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Set-up:  You are relaxing in your usual hang out.  It’s about 2pm when in walks Carmine Magoladro (30) an up and coming Wiseguy in the Magoladro Family and distant cousin of Don Ernesto.  Carmine was always a bit spoiled because of his money and he’s careful when he approaches in his $5000 silk suit.  “Gentlemen, there they are,” he greets.  “My cousin sends his regards.  Is there a place we can talk in private?  It’s business.”  (Assuming the PC’s say yes, Carmine will follow to any reasonable nearby location.)
“Word on the street is that you fellas are reliable and tough.  My cousin needs such men for a very important job.  A few nights ago, a terrible tragedy struck.  My Aunt Christina is a horse trainer.  The family has interest in race horses as you are well aware.  (See Lose the Body from the Complete Mafia for d20 book.)  She went overseas to make the purchases of some Arabian thoroughbreds.  Beautiful animals.  Some of the animals were being boarded upstate when a person or persons still unknown to us killed and mutilated several of these defenseless animals.  What sort of people could do this thing?  Anyhow, my cousin is very worried about the remaining two horses.  That’s where you come in.  He would consider it a personal favor if you were to guard my aunt’s two remaining horses until the people responsible are punished appropriately.  For this, you will be well paid.  Any questions?”
Likely questions from the PC’s:

What’s in it for us?  “As I said, my cousin will see to it that you are well paid.”  (This job comes direct from Ernesto, so the GM can be flexible with the final reward.  If the PC’s are looking to get made, Ernesto can see that it will happen when the time comes.  If the PC’s need money, Ernesto will pay them enough so their Wealth will increase to a minimum of 8 total or at least by 1.  If the PC’s need cars, guns or schemes, Ernesto can provide them with that.  Of course, if the PC’s blow it, they’ll get nothing.  If the PC’s press Carmine, he’ll sigh and promise them at least 15 Wealth, but that’s all they’ll get.)
Where are the horses being kept?  “The Lone Eye Ranch.  Its a few miles from the city.  It’s out of the way.  Here are the directions.”  (Carmine hands them directions to the Lone Eye Ranch.)
Who is at the ranch?  “It’s owned by my aunt, but she won’t be there.  Normally there are a few ranch hands, but we’re gonna send them away.  We want the place to look deserted.  I’ll drive you up myself to get you settled in.”  (Part of this is a lie.  The ranch is not owned by Carmine’s aunt.)
How long do we guard the horses?  “Probably, three or four days tops.  You keep in touch with me.  Here’s my cell number.  It’s best no one knows where you’re going for these days.  Discretion is of the utmost.  My cousin says, you will understand this.”  
Who killed the other horses/Who can we expect?  “We don’t know.  If we hear anything, we’ll let you know.”  (This is a lie.  If the PC’s use a Sense Motive successfully against Carmine’s Bluff, he’ll attempt a Hide Motive and say, I can’t really tell you, but it may be some former business associates.)
FOR THE GM ONLY:  The real deal is the Magoladros used a race horse named Comet to smuggle heroin in the U.S., but the deal went bad and representatives from a United Sacred Crown Family known as the IlFrios are trying to get their merchandise back.  Carmine is aware of the deal.  Nothing short of torture will get him to reveal this information to the characters.  The Magoladros don’t want them to know to protect them and to keep them from stealing the drugs.  To lure out the IlFrios, the PC’s will be used as bait.
Carmine Magoladro (30):  2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy:

Str: 10/+0, Int: 15/+2, Wis: 14/+2, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 13, 20 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +9 Bluff, +3 Knowledge (streetwise), +6 Knowledge (business), +5 Sense Motive, +4 Exploit, +6 Sense Weakness, +6 Hide Motive, +6 Destroy Evidence, +6 Sense Motive, +6 Diplomacy, +6 Intimidate, Feats:  Simple Weapon Proficiency, Excellent Blood, Personal Firearms Proficiency, Legendary Rep, Legitimate Businessman, Weaknesses: Spoiled*, Luxury Addict**, Talent:  Fast Talk, Know Respect, Balls, Respect: 500, Bank: 120, Wealth Bonus: +24 (Carmine is one of his cousin’s favorites, so over the years he’s had plenty of money.  He’s being groomed for a business position when the time comes.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

*Spoiled (Wis):  You are used to having money and spending money.  Whenever you have to purchase something, you must make a check or you will try to buy something that is 10% more expensive.  If you are offered a more expensive version of an item you are shopping for, you have to make a check or you will assume the more expensive item is better.  You don’t trust discounted merchandise and must make a check to use it.

