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Set-up #1: Mini-Mart Mayhem: (This is a list of likely places to rob, NPC’s and security.  PC’s are likely to need to run these scenarios for quick cash or when they are low level.  These schemes are extremely high risk, but have a quick pay-off.  The schemes are listed from the lowest pay-off to the highest.)  Alan Pope is an old buddy of (choose PC with the closest thing to a drug addiction or a random PC, they have scored drugs together) and has asked to meet you on the corner of 55th and Dock.  It’s out in the middle of nowhere, in a desolate area of the city.  He said on the phone he had an idea to make some quick cash if you were up for it.  Alan likes to pull stick-ups and just got out of jail a few weeks ago.  He’s a stand-up guy, but he tends to think small.  (PC’s with enough money will probably turn this down.  This adventure can be used whenever the characters knock over a mini-mart.)
The Parking Lot:  Alan is standing in an empty lot across the street from a Gas n’ Gulp.  He greets you warmly and offers you a cigarette.  “Hey, man.  Thanks for comin’ out.  You interested in doin’ a job?”  Alan points to the Gas n’ Gulp across the street.  “Mini-mart robbery.  In and out.  Quick cash.  Cops don’t come by here much.  I knocked over this place two years ago.  Same guy still works there.  I never got popped for it.  I figure it’s good for another go around as long as I don’t talk and I wear different clothes.  What do ya say?”
How much money is in the mart?  “Last time, I scored a quick 7 Wealth points.”

What’s the split?  “Even split.”

How do we do this?  “We boost a car, drive up in ski masks at night, burst in, rob the cash register and get the Hell out.  Maybe a total a 60 seconds.  We dump the car a block away from a subway stop and then ride home.”

Is the guy armed?  “I think he has a knife, but last time he just got on the ground like I told ‘em.”
Is there an ATM machine? “Yeah, but I don’t know how to get into those.  It would take too much time.”

What about security?  “There’s a video camera, so don’t forget a ski mask.  There’s probably a silent alarm, but I don’t spend time waiting around to find out.”

Alan Pope (27): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 12/+1, Int: 12/+1, Wis: 11/+0, Dex: 16/+3, Con: 12/+1, Cha: 12/+1, Defense 15, 23 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +7 Hide, +6 Move Silently, +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +6 Destroy Evidence, +6 Move Silently, +6 Hide, +5 Sense Motive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Prison Connection, Personal Firearms Proficiency, Prison Veteran, Weaknesses: Drug Addict, Smoking Addict, Talent: Increased Speed, Know Respect, Respect: 320, Bank: 0, Wealth Bonus: +3 (Alan is a small-time hood and junkie.  He’d sign on for just about any job that would increase his wealth.)  Weapon of Choice: .38 Special, D2d6, 30ft range, 6 cylinder

Gas n’ Gulp:  (The interior of the Gas n’ Gulp, use the map from the Blue Tornado truck stop.  The Gas n’ Gulp has only three gas pumps and none of them are diesel.)  The interior of the Gas n’ Gulp is what you might expect at a mini-mart.  There are displays of snacks and other impulse-buy items like cigarettes.  A middle-aged man behind the counter is dressed in a worn, but clean Gas n’ Gulp uniform.  There is a plexiglass window for nighttime transactions, but there is no such guard inside the store.  “Can I help you?” asks the clerk.  (It only requires a DC 8 Intimidate check to get Tristan to hand over the 3 + (4-1d6) of Wealth.  If the PC’s miss the roll, he’ll try and push the silent alarm.  PC’s with Smoking Addiction or food-related weakness must make a check or they will be too distracted with petty thievery to notice.  If he is successful, four average police officers arrive in 10 rounds otherwise 2 arrive in 20.  There is only a 20% chance that someone else will be in the store.  The customer will take no action to stop the characters.  This customer will have a car at the gas pump if the PC’s want to steal it.  It’s nothing special, just a Dodge mini-van.)
Tristan Inferno (38): 2nd level Dedicated Mook/4th level Mook: 

Str: 13/+1, Int: 11/+0, Wis: 16/+3, Dex: 13/+1, Con: 13/+1, Cha: 10/+0, Defense 13, 30 HP, Attack Bonus: +2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +3 Knowledge (business), +6 Knowledge (civics), +6 Swim, +6 Climb, +7 Knowledge (pop culture), +5 Sense Motive, +5 Minor Con, +6 Hide Motive, +5 Sense Weakness, +6 Performance (stringed instrument), +5 Knowledge (current events), +2 Craft (cooking), Feats:  Simple Weapon Proficiency, Corporate Connection, Media Connection, Entertainment Connection, Good Earner, Corporate Connection, Legitimate Businessman, Weaknesses:  Bitter, Respect: 510, Bank: 0, Talent: Empathy, Earn, Good Rep, Wealth Bonus: +7 (Tristan is a struggling law student and he doesn’t want any trouble.  He hates his job and wasn’t even supposed to be working today.) Weapon of Choice:  fists

Set-up #2: Super Mart Heist: Sally “Termite” Ganuccio used to date (choose random male PC).  She called you the other day to meet for a drink, but this wasn’t to relive old times, she asked you to bring your associates.  “Hey, sweetie, thanks for coming by.  Gotta proposition for you,” smiles Sally.  “Dirty boy, that’s not what I meant.  You use the info I’m about to give you and you cut me in, that’s all I ask, one full share.”  (If the PC’s balk, she’ll smile and begin to leave.  Sally might Seduce a PC.  She will insist the PC’s agree to one full share before she gives them the info.  Assuming they do, whether they lie or not, she’ll continue.)  “I’ve been dating this guy.  Small in the wallet, big where it counts, ya know, just for fun.  He works for one of those armored car services.  Started bragging to me how much money he carries every day.  Anyhow, I was just about to break up with him when he starts telling me about the payroll over at Super Mart, ya know, that big super market that just opened?  Well, the corporate office is so cheap, the safe they bought for the store isn’t big enough to hold the store’s cash!  Not only that, most places do a nightly deposit, but Super Mart doesn’t want to pay the armored car service to go there every day, so they only visit once a week!  He said, the last time they went to pick up the money, there was over 22 Wealth just spread out on the manager’s desk!  Plus, Super Mart cut back on their people, there are only three cashiers and one manager at night.  You hit this place and we’ll be rich, baby.  What do ya say?”
What’s the security like in Super Mart? “Ha!  What security?  They’re too cheap to hire security guards.  They probably have video cameras and a silent alarm, but I’m telling you---  The money was just lying all over the place!  The safe’s so small, they don’t even use it for money.”
Did you actually see the money?  “No, but I’m tellin’ you, my boyfriend is too stupid to lie.”

