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Set-up:  Your family has recently been through some tense negotiations with the Vodka Mob over the Davis Cement Company at 4506 Egg Harbor Ave. (Four blocks west of the New Milan city map near 45th Street.)  The owner was in debt to the Russians and your family.  Both families wanted to take the factory for themselves, but it was eventually decided the Russians would get 40 percent and your family would get 60.

The only thing that remains to be done is to pick up the money.  You are called to a meeting with Bobby Terolla to make arrangements to pick up the family’s cut.  It is now Monday.  It is important that the money be picked up by Friday.  You meet Bobby in a back room at the Mad Irishman, a bar at 3101 N. Green Ave.  (Bobby is also from Sunday Dinner.  If the PC’s ran through that adventure, they may already have an attitude about working with Bobby.)
Bobby Terolla (33): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level LCN

Str: 12/+1, Int: 10/+0, Wis: 11/+0, Dex: 16/+3, Con: 11/+0, Cha: 14/+2, Defense 17, 26 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Disable Device, +6 Sleight of Hand, +3 Sense Weakness, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Destroy Evidence, +6 Diplomacy, +5 Intimidate, +3 Gather Information, +2 Computer Use, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Run,  Weaknesses: Dysfunctional Family, Family Guilt, Drug Addict (pot), Talents: Evasion, Know Respect, Balls, Make Contacts, Respect: 560, Bank: 0, Wealth Bonus: +12  (Bobby is a burnout and smokes pot to forget his family woes.  He likes a hands-on approach to stealing and still pick pockets people.) 
Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Meeting Bobby: You find Bobby in the back room, which reeks of cannabis.  The bleary-eyed Bobby stamps out a roach as you enter and stands up to shake your hand.  “Fellas, what do ya say?” greets Bobby.  He stifles a giggle as he gestures for you to sit down.  “We got a lot of things to discuss, so I’ll order some food.  Ya want anything?”  (Bobby got high before the characters got here.  He’s embarrassed about his weakness.  If any PC points it out, he’ll remind the PC of their position if they are merely Associates.  He will take polite criticism from a fellow soldier and assure them that he has everything under control.  Any associate that gets reminded loses 5 Respect points.)
Explaining the Deal:  The waitress brings the entire list of appetizers to the table.  Bobby eats as he explains.  “As you know, we split the cement factory with the Ruskies and now we gotta pick up our cut.  We’ve had problems with the Vodka Mob before.  I don’t think they’d be stupid enough to try anything, but we gotta be on our toes for this first pick up.  We can’t show weakness in front of these guys.  Sets the tone for all future dealings, ya know?  We’ll pick up the money tomorrow night.  Everyone here got a piece?”  (If someone needs a gun, Bobby will turn them onto a gun dealer.  Use one of the dealers from 100 NPC’s for your Complete Mafia Campaign or Trent Dutton from Sleazy Rider.)  “Okay, we’re gonna need a car.  Something’s that’s legit, non-descript, but disposal just in case.  The boss has generously provided us with wheels from Zoey’s Garage (Area CC on the New Milan map).  I need you guys to go pick it up.  I’ll meet you guys at your usual place at 9pm and we’ll drive over.  We’ll pick up the money and should be out in an hour.  Any questions?”
Likely questions for the PC’s:

How much do we get paid?  “5 Wealth each.”  (This is non-negotiable.  Bobby assures the PC’s this is an easy job.)
Why do we need to be armed?  “You never know.  The Russians aren’t as disciplined as us.  I don’t want to get robbed on the way home with the money, cabiche?”
How much are we picking up?  “That’s not for us to know.  Either the Russians will pay us the right amount or we’ll be sent back to get more.”

Where are we picking up the money?  “Right at the cement factory.”

Who is gonna be there?  “Don’t know.  Probably the Russian equivalent of guys like us.”

