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NOTE TO THE GM:  This adventure works best with the PC’s Capo if they are already reporting to one.  Alternatively, the GM may opt to run this with a group of wiseguys under the sway of a powerful soldier.

Set-up:  You are relaxing in your regular hangout (Stugotz Billiards, Elegant Entertainment, the Breadbasket OTB or wherever) when in walks a Jordano capo by the name of Sammy “Bingo” Carmelliano (34).  Sammy greets you warmly and brings in a sack of hoagies from Terrantoto’s Deli and some imported beers.  “Fellas, how ya doin’?  Good ta see ya, good ta see ya.  Thought I’d stop by, treat for lunch and talk some business, huh?  I hope ya don’t mind.”  (Assuming the PC’s don’t object or need to move the meeting elsewhere, Sammy continues.)

The Italian subs from Terrantoto’s are, as always, delicious.  They are stuff full of imported cheese, fresh tomatoes and gabagool with just a hint of olive oil and spices.  Sammy places some chopped yellow peppers on his hoagie as he explains.


“You ever hear of the term pro-active?  That’s what I just did by bringin’ you guys sandwiches, I was pro-active.  I acted to bring your guys over to my side before I even told you why I was here.  Ya see, I got this cousin, he’s about your age, you might remember him, Danny Carmelliano?”


The name rings a bell.  He was probably a grade or two behind you or ahead of you in high school.  


“I helped Danny set up a business that helps people help themselves.  It’s called Realization Seminars.  I’m tellin’ you, the people that come to these things walk out on a cloud.  They think Danny is a genius and he is.  Runs in the family, heh-heh.  Anyhow, the more people that come to these things, the more money Danny makes and in turn, the more money I see for my investment.  Unfortunately, there’s a lot of competition for these things, y’know?  Late night TV ads and such.  I got cash, but who has that kind of cash, right?  But the way I figure it, if I can accelerate the word of mouth about Danny’s program and Realization Seminars, I can make some real cash.   You follow?”

(Let the PC’s respond.  They will probably not follow.)


“Okay, when people come into Danny’s seminars, they got problems they can’t fix, but when they leave, they feel like they can fix.  Stupid shit, like gettin’ a promotion or talking to their kids.  Problem is, they don’t always fix the problems or it takes time.  I figure that if we were to be pro-active and solve some of these people’s problems, the Realization Seminars will get recommended again and again.  I mean, let’s face it, in our line of work, we face a lot of problems, but we know how to be problem solvers.  So what do you say, huh?  You wanna be pro-active?”

Likely questions for the PC’s:
How do we solve these peoples’ problems?  “Well, we don’t have to solve everyone’s problem, right?  My cousin reads these people and then logs it on the computer in his office.  We take a look at his files, pick like the top five or six people and solve their problems.  Maybe we get ‘em laid, maybe we have a talk with the boss or their kid.  We’ll pick stuff we can do.”
What’s in it for us?  “I won’t lie to ya.  There’s a risk, but if it works, I should be able to take care of ya.  Maybe on a regular basis.”  (Sammy will try not to commit to any money, but if the PC’s press him, he’ll finally relent.)  “Okay, okay, I’ll guarantee you 5 Wealth each, huh?”  (Sammy will negotiate all the way up to 12 Wealth each, but no higher.  If he has to go higher than 10, he’ll stipulate that if the scheme works, the PC’s must take the regular scheme payment or a one-time payment.)
What’s the long-term payment?  “Couldn’t say.  It’s gonna depend upon how well this works.”
What’s the deal with your cousin?  “I don’t want him to know about this.  We’ll sneak into his office tonight and make a list off his computer.  I got the keys.”
What about the people we help?  “We definitely can’t let them know about us.  We gotta make them think Danny’s seminars did it.”

When do we do this?  “Meet me near Danny’s Office.  It’s at 2506 N. Oxford Ave.  It’s called the United Machine Parts Office Complex.  Let’s say around 9.  It’s in the middle of the city, so don’t dress like a slob or nuthin’.  There’s a newsstand a few doors down.  I’ll meet you there.”

