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FOR THE GM ONLY:  This adventure is for higher level characters.  Capo Peter can be replaced with the PC’s own capo or supervisor if appropriate.  There are a lot cops around and a lot of money on the line in this adventure, so tensions will be running high.

Set-up:  Peter Arcino (39) is a capo in the Magoladro Family.  He has a reputation for being extremely tough and no-nonsense.  He would have to be.  One of his primary jobs is extorting protection money from the drug dealers in the Magoladro territory.  Recently, the cops have put the squeeze on drug dealers, especially in Magoladro territory.  Peter has been using guys from all over the Family as extra protection to collect payment.  The drug dealers have become very reluctant customers.  He has called a meeting with you and your associates at Fire Station #14 at 307 W. 36th Street.  Several of the guys in Peter’s crew are volunteer fireman and some of the firemen are also wiseguys in their own right.  He told you to meet in the alley behind the firehouse.  He told you to meet at 9:30pm.  It’s been raining all day and will probably be raining tonight.  You got the call in the afternoon.  You have about six hours to get ready.
Meeting Peter:  (Make the usual checks for time-related and addiction weaknesses.  Anyone that shows up early finds Peter already waiting.  He’s impressed with any PC that shows up early and shares a cigar with them.  The PC’s gain 10 Respect points.)  You find Peter standing outside in the alley.  He is flanked on either side by Richie and Tony, two of his soldiers.  Tony is holding an umbrella for Peter.  Peter smokes a cigar.  “Hey fellas, thanks for comin’ out.”  (If the PC’s don’t have umbrellas or raingear, Peter says, “How ‘bout this weather?  Guess you missed the weather report, huh?”  He also makes a face like he thinking the PC’s are idiots for walking out in this weather.  The PC’s lose 5 points of Respect if they have no response.  A DC 12 Joke check will negate the loss.  If the GM laughs, award them 5 Respect points.)  “Got a job for yas.  A collection of sorts.  A dealer we shake down on a regular basis is late on his payment.  Guess he figures, since the cops are squeezin’ him, he don’t have to pay.  He figures wrong.  Go get our money.  If he don’t have it, make sure you leave him with a reminder that it is due with interest next week.  Any questions?”
Likely questions from the PC’s:

Who is this drug dealer?  “Guy by the name of Dan Georgetown.  Used to be a cop.  He used to move more snow than the plows at winter.”
How much do we get paid?  “12 Wealth total.  You do a good job and I might be inclined to make this a regular thing.”  (Peter is lying.  He only needs the PC’s for this job, but he will negotiate up to 15 Wealth.)
How much does Dan owe?  “18 Wealth.  Anything above 10 will be acceptable for the week.  Anything below that requires a stern warning.”
Does Dan still have ties to his cop buddies?  “Probably, but I wouldn’t count on them savin’ him.”

Can we take something other than cash?  “Normally, I’d say yes, but the cops are watchin’ everybody.  Unless it’s something really good like a new car or somethin’, cash only.”

What sort of warning should we give him?  “A stern warning.  One he’ll remember, but make sure he can work.”

Will he be armed?  “Stupid question.  Of course!”  (Lose 5 Respect points.)
How many guys does he have?  “Two that I know of, probably more.  They’ll be armed too, so come heavy.”
Where can we find this guy?  “He deals out of a few different places, but he lives at 1029 E. 43rd Street in a nice town house.”
DC 18 Gather Information check or Police Connection used on Dan:  Georgetown started out as an honest cop, but after his wife took him to the cleaners during a divorce, he started shaking down drug dealers.  Eventually, he got caught taking a bribe and was kicked off the force.  Using his connections, he has built up a nice drug business, but recently, he’s been hard pressed to make his money.

DC 20 Knowledge, Street:  Crooked cops are not to be trusted.  They are liable to turn on anyone.  Peter probably doesn’t want to get his hands dirty if this goes bad.  Dan could be a likely target of the recent crack down.