**Addict, 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.

Preparing for the trip:  The PC’s will have six hours to prepare for their trip.  Carmine will allow them to acquire any reasonable equipment or supplies.  He wants the ranch to look deserted.  If the PC’s bring their own car, he’ll tell them to hide it in the barn.  When the PC’s are ready, read the next passage.
The Lone Eye Ranch:  The Lone Eye is located off a winding, rising county road.  A sign that proclaims “The Lone Eye Ranch Appaloosa and Arabian Farm”.  “Here we are,” says Carmine.  “Here are the keys to the house, but make sure one of you stays with the horses at all times.  If anyone asks why you’re here, tell them you’re house sitting.  Comet is in stable 12 and Rocket is in the stall next to her.  Make sure nothing happens to those horses.  If you need any food, there’s that store we passed a mile back.”  Four ranch hands emerge from the barn.  Three head straight for a van that has already been packed.  The fourth mook approaches your group.  “The horses have been groomed and fed, Mr. Magoladro.  Are you sure you wouldn’t like a few of the men to stay and assist?” he asks politely.  “That’s okay, Armon.  These gentlemen are experienced horse handlers.  They’ll make sure the horses get enough food and water,” assures Carmine.  Armon leaves with some reluctance.  (If the PC’s correct Carmine in front of the mook Carmine loses respect.  Carmine orders Armon to leave.  Carmine then yells at the PC and attempts to intimidate him.  If he succeeds, the PC loses 30 Respect, otherwise he loses 15.)  “All right gentlemen, good luck.  Take care of our property.  If you run into any problems, call me immediately.”
The Ranch Layout:  The nearest neighbors to the ranch are other farms and ranches that are at least one mile in all directions.  The dirt driveway is fifty feet from the farm house and seventy feet from the barn.  The stable is past the barn and approximately 100 feet from the road.  There is a wooded area and several paths and fields for the horses to run.

The House Layout:  The large ranch house has six bedrooms, a large kitchen, basement, living room, fireplace, two full bathrooms and a den.  (The mooks that normally live and work here were all asked to take a vacation on the Magoladros.  Their clothing and furnishings are still in the house.  There are few valuables, but any equipment one would need to run the ranch.)
The Barn:  The barn is a standard 100’ x 50’ barn.  It is full of hay and has a loft.  It is primarily used to hold food for the horses and to house them temporarily.  The equipment used to shoe the horses is also stored here.  The barn doors are never locked.

The Stable: The stable is 200’ long and 40’ wide with doors on either end.  There are enough stalls here to house 40 animals.  (There are plenty of places to hide and take cover.)
The Horses:  (The horses all have a Defense of 10 and 15 hit points.  There are 15 other horses in the stall.  Three of them look like Comet and one of them looks like Rocket.)
The Woods and Fields:  The ranch’s property is fenced off and some pastures carry mild electric currents to keep the animals from escaping.  All the fences have barbed wire.  (D1d4 or D1d4+2 with the electric shock.)

The Waiting: Day 1:  On the first day around 11am, the mail truck pulls up the driveway.  The mailman drops off the mail.  (On day one, it is the real mail man.  No one else approaches the farm the rest of the day, the GM can click through the hours and make some “ghost” rolls to simulate the waiting.)