Sammy “Bingo” Carmelliano (34):  2nd level Fast Mook/3rd Level Family Associate/Wiseguy/5th level Soldier, Occupation:  “Modeling Agent”

Str: 13/+1, Int: 14/+2, Wis: 10/+0, Dex: 15/+2, Con: 12/+1, Cha: 14/+2, Defense 19, 56 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +8 Knowledge (streetwise), +4 Knowledge (Behavioral Sciences), +5 Craft (visual art), +3 Professional Criminal, +4 Bribe, +3 Computer, +3 Shake Down, +2 Beat, +8 Sense Motive, +6 Exploit, +4 Hide, +3 Move Silently, +3 Hide Motive, +3 Seduce, +3 Concentration, +3 Drive, +5 Sense Motive, +8 Diplomacy, +9 Intimidate, +3 Sex, +3 Gather Information, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Business Connection, Prison Veteran, Prison Connection, Lasting Threat, Weaknesses: Excess Addict, Fussy (women)*, Greedy, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 120, Wealth Bonus: +12 (Sammy is a fairly typical Jordano capo.  He parties hard, but is very particular when it comes to women.  Sammy is ambitious and creative when it comes to schemes.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

NEW WEAKNESSES:

* Fussy (Wis): You have to have everything “just so” and that usually means your way.  Whenever you visit a place for a second time, especially a bar or restaurant, there is a 1 in 6 chance your food, drink or service is different and therefore, “wrong”.  You won’t accept this service until it’s the way you like it or unless you succeed a check.  Things that are important to you may force a check.  The player should pick one broad category of things the PC is fussy about in particular.  (Examples: cars, clothes, women, food, cigarettes, grammar, etc.)

Realization Seminar Offices:  (Make the usual checks to see if the PC’s are on time for the break in.  If a PC is late, Sammy will press on without him or her.)  Danny’s office is located at the United Machine Parts Office Complex at 2506 N. Oxford Ave. on the 10th Floor.  Sammy meets you at the newsstand on time.  By nine o’clock, the building is locked from the outside.  There is a doorman at a desk just beyond the glass doors.  “Okay,” says Sammy.  “I got the key to the office, but not to the front door.  Somebody needs to talk the guard into openin’ the door.  The rest of us will follow in like we belong there.  Any volunteers?”  (If the PC’s don’t volunteer, Sammy will take a crack at it.  The check is a DC 12 Bluff and a DC 14 Diplomacy check.  If one of those fails, then a DC 8 Bribe check will work.  Any attempt to Intimidate the doorman through the glass results in him stepping back and calling the cops.  They arrive in 10+1d6 rounds or half that amount if guns are fired.  If the PC’s decide to wait a few hours to see if anyone leaves or arrives in the building, the janitorial staff arrives at midnight.  They do not speak English and will assume the PC’s belong in the building.)
Gerald Rosen (33): 2nd level Strong Mook: Doorman

Str: 15/+2, Int: 11/+0, Wis: 12/+1, Dex: 13/+1, Con: 13/+1, Cha: 10/+0, Defense 12, 18 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills:  +2 Bluff, +3 Listen, +3 Spot, +3 Intimidate, +2 Sense Motive, +4 Computer Use, +2 Sense Weakness, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Toughness, Legitimate Businessman, Weaknesses:  Impatient, Respect: 160, Bank: 20, Talent: Ignore Hardness, Wealth Bonus: +9 (Gerald will call the cops at any sign of trouble.  He doesn’t tolerate people that waste his time.) Weapon of Choice:  baton D1d6 or fists