Peter Arcino (39): 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/5th level Soldier, Occupation:  “Waste Management”

Str: 15/+2, Int: 14/+2, Wis: 12/+1, Dex: 12/+1, Con: 17/+3, Cha: 12/+1, Defense 16, 86 HP, Attack Bonus: +8/+2, Fort: +5, Ref: +1, Will: +2, Skills:  +11 Bluff, +8 Knowledge (streetwise), +6 Bribe, +3 Shake Down, +10 Sense Motive, +6 Spot, +4 Craft (Cooking), +4 Craft (mechanical), +6 Exploit, +3 Hide Motive, +10 Run a Crew, +7 Sense Weakness, +8 Diplomacy, +12 Intimidate, +5 Professional Criminal, +4 Destroy Evidence, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Point Blank Shot, Streetfighting, Sharp**, Builder, Police Connection, Weaknesses: Impatient, Violent Temper, Fussy (money)*, Tough Guy, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 320, Wealth Bonus: +21 (Peter believes in being professional at all times.  He can’t stand it when someone hands him money in a big mess.  He’s constantly in a rushing and rushing others.)  Weapon of Choice:  Glock 20, 10mm autoloader, D2d6, 40ft range, 15 mag.

Peter’s Crew: Average Magoladro Soldiers: Richie, Tony, Rocco, Mario, Benny, John, 

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier: 
Str: 13/+1, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 12/+1, Defense 16, 38 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Bribe, +6 Shake Down, +5 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Destroy Evidence, +4 Drive, +3 Sense Motive, +5 Diplomacy, +7 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Confident, Weaknesses: Greedy, Follower***, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 130, Wealth Bonus: +12 (Peter’s guys are very loyal.  He killed a guy in front of them with his bare hands.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

NEW WEAKNESS

* 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.)

***Follower (Int):  You prefer to follow rather than lead.  In your mind, life is just easier that way.  After all, how can you be responsible if you’re only following orders?  Being put in a leadership position makes you very uncomfortable and you’ll actively avoid it.  If you are forced into the position, you must make a check or you’ll abandon the post at the first opportunity.  If you want to disobey an order from a superior you must make a check, even if that order is against you’re best interests.

NEW FEAT

**Sharp
Prerequisite: none

Normal: +2 Spot, +2 Sense Motive 

Special: n/a

Dan’s Real Deal:  FOR THE GM ONLY:  Dan decided a few weeks ago to make one last major score and then leave the drug life behind him.  Unfortunately, the DEA (Drug Enforcement Agency) got wind of the sale when Dan purchased eight kilos of cocaine from a Columbian Cartel.  Shortly after the purchase, the cops trailed Dan and his associates.  They spotted the tail, but couldn’t shake it.  They dropped the knapsack full of cocaine inside a clothing donation drop box for the Salvation Savers.  Unfortunately, they’ve been under surveillance every since and have been unable to go back for it.  They’ve been hanging out in Dan’s townhouse hoping the DEA will get tired of watching them and give up.  Last time Dan talked to Peter on the phone, he was a little dismissive, so Peter has decided to be a jerk about the street tax, rather than extend the deadline.
Dan’s Townhouse:  Dan’s townhouse is in a nice section of New Milan.  The house itself is four stories and very expensive.  It comes with a one-car garage.  (To spot the surveillance, the PC’s must first announce that they are checking for it.  To spot the DEA across the street requires a DC 28 Spot check or a DC 25 Spot check if the PC’s look in the house directly across the street from Dan’s.  If the check fails, the PC’s still cannot see into the house.  If it succeeds, they catch a glimpse of movement and what looks like a camera.  If they stake out the street, they gain +1 to the Spot check per hour.  The DEA will have a patrol car with two average beat cops move along the PC’s after two hours.)
The DEA Stake Out:  FOR THE GM ONLY:  The agents across the street can see and hear anyone outside the front of the house.  They have a parabolic mike and a video camera.  They cannot see anything behind the house, but they do have a regular patrol going past it.  There is a 1 in 8 chance of the patrol passing by the back of the house if the PC’s attempt to enter through the back.  There are always two agents watching the townhouse, but they can call for four more to arrive in 10+1d20 minutes in the day and 10+1d10 minutes in the late night or very early morning.  The agents are trying to catch Dan with drugs.  If the PC’s start a firefight in the townhouse, they will attempt to secure the entrances of the house until back up can arrive.  It will take 5+1d6 minutes for two average beat cops to arrive and 10+1d10 minutes for eight DEA agents to arrive.  Everyone will be wearing undercover vests.