What about your boyfriend?  “He doesn’t know anything.  I have him wrapped around my finger.”

When’s the best time to hit Super Mart?  “The armored car shows up on Friday afternoon.  Thursday night would be the best time.  Any time before 5pm and there will be more cashiers and employees.”

How do we get in?  “The front door.  The manager’s office is all the way to the left side of the store.  The front door is on the right.”

FOR THE GMY ONLY:  Sally doesn’t really know much about the store’s security, but she’s surmised much by questioning her current boyfriend.  If hard pressed, she’ll reluctantly admit she’s never set foot in the store.  If the PC’s recruit her to get more information, she’ll ask for more shares of money.  She won’t question her boyfriend further.  Sally knows he’s an idiot, but doesn’t want to make him suspicious.  Sally will insist the PC’s stay away from the armored car because she knows they’ll have to kill the guards.  “My boyfriend is a moron.  He’ll go down shooting saving the money.  I’m not signing on for a bloodbath, here.”  If the PC’s decide to rob the armored car, use the stats for three average security guards.  The guards will use the armored truck for cover, call the cops and then shoot it out with the characters.  Two police officers arrive in a car in four rounds, then six more cops four rounds after that.
Sally “Termite” Ganuccio (26): 2nd level Charismatic Mook/4th Level Family Associate/Babe: 

Str: 13/+1, Int: 16/+3, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 17/+3, Defense 15, 39 HP, Attack Bonus: +5, Fort: +5, Ref: +3, Will: +2, Skills:  +8 Bluff, +8 Exploit, +5 Seduce, +8 Sex, +7 Sense Motive, +7 Disable Device, +7 Sleight of Hand, +8 Hide Motive, +6 Computer Use, +5 Sense Weakness, +7 Sense Weakness, +6 Diplomacy, +4 Make Up, +5 Gather Information, +8 Destroy Evidence, +4 Craft (electronics), +3 Craft (cooking), +4 Knowledge (technology), +7 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Gorgeous, Enthrall, Educated, Builder, Weaknesses:  Smoking Addict, Greedy, Dysfunctional Family, Respect: 600, Bank: 280, Wealth Bonus: +7 (Sally is nicknamed “Termite” because they say she “eats away” at a guy’s wallet.  She is all about increasing her bank account.  She avoids her crazy family.  Her mother is constantly leaving angry messages on her answering machine.  If the PC’s treat Sally badly, she may try to steal from them or seduce one of the men and turn them against the others.) Weapon of Choice:  knife D1d3, Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Average Armored Car Security Guards: 2nd level Strong Mook/2nd Level Cop

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 12/+1, Con: 14/+2, Cha: 10/+0, Defense 14, 30 HP, Attack Bonus: +3, Fort: +3, Ref: +1, Will: +0, Skills: Investigate +1, Spot +5, Knowledge (business) +3, Knowledge (current events) +4, Search +4, Listen +6, Drive +8, Feats:  Simple Weapon Proficiency, Vehicle Expert, Personal Firearms Proficiency, Light Armor Proficiency, Toughness, Weaknesses:  Code of Honor (they will not steal from their employer), Talent: Ignore Hardness, Identify Family Members, Respect: 350, Bank: 25, Wealth Bonus: +8  (Security Guards in New Milan would rather save their own necks then the money in their car.  Sally’s boyfriend has the weakness “Braggart” instead of Code of Honor.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
The Super Mart Heist:  (The PC’s should have plenty of time to prepare.  The pay-off depends upon the day:
Friday (after the pick-up):  6 + (6-1d10)

Saturday:  7 + (7-1d10)

Sunday: 9 + (8-1d8)

Monday: 10 + (9-1d8)

Tuesday: 11 + (10-1d8)

Wednesday: 12 + (10-1d6)
Thursday: 13 + (12 -1d6)

Friday:  14 + (13 -1d6)
Give the PC’s plenty of time to get armed, acquire a car or whatever else they need.  If they have to take an extra week, that’s not a problem.  The PC’s will have to Intimidate the customers, cashiers and manager.  The will go into his office around 6pm to begin counting receipts. The store is open from 8am to 9pm.  From 8am to 5pm there are two dozen employees including cashiers, butchers, stockboys and managers.  At 5pm, the majority of the employees go home leaving the 3 cashiers and one manager.  If the PC’s watch the store, the manager does come out of his office at random intervals to take care of questions.  The real danger for the characters are not the employees, but the customers.  There is a 5% chance there is an off-duty police officer in the store and there is a 20% that the officer is actually a detective.  There is a 10% chance that there is a customer armed with a .38 Special, D2d6, 30ft range, 6 cylinder.  There will only be 1d20 customers in the store +2 per hour before 9pm.  These mooks will not attempt to stop the characters and move to the furthest part of the store to get away from them.)  Super Mart is a large, new supermarket located at 300 E. 27th Street near Newbury.  It has a wide, well-lit parking lot. During the day, the parking lot is monitored by two stockboys that retrieve the carts and place them into two shopping cart stations in the lot.  There is a subway stop only half of a block away.
The back of the store:  The back of the store contains several loading docks for trucks.  A few of the doors are fire escapes, but these have no handles on the outside.  There are several video cameras to monitor the area.  (This should be enough to discourage the PC’s from entering the store from this side.  They and their car can be seen approaching from several yards away, so unless they are in ski masks the entire time, they are likely to be identified.  If the GM needs a lay out of a supermarket, just describe a local one the players may have general knowledge of.)
Store Security: (for the GM ONLY) Sally is only partly right about the lack of security guards.  Super Mart doesn’t have armed or uniformed guards, but there are two employees assigned to monitor the video cameras during the day, especially in the morning when deliveries come.  The video camera feed is downloaded directly into a computer.  It is password protected and locked into a heavy console with a hardness of 5.  The computer itself only has a hardness of 3, but a second computer in the manager’s office is always making a back up copy.  A DC 15 Computer Use is required to figure this out.  Only a DC 25 Computer Use can erase the files and bypass the password.  If the PC’s decide to rob the store after hours, any breach will set off the alarm.  The only way to keep the alarm from going off if the door is opened or windows or glass doors are broken is to shut off the power.  This would require a DC 23 Craft Electronics from three different sources on telephone poles near the store.  If the lights go off inside the Super Mart, the next patrol car that comes by will stop to investigate.  After hours, a patrol car comes by once every hour or so.  (For each round the PC’s are in the Super Mart, there is a 1% cumulative chance of the cops driving by.  Give them a Spot check based on the activity in the store if the characters are inside.  If the lights go out, the Spot check is automatic.  If the PC’s time the patrols, they’ll have about an hour.  If the cops miss the PC’s, they won’t be back for an hour.  If the alarm goes off in the store, the security company calls the cops and they will be there in 5+1d10 rounds.  If the PC’s break into the store through the air vents it’s a DC 20 Craft Structural or hide for a DC 24 Hide check in the store, they can disarm the alarm.  It requires a DC 22 Craft Electronics and an electronic tool kit.  Picking the locks of doors inside and outside the store is a DC 15 Disable Device.)
Average Super Mart Customer: 1st level Tough Mook: 

