors.  The colors consist of the gang’s logo on a denim vest.  Once these are put on the new member, the gang dumps of a bucket of filth and several beers over the head of the new member.
Role:  Bikers are the modern-day outlaw and they consider themselves symbols of freedom and the pioneering spirit.  Criminal exploits in the gang are secondary to this.  They are sometimes used as muscle for larger, more organized criminal organizations, but because crime and money are not their primary motivations, they are considered a wild card.  Most criminal organizations use them sparingly.  Biker gangs do not tolerate the loss or disrespect of any member of their gang.  To threaten one gang member is to threaten them all.
Class Skills:  Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int), Decipher Script (Int), Demolitions (Int), Diplomacy (Cha), Disable Device (Int), Drive (Dex), Forgery (Int), Gamble (Wis), Gather Information (Cha), Handle Animal (Cha), Hide (Dex), Intimidate (Int), Jump (Str), Knowledge (Int), Listen (Wis), Move Silently (Dex), Navigate (Int), Pilot (Dex), Profession (Wis), Read/Write Language, Repair (Int), Ride (Dex), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Survival (Wis), Swim (Str), Treat Injury (Wis), Tumble (Dex)

Mafia Skills:  Beat (Str), Bribe (Int), Cheat (Dex), Camouflage (Int), Destroy Evidence (Wis), Exploit (Cha), Hide Motive, (Wis), Joke (Cha), Minor Con (Cha), Run a Brothel (Cha), Run a Crew (Int), Run a Family (Int), Seduce (Cha), Sense Weakness (Wis), Sex (Dex), Shake Down (Str), Torture (Int)
Skill Points for each additional level:  5 + Intelligence Modifier 

Bonus Feats & Weaknesses:  One Weakness and an additional feat or two weaknesses and two additional feats.  

Class Features:  
Talents

At 1st, 3rd, 5th, 7th and 9th level, the Biker Gang has one talent tree.  It must be followed in order.  

Soldier Talent Tree

A biker with this talent is more of a “hands-on” criminal who is not afraid to get their hands dirty.  Soldiers can gain great amounts of Respect.  These men use brute force and ruthlessness to get what they want:

1st level: Absolute Loyalty: Skills such as Torture, Beat, Diplomacy, Sense Weakness and Exploit do not function well against these single-minded individuals.  All rolls with these skills are made against the character at –2.  If the first roll fails, all future rolls by that user are made at –4 to that particular character.

3rd level: Fearsome Display: Using this ability, the character frightens a target and makes Intimidation, Torture, Beat and Exploit skill checks at +2.

5th level: Pack Lieutenant: At this level, the character gains one 1st level assistant.  He gains and additional 1st level assistant every level thereafter.  These members will be loyal unto death.
7th level: Ruthlessness: The biker is so fearless and ruthless that he gains the feat of Fearsome Presence and makes all Intimidation, Torture, Beat and Exploit skill checks at an additional +2.

9th level: Fanatic Loyalty: Bikers at this level have a fanatic devotion to their gang.  These bikers can ignore 1 point of damage from melee and ranged weapons and can continue to fight to –10 hit points.  (From –1 to –10 hit points, he fights as though he is disabled.)  These abilities can only be used during a melee that is in the biker gang’s interests.

11th level: Leader of the Pack: Leaders in a biker gang are at least 11th level or higher.  They rule the gang by proving that they are the toughest, but often they have to be smart and diplomatic as well.  Biker Gang Leaders can use Intimidate against members of their own gang with a +4 modifier.  Gang members get no Talent-related bonuses to resist this intimidation.  Even the Biker Leader is considered an equal member of the gang and must answer to their rules.  Gang members that achieve 11th level will often have a hand in gang decisions even if they are not “officially” bosses.