If the PC’s identify themselves as being associates, made guys or having ties to the Magoladro Family, the DEA will investigate them.  Anyone identified gains 10 Suspicion points, but these are kept secret by the GM.  If the agents suspect the PC’s know where the drugs are, they will be tailed by two DEA agents for at least 2d8 days, depending on the evidence against the PC’s.  If the Suspicion Index of any PC goes above the threshold, they will be arrested.  The agents will tell the PC they will face a long prison term if they do not cooperate.  The PC’s lawyer will confirm that the modifier for their trial will be +4 unless they cooperate.  If they cooperate, the modifier is -4.  If they agree to wear a wire, they will be set free.  The DEA is mainly interested in Dan.  If they find out the Magoladros are involved, they will also attempt to link them to the crime.  If the PC’s are caught with drugs, their assets will be seized and they will lose 10 Wealth (straight subtract) in addition to any fines or sentences imposed.
Average DEA Agent: 2nd level Tough Mook/6th Level Undercover Cop

Str: 14/+2, Int: 14/+2, Wis: 10/+0, Dex: 14/+2, Con: 15/+2, Cha: 13/+1, Defense 20, 59 HP, Attack Bonus: +7/+1, Fort: +5, Ref: +2, Will: +1, Skills: Intimidate +4, Disguise +4, Gather Information +6, Investigate +8, Knowledge (streetwise) +4, Spot +4, Search +3, Listen +4, Destroy Evidence +3, Drive +7, Knowledge (tactics) +6, Pilot +2, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Advanced Firearms Proficiency, Weaknesses:  Code of Honor (they must uphold the law), Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 800, Bank: 300, Wealth Bonus: +12  (DEA agents are specially trained to fight the drug war.  They are well-trained and well-financed, so they are difficult to bribe.)  Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag., undercover vest.
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Also contains a Browning BPS 10-gauge shotgun (30ft range, 2d10, 5 internal) in the trunk.
Talking to Dan: You find Dan and his boys inside playing violent video games on his wide screen television.  The four men are all wearing expensive tracksuits and jewelry.  They appear to be armed.  (Dan knows he is being watched and he thinks he’s being bugged too.  He won’t admit to selling drugs and will insult the PC’s as he tells them they’ve made a mistake.  The PC’s will have to use Torture, Shake Down or Intimidate to get what they want.  They must make all checks at -4 and the DC is 20.  Unless they specifically stay away from the windows, the DEA agents video tape the aggression.  They’ll call for back up, but won’t move in unless the PC’s look like they’re going to kill someone.  Dan responds better to Diplomacy.  It takes only a DC of 15 to get him to give up 7 Wealth.  The jewelry is worth another 2, giving the PC’s a total of 9.  They can return to Peter and attempt to make a DC 15 Diplomacy with him.  If the PC’s successful Torture, Shake Down or Intimidate Dan and his guys, he’ll make “the admission”.  All suspicion points earned while the DEA watches is doubled, but don’t tell the PC’s their Suspicion is high until they are arrested or confronted by law enforcement.)
The Admission:  Dan is sweating profusely.  He looks very nervous.  “Look, I can’t pay you right now, the cops are everywhere.  B-b-but I had some blow, a big shipment, but I had to ditch it because of the cops.  They probably found it by now, but it might still be there.  Eight Kilos of premium blow, man!  All taped up inside this backpack.  It’s black and yellow with a picture of a snow-capped mountain on it.  You get that back for me, I’ll pay your boss and I’ll pay you for your trouble!  I swear.”

Likely questions for the PC’s:

Where is the backpack?  “We left it in a Salvation Saver drop off in the parking lot of a Hardware Outlet.  It’s at 1015 E. 24th Street.”  (This is the same Hardware Outlet from Bruno’s Good Sleep.)
Why are the cops following you?  “They’ve been clockin’ me for weeks.  Eight kilos, why ya think?”

Where do you want us to deliver the drugs?  “Rent a storage unit and hide it in there.  There’s a Storalot at 1350 S. Cross Street near 7th and Cross.  Put some other boxes in there and junk it up and don’t use your real name to rent it.”

