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Set-up:  Ronnie Vivaldi is a soldier in the Magoladro Family and an old business associate of (choose a random PC).  Ronnie finds you and your associates relaxing at Habib’s Humidor, a cigar store at 3209 N. Main Ave.  In the haze of the private smoking room, Ronnie lights up a Robusto.  “Hey fellas, how ya doin’?” greets Ronnie.

There is only one other person in the smoking room.  A rich mook in a suit.  Ronnie puts his arm around him.  “Pardon me,” says Ronnie.  “Me and my associates have some business to discuss.  It’s kind of private.  You mind takin’ it outside?”  The mook hesitates, but Ronnie offers him a box of expensive cigars.  “For your trouble,” he says.  “Yeah, sure,” says the mook.  The mook takes the box and leaves.  Ronnie shuts the door as he goes.


“Stupid mook, he wouldn’t know a good cigar if I shoved it up his ass!” laughs Ronnie.  “Listen, fellas, no joke.  Some shit is goin’ down.  Word is you are the guys that can get things done.  The Family needs work done.  This is some tricky shit.  Dangerous.  No foolin’ around.  But the pay off is real good, real good.  This comes straight from the boss.  You might have to skip town for a while after it’s over, but I guarantee it will be worth your while.  Ya interested?”  (PC’s with the weakness Greedy must make a check or immediately say, “Yes”.  Assuming the PC’s go for it, continue.  If the PC’s want to know the deal first, Ronnie says, “You guys are sharps.  The boss said that.”  They get 5 points of respect and then continue.) 

“Friends of ours that are currently guests of the state got into a jam.  You know how it is in the joint, you gotta do things and make alliances with people you don’t normally do business with.  Our associates got into a war with the 105’s on the inside.  They out-number us 3 to 1 in the can, so we paid some white supremacists to even up the odds and protect our guys.  In order to pay them back, we promised we’d smooth the way in a weapons deal.  Only problem is, these guys talk too much.  They plan on hittin’ a judge and startin’ the war from the prison on the streets!  We can’t have that.  Bad for business.  But we promised them the guns.  If we renege on the deal, it could cost us a lot of guys inside.  So here’s what we’re gonna do.  We’re gonna sell them a shipment of shit.  Bad guns, bad ammo, the works, then our friends on the police force are going to stumble upon our little white friends and catch them red-handed with the guns.  I need you guys to make the deal and collect the money.  These guys call themselves the Pure White Nation.  Crazy Nazi skinhead wackos.  They’re all crazy and they’d start a gun fight as soon as look at ya.  We gotta guy that is doin’ the guns.  Of course, we’ll give you a couple of good guns that they can examine.  Some of the guns in the shipment, you don’t want to get caught with.  The ballistic test will connect those guns to various crimes in the city.  You got any pieces you need unloaded, I suggest you let the cops find them with these guys.  Here’s the number of your contact.  Guy by the name of Lee Strausenklaus.  Santa he ain't.  You arrange the meet, sell the guns, leave the meeting, then call me and I call our cops.  Any questions?”
Likely questions from the PC’s:

What’s in it for us?  “These guys want about 25 to 28 Wealth worth of guns.  Whatever you get for them, you can keep.”

Where do we get the guns?  “Bobby Ciumara (33) has graciously allowed us the use of his warehouse.  It is at 60 W. 44th Street.  When you’re ready, call me.  I’ll arrange for the truck to be ready for you, but make the deal elsewhere.” (This is the same warehouse from the IRM Magazine adventure, “Everybody Hates Raymond”.)
Where do we make the deal?  “I’ll leave that decision up to you, but don’t make it too public.  The cops might not be watchin’ you, but they might be watchin’ these guys.”
What if Lee finds out the guns are bad?  “I’d suggest you do not let that happen.  It would be bad.”

What do you mean by “bad”?  “If I told you what the guys in Pure White Nation did to some of the 105’s in the joint, you’d have nightmares for the rest of your life.  It’s one thing to deal with guys who are criminals, they’re predictable.  PWN is not.  They’re fanatics.  They don’t care if they go to jail or die.  And if they find out you screwed them, you’re gonna end up on their very responsive hit list along with anybody you ever been friends with.  That is not a list I wish to be on.  If you screw this up, you sink with the ship.”