Do you have your drug problem under control?  (Any questions relating to Bobby’s habits will depend upon the PC’s.  Family Associates will be scolded and told to shut up.  Those Family Associates should lose 5 to 10 points of Respect depending on how polite they act.  Made guys will be assured that all is well.)
Going to Bobby’s Capo:  (If a Family Associate goes to Bobby’s capo, he will be thanked for his input and then Bobby will get chewed out over the phone.  After Bobby loses respect, he’ll track down the squealing PC and beat him up.  If the PC that reports him is a made guy, Bobby will have to be wary about that PC in the future.  The PC has made an enemy and Bobby will look to use Sense Weakness against that PC.  He’ll attempt a DC 16 Gather Information on the character.  If he succeeds by more than 5, the PC is unaware of the investigation, if he fails by more than five or succeeds by five or less, the PC is aware that Bobby is asking a lot of questions.  If Bobby is successful, he’ll have some clues to the PC’s habits.  He’ll attempt to expose the PC’s addictions first and then other weaknesses later.  If another PC betrays the other PC, Bobby will consider him an ally.)  “Look, I appreciate you weighin’,” says Capo Pete when you call.  “But I trust Bobby.  Yeah, he tokes up once in a while, so what?  Don’t go pointing that kind of thing out in public.  It don’t look good, understand?  If he really gets out of hand, call me again, but don’t say nuthin’ to Bobby.”
Picking up the car at Zoey’s Garage:  You get to the gate at Zoey’s Garage.  You need to buzz the P.A. system to get inside.  (Unknown to the PC’s, Zoey has been the target of a police sting that nearly got him arrested.  He does not have the weakness paranoid, but he is extremely paranoid right now.  He’ll ask the characters many questions to confirm their identities.)
Inside the Gate:  When you get inside the garage, one of Zoey’s mechanics hands you the keys to a car and looks toward a black Dodge Neon coupe. (There may be more cars if the PC’s need them.  If the PC’s look around, tell them to make a DC 18 Spot check.  If they succeed, they spot Zoey hiding behind the door to his office.  If the PC’s are looking for them, read the next passage.)
The Fat Man Speaks:  “What?  What?!” demands Zoey, storming out of his garage.  “You want to talk to me?!  We got nuthin’ to talk about!”  (If the PC is a family associate, he’ll rough him up and search him.  That PC will lose 5 Respect points if he allows it, 10 if he resists and loses the fight.  Zoey will grapple with the PC and demand to know if the PC is wired.  Check the PC’s for their various weaknesses.  Zoey will admit his situation if successfully held down or threatened.  Zoey’s guys will not come to his aid.  They are afraid of the PC’s and assume they are made even if they are not.)
Zoey Cabrini (51):  2nd level Dedicated Mook/7th Level Family Associate/Wiseguy:  

Str: 15/+2, Int: 13/+1, Wis: 16/+3, Dex: 12/+1, Con: 12/+1, Cha: 10/+0, Defense 14, 61 HP, Attack Bonus: +4, Fort: +6, Ref: +2, Will: +6, Skills:  +8 Repair, +8 Craft, Mechanical, +5 Drive, +6 Bluff, +5 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, Vehicle Expert, Gearhead, Legitimate Businessman, Personal Firearms Proficiency, Weaknesses: Fat, Disrespectful, Talent:  Skill Emphasis: Intimidate, Know Respect, Balls, Legitimate Front, This Guy’s Good, Respect: 900, Bank: 30, Wealth Bonus: +17  (Zoey is loyal to the Cavaliere Family.  He tends to insult people a lot.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6 cylinder, baseball bat. 
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*This car is a POS and has an 85% chance of starting.

The Meeting for the Meeting:  (Make a check for Bobby’s weaknesses.  If he fails, he postpones the meeting 24 hours because he’s too high to go to the meeting.  He will continue to investigate the PC’s if he has to.  When he finally meets up with the PC’s read the description.)  “Hey, fellas.  Is everyone clear on their roles?  You are strictly there to provide security, not to talk or get distracted.  I’ll handle all the money.  One of you must stay with the car at all times, the rest keep an eye out.  Don’t let anything get past you?  We clear?”  (Bobby will arrange to have the PC that questioned his drug habit in the front seat of the car next to him.  He’ll casually attempt to tempt the PC with something related to his weakness if it’s appropriate in the car.  If any of the PC’s are late, Bobby will insist on tracking each one of them down.  He wants to know their weaknesses, especially if the PC’s questioned him.  He’ll postpone the meeting another 24 hours.  This is an extremely embarrassing situation.  If the PC is caught in the “middle” of taking care of his weakness, they lose 50 respect points.  If Bobby makes a successful Sense Weakness check, he’ll taunt the character with the knowledge and they lose 50 more respect points.  If the PC isn’t caught, but Bobby manages to guess at the weakness, they lose 25 Respect points.  If Bobby finds them anywhere else, except heading to the meeting, they lose 25 Respect points for being late.  If the PC is close to making it on time and apologetic, they only lose 10 Respect points.)
The Actual Meeting:  You arrive at the Davis Cement Company.  The large factory building takes up most of the city block and the rest contain smaller buildings, trucks and places for employees to park.  The gate is opened by two men in long, leather jackets.  (DC 15 Spot check reveals that the two men are armed with what appear to be pistols.  The pistols are in holsters underneath their shoulders and clipped shut.  These two guards are Average Russian Wiseguys.)
Average Russian Wiseguy