How much money?  “How much you want?  I’ll pay you 18 Wealth, but only if it’s all there.  Don’t try and fuck around.”  (Dan will negotiate all the way up to 25 Wealth.  If the PC’s force him to go higher, he’ll plan to ambush and kill them later.)
Dan Georgetown (42): 2nd level Tough Mook/3rd Level Cop/4th level Wiseguy
Str: 13/+1, Int: 14/+2, Wis: 10/+0, Dex: 12/+1, Con: 15/+2, Cha: 10/+0, Defense 18, 64 HP, Attack Bonus: +7, Fort: +6, Ref: +2, Will: +2, Skills: Bribe +4, Diplomacy +8, Intimidate +6, Craft (pharmaceuticals) +7, Gather Information +6, Investigate +4, Knowledge (streetwise) +9, Spot +5, Search +3, Listen +3, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness, Good Earner, Legitimate Businessman, Other Family Connection (the Magoladros), Weaknesses:  Greedy, Disrespectful, Drug Addict (cocaine), Talent: Remain Conscious, Identify Family Members, Interrogate, Know Respect, Balls, Respect: 810, Bank: 0, Wealth Bonus: +7  (Dan is a greedy, loud mouth that was always in trouble when he was on the force.  His greed finally got the better of him.  He wants to get out of the drug life and out of New Milan, but he’s afraid his old business partners will kill him.  He has long since burned all his bridges with his friends at the police department.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., undercover vest.
Art “Shelly” Sheldon (23): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy:

Str: 17/+3, Int: 12/+1, Wis: 13/+1, Dex: 13/+1, Con: 12/+1, Cha: 10/+0, Defense 15, 30 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +2 Craft (pharmaceuticals), +3 Hide, +3 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 Diplomacy, +7 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearms Proficiency, Run, Weaknesses: Aggressively Dominant, Tough Guy, Talent: Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 45, Wealth Bonus: +5 (Shelly is a bully and he’ll challenge anyone that questions his strength.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Ned Baker (30): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 12/+1, Int: 10/+1, Wis: 11/+0, Dex: 16/+3, Con: 14/+2, Cha: 12/+1, Defense 15, 25 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +4 Hide, +4 Move Silently, +9 Camouflage, +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +4 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Corporate Connection, Good Earner, Weaknesses: Drug Addict, Low Self-Esteem, Talent: Increased Speed, Know Respect, Respect: 305, Bank: 0, Wealth Bonus: +5 (Ned will do just about anything to get his blow.)  Weapon of Choice: TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Jim Barnes (31):  2nd level Tough Mook/3rd Level Family Associate/Wiseguy:

Str: 13/+1, Int: 15/+2, Wis: 10/+0, Dex: 12/+1, Con: 16/+3, Cha: 8/-1, Defense 15, 31 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Bluff, +4 Knowledge (streetwise), +7 Sense Motive, +3 Exploit, +3 Hide Motive, +6 Sense Weakness, +4 Destroy Evidence, +2 Drive, +4 Sense Motive, +3 Repair, +4 Disable Device, +6 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Know Someone’s Heart, Lasting Threat, Weaknesses: Creature of Habit, Short Fuse, Family Guilt, Talent:  Remain Conscious, Know Respect, Balls, Respect: 425, Bank: 0, Wealth Bonus: +2 (Jim is argumentative and he worries what his life will do to his son.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

The Drop Off:  You find the blue, dumpster-sized, Salvation Saver drop-off box at the corner of the parking lot.  Nearby, on the corner, a homeless guy begs for changed from passing motorists at the red light.  (The drop off is empty.  The homeless guy knows that the Salvation Savers picked up the clothes yesterday.  For a few extra bucks, he’ll tell the PC’s this info and that the Salvation Saver Thrift Store is at 5310 N. Blueberry Ave.  The employees inside the Hardware Outlet don’t know anything about the Salvation Savers.)
2nd level Strong Mook: Bob Jackson (33)

Str: 15/+2, Int: 11/+0, Wis: 11/+0, Dex: 14/+2, Con: 12/+1, Cha: 10/+0, Defense 13, 16 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +7 Bluff, +3 Sense Weakness, +4 Listen, +4 Spot, +5 Sense Motive, +2 Performance (Acting), +4 Knowledge (technology), +4 Craft (structural), Feats:  Simple Weapon Proficiency, Run, Brawl, Streetfighting, Know Someone’s Heart, Weaknesses:  Code of Honor (Bob tries to obey the law), Respect: 30, Bank: 0, Talent: Extreme Effort, Wealth Bonus: +0 (Bob lost his job last year and doesn’t have any family to help him.  He used to work in construction.) Weapon of Choice:  fists.