Danny’s Office:  You take the elevator to the 10th floor and make your way to the Realization Seminar offices.  Sammy unlocks the door.  The lobby is full of literature about Danny’s seminars with titles like “Building a Better You”, “See the Potential Inside”, “The Me-ness of Being Happy” and “Eliminating the Happiness Drainers From Your Life”.  All the literature features pictures of Sammy’s cousin trying to look inspiring.  Entering the office area, you find several cubicles.  One of the cubicles is stacked high with Danny’s books and books on CD.  “You guys should take one of these,” suggest Sammy.  “It’ll change your life, I swear.”  (Any PC with the weakness “Approval Addict” must make a weakness check or he’ll be drawn into Danny’s program.  Eventually, he’ll spend 50% of his wealth on the products over a period of the next six months.  Anyone that searches the office while Sammy is examining the computer can find Realization Seminar’s petty cash box.  It’s in a locked security box that requires a DC 18 Disable Device to open or 15 hit points to smash open.  If Sammy is alerted to this robbery, he’ll object unless he fails a weakness check for greed.  Otherwise, he’ll order the characters to put the money back.  The box contains 6 Wealth.  There is nothing else of significant value in the office other than a few office supplies and office equipment that’s too big to sneak past the doorman.)
Danny’s Computer:  Sammy makes himself home at Danny’s desk and turns on his computer.  He types a few buttons and clicks the mouse.  “Shit, where is it?  Where is it?” he mutters to himself.  (Any PC can make a DC 12 Computer Use check to find the folder marked “New Clients” in Danny’s directory.)
The List:  Sammy prints out a list of potential clients for you to “help” and your group walks to Sidney’s Saloon (104 E. 25th Street near Essex).  Each client has a profile with a list of his or her problems.  Sitting at a booth in the back, you go over the list.  Most of the people want the same thing: Money, but a few of the clients pour their hearts out.  You agree the following clients have possibilities:
Name


Age

Address



Problem

Peter Gaper

27

Appalachian Apts.


He’s shy around women





204 E. 22nd St. Apt. 9A

and is still a virgin.

Hadley Adson

38

425 Cul de Sac St.


His next door neighbor is an 






Bianca Meadows


obnoxious jerk.

Joan Kingsley

41

689 Furgerson Ave.


Her son is out of control and






Bianca Meadows


dealing drugs.*
Alice Tobin

35

Hannibal Condominiums

She has poor self-esteem,






2410 E. Newbury Ave.  4C

especially when it comes to men.

Manny Fritz

59

103 W. 33rd Street


His boss is trying to force him to

2nd Floor



retire by making his life Hell.
Phil Keedler

42

1303 E. 42nd Street


He wants to prove to his kids






row home



that he’s a good father.

*(Alternatively, the GM may use David “Dave Weed” Erickson (19) from Paintball Vendetta has the “troubled” young lad.  If you do this, change Joan’s last name to Erickson.)
Peter Gaper:  Gaper is an overweight computer programmer that lives in a slightly upscale apartment building.  (DC 12 Gather Information check will reveal Peter’s work location and hang outs.  He works at a local computer company and hangs out in comic book stores and coffee shops.  If the PC’s get him laid, the mission is considered accomplished.  The PC’s can either pay a girl or make a DC 15 Run a Brothel check to find a girl that will do it as a favor.  Jordano wiseguys and made guys get +2 to the check.  A Seduce check automatically works on Peter.  If a PC has sex with him, Peter will adopt that PC as the target of his weakness.  He’ll call her relentlessly, asking for advice and telling her about his day.  If the PC wants to put up with this, she gains a Corporate Connection for as long as she’s willing to stand Peter.  Dating Peter after its been established what an annoying mook he is causes a d210 Respect point loss each time the PC is seen in public with him.  She must date him at least once a week to use Peter as a connection or he eventually gives up and finds someone else.)
Peter Gaper (27):  2nd level Smart Mook: Computer Programmer
Str: 10/+0, Int: 16/+3, Wis: 10/+0, Dex: 13/+1, Con: 12/+1, Cha: 9/-1, Defense 11, 11 HP, Attack Bonus: +1, Fort: +0, Ref: +0, Will: +2, Skills:  +2 Bluff, +11 Knowledge (technology), +8 Knowledge (current events), +2 Sense Motive, +9 Computer Use, +4 Diplomacy, +9 Research, +7 Decipher Script, +3 Drive, +9 Profession, +2 Cooking Craft, +3 Swim, +5 Hide, +3 Search, Feats:  Simple Weapon Proficiency, Educated, Corporate Connection, Studious, Weaknesses: Approval Addict, Talent:  Savant (Computer Use), Respect: 500, Bank: 30, Wealth Bonus: +14 (Peter is shy around women, but he needs their approval to feel like a man.)  Weapon of Choice:  fists.