Str: 11/+0, Int: 11/+0, Wis: 10/+0, Dex: 11/+0, Con: 15/+2, Cha: 12/+1, Defense 11, 11 HP, Attack Bonus: +0, Fort: +1, Ref: +0, Will: +0, Skills: +3 Bluff, +2 Diplomacy, +3 Swim, +2 Concentration, +3 Disable Device, +2 Sense Weakness, +2 Hide Motive, +2 Knowledge (Current Events), +3 Drive, +3 Sex, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Good Earner, Educated, Corporate Connection, Weaknesses:  Pushover, Respect: 20, Bank: 0, Talent: Remain Conscious, Wealth Bonus: +8 (The customers in the Super Mart just want to go about their business.  They don’t want trouble.) Weapon of Choice:  fists

Manager’s Office:  (When the PC’s enter the store, if they are not careful about locating the manager, Arthur gets a DC 8 Spot check and a DC 8 Listen check.  If he succeeds, he locks himself in the office, flips the silent alarm and calls the police.  The PC’s will have to break the door down.  It has 20 hit points and a hardness of 3.  Arthur will arm himself with the gun.  He will not shoot unless the PC’s shoot first.  If the PC’s shoot the door, there is a 10% chance they will hit Arthur.  If Arthur hits the alarm, two police officers arrive in 2d10 rounds.  If the PC’s stop neutralize Arthur, they arrive in 5+2d10 rounds.)  Sally’s description of the store manager’s office was right.  He has piles of cash just sitting around.  You see a store safe, about the size of a toaster, open nearby.  The manager has a counting machine and several piles of bands to bundle the money.  There’s so much here, they are storing it in the store’s discount garbage bags.
Average Super Mart Cashier: 2nd level Fast Mook/1st level Mook: 

Str: 13/+1, Int: 11/+0, Wis: 12/+1, Dex: 15/+2, Con: 12/+1, Cha: 10/+0, Defense 12, 21 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +8 Bluff, +6 Computer Use, +7 Knowledge (business), +5 Knowledge (technology), +4 Knowledge (current events), +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +6 Profession, +5 Craft (visual arts), Feats:  Simple Weapon Proficiency, Exotic Weapons Proficiency (compound bow), Far Shot, Streetfighting, Quick Draw, Weaknesses:  Code of Honor (will not steal money from employer), Respect: 200, Bank: 40, Talent: Fast Talk, Earn, Wealth Bonus: +6 (Super Mart Cashiers are known for their honesty.  They are new to the business and have, so far, being taken well care of by Super Mart.) Weapon of Choice:  fists.

Arthur Horowitz (40): 2nd level Strong Mook/5th level Mook

Str: 15/+2, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 14, 29 HP, Attack Bonus: +3, Fort: +3, Ref: +3, Will: +2, Skills:  +6 Computer Use, +7 Knowledge (business), +6 Knowledge (pop culture), +4 Knowledge (current events), +3 Sense Motive, +3 Exploit, +5 Bribe, +5 Sense Weakness, +6 Exploit, +4 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Police Connection, Corporate Connection, Legitimate Businessman, Good Earner, Surface Vehicle Operation (trucks), Educated, Weaknesses: Aggressively Dominant, Talent:  Ignore Hardness, Improved Ignore Hardness, Earn, Respect: 700, Bank: 180, Wealth Bonus: +10 (Arthur is a loyal employee, but the home office has put him into an impossible position.  He’s a good boss as long as his employees don’t challenge his authority.  He bought a gun because he’s worried about getting robbed, but he doesn’t know how to use it.)  Weapon of Choice:  fists, Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Average Beat Cop: 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 +3, Drive +6, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Vehicle Expert, Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +8  (The cops in this area are paid slightly better and are slightly better trained.  Recent department upgrades have been made thanks to generous corporate contributions.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
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Each patrol car is equipped with a shotgun:  Beretta MP3 12-gauge, D2d8, 40ft range, single shot, 7 inside the gun.
Wrap Up:  Since this heist is being pulled in Magoladro territory, it is incumbent upon you to pay the street tax for operating in their turf.  (If the PC’s are made, they must pay two shares of the haul.  If they have a friend who is a made guy, they must pay three shares if at least one PC is connected to the Magoladros.  Other Family connection does count.  If the PC’s have no connection to the Family, they must pay four shares.  The Magoladros will send a family soldier to collect the loot.  If the PC’s refuse to pay or skip town, the Magoladros will attempt to identify them using Gather Information.  If the Magoladros have to track the PC’s down, they’ll demand shares equal to the number of the PC’s plus 50%.  If the PC’s refuse, the Magoladros will send a team of soldiers to forcibly collect the money.  Depending on the PC’s resistance, they may take all of the money.  You can use the soldiers from one of the crews in 100 NPC’s for Complete Mafia or a group of Average Magoladro Soldiers from New Milan.  They will send at least one soldier for each PC plus two more.
Set-up #3:  Jewelry Store Smash n’ Grab:  Buddy Delorean is a local wiseguy with a rep for pulling off major heists and not getting caught.  When he asked you and your associates for meeting, you thought it would be wise to attend.  If Buddy had the right blood, he’d definitely be a made guy.  He spends most of his time in Florida and has done very well for himself.  You’d be foolish to skip this meeting.  Buddy meets you at La Roma at 1504 N. Raspberry Ave.  La Roma is an upscale Italian restaurant that specializes in Northern Italian cuisine and has a very classy martini bar.  Buddy, impeccably dressed, sits at the best table in the room and gestures for you to sit.  “Gentlemen, thanks for coming out.  I hope you enjoy cuisine, here.  I took the liberty of ordering.  I hope you enjoy Veal Scaloppini.  The cream sauce is out of this world.”  (If anyone changes their order, they lose 5 Respect points.  Those with the Magnanimous weakness must make a check or pay for the food.  This costs a whopping 10 Wealth!)
After a great meal, Buddy passes out cigars.  The signs in the restaurant say you can’t smoke, but none of the staff seems to mind when you light up.  “Guys, I’ve got a new project and I’m looking for some stand up guys.  I’ll tell ya up front, there’s some risk.  But I run a tight ship.  We hit this place with military precision and if one thing goes wrong, we vanish like ghosts.  When it comes to business, I don’t mess around and I don’t tolerate dissent in the ranks.  I respect the positions you hold in your families, but while working on my project, I’m in charge.  If anyone has a problem with that, walk away, no hard feelings.”  (PC’s with Aggressively Dominant should make a check or they will gripe about the arrangement.  This requires a DC 14 Diplomacy check to smooth over or a promise from the PC with the weakness that if he screws up because he didn’t listen to Buddy, he’ll be willing to give up part of his money.  If that doesn’t work, one of the other PC’s can vouch for the other, but Buddy will be very wary for the rest of the adventure.  PC’s with the Greedy weakness have to make a check not to accept the deal.)  “I don’t discuss business in public, let’s go over to Elegant Entertainment and relax.  This job is going to be cake.  I’m sure you’re familiar with my rep, but just so you know, I owe a townhouse here in New Milan, beach front property in Miami and a spacious condo in Las Vegas.  You see this watch?  It costs about as much as your car and my car costs about as much as your house.  Stick with me and you’ll be livin’ the life too.”
Buddy Delorean (40):  4th level Smart Mook/8th level Wiseguy