The Salvation Savers Building:  A quick glance at the complex and you determine that the clothes are delivered into the back of the building.  There is an extension to the complex that resembles a warehouse.  There are several large windows on the second floor that would provide easy access to the warehouse if you can climb to them.  The entrance through the front door means you would have to walk through several offices and doorways to get to the warehouse.  The most direct access is through one of the doors on the loading dock.  (A DC 16 Spot check reveals that there is a security camera on the dock.  There is also an alarm on the doors.  The windows are left open.  If anyone forces the door, the alarm goes off.  There is a power relay station that’s padlocked.  DC 17 Disable Device check to open.  To bypass the security alarm requires a DC 14 Disable Device and a DC 12 Craft (Electronics) check with tools, add +4 to each check without proper tools.  A DC 15 Craft (Electronics) is required to shut down the video camera.  If the PC’s climb through the window, both can be bypassed.  This requires a DC 20 Climb check with a 1 in 8 chance of a patrol car with two average beat cops passing by.  Watching the warehouse from their car is Shelly’s gang.  He tipped them off about the coke and is hoping he can eventually get away from Dan long enough to get the coke himself.  Shelly’s gang want to steal the coke and cut him out, but they already tried once and nearly got caught.  When the PC’s break inside, make a Spot check for all the gang members.  If they succeed, they see the PC’s and watch them to see if they emerge with the knapsack.  If they do, they will follow them and ambush them at the first opportunity.  They will do almost anything to get the coke.  If the PC’s are looking around, they are hiding in a car in an alley across the street.  They put some boxes in front of it to hide it.  To see the car at night requires a DC 25 Spot check or DC 20 in the day.  Getting to the room during the day would require an elaborate Bluff and Minor or Major Con.  The base DC is 14, depending on how good the PC’s story.  No one inside the Salvation Savers has found the coke yet.  To locate the knapsack requires a DC 24 Search.  The PC’s can take +1 per 20 minutes of searching, cumulatively.)
Shelly’s Gang:  FOR THE GM ONLY:  The gang has a single-mindedness when it comes to acquiring the cocaine, but they haven’t thought much beyond that other than cutting Shelly out of the picture.  If left to their own devices, they’ll probably turn on each other.  They are not interested in killing the characters, just getting the cocaine, but they’ll kill them if they have to.  They’ll try and follow the characters to a remote spot before ambushing them.
Robert Fargo (29): 2nd level Tough Mook/7th Level Family Associate/Wiseguy:

Str: 13/+1, Int: 11/+0, Wis: 12/+1, Dex: 14/+2, Con: 17/+3, Cha: 11/+0, Defense 16, 91 HP, Attack Bonus: +5, Fort: +7, Ref: +1, Will: +2, Skills: +5 Hide, +4 Move Silently, +8 Bluff, +11 Knowledge (streetwise), +6 Sense Weakness, +9 Destroy Evidence, +3 Exploit, +3 Hide Motive, +7 Sense Motive, +5 Sleight of Hand, +10 Drive, +8 Camouflage, +13 Intimidate, Feats:  Simple Weapon Proficiency, Police Connection, Military Connection, Personal Firearms Proficiency, Advanced Firearms Proficiency, Lasting Threat, Attentive, Weaknesses: Sex Addict, Tough Guy, Greedy, Talent: Remain Conscious, Know Respect, Balls, Legitimate Front, This Guy’s Good, Respect: 900, Bank: 60, Wealth Bonus: +2 (Robert is Shelly’s good buddy, but he’ll gladly sell him out for this score.  He thinks that becoming a drug kingpin he can have any woman he wants.)  Weapon of Choice: Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., Uzi, single/automatic, D2d6, 40ft range, 20 mag.
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(Four Door, mid-sized sedan.)
Herb Gorman (30):  2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy: 

Str: 13/+1, Int: 10/+0, Wis: 11/+1, Dex: 13/+1, Con: 12/+1, Cha: 17/+3, Defense 15, 30 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +1 Knowledge (streetwise), +5 Sex, +4 Bribe, +6 Shake Down, +2 Sense Weakness, +3 Exploit, +3 Hide Motive, +4 Seduce, +5 Drive, +6 Sense Motive, +8 Diplomacy, +8 Intimidate, +4 Craft (pharmaceuticals), +5 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legendary Rep, Weaknesses:  Uncontrollable Temper, Respect: 430, Bank: 0, Talent: Charm, Know Respect, Balls, Make Contacts, Wealth Bonus: +2 (Herb has a Legendary Rep getting the ladies.  He’s a smooth operator.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag. pharmaceutical testing kit