The Waiting: Day 2:  On the second day, the mail man is late.  He arrives around 12:30pm.  (This is not the mail man, but Rogerio, as USC soldier.  The USC killed him and replace him with another.)  This time, he drives to the farmhouse and knocks on the front door.  (If the PC’s answer, he’ll let them sign for the package.  It contains a special tube used in horse insemination.  If the PC’s are hiding, have Rogerio make Spot and Listen checks.  He should get at least two per PC and vehicle present or any signs the PC’s have been around.  If he sees nothing, he’ll walk to the bar and look around.  Give him another check for everything.  If he sees anything, he’ll pretend that he saw nothing and walk back to his truck leaving the appropriate note behind.  There is a second soldier, Nunzio, hiding beneath the mail in the back of the truck.  If Rogerio is attacked, Nunzio will come to his aid if he can.  Otherwise, he’ll leave to alert his superiors.)
Rogerio DiCino (27):  2nd level Strong Mook/3rd Level Family Associate/Wiseguy/2nd level Camorristi (Soldier):

Str: 15/+2, Int: 12/+1, Wis: 12/+1, Dex: 12/+1, Con: 10/+0, Cha: 12/+1, Defense 16, 38 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +2, Skills:  +8 Bluff, +4 Knowledge (streetwise), Speak Language (English), +3 Shake Down, +3 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +2 Sense Weakness, +4 Destroy Evidence, +5 Drive, +4 Sense Motive, +5 Diplomacy, +7 Intimidate, +4 Knowledge (Theology & Philosophy), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Run, Religious Connection, Improve Initiative, Point Blank Shot, Weaknesses: Religious Guilt, Bitter, Vindictive, Talent:  Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 300, Wealth Bonus: +12 (Rogerio has his weapon in his mailbag.  He never forgets someone that wrongs him.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Nunzio Copti (31): 2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/2nd level (Sgarristi) Enforcer:

Str: 10/+0, Int: 12/+1, Wis: 16/+3, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 16, 36 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +4, Skills:  +7 Bluff, +4 Knowledge (streetwise), +5 Forgery, +3 Beat, +7 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +7 Sense Weakness, +7 Destroy Evidence, +8 Drive, +4 Sense Motive, +5 Camouflage, +7 Intimidate, +5 Animal Handling, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Advanced Firearms Proficiency, Weaknesses: Religious Guilt, Sentimental, Talent:  Skill Emphasis (Drive), Know Respect, Balls, Target Focus, Respect: 700, Bank: 300, Wealth Bonus: +12 (Nunzio has to make a weakness check to leave Rogerio behind.  He’ll spray as many PC’s as he can to give Rogerio cover.  He has five full clips.  Nunzio’s English is pretty bad.)  Weapon of Choice:  Skorpion machine pistol, D2d4, 40ft range, 20 mag. single or automatic.

The USC:  The USC is waiting a mile up the road.  If Rogerio or Nunzio do not return in twenty minutes, they text message his cellphone.  If they get no response, they immediately drive up the driveway of the ranch in their truck and attack.  Otherwise, they wait until nightfall, sneak through the woods and attempt to take the ranch using night vision goggles.  If Rogerio and Nunzio are with the group, they also have bullet proof vests and night vision goggles.  There will be a number of USC’s equal to the character plus Nunzio, Rogerio and the sniper, Marco.  Marco sets up on a hill and snipers the characters or shoots from the roof the truck beginning on the third round of combat.  Armando drives.  They’ll take any live horse to move the drugs.  It requires a DC 20 Animal Handling check to remove the drugs without harming the animal.  If the USC arrive at night, they’ll sweep the stable and barn before attempting to remove the horse.  They’ll check for the drugs inside it.  This requires a DC 18 Animal Handling.
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Capo Armondo Nicci (33):  2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/5th level Crimine (LCN): 

Str: 12/+1, Int: 14/+2, Wis: 16/+3, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 16, 69 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +1, Will: +4, Skills:  +12 Intimidate, +11 Bluff, +5 Knowledge (streetwise), +8 Animal Handling, +8 Sense Motive, +6 Exploit, +4 Hide Motive, +10 Run a Crew, +6 Bribe, +7 Sense Weakness, +6 Diplomacy, +7 Destroy Evidence, +9 Knowledge (Theology and Philosophy), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Stone Faced, Police Connection, Legitimate Businessman, Weaknesses: Code of Honor (does not allow enemies to suffer), Short Fuse, Aggressively Dominant, Talent:  Skill Emphasis: (Run a Crew), Know Respect, Balls, Make Contacts, Network Contacts, Capo, Respect: 1000, Bank: 180, Wealth Bonus: +16 (Armondo is a stone cold killer.  He won’t leave the U.S. without his merchandise.  He speaks broken English.)  Weapon of Choice:  Steyr AUG 5.56mm assault rifle, D2d8, 80ft ranger, 30 box, single & auto, bullet proof vest, Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.