Str: 11/+0, Int: 17/+3, Wis: 12/+1, Dex: 14/+2, Con: 11/+0, Cha: 14/+2, Defense 16, 60 HP, Attack Bonus: +7, Fort: +5, Ref: +4, Will: +5, Skills: +14 Professional Criminal, +12 Bluff, +11 Knowledge (streetwise),+6 Intimidate, +13 Sense Motive, +12 Exploit, +9 Hide Motive, +10 Bribe, +14 Sense Weakness, +12 Diplomacy, +13 Destroy Evidence, +11 Craft (structural), +8 Hide, +8 Move Silently, Speak Language (Italian), +6 Sleight of Hand, +9 Knowledge (Technology), +6 Drive, +5 Disguise, +5 Computer Use, +7 Forgery, +9 Demolitions, +11 Disable Device, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Educated, Meticulous, Man of Honor, Good Earner, Legendary Rep, Legitimate Businessman, Other Family Connection (Magoladros), Criminal Demolitions, Vehicle Expert, Weaknesses: Code of Honor (never rips off those who work with him), Creature of Habit (always plans his crimes), Addicted to Luxury*, Talent:  Savant (Professional Criminal), Linguist, Know Respect, Balls, Legitimate Front, This Guy’s Good, Respect: 1200, Bank: 740, Wealth Bonus: +15 (Buddy is a Family Associate of the Cavaliere Family, but has close ties to the Magoladros as well. He’s a shrewd operator and is respected by everyone.  Buddy’s expensive tastes keep him coming back for more.  Fortunately, his anal-retentive attention to detail has kept him out of jail.)  Weapon of Choice:  Skorpion machine pistol, D2d4, 40ft range, 20 mag. single or automatic.  (This gun has had its numbers filed away.)

New Weakness:

*Addicted to Luxury (Will):  You must always have the best of everything.  If it costs more it’s probably better.  If you go to any special occasion you must make a check or you will buy new clothes.  Add +2 to the Purchase DC to any purchase unless you make the check for non-work related items like clothes, jewelry, cars, travel, food and other comforts.  Each time you acquire wealth, you must make a check or you will make a luxury item purchase.
Elegant Enterprises:  (3900 N. White Ave.: Area L on the New Milan city map) You settle in for a relaxing time at Elegant.  The girls are classy. (DC 16 Wealth check, make checks for characters with money-related weaknesses like Cheap and sex-related ones like Sex Addict.  Elegant does have a handful of male escorts if there are any females in the PC’s gang.  Traditional women in and around the mob would not be involved.)  Afterwards, you enjoy a nice sweat in the sauna.  After some brief talk about the girls, you get down to business.  “My project is a jewelry heist.  We’re going to rob Rossman’s Jewelers at 204 W. 15th Street near Oak.  It’s a very high-end smash and grab.  The key to this is speed.  A ten second mistake and we’ll all be doin’ a stretch.  Here’s how it going to go down.  A driver in a large van will pull up to the front of the jewelry store at 8:50am.  The rest of us get out and rush to the front door, ready-to-go.  The store has a cage for the front door.  You have to get inside, pull the entrance door shut and then get buzzed in.  We can’t afford to wait for that and I don’t think the owner will let us in once he sees ski masks.  We place a thermite charge on the lock on the cage.  We gotta be real careful not to shut the door behind us!  We back out, detonate and we’re in.  Make sure you’re clear of the glass when it goes off!  Now, I’m hopin’ that the force of the blast is going to smash all the jewelry cases inside the store.  That should save some time.  We get inside and clean out the two cases with the diamonds and the Rolex watches.  One of us will need to take care of the owner and possibly an employee.  I’m hopin’ the blast will incapacitate them for a bit.  We tie up the employee and take the owner, by gun point, to the safe.  We clean out any diamonds or cash he may have.  If there’s time, we grab some gold too.  Don’t go for any of the cases close to the door.  That’s stuff’s practically worthless to us.  We hog tie the owner and leave.  All of this has to go down in less than two minutes fellas.  As soon as we blow that door, the cops will be alerted and on their way.  I estimate their response time at three to four minutes, so there is very little room for error.  Once we get away from the store, we drive along the pre-arranged route to Chinatown.  We pull the van into a storage unit and leave it.  We put the swag in a second storage unit.  One of use needs to take our clothes and dump them into an incinerator.  It’s very important that immediately after the robbery that you are seen in a public place.  Don’t draw attention to yourself when you arrive.  Then go about your normal business.  Don’t pull any other jobs and stay out of trouble.  After a week, two of us go back to the storage unit.  Replace the license plates on the van, drive it out of the city, vacuum the van, then take it to be washed and detailed.  Drive the van back to the city, put the original license plates back on, break the ignition lock like it was stolen and abandon it somewhere near 100th Street.  With any luck, some gangbangers will find it and take it for a ride.  During this time, I’ll be arranging to move the merchandise.  Three days after you get rid of the van, assuming the heat dies down, we’ll go back to the second storage unit and sort through the swag.  We transfer the swag, make the drop to my fence and collect our money.  Meet me next Saturday at the Blumenthal Warehouse at 5400 N. Conner Street and we’ll go over the plan at Noon.  Any questions?”
How much can we expect to make on this “project”?  “I’m estimating we’ll have approximately 32 Wealth to split between us.  I get three shares.  One to cover expenses and a second one to pay my support team and the third one for me.”