For all the even numbered levels (2nd, 4th, 6th, 8th, etc.) the character receives a bonus feat from the following list:  Aircraft Operation, Alertness, Animal Affinity, Archaic Weapon Proficiency, Armor Proficiency (light), Athletic, Attentive, Blind-Fight, Brawl, Improved Brawl, Knockout Punch, Improved Knockout Punch, Streetfighting, Improved Feint, Builder, Combat Expertise, Improved Disarm, Combat Martial Arts, Combat Reflexes, Confident, Creative, Deceptive, Defensive Martial Arts, Dodge, Mobility, Drive-By Attack, Educated, Endurance, Exotic Melee Weapon Proficiency, Far Shot, Frightful Presence, Gearhead, Great Fortitude, Guide, Improved Damage Threshold, Improved Initiative, Iron Will, Lightning Reflexes, Low Profile, Personal Firearms Proficiency, Advanced Firearms Proficiency, Burst Fire, Strafe, Point Blank Shot, Precise Shot, Shot on the Run, Power Attack, Cleave, Great Cleave, Improved Bull Rush, Sunder, Quick Draw, Quick Reload, Renown, Run, Simple Weapons Proficiency, Stealthy, Surface Vehicle Operation, Toughness, Track, Trustworthy, Two-Weapon Fighting, Improved Two-Weapon Fighting, Advanced Two-Weapon Fighting, Vehicle Expert, Force Stop, Vehicle Dodge, Weapon Finesse and Weapon Focus.  (Note:  Some gang members are ex-military and may have access to combat feats beyond what’s listed here.)
Mob Feats Available:  any Connection, Convince, Criminal Demolitions, Enthrall, Golden Boy, Good Earner, Gorgeous, Heart of Stone, Know Someone’s Heart, Lasting Threat, Legendary Rep, Long Memory, Man of Honor, Man of Respect, Prison Veteran and Stone Faced.

Biker Gang
Class

Base Attack
Fort
Ref
Will
Class Features

Def
Rep

Level

Bonus

Save
Save
Save



Bonus
Bonus

1st

+1

+1
+0
+0
Talent


+1
+1

2nd

+2

+1
+1
+0
Bonus Feat

+2
+1
3rd

+3

+2
+1
+0
Talent


+2
+1
4th

+4

+2
+1
+1
Bonus Feat

+3
+2
5th

+5

+3
+2
+1
Talent


+3
+2
6th

+6/+1

+3
+2
+1
Bonus Feat

+4
+3
7th

+7/+2

+4
+2
+2
Talent


+4
+3
8th

+8/+3

+4
+3
+2
Bonus Feat

+5
+4
9th

+9/+4

+5
+3
+2
Talent 


+5
+4
10th

+10/+5

+5
+3
+3
Bonus Feat

+6
+5
Respect:  Respect is extremely important in Biker Gangs.  A gang member without respect can look forward to many fights within his own gangs until his respect goes to acceptable levels.  Gang members value physical fighting ability, strength and bike-riding ability.   

Preferred crimes:  Biker gangs prefer meth as a drug of choice, so they often operate their own meth labs and minor distribution operations.  These operations usually don’t extend far beyond gang members, although occasionally some ambitious gangs will stake out a territory.  They sometimes deal in pot, cocaine and other illicit narcotics.  Gang members sometimes hire themselves out muscle to the highest bidder.  Petty crimes and theft, especially the theft of vehicles, is usually on their agenda.
Banned Crimes:  Crimes against other gang members, their “old ladies” and those they consider family are strictly forbidden.  To betray one member of the gang is to betray them all.  Likewise, gang members must support others at all times, even if they engage in bad behavior against an innocent party.  To raise a hand against another gang member is extremely dangerous and may result in expulsion from the gang.  Individual members are free to choose other paths, just not one that would contradict or stop another gang member.
Legitimate fronts:  The motorcycle club house is often the front for a biker gang.  Individual members will often open motorcycle shops, garages, bars or stores specializing in motorcycle paraphernalia. 
The Outcasts Motorcycle Club:  The club is located at 451 E. 50th Avenue near a side street.  Also known as the OMC, the Outcasts have existed in New Milan since the late 40’s.  They have chapters all over the United States.  The Outcasts believe in the individual’s right to do whatever they want.  OMC members flaunt the helmet law when they can, party hard and consider the police their enemy.  Although they sometimes work for criminal organizations, they trust no one outside the circle of the pack.  OMC members are extremely loyal and dedicated.  The Outcasts are difficult to retaliate against because gang members often move from city to city and state to state after committing crimes.  

In New Milan, the OMC club and their “territory” is technically Magoladro turf, but the Magoladros rarely press the issue.  The Family prefers to use their influence with the Police to make the OMC suffer when they get out of hand.  The Outcasts consider any building they own or congregate in as “theirs”.  Many of the individual members are very financially secure.  They take on work as they can for whatever money they can make.  If an OMC member is given a foot, he’ll often take a mile, so they are rarely invited to Family-related events.  Outcast events usually involve a lot of drinking, fighting, wild women and motorcycle races.
Like the Black Drug Gangs have related Rap-related Gangs, the Outcasts have a group of mooks and wanna-be’s called the “Honorary OMC”.  Honorary members are celebrities and other motorcycle enthusiasts that help put a legitimate face on the OMC.  The Honorary members are invited to special invents, but are never given access to the real gang proceedings.