Roscoe and Mack Bean (24):  2nd level Fast Mook/3rd Level Family Associate/Wiseguy: 

Str: 13/+2, Int: 11/+1, Wis: 11/+1, Dex: 17/+4, Con: 12/+1, Cha: 13/+1, Defense 17, 28 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +5 Knowledge (streetwise), +7 Cheat, +4 Bribe, +6 Shake Down, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +2 Drive, +6 Sense Weakness, +6 Diplomacy, +8 Intimidate, +7 Destroy Evidence, +4 Gamble, +3 Knowledge (pop culture), +2 Computer, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearms Proficiency, Weaknesses:  Superstitious, Drug Addict, Respect: 430, Bank: 0, Talent: Evasion, Know Respect, Balls, Wealth Bonus: +2 (The Bean brothers would do anything for their buddy Herb, he usually supplies them with great blow.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Acquiring the Coke:  FOR THE GM ONLY: Holding that much cocaine raises all the PC’s Suspicion Index levels by +5.  Again, this is a secret amounted added by the GM.  The cocaine has a street value of 38 Wealth!  This requires a DC 15 Knowledge Streetwise check to know, otherwise they’ll only know that it’s “over 30 Wealth”.
Calling Peter:  “You got that much product?!” says Peter, amazed.  “Don’t say nuthin’ on the phone.  Let’s set up a meeting and don’t bring that with you.  Put it in a safe place and we’ll figure out what to do.”  (Without naming the place on the phone, the PC’s will have to arrange a meeting with Peter.  If they don’t already know a place, he’ll suggest “that place with the red sauce”.  A DC 10 Knowledge Streetwise check means the PC understands that he’s referring to Morelli’s, Area AA on the New Milan City Map.)
Negotiating with Peter:  “All right fellas, tell me your story,” says Peter in the parking lot.  (Peter has his cellphone on and Richie and Tony with him.  The other four guys are in a Cadillac around the corner listening.  Peter will try and get the PC’s to reveal the location of the coke.  If they do, the other four guys will go get it while Peter stalls the PC’s until the rest of the crew can take the coke.  If the robbery is success, Peter insists on getting the coke immediately.  When he finds it gone, he offers the PC’s 10 Wealth in way of a partial payment for their hard work.  He’ll negotiate all the way back to the original price.  If the PC’s are made guys, he’ll pay them what he promised.  He and the rest of the crew unload the coke and split the money.  If and when the PC’s find out about it, he’ll lie and tell the PC’s it was coke from a different drug deal.  If the PC’s manage to strike a deal and not reveal the location, Peter tells them to sit tight for 24 hours and makes arrangements.  He’ll offer the PC’s 24 Wealth, but negotiate all the way to 28.  This requires a Diplomacy check equal to the Wealth score.)
Unloading the Coke:  FOR THE GM ONLY:  If the PC’s decide to keep the cocaine for themselves, they’ll have to unload it.  A group of 105’s that bought from Dan have been trying to track down the coke for themselves.  Make a DC 15 Gather Information check for them.  If they succeed by more than five, they locate the PC’s.  If they succeed by less than five, the PC’s get word ahead of time that they are looking for them.  The 105’s will pretend that they are buyers, but a DC 12 Knowledge Streetwise check will reveal that it is unlikely the gangbangers have that kind of money.  They will say and do anything to get their hands on the cocaine.  If the PC’s manage to Intimidate all of them, they can convince the 105’s to be the street dealers and sell for the PC’s, but it requires Lasting Threat feat to keep them in line.  If this succeeds, the PC’s can make the entire amount 36 + (1d6-3) in two months.  They will be expected to pay four shares to the Family if they are made, three if they are not.  An additional share can be subtracted for made guys in the same family or with an Other Family Connection.  The PC’s may decide, at this point, to finance major drug deals.  Unfortunately, they will quickly find themselves the target of DEA investigations and rival gangs.  Most made guys want to steer clear of drugs due to the heavy sentences imposed.  The 105’s will be a constant problem.