Who is your support team?  “It’s best you don’t know who those guys are.  They don’t know you.  They’ll be keeping an eye on the storage unit and keeping me safe and assisting me on laundering some of the money.  I’ve kept them in the dark about the exact nature of the project.  Under no circumstances are you to return to the storage unit before the prearranged time.  My support team will be armed and they won’t know you.”
Where’s the storage unit?  “In Chinatown in a Storalot at 1350 S. Cross Street.  The van will go in storage unit #285 and the swag will be in unit #287 right next door.”

Why don’t you have the support team take care of the van and the clothes?  “The van will probably be described on the news.  Our clothes are probably a dead giveaway.  I don’t want them to figure out what we’re doing.”

When do we get paid?  “I estimate three to four weeks after the job.  Until that time, stay out of trouble.  I’ll pay you in cash.  Dispose of it discreetly and not all at once.  You go on a crazy spending spree and the cops might start looking at you.”

What about the Family?  “The jewelry store is in Magoladro turf.  We, of course, have to pay them three shares.  I’ve arranged that before, but if one of you can put in a good word, it never hurts.  Don’t mention the project, of course, but tell them you’re working with me.”  (If the PC’s are Magoladro Family Associates, they can lower the price to two shares with a successful DC 15 Diplomacy check.  Using the feat Other Family Connection if they from other families also achieves the same results.  Made guys automatically reduce it to two shares and a successful DC 20 Diplomacy reduce it to one.)
What about guns?  “The guns are strictly for show.  Don’t turn this into a fucking shooting gallery.  I don’t need to face a murder rap.  Bring something disposable.”

What about security?  “Besides the cage, you’ve got the video cameras, but we’ll be in ski masks.  The alarms are automatic.”

What about the thermite bomb?  “My guy Rodney will cover that.  He’s the absolute best.  He’ll be coming along.  He gets a share too.”  (If there are too many PC’s, the GM may opt to have Buddy purchase the bomb and let a PC set it as part of his job in the group.)
What the meeting on Saturday for?  “I like to practice all my jobs ahead of time.  We’ll go over our roles.  I got a warehouse we can use.  I’ll set up a mock jewelry store and we’ll practice.”
Can we alter this plan?  “No.  This will work if we all work together as a team.  I’ve already explored other avenues.  This is the best option to get in and get out unscathed.”

What about the back of the jewelry store?  “Too risky.  There’s a video camera that probably reaches to the street.  Plus, there are two reinforced doors, one with an electronic lock.”

Rodney Arnold (30): 2nd level Fast Mook/5th Level Family Associate/Wiseguy:

Str: 13/+1, Int: 14/+2, Wis: 12/+1, Dex: 16/+3, Con: 11/+0, Cha: 12/+1, Defense 16, 42 HP, Attack Bonus: +4, Fort: +3, Ref: +3, Will: +1, Skills: +7 Hide, +6 Move Silently, +8 Bluff, +16 Demolitions, +13 Knowledge (Technology), +12 Craft (Electronics), +6 Knowledge (streetwise), +6 Sense Weakness, +7 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +5 Intimidate, Feats:  Simple Weapon Proficiency, Criminal Demolitions, Personal Firearms Proficiency, Good Earner, Meticulous, Weaknesses: Dysfunctional Family, Smoking Addict, Talent: Evasion, Know Respect, Balls, Legitimate Front (clock store), Respect: 700, Bank: 260, Wealth Bonus: +13 (Rodney got his demolitions training in the army.  His father abused him and he resents his mother for letting it happen.)  Weapon of Choice: Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
Practice Makes Perfect:  (Make Addiction or time-related weakness checks for the PC’s to see if they make it on time.  Buddy is always two hours early and he’ll be pissed at anyone’s that late.  He’ll chew them out for 10 Respect points and demand to know why he should let them go on the heist.  A DC 12 Diplomacy or DC 18 Joke check will smooth things over.  Otherwise, Buddy will insist that the PC’s vouch for the latecomer or latecomers or that they are out.  If the PC has the Untrustworthy weakness or makes noise about going to the cops, Buddy will talk about eliminating the PC.  If there is any support from the other PC’s, he’ll suggest that it should be done immediately.)  When you arrive at the warehouse, you find the center of it taped off.  Written on chalk, on the cement floor, are the various locations of the jewelry store.  Each jewelry case is actually a table full of costume jewelry.  Buddy has even set up a fake door frame and cage.  “Okay, gentlemen, some common sense ground rules.  No names while on the job.  Pick an animal and that will be your name while we’re in the shop.  If things go smoothly, we shouldn’t even have to use that.  If you have to refer to me, my codename will be Eagle.  I’ll be the one making sure the cops are no where to be found.  Here are your receivers.  Get use to wearing them.”  (If anyone has the WiseAss weakness, make a check when the animal names get thrown around.  Use the second retail store from the left on the “Generic Maps” in the Complete Mafia for d20 book.  There is a cage right in front of the door and the window opens up to a display.)
The Cage:  Wearing ski masks and gloves, Buddy drives up to the front door in a golf cart.  You jump out of the car and rush into the cage.  Rodney places the charge and you back out of the cage.  (Make a DC 10 Reflex check to take cover.)
Successful check:  “Excellent gentlemen!  Now go-go-go!”

Unsuccessful check:  “Stop!  Stop!  Fuck it (name of PC that missed check)!  You want to bleed all over the God-damned sidewalk of a crime scene!  Move yer fuckin’ ass!”  (PC’s that miss the check lose 10 Respect points.)
The Pick Up:  Charging into the fake jewelry store, Buddy has set up mannequins to represent the two employees.  Costume jewelry is on display to represent your target.  “Get in, secure the scene, get the jewelry and get out.  Under 60 seconds.  Go!”
Mannequins:  (The PC that moves the owner into the back to take care of the safe must make a DC 10 Intimidation check or Buddy will find his approach ineffective.)  “Aw, c’mon!  Scare this guy!  No resistance!”  (If they miss the check, the PC loses 5 Respect.)
Scooping up the Loot:  “C’mon!  C’mon!  The cops are comin’!”  (The PC’s should make a DC 10 Reflex save.  They may also add skill points for Sleight of Hand.  If anyone fails, they go over time and Buddy starts over.)
Successful checks:  “That’s it!  Now, go-go-go!  Back to the van!”