Hadley Adson:  Hadley Adson works as a file clerk for a defense contractor.  His wife works at a day care center.  His son is 12 and his daughter is 10.  They live in a modest home in Bianca Meadows.  To the right of their house is a second house that looks poorly kept.  (A Corporate Connection or a DC 10 Investigate or a DC 14 Computer Use reveals that Hadley works 9 to 5 and his wife works 9 to 3.  A DC 10 Gather Information in the neighborhood will reveal the rivalry between Hadley and his obnoxious neighbor, Mike Remon.  Mike is a divorced construction worker that is living off of a disability law suit from his former employer.  Mike uses the Adsons’ pool without their permission.  He stole their barbecue and kicked their dog.  A character using a Police Connection will get a report on 40 separate incidents involving Remon, most complaints were made by Hadley Adson.)
The bad neighbor:  (Unless the PC’s give him a reason to hide, Mike is 85% likely to be home.  If he’s not at home, he’ll be back in 1d4 hours with food.  There’s a 30% Mike is drunk.  If so, he gets -2 to all attacks and +2 to his hit points.)  Mike Remon has a 3-day beard, sweat pants, sneakers and a stained T-shirt.  His television is on so loud, it can heard from the street.  (To break Mike, the PC’s will need to make a DC 10 Shake Down or a DC 18 Intimidate.  If the PC’s beat up Mike, they can recheck at +4, but Mike will insult them the entire time.  Mike has 4 Wealth of money in his house.  This can be found with a DC 12 Search check.)
Mike Remon (32): 2nd level Strong Mook: Unemployed Construction Worker

Str: 15/+2, Int: 8/-2, Wis: 12/+1, Dex: 13/+1, Con: 14/+2, Cha: 10/+0, Defense 12, 17 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills:  +4 Bluff, +3 Disable Device, +3 Spot, +3 Intimidate, +2 Sense Motive, +6 Craft (Structural), +2 Sense Weakness, Feats:  Simple Weapon Proficiency, Brawl, Confident, Builder, Legendary Rep, Weaknesses:  Disrespectful, Respect: 80, Bank: 0, Talent: Ignore Hardness, Wealth Bonus: +9 (Mike is bored and likes to mess with his neighbors, especially Hadley.) Weapon of Choice:  fists
Joan Kingsley:  Joan Kingsley is a single mother that works as a manager of a small retail chain of greeting card stores.  Her son, Jason, is 18 and is a handful.
Locating her son:  (The PC’s will need to use a Police Connection or make a DC 18 Gather Information check.  A DC 16 Knowledge Streetwise check will allow a DC 15 Gather Information check.  If all this fails, the PC’s can follow Kingsley’s son from his house.)  Jason Kingsley spends most of his time hanging out behind a Bianca Meadows Gas n’ Gulp.  He drives 1999 Crown Victoria with an expensive paint job and rims.  He likes to dress in the clothes of a rap star.

Approaching Jason:  You find Jason hanging out at the back of the Gas n’ Gulp.  He leans on his car.  There are 1d8 high school students.  (Evenly split between boys and girls.  If the PC’s intimidate Jason, he gets a weakness check.  If he fails, the intimidation doesn’t work.  If the PC’s force him to change his clothes, get a job or do something else on the straight and narrow, Jason no longer gets the weakness check.  Holding his car hostage will also work.)

Jason Kingsley (18): 1st level Fast Mook: 

Str: 14/+2, Int: 13/+1, Wis: 11/+0, Dex: 15/+2, Con: 10/+0, Cha: 12/+1, Defense 13, 10 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +4 Bluff, +2 Sense Weakness, +5 Craft (mechanical), +2 Craft (pharmaceuticals), +5 Drive, +3 Swim, +6 Hide,  +5 Move Silently, +1 Sense Motive, +5 Diplomacy, Feats:  Simple Weapon Proficiency, Streetfighting, Personal Firearms Proficiency, Stealthy, Legitimate Businessman, Weaknesses:  Oblivious to Danger, Respect: 100, Bank: 12, Talent: Evasion, Wealth Bonus: +6 (Jason thinks he is a gangster, but he doesn’t take being a gangster very seriously.) Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.
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Average Bianca Meadows High School Student: 1st level Fast Mook: 

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Diplomacy, +2 Sense Weakness, +5 Hide Motive, +2 Knowledge (Current Events), +3 Swim, +2 Craft (writing), +3 Drive, +3 Sex, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Naive**, Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +2 (Bianca Meadows high school students think that real crime only happens in the city.) Weapon of Choice:  fists

NEW WEAKNESSES

**Naive (Wis):  You are innocent.  You tend to trust all people and believe that all people are good.  If you fail a weakness check against a target that Bluffs you successfully, all future Bluffs by that person will be made against you at +4 and they are automatic unless there is compelling evidence that the target lied.  (This is a weakness generally reserved for mooks and children ages 12 and below.)