Marco Regali (38): 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/7th level (Sgarristi) Enforcer:

Str: 14/+2, Int: 14/+2, Wis: 11/+0, Dex: 12/+1, Con: 15/+2, Cha: 12/+1, Defense 19, 71 HP, Attack Bonus: +9, Fort: +8, Ref: +3, Will: +5, Skills:  +10 Bluff, +9 Knowledge (streetwise), Speak Language (English), +7 Escape Artist, +8 Survival, +8 Disable Device, +5 Sense Motive, +10 Exploit, +5 Hide Motive, +11 Destroy Evidence, +4 Survival, +3 Sense Motive, +10 Hide, +10 Intimidate, +8 Forgery, +9 Gather Information, +10 Move Silently, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Far Shot, Dead Aim, Guide, Weaknesses: Tough Guy, Religious Guilt, Talent:  Remain Conscious, Know Respect, Balls, Target Focus, Silent Strike, Crime Scene Disposal, Signature Kill, Respect: 1200, Bank: 420, Wealth Bonus: +15 (Marco is extremely efficient and deadly.  He takes on anyone that would challenge that.)  Weapon of Choice:  Beretta Light Fifty (.50 sniper rifle), D2d12, 120ft, single shot, 11 box. HK MP5K (9mm submachine gun), D2d6, 40ft range, single or automatic, 15 box. 
Average USC: 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level (Sgarristi) Enforcer:

Str: 14/+2, Int: 10/+1, Wis: 11/+0, Dex: 12/+1, Con: 15/+2, Cha: 12/+1, Defense 16, 35 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), Speak Language (English), +3 Shake Down, +5 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Destroy Evidence, +3 Sense Motive, +4 Hide, +6 Intimidate, +4 Forgery, +4 Gather Information, +4 Move Silently, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Weaknesses: Tough Guy, Religious Guilt, Talent:  Remain Conscious, Know Respect, Balls, Target Focus, Respect: 600, Bank: 60, Wealth Bonus: +10 (These USC are anxious to prove themselves on this mission aboard.)  Weapon of Choice:  HK MP5K (9mm submachine gun, D2d6, 50ft range, 40ft range single or automatic, bullet proof vest, night vision goggles.
Winning Combat:  If the USC gets the heroin out of Comet, they leave.  If the PC’s surrender the horse, they let them live.  If the PC’s manage to kill Marco, Armondo calls off the attack if he loses even one more guy.  If Armondo is killed, Nunzio leads the charge.  If Armondo, Nunzio and Rogerio are killed, the rest of the USC flee.  If more than 50% of the USC are killed, they retreat to regroup and attack again if possible.  After the PC’s call Carmine, 10 Average Magoladro Soldiers show up with Carmine in two cars in one hour.
Average Magoladro Soldier

2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Construction”

Str: 13/+2, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 16, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +1 Knowledge (streetwise), +3 Cheat, +4 Bribe, +3 Shake Down, +2 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Minor Con, +3 Destroy Evidence, +1 Drive, +3 Sense Motive, +5 Diplomacy, +5 Intimidate, +2 Gamble, +3 Gather Information, +3 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Confident, Weaknesses: Greedy and (roll randomly), Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 560, Bank: 100, Wealth Bonus: +8 (The soldiers in this family are involved in union-related crimes and spend a lot of time guard Magoladro assets.  They sometimes extort drug dealers.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
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The Aftermath:  Carmine takes over guarding the animal if it appears that the USC has been driven away.  If Comet is dead, he is very disappointed.  If the PC’s have lost Comet without the drugs, he is disappointed.  He chews out the characters if the drugs are gone.  Carmine will not reveal the existence of the drugs unless he’s sure the characters already know.  If the PC’s protect Comet and the drugs, he commends them for 10 Respect and pays them immediately if he is able.
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