Unsuccessful checks:  “Fuuuuuuuck!  What are ya doin’?  Do you idiots want to get caught?!”  (Everyone loses 5 Respect points.)
The Escape:  “Okay, okay!  Everyone back in the van!  Now!”  (If any of the PC’s have Fat or Smoking Addiction, they must make a DC 12 Fortitude check.  If a PC fails, Buddy really lays into him.)  “You fat fuck!  Take that fucking cigarette out of your mouth for ten fucking seconds!”  (-20 Respect)

For the GM ONLY:  Buddy insists on practicing until the PC’s get through it once perfectly.  After that, he gives the driver directions and tells him to go over his route.  

The Driver:  “Okay, pal.  I’m going to time you from the jewelry store to the storage unit.  Drive fast, but not too fast to arouse suspicion.”  (The Driver needs to make a DC 14 Drive check to satisfy Buddy.  If he misses the first time, he’ll tell him to do it again.  If he misses it a second time, he’ll say, “You fuckin’ idiot!  Can you drive or not?”  The driver loses 10 Respect points.  Have the driver make a DC 16 Spot check.  If he succeeds, he notices a short cut.  The alley is only big enough for one car and could shave a good five seconds off the drive.)
Finishing the prep:  “Okay gentlemen, tomorrow is the big day.  Stay out of trouble and for Christ’s sake, don’t show up here hungover or nuthin’.  Be on time or you’re cut.  Cabiche?”  (The GM should allow for the PC’s to take care of their weaknesses ahead of time.  Give them a +4 to their weakness checks.  If they still miss them, give the other PC’s time to help their buddies.  Give a second weakness check at an additional +2.  If that doesn’t work, the PC can try and show up late, but he’ll need to make a DC 12 Diplomacy check for Buddy and loses 25 Respect.  If the PC’s need any additional equipment, now is the time to buy it.)
The Heist:  It’s early in the morning.  “Eagle” takes up his position on the roof two blocks from Rossman Jewelers.  You hear Buddy’s voice over your headset.  “This is Eagle.  We’re a go.  Get into position.”  After you get the van into position around the corner from the jewelry store, Buddy comes over the headset.  “Hold your position.  Repeat, hold your position.  We have a pig on the scene.”  (PC’s with the weakness, Impatient, need to make a crucial weakness check.  After a few seconds, Buddy comes back on the headset.)  “Abort.  Repeat, abort.  Maintain radio silence and meet me at the practice field, over.”  (If the PC’s are stupid enough to go ahead with the heist anyway, they’ll find two average beat cops sitting in a patrol car having coffee in front of Rossmans.  The entire event will probably end in their bloody demise.  The cops will call for back up and attempt to arrest the PC’s if they get out of the van.  Back arrives in four rounds and consists of another two average beat cops.  Six rounds later, eight more cops and four more patrol cars block the street.  From the roof, Buddy will see this.  He’ll disappear to Florida and avoid the characters after this debacle.)
Back at the Practice Field:  (Assuming the PC’s listened, Buddy is waiting inside the warehouse.)  “Did anyone see you?” asks Buddy when you get out of the van.  “You didn’t drive past Rossman’s, did you?”  

The PC’s drove past Rossman’s:  “You fuckin’ idiots!  I’m you’re look out!  If I say abort, you abort!  What the fuck?!  How do you know they didn’t see you, huh?!  Now we need a new van!  I’m takin’ this all outta yer back ends!”  (Everyone loses 15 Respect.  Buddy takes three days to get another van.).

The PC’s did not drive past Rossman’s:  “Good.  There were two cops there havin’ donuts.  I think it was a fluke, but we’ll have to hold off for a few days until I can find out for sure.  Go home and keep your noses clean until I call.”  (Buddy takes two days to investigate the cops.  He finds that it was just a fluke.  One of the cops just pulled over at a random place to drink his coffee.  Any Police Connection or DC 19 Investigate can confirm this.)
The Heist 2:  It’s early in the morning.  “Eagle” takes up his position on the roof two blocks from Rossman Jewelers again.  You hear Buddy’s voice over your headset.  “This is Eagle.  We’re a go.  Get into position.”  After you get the van into position around the corner from the jewelry store, Buddy comes over the headset.  “Christ, I don’t believe this.  We have a civilian on the scene.  Repeat a civilian.  Did you guys bring extra duct tape?”  (If the PC’s want to abort, Buddy will abort again, otherwise continue.  If the PC’s wait a day, they can approach the store without any problems.)  “All right, just throw her inside with the others.  Don’t shoot her, cabiche?”
The girl:  Standing in front of Rossman’s is a beautiful 20 year-old woman.  She screams when she sees your ski masks.  (This is Glenda Jenkins.  She’s a newlywed who is anxious to be fitted for a wedding ring.  She got here too early and is in the wrong place at the wrong time.  A PC grabbing her will need to make a DC 14 Intimidate check.  Failure means he’ll have to subdue her to tie her up.  This process takes one person two rounds if she does not struggle or four if they carry her inside.  If two people do it, it takes half as long.)
1st level Charismatic Mook: Glenda Jenkins (20)

Str: 13/+1, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Exploit, +6 Sex, +8 Diplomacy, +5 Sense Motive, +4 Craft (Visual arts), +4 Knowledge (current events), +4 Sense Weakness, +4 Hide Motive, +6 Make Up, +8 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Creative, Weaknesses:  Impatient, Respect: 60, Bank: 0, Wealth Bonus: +8 (Glenda has just gotten married, but her wedding ring was too loose.  She often shows up to places too early.) Weapon of Choice:  fists.

Rossman’s Cage:  Rodney rips the door open and runs right inside the cage.  Inside the store, you see a man and a woman.  “Oh, my God!” screams the woman.  Rodney places the thermite bomb right on the lock while another one of your group jams a metal spike into the lock.  “Okay!  Go-go-go!” screams Rodney.  (All the PC’s and Glenda should make a DC 12 Reflex save.  The PC’s get +2 because they practiced.  One of the PC’s may shield Glenda if he wishes.  Otherwise, she needs to make the check too.  Anyone that fails to make the check is still standing up when the thermite goes off.  The explosion knocks out all the windows and sends glass and fire flying.  2d6 points of damage.  PC’s that take cover take 1d3 points of damage.  The lock is completely destroyed.  Corey and Sheena take full damage and must make a DC 15 Fortitude save to avoid being knocked unconscious by the blast.  The entire process takes three rounds, one to burst in, one to set the charge and one to get away.  Securing the hostages takes two rounds if they are compliant.)
Corey Rossman (41):  4th level Smart Mook/3rd level Mook

Str: 11/+0, Int: 16/+3, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 16/+3, Defense 15, 32 HP, Attack Bonus: +4, Fort: +4, Ref: +5, Will: +5, Skills:  +8 Bluff, +6 Knowledge (business), +11 Profession (Wholesaler), +10 Profession (Jeweler), +5 Drive, +6 Concentration, +7 Knowledge (current events), +8 Craft (Structural), +10 Craft (visual arts), +8 Sense Motive, +7 Exploit, +5 Hide Motive, +8 Bribe, +7 Computer Use, +8 Sense Weakness, +12 Repair, +9 Destroy Evidence, +9 Disable Device, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Creative, Windfall, Good Earner, Meticulous, Corporate Connectionx2, Legitimate Businessman, Weaknesses: Pushover, Talent:  Savant (Craft Structural), Linguist, Earn, Respect: 700, Bank: 100, Wealth Bonus: +16 (Corey is an excellent jeweler and businessman, but he loathes confrontation.  He has a gun behind the counter, but won’t think to reach for it unless the PC’s start shooting at him.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.