Alice Tobin:  Alice works as a segment producer at WLCN-TV.  She has two cats and is extremely lonely.  She has spent a small fortune on matchmaking websites.  (DC 12 Gather Information, DC 16 Computer Use or DC 20 Investigate reveals that Alice likes Indian food, ball room dancing and cats.)
2nd level Dedicated Mook: Alice Tobin (35)

Str: 14/+2, Int: 13/+1, Wis: 16/+3, Dex: 14/+2, Con: 10/+0, Cha: 6/-3, Defense 12, 13 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +6 Spot, +8 Craft (Visual Arts), +4 Make Up, +5 Sex, +6 Sense Motive, +6 Performance (writing), ++4 Treat Injury, +4 Knowledge (Streetwise), +6 Investigate, Feats:  Simple Weapon Proficiency, Media Connection, Entertainment Connection, Creative, Corporate Connection, Weaknesses:  Love Addict, Respect: 200, Bank: 50, Talent: Skill Emphasis (Craft, Visual Arts), Wealth Bonus: +16 (Alice is a lonely television producer that dreams of meeting her Prince Charming.) Weapon of Choice:  fists

Dating Alice:  (Any PC that dates Alice gets a free Media Connection as long as they go on one date a week with Alice.  The PC will have to increase the amount spent on each date by +1 for every date until he has sex with her.  Dating Alice, causes the PC to lose 2d6 Respect and having sex with Alice causes the PC to lose the amount in Respect with Alice’s Respect score.  Characters with the weakness “Sex Addict” are immune to the Respect loss when having sex with Alice.  She’s extremely possessive and will keep calling and watching the PC if she expects that he is cheating.  Alternatively, the PC can hire a male prostitute, but this requires the PC’s to figure out her likes.  It costs 12 Wealth to hire the stud for each date.  If anyone has sex with Alice, it’s automatically a “win”.)  

Manny Fritz:  Manny is an accountant.  He gray and bald and looks even older than his 59 years.  (A Corporate Connection reveals that Manny’s boss is trying to drive him out before he’s 60 so the company can save money on his pension.  His boss is Gary Beckett, age 24.  Garry is part of an executive program to cut cost at the company.  They work at Cooperfield Electronics Inc, a multinational corporation based in New Milan.  This is the only way to get information on Manny.  The PC’s can follow him from his home to work.)
Cooperfield Electronics Inc:  The CE building is one of the largest buildings in New Milan.  Manny’s office is located at 2100 N. Newbury Ave. on the 30th Floor.  He works in a maze of cubicles.  His boss, Gary Beckett, has his own office.  The skyscraper has its own garage that is six floors.  (There are video cameras in the stairwell of the skyscraper and all the entrances and exits, but not inside the parking garage.  This is a perfect place to “talk” to Gary.  He requires a DC 16 Shake Down or DC 20 Intimidate.  If he misses his weakness check, the check is negated.  If the PC’s beat him to within 5 hit points or lower, he’ll agree to just about anything.)
2nd level Charismatic Mook: Gary Beckett (24)

Str: 12/+1, Int: 10/+0, Wis: 10/+0, Dex: 11/+0, Con: 14/+2, Cha: 16/+3, Defense 11, 18 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +9 Diplomacy, +4 Gather Information, +9 Knowledge (business), +6 Bluff, +6 Exploit, +6 Intimidate, +7 Knowledge (current events), +8 Sense Motive, +4 Hide Motive, +8 Sense Weakness, +6 Profession (accountant), +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Know Run, Confident, Corporate Connectionx2, Weaknesses:  Power Addict, Respect: 190, Bank: 0, Talent: Fast Talk, Wealth Bonus: +18 (Gary is a bully.  He thinks he’s tough, but he carries pepper spray just in case.) Weapon of Choice:  Pepper Spray (Fort save vs. 15 or blinded 1d4 rounds).