2nd level Tough Mook/3rd Level Family Associate/Wiseguy

Str: 14/+2, Int: 12/+1, Wis: 10/+0, Dex: 13/+1, Con: 15/+2, Cha: 13/+1, Defense 15, 31 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +1, Skills: +4 Hide, +2 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +3 Beat, +4 Shake Down, +2 Run a Brothel, +5 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Drive, +2 Sense Motive, +5 Gamble, +5 Intimidate, Speak Language (English), +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Excellent Blood, Personal Firearms Proficiency, Toughness, Weaknesses: Family Guilt, Smoking Addict, Talent: Remain Conscious, Know Respect, Balls, Respect: 500, Bank: 40, Wealth Bonus: +7 (Most Russian wiseguys barely speak English or pretend to.  They stick to their own kind in Little Moscow.)  Weapon of Choice:  SITES M9, 9mm autoloader D2d6, 30ft range, 8 mag.

FOR THE GM ONLY:  The Russians have no intention of robbing the PC’s.  They did not expect the Italians to go into business with them.  The PC’s boss feels that it might be a lucrative arrangement, especially if a war should break out with one of the families in the future.  The Russians will do everything to make the characters feel at ease, which will probably make most players extremely nervous!  If the PC’s are dumb enough to turn this into a gun fight, there are plenty of places to take cover inside the cement company.  There are a total of nine Russians on the factory grounds.  Two wiseguys at the gate, two wandering the parking lot and the other five inside the office area.  The ones inside the office area are soldiers and Helge.  They have instructions to pay the PC’s and make them happy.
Helge Stepka (32): 2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy/2nd level Soldier, Administration

Str: 12/+1, Int: 14/+2, Wis: 12/+1, Dex: 13/+1, Con: 12/+1, Cha: 14/+2, Defense 17, 49 HP, Attack Bonus: +6, Fort: +6, Ref: +1, Will: +1, Skills: +4 Hide, +2 Move Silently, +10 Bluff, +8 Knowledge (streetwise), +3 Cheat, +4 Bribe, +4 Shake Down, +4 Run a Brothel, +5 Seduce, +7 Sense Motive, +3 Exploit, +3 Hide Motive, +6 Minor Con, +3 Concentration, +2 Drive, +2 Sense Motive, +10 Diplomacy, +7 Intimidate, +6 Gamble, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Long Memory, Personal Firearms Proficiency, Legitimate Businessman, Legendary Rep, Good Earner, Weaknesses: Religious Guilt, Sex Addict, Talent: Fast Talk, Know Respect, Balls, Make Contacts, Respect: 700, Bank: 90, Wealth Bonus: +12 (Helge is well known in the Russian Family as a guy that can get things done.  He loves the ladies and is deeply spiritual.  He felt it would be bad karma to bring a weapon, so he came unarmed.  He’s confident one of his guys will throw him one if a gun fight breaks out, but he’s really not expecting that.) Weapon of Choice:  fists
Average Russian Soldier: 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier

Str: 15/+2, Int: 12/+1, Wis: 10/+0, Dex: 13/+1, Con: 15/+2, Cha: 13/+1, Defense 16, 44 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +1, Skills: +4 Hide, +2 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +1 Cheat, +2 Bribe, +4 Shake Down, +2 Run a Brothel, +5 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Minor Con, +3 Concentration, +6 Drive, +2 Sense Motive, +3 Diplomacy, +7 Intimidate, +1 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Excellent Blood, Personal Firearms Proficiency, Toughness, Weaknesses: Family Guilt, Drinking Addict, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 90, Wealth Bonus: +7 (Most Russian soldiers barely speak English.  They stick to their own kind in Little Moscow.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag., SITES M9, 9mm autoloader D2d6, 30ft range, 8 mag.