Sheena Rossman (38): 2nd level Dedicated Mook/4th level Mook: 

Str: 13/+1, Int: 11/+0, Wis: 16/+3, Dex: 10/+0, Con: 14/+2, Cha: 14/+2, Defense 13, 36 HP, Attack Bonus: +2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +6 Exploit, +4 Knowledge (technology), +6 Craft (structural), +3 Seduce, +3 Sex, +7 Knowledge (business), +5 Sense Motive, +5 Concentration, +6 Hide Motive, +5 Sense Weakness, +11 Craft (visual arts), +7 Craft (cooking), Feats:  Simple Weapon Proficiency, Corporate Connection, Brawl, Legitimate Businesswoman, Good Earner, Police Connection, Golden Girl, Weaknesses:  Aggressively Dominant, Respect: 600, Bank: 120, Talent: Empathy, Earn, Good Rep, Wealth Bonus: +17 (Sheena is a bit aggressive and bossy, especially when it comes to her husband’s business.  She is considered the successful one in her family.) Weapon of Choice:  fists

Random Mishap:  (Choose a random PC that has not specifically said he’s watching the glass on the floor.)  As you charge into the jewelry store, you look down just in time to see that you are about to step on a large chunk of glass.  Make a DC 8 Reflex save to avoid it.  (If the PC fails the save, the glass goes through his shoe and does 1d3 points of damage.  This also leaves a bloody mess behind.  If the PC has boots, the glass breaks underneath them and he takes no damage.  This costs the random PC one round.)
Securing the Rossmans:  (The Intimidate check for Mr. Rossman is automatic, but for Mrs. Rossman it’s a DC 20 Intimidate check or she will fight.  If the PC’s threaten her husband, they can recheck at +5.)
Collecting the Loot:  (No checks as long as the PC’s aren’t distracted by something else.  It takes a total of 20 rounds to pick up all the jewelry.  That’s roughly 1 Wealth point per round.  This can be split amongst the PC’s.)
Opening the Safe:  You drag Mr. Rossman to the back room.  He is on the verge of tears.  “Please!  I’ll give you anything you want!  Just don’t hurt us!”  (Let the PC’s demand that he open the safe.)  Rossman seems genuinely disposed to help you, but he’s shaking so bad, he can barely open the safe.  (A DC 16 Diplomacy can calm Rossman down or the PC can open the safe himself while Rossman gives him the numbers.  If Rossman is calmed, it takes three rounds to open and empty the safe.  If the PC’s do it, it takes only two.  The safe contains the other 12 Wealth points for the heist.  Mrs. Rossman also knows the combination if Mr. Rossman is unconscious.)
Escaping:  (It takes two rounds to get out of the store and into the van with the goods.  The alarm was triggered the moment the explosion took place.  It takes the first patrol car 15+1d10 rounds to respond.  If the PC’s are still in the store when the cops are three rounds away, Buddy warns them to get out.)  “The pigs are coming.  Get the Hell out of there!  Now!”

The Chase:  The chase goes according to how far away the cops are:

Cops are 5 or more rounds away:  DC 15 Drive check to escape.

Cops are 4 rounds away:  DC 17 Drive check to escape.

Cops are 3 rounds away:  DC 19 Drive check to escape.

Cops are 2 rounds away:  Make a DC 20 Spot check for the cops.  If they fail, it’s a DC 21 Drive check.  If they succeed, the players must beat the cops in the best out of three drive checks.  Success means the PC’s get away, failure means the cops get to bump the car.  This forces a DC 25 Drive check or the PC’s crash.  There will be two cops in the patrol car and they will return fire if fired upon.  Two rounds later, another patrol car will arrive as back up.  The PC’s must then make the best out of five Drive checks against both cops.  A new patrol car joins the chase once every 1d4 rounds after the attempts.  This adds an additional 2 checks, plus all the cops get to bump the PC’s car if they fail the checks.
Cops are 1 round away:  The Spot check automatically succeeds.

Cops arrive the same round:  The driving cop puts his patrol car ahead of the van if the PC lets him.  The PC must make a DC 22 Drive check to hop the curb and drive away.

Cops arrive before the PC’s get into the van:  The PC’s will have to surrender or fight their way to the van.  Alternatively, they can run out the back, but they will have to hijack a car on the street.  To do this, the PC needs to make a DC 15 Intimidate check or the driver attempts to run them down or drive away.

The Short Cut:  If the PC’s use the short cut, this cuts the drive checks down to one or gives the PC driver +4 to the check to get away.  If the Drive check fails, the PC puts one of the car’s wheels into an open sewer grate.  The car becomes stuck and the PC’s will have to get out and push or flee.  Give the cops a DC 20 Spot check, if they succeed, begin with the chase above that the “Cops are 2 rounds away”.

The Storage Unit:  Assuming the PC’s are not being chased by the cops when they arrive or did something really murderous and stupid, one of Buddy’s men opens the storage unit when they arrive.  If the PC’s have messed up the job, Buddy may abandon them at the GM’s discretion.  In that case, the unit is locked and Buddy’s men are gone.  These two individuals are the same guys that watch the storage unit.  They are unaware of what happened during the heist unless the PC’s tell them.  They immediately walk away and take positions elsewhere in the storage facility to watch from a distance.  If the PC’s try to steal the jewels, these guys have orders to call Buddy and then confront the would-be robbers at gunpoint.  The PC’s need a DC 18 Spot check to see them.

Day Shift:  (These guys watch the storage unit from Noon to Midnight.)