If the PC’s look for one buyer, the Russians are willing to pay 30 Wealth, the Karate Tong will pay 32, the 105’s will offer a higher bid, but try to ambush the PC’s and the Columbians will offer 28.  Depending upon the relationship the PC’s Family or their group has with these families should influence the deal.  The 105’s will attempt to rob them a day before the deal.  If the PC’s delay more than another week, they’ll be attack by a second gang of 105’s with the same stats.
Tee-3 (24): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/5th level Soldier: “Capo”

Str: 13/+1, Int: 12/+1, Wis: 10/+0, Dex: 16/+3, Con: 14/+2, Cha: 14/+2, Defense 19, 61 HP, Attack Bonus: +8/+2, Fort: +5, Ref: +5, Will: +3, Skills:  Bluff +11, Diplomacy +2, Sense Weakness +7, Joke +6, Exploit +4, Drive +5, Intimidate +9, Gather Information +5, Gamble +3, Disable Device +4, Knowledge (Streetwise) +13, Sense Motive +4, Search +5, Hide +6, Bribe +4,  Run a Brothel +6, Hide Motive +3, Feats:  Simple Weapon Proficiency, Brawl, Confident, Prison Veteran, Lasting Threat, Personal Firearms Proficiency, Confident, Point Blank Shot, Stone-faced, Weaknesses:  Tough Guy, Family Guilt, Greedy, Aggressively Dominant, Talent: Increased Speed, Know Respect, Balls, Absolutely Loyal, Fearsome Display, Captain, Respect: 945, Bank: 30, Wealth Bonus: +8  (Tee-3 has poor circulation and likes to wear three T-shirts in the winter.  He’s a stone cold killer and he wants to be paid.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Average 105 Soldier: 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Ricky, Santos, Beebop, Sharpie, etc.
Str: 15/+2, Int: 10/+1, Wis: 10/+0, Dex: 15/+2, Con: 15/+2, Cha: 14/+2, Defense 18, 44 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +1, Skills: +9 Hide, +9 Move Silently, +5 Bluff, +6 Knowledge (streetwise), +3 Sense Weakness, +1 Shake Down, +2 Run a Brothel, +2 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Drive, +7 Intimidate, +1 Gamble, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Stone Faced, Toughness, Weaknesses: Short Fuse and Oblivious to Danger, Talent: Increased Speed, Know Respect, Balls, Absolutely Loyal, Respect: 520, Bank: 0, Wealth Bonus: +4 (The average age of a 105 Soldier is 14+1d6.  They rarely live beyond 23.  Many of the 105’s have a respect for the Mafia members and attempt to emulate them.  They have no capos or upper management structure, but some 105’s are more experienced.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag. 

Tee-3 will have five guys with him.  He’ll be in the lead car and three of his guys in the back car.  They have the tops down on the jeeps so they can jump in and out as a free action.  It provides them with only +1 to Defense as cover.
105’s cars

Crew
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Cargo
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Def
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HP
Sz     

’03 AMC Jeeps
1
5
450 lbs

-2
-2
200 (20) 8
5
30
H

’03 AMC Jeeps
1
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-2
-2
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30
H
The Finish:  Ultimately, the GM will have lots to juggle on this adventure.  This is a test of the PC’s defenses.  If they are not careful, they can lose everything.  There is too much money involved and unless the PC’s are prepared to take on the cops and rival mobsters, they would be wise to dispose of the drugs the fastest way possible.  Additionally, further complications may erupt such as corrupt cops or Dan trying to take back his drugs or Peter trying to rob the PC’s.
Awards:



Experience
Respect Points
Suspicion Index Points

Successful Skill check


100

Sense Motive on Peter

200

Getting money from Dan 

400

Injuring Dan



100

15


+3

Intimidating Dan and his crew
200

15


+1
Killing Dan and his crew

100 per level
25 per guy

+5

Getting 12-15 Wealth from Peter
200

1d10


+1

Getting 16-19 Wealth from Peter
300

1d10+5

+1

Getting 20+ Wealth from Peter
400

1d20+5

+2

Peter steals the coke




-38


-1

Acquiring the cocaine


1000

25


+5

Killing the 105’s 


100 per level
25


+4

The PC’s sell the cocaine

100 per WP
5 per WP

+10 per month, +1 permanent