The Greeting:  As you pull into the empty spaces near an office building, the door to the office opens and out walks a group of Vodka Mob soldiers.  They are led by a man in a wool sweater and a long scarf.  He has a cigarette dangling out of his mouth and a bottle of vodka in one hand.  “That’s Helge Stepka and his boys.  I hope you like vodka,” mutters Bobby getting out of the car.  “Hey!  Helge!” greets Bobby warmly.  “How the Hell are ya?”

“And how da Hell are you, my friend?” responds Helge.  “Come inside, I have your money.  You hungry?  We drink to our business, huh?”


“Yeah, sure, one drink,” says Bobby reluctantly.  “Boys, let’s go.  You (referring to a driving PC) stay with the car.”  (It is a DC 15 Spot check to see the guns on the soldiers and a DC 18 Spot check to be sure Helge has none.  If, for some reason, the adventure turns into a chase, the Russians have two vans.)
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Drinking with the Vodka Mob:  Inside the office, Helge and his guys have set up a little buffet complete with food, plates, drinks, napkins and crockpots with various stews.  “Please,” offers Helge.  “I had this cooked just for you.  I know the cook over at the Kremlin’s Kitchen.  It’s a great Russian restaurant.  You try, huh?  This is Potato Verniki.  It is potatoes and onions.  You like potatoes, huh?  Beef Stroganoff, you had, but not like this, eh?  And this is Mushrooms in Sour Cream.  We have Selyodka pod Shouboy.  It’s herring.  It make you thirsty for drink!  You’ll love it, I promise!  Eat, eat!”  Its clear Helge expects you to eat.  Bobby shuffles his feet uncomfortably, hesitant to take the food.  What do you do?  (The first PC to step up ahead of Bobby gets a cheer from the other Russians.  He immediately gains 10 Respect points.  Bobby will eventually make the first move if the PC’s all decline.)
First drink:  Helge and the other soldiers wait for you to start eating before they get a plate.  (They are being polite hosts.)  Helge pours everyone a shot of vodka.  “Ah, this you will love!  (Choose a random PC.)  You say a toast, huh?  My English is only so good.”  (The PC needs a DC 16 Diplomacy check to make a good toast or a DC 14 Joke check for a funny one.  Since the Russians are trying to be nice, the modifier is +4.  The PC gets 10 Respect if he makes the check and 5 if he misses it.  If he rolls a “1”, there is a titter of laughter and he gets nothing.)
Outside at the car:  One of the soldiers, Lenya, makes his way to you towards the car.  He is carrying a plate of steaming food and is reaching under his jacket.  What do you do?  (Let the PC respond.  The only thing Lenya has under his jacket is a small bottle of vodka for the PC to drink.  It’s about the size of a soda.  Lenya speaks no English, but smiles at the PC and gestures for him to take the food and drink.  He’ll return with more if there is more than one PC.  Lenya will pester the PC until he takes the food or he leaves it on the hood of his car.)
Second drink:  Almost immediately after the first drink, Helge is pouring a second drink, this time another brand of vodka.  The Russians all drink too.  “Ah, you will love this, I promise!  Good vodka.  My favorite!”  (Only PC’s with Constitutions of 10 or less need to make a check.  A DC 12 Fortitude check or they will become mildly drunk, suffering -1 on all checks for the next hour.)
Outside at the car:  A forklift drink starts to back up toward your car with a skid of cement.  He doesn’t seem to see your car.  Two of the Russians yell at the drink and gesture for him to stay away from your car.  “Sorry about that, friend,” says one of the Russians in broken English.  (Nothing happens.  This is just to get the PC’s jumpy.)
Third drink and payment:  Finally, Helge comes up with the payment for Bobby.  You see him tuck the very thick envelope into his jacket.  Helge pulls out a third bottle of vodka, this time with no label on it.  “This one, I make myself.  It’s strong stuff, huh?  You like?  You try!”  (Bobby is reluctant, but he decides he needs to go along.  Any PC that declines the drink gets looks from the Russians.  They lose 5 Respect points if they don’t drink.  If they do drink, they gain 5.  The drink is extremely potent.  All who drink must make a DC 16 Fortitude save or become drunk suffering an additional -2 on all checks for an hour, regaining one modifier per hour.  The PC temporarily gains 5 hit points and can go to -5 before falling unconscious during the drunk period.  Bobby is holding 22 Wealth in cash.)