Bob Reynolds (23): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy:

Str: 16/+3, Int: 12/+1, Wis: 13/+1, Dex: 13/+1, Con: 10/+0, Cha: 10/+0, Defense 15, 21 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +5 Hide, +5 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +3 Destroy Evidence, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +4 Drive, +3 Sense Weakness, +3 Sleight of Hand, +7 Intimidate, +2 Run a Crew, Feats:  Simple Weapon Proficiency, Brawl, Long Memory, Personal Firearms Proficiency, Stealthy, Weaknesses: Addicted to Luxury*, Oblivious to Danger, Talent: Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 0, Wealth Bonus: +6 (Bob is a thug with expensive tastes.  Even though he’s not the correct blood, he wants to become a boss of a family.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., baseball bat 1d6.

Nachie Romanoff (21):  2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy:

Str: 10/+0, Int: 11/+0, Wis: 10/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 13, 24 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +8 Bluff, +3 Knowledge (streetwise), +5 Sense Motive, +4 Exploit, +6 Sense Weakness, +3 Hide Motive, +4 Destroy Evidence, +6 Diplomacy, +6 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Legitimate Businessman, Weaknesses: Braggart, Smoking Addict, Talent:  Fast Talk, Know Respect, Balls, Respect: 420, Bank: 0, Wealth Bonus: +4 (Nachie’s got a big mouth.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Night Shift:  (These guys watch the storage unit from Midnight to Noon.)

Mike Kensington (26):  2nd level Dedicated Mook/4th Level Family Associate/Wiseguy:  

Str: 14/+2, Int: 11/+0, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 10/+0, Defense 13, 36 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +4, Skills:  +6 Bluff, +2 Knowledge (streetwise), +5 Sense Motive, +2 Exploit, +4 Sense Weakness, +4 Diplomacy, +7 Intimidate, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Man of Honor, Personal Firearms Proficiency, Weaknesses: Compulsive Liar, Code of Honor (won’t kill a man unless its a fair fight), Talent:  Skill Emphasis: Intimidate, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 0, Wealth Bonus: +8  (Mike believes that everyone lies and therefore, he does it all the time.  He would never kill a defenseless opponent.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Johnny Rose (22):  2nd level Tough Mook/3rd Level Family Associate/Wiseguy:

Str: 13/+1, Int: 15/+2, Wis: 10/+0, Dex: 14/+2, Con: 16/+3, Cha: 11/+0, Defense 15, 31 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Bluff, +4 Knowledge (streetwise), +5 Sense Motive, +3 Exploit, +4 Sense Weakness, +4 Destroy Evidence, +8 Drive, +4 Sense Motive, +5 Diplomacy, +7 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Lasting Threat, Weaknesses: Creature of Habit, Short Fuse, Bitter, Talent:  Remain Conscious, Know Respect, Balls, Respect: 500, Bank: 90, Wealth Bonus: +7 (Johnny is a hothead and he thinks Buddy doesn’t give him the respect he deserves.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag., baseball bat. 

Complications:  Nachie’s big mouth bragged to a guy by the name of Lenny Gatts.  Gatts will use his Gather Information skill to figure out which of the PC’s are made.  He’ll try to convince the PC he perceives as the most vulnerable that he can move the jewels quicker and more efficiently.  If the PC balks, he’ll begin to harass him.  He threaten to go to the cops, but this is also a lie.  If Buddy is informed of this, he’ll replace Nachie with a guy who has the same stats, but the weakness “Excess Addict” in place of “Braggart”.  He’ll tell the PC’s to “take care of the problem”.  Gatts’ address can be found with a DC 20 Gather Information, DC 14 Investigate, DC 12 Computer Use or a DC 18 Knowledge (streetwise).

Lenny Gatts (30): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 12/+1, Int: 15/+2, Wis: 11/+0, Dex: 16/+3, Con: 14/+2, Cha: 12/+1, Defense 15, 27 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +7 Hide, +6 Move Silently, +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +4 Sleight of Hand, +5 Hide, +5 Move Silently, +6 Destroy Evidence, +6 Intimidation, +5 Sense Motive, +6 Disable Device, Feats:  Simple Weapon Proficiency, Police Connection, Personal Firearms Proficiency, Good Earner, Weaknesses: Greedy, Untrustworthy, Talent: Increased Speed, Know Respect, Respect: 320, Bank: 0, Wealth Bonus: +4 (Lenny will do just about anything to get his hands on the jewelry.)  Weapon of Choice: .38 Special, D2d6, 30ft range, 6 cylinder

Pay-off:  If the PC’s are being hunted by the police, Buddy will put things off until the heat dies down.  Everyone should be below 50% of their max Suspicion and Suspicion should be award for the robbery.  If the PC’s did not take care of Lenny, Buddy has to pay him off and that costs one share.  Getting a new van costs another share.  If anyone’s Suspicion rose above the max, that costs a share, as the Magoladros demand more money to move the merchandise.  The total take is 32 Wealth split with the Magoladros, Buddy and the PC’s.
Awards:




Experience
Respect Points
Suspicion Index Points

Successful skill check



100 per check

Robbing the mini-mart


300

5


+3
Injuring Tristan



100

5


+2

Killing Tristan




200

25


+5

Robbing the Super Mart Thursday

1400

20


+3 per witness*
Robbing the Super Mart Wednesday

1200

20


+3 per witness*

Robbing the Super Mart Tuesday

1000

20


+3 per witness*

Robbing the Super Mart Monday

800

20


+3 per witness*

Robbing the Super Mart Sunday

600

20


+3 per witness*

Robbing the Super Mart Saturday

400

20


+3 per witness*

Robbing the Super Mart Friday 

1600

20


+3 per witness*

(before security guards)

Robbing the Super Mart Friday 

200

20


+3 per witness*

(after security guards)

Killing a security guard


500

25


+5

Killing a mook



100

20


+5

Stiffing Sally for her share


500

-5


+2

Having sex with Sally



200

5+her Sex check
+1

Killing Sally




200

25


+5**

Getting chased by the cops


200

0


+5

Injuring a cop




50 per level
10


+6

Killing a cop




100 per level
50


+10

Listening to Buddy





1d6

Completing a stick up





1d10

Purchasing a gun and using it in jewel heist





+2

Getting injured during jewel heist






+3

Getting through practice the first time
400

10

Getting through practice


200

Showing up late





-10

Getting seen by cops in aborted robbery





+3

Failing Intimidation check




-5 per level of target
+2

Robbing Rossman Jewelers


2000

32


+4

Abandoning van during Rossman robbery





+4

Intimidating Lenny Gatts


300

10


+2

Killing Lenny Gatts



600

25


+5**

*Ignore this award if the PC’s wear masks.

**If the body is disposed off and the crime scene wiped clean, the award is -2.