Following Gary:  Gary has an apartment at JC Apartments at 3010 N. Torrence Ave.  (He also visits the Jade Palace at 2919 N. Blueberry Ave. every day for a massage.  The PC’s will recognize this place as a brothel if they are Magoladro Associates, otherwise it requires a DC 8 Knowledge Streetwise check.  Either way, it will be a matter of a few phone calls to get access to Gary the next time he goes to the Jade.)
Phil Keeler:  Phil is a divorced father of two and works as the manager of the Sugarland Stopover Hotel.  (This is the same hotel from Da Usual Prospects.  A DC 14 Investigate, DC 16 Gather Information or a Police Connection reveals that Phil had his car stolen when he had his kids over for a weekend.  According to the police report, Phil was crying when the cops arrived.  The carjackers threatened him several times with a gun and humiliated him in front of his kids.  Locating the carjackers requires a DC 18 Gather Information check and a DC 14 Knowledge Streetwise check.  Phil mini-van was eventually recovered stripped of its components.  Sammy will suggest staging another robbery and letting Phil beat them up.  Alternatively, the PC’s might actually find the carjackers and get Phil to capture or beat them up.)
The carjackers:  Robby and Terrance hang out Stabler’s Auto at 4116 N. White Ave. where they strip and resell the car parts they steal.  (The PC’s will have to intimidate Robby and Terry or negotiate their cooperation.  They are unlikely to cooperate without some sort of incentive.  Sammy will be against paying them anything.  Robby has 3 Wealth on his person and Terry has 1.)
Robby Murray (28):  2nd level Dedicated Mook/4th Level Family Associate/Wiseguy:  

Str: 12/+1, Int: 13/+1, 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 Disable Device, +6 Sense Weakness, +4 Diplomacy, +7 Intimidate, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Legitimate Businessman, Personal Firearms Proficiency, Weaknesses: Greedy, Power Addict, Talent:  Skill Emphasis: Intimidate, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 150, Wealth Bonus: +9  (Robby wants to run a carjacking scam to encompass the whole city.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag., baseball bat. 

Terrance Bean (29):  2nd level Tough Mook/3rd Level Family Associate/Wiseguy:

Str: 13/+1, Int: 12/+1, Wis: 10/+0, Dex: 12/+1, Con: 16/+3, Cha: 8/-1, Defense 15, 32 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Bluff, +4 Knowledge (streetwise), +3 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Sense Weakness, +4 Destroy Evidence, +2 Drive, +4 Sense Motive, +2 Diplomacy, +7 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legitimate Businessman, Lasting Threat, Weaknesses: Aggressively Dominant, Short Fuse, Braggart, Talent:  Remain Conscious, Know Respect, Balls, Respect: 500, Bank: 120, Wealth Bonus: +12 (Terry is a bully and threatens people alot.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Finishing the Adventure:  Sammy wants to shoot for all six clients.  If he gets five of six, he’ll be happy and four out of six will barely make the cut.  Three or less requires the PC’s to go back or give up.
The Realization Seminar Scam

Type:  Regular

Who:  Any

Pay-off:  10 Wealth points split, two shares for Sammy, three shares up the chain.  Subtract one Wealth for each client less than six that is satisfied.

Division:  1 or more

Prerequisite:  Connection to Sammy’s cousin or Corporate Connection

Skill check required:  DC 14 Bluff x 6, DC 12 Intimidate x 2

Time:  one per month

This scheme requires that the PC’s be invested in Realization Seminars or a similar business.  Without Sammy, it’s likely the PC’s will have to drop Realization Seminars unless they build a relationship with the cousin.  They can wait until business slacks off, but it’s up to the GM what happens.  The police are very unlikely to uncover this scheme.

Awards:



Experience
Respect Points
Suspicion Index Points

Helping Peter 



200

5


+2

Seducing Peter


100




+1

Helping Hadley


100

10


+1

Beating Mike



300

15


+3

Killing Mike



400

25


+5

Helping Joan



300

5


+2

Intimidating Jason


200

10


+3

Helping Alice



50

0




Dating Alice



100

-2d6

Having Sex with Alice

50

-Sex Roll

Helping Manny


200

5


+3

Beating Gary



300

15


+2

Helping Phil



400

20


+4

Using the carjackers to help Phil
500

30


+3

Acquiring the Scheme


1000

25


+2

Helping Sammy




+1d20

Completing the job




+1d10