Exiting the Cement Company:  With your business concluded, Helge hugs Bobby and sends you all on your way.  You get back into the car and the gate is again opened for you.  “Jesus Christ,” says Bobby.  “Those guys can drink!  I’m ready to fall over here!”  (Have the PC’s make a DC 16 Spot check as soon as they get out of the cement company.  They are being followed by two of Helge’s wiseguys.  He wants to make sure the PC’s get back to where they are supposed to go.  If they make a Spot check, read the next description.)
The Black Car:  You spot a black Crown Victoria tailing you.  There is a driver and a passenger.  They don’t appear to be anyone from the meeting.  (If the PC’s make any moves to elude the car, it automatically succeeds.  If they do nothing, the wiseguys are there for the fight on the side of the PC’s.  If the PC’s continue on their normal route to Capo Pete’s, go to “The T-Bone”, if they take a round-about way, the hijackers must search for the PC’s.  This requires opposing Drive checks.  The hijackers get +2 to the check if the PC’s go towards their normal hideout.  The hijackers eventually catch up to the PC’s either way, but if the PC’s elude them, skip to “The Fender Bender”.)
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The T-bone:  As you make your way through an intersection, an SUV comes roaring through the intersection.  (DC 15 Drive check to drive out of its way by jamming the gas.  A successful check means that the back of the car gets clipped for 5 points of damage and spun in the opposite direction of the SUV.  Failure means the car gets broadsided.  Bobby and the PC sitting on the driver’s side in the back take 4d6 points of damage and all other occupants take 2d6.  The occupants immediately get out and start firing, as do the wiseguys trailing the PC’s.)
The Fender Bender:  At a stop sign, an SUV skids and bumps into your car.  The driver starts cursing at you and one of the passengers gets out of the SUV.  (If the PC’s made a DC 12 Listen, they’ll realize the cursing is in English, but with a Russian accent.  The passenger will attempt to shoot out the PC’s tires.  If he’s successful, the PC driver gets -4 to Drive checks in that car.  The hijackers attempt to run the PC’s off the road or shoot them and take the money.  If the PC’s surrender the money, they’ll take off.  Bobby doesn’t want to get shot, so if the hijackers get the drop on them, he’ll give up the money while making many threats.  Later, he’ll blame the PC’s for the screw up.)
Four Average Russian Hijackers: 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 13/+1, Int: 10/+1, Wis: 11/+0, Dex: 15/+2, 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, +6 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Other Family Connection (the PC’s Family), Personal Firearms Proficiency, Combat Reflexes, Combat Martial Arts, Weaknesses: Smoking Addict, Greedy, Untrustworthy, Talent: Increased Speed, Know Respect, Respect: 350, Bank: 0, Wealth Bonus: +5 (These Russian punks found out about the meeting through their contacts and now they expect to rob the PC’s easily.)  Weapon of Choice: .38 Special, D2d6, 30ft range, 6 cylinder
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Wrap Up:  There are a lot of directions this adventure can go.  Bobby may betray the characters to ultimately destroy them.  The PC’s weaknesses may ruin what the family considers a simple job.  If the robbery goes as planned, the PC’s will be obligated to hunt down the hijackers and kill them.  The Vodka Mob will assist in this endeavor.  If Bobby dies and the PC’s steal the money and blame it on the hijackers, this issue will probably be a continuing sticking point in the relationship between the two families.  This will ultimately cause a rupture and a war over the cement factory.  On the plus side, if the characters save Bobby and the money from the hijackers and show grace under pressure, the family awards them 12 Wealth each for their trouble or a free car (their choice).  The car will be the same type of Dodge Neon.
Awards:




Experience
Respect Points
Suspicion Index Points
Successful skill check



100

Successful Sense Weakness vs. Bobby
200

Bobby becomes an enemy


100

Bobby becomes an ally


200

Picking up the car at Zoey’s


100





+1

Avoiding a fight with Zoey


200

Beating Zoey in a fight


700

10



+3

Losing to Zoey in a fight 


350

-5 (-20 for made guys)
+2

Driving the car to and from meeting

100





+1

Taking the first plate of food


25

Drinking with the Russians


100

5



+1

Getting drunk




50





+2

Picking up the money



100

5



+1

Killing a hijacker



400

25



+5

Getting robbed by the hijackers

50

-25



+1

Killing Russian Wiseguys


500

+10



+5

Avoiding T-bone



200

Bobby dies






-50

Stealing the money



100 per WP
10 per WP


+3

Delivering the money to Capo Pete

200

5



+1