Why do you think we should leave the city?  “We can’t rely on all their guys to keep quiet.  You’re not one of them.  If they roll on you, it would be best that you be unavailable for police questioning.  Call me and I’ll let you know when the heat dies down.  You should probably make your travel arrangements ahead of time.”

How many guys does Strausenklaus have?  “Not as many as us, but enough.  Don’t take any chances.  Bring as many guys as you can and as many guns as you got.”

What’s the deal on this Lee Strausenklaus?  “He’s a fanatic.  All the guys in the PWN believe that there’s gonna be a race war.  They hate everybody who ain’t white.  They don’t really like us, but they tolerate us because we’re white.  If you got any guys in your crew with accents, don’t let them talk during the discussions.  That’s only gonna piss ‘em off.  Lee’s probably the most level-headed of the guys.  He was in the marines and knows his guns.  He respects guys that been in the joint or served in the military.”
If we get caught, can you make sure the cops let us go?  “If you get caught, you’re screwed.  The Family can’t afford to get connected to this.  If you end up in jail, you better hope the PWN don’t know that you screwed them.  You don’t want to get trapped in the shower with one of these guys.  Don’t get caught.”

Potential Meeting Places:  The PC’s will need a large, deserted area to make the gun exchange.  Here are a few suggested places already in New Milan:
Fuzzy Wuzzy’s Rainbowland and Miniature Golf:  (From the Magic Poki-Yugi)  Located at 1600 N. 47th Street near Conner.  This is in the Jordano’s territory.  

Old New Milan Airport:  The original airport was located closer to the water.  There is a dirt access road that runs around the current airport to the back.  Between the railroad tracks and the territory that is the current airport, the remains of the old airport still stand.  The runway is unkempt, the tower is gone and the hangars are old and rusting.  This is technically in Cavaliere territory, although they hold little sway over it.

Pontio Chevrolet Dealership:  Now abandoned, Pontio was once a large car seller in the city.  The business has long since closed and the building and parking lots are abandoned.  It is located at 4401 N. Main Ave. not far from Stugotz Billiards.

Arranging the Meeting:  (The PC’s should determine who is going to make the call.  It should probably be the PC with the highest Diplomacy skill.  Lee Strausenklaus is an unabashed bigot, but if you’re playing in a large room where you might offend people, limit his racist remarks to terms general like “mud people”.  Lee is extremely wary of the PC’s.  He thinks Italians are shifty and is paranoid the government is onto him.  If the PC on the phone mentions guns directly, he’ll pretend he doesn’t know anything and hang up.  A new PC will have to make the call.  The GM can adlib the conversation based on the following.)  

“This is Lee.  Did Mr. V. explain our situation?  Good.  I’m anxious to make arrangements.  I have an important project to begin.  Let’s meet for cup of coffee and we can agree upon a price for the items in question.”  (This is a DC 10 Diplomacy check.  If it fails, Lee will insist on picking the meeting spot.  If it succeeds, Lee will agree to a spot that is reasonable, but he’ll arrive two hours early to check the spot with his guys.)  “There’s a car garage at 910 E. 34th Street near Torrence.  Be there at 11pm tonight and we’ll discuss price.  Got a problem with that?  I didn’t think so.”

The Pure White Nation Crew
(See the Family description at the end of this adventure.  Lee and his crew will arrive in a van two hours ahead of time and watch the area from the van.  The PC need to make a DC 18 Spot check to spot the van and the guys inside.  While talking with the crew, it requires a DC 14 Spot check to see that the guys have brought guns with them.)  The sliding door of the van opens out and out comes several tattooed men.  Their tattoos are mainly swastikas and other white power symbols.  The meanest-looking of the group approaches you confidently.  “Lee Strausenklaus,” he introduces shaking your hand vigorously.  “So, let’s talk business.  Mr. V. got my order.  What’s your price?”  

Sway points for negotiating with Lee:

Lee begins at 14 (20 or over and the PC’s successfully negotiate.)

+1 for each price over below 28

+1 if the PC’s are all white males and not foreigners

-1 per woman present

-2 per foreigner present

+2 for successful Diplomacy check (DC 18 Diplomacy check)

-1 for an unsuccessful Diplomacy check

+1 for successful Bluff check (DC 13 Bluff check)

-1 for unsuccessful Bluff check

+1 if one of the PC’s is ex-military

+1 if a PC brags about a Military Connection

-1 if the PC’s suggest they have friendly relations with the 105’s or the Karate Tong
-3 if one of the PC’s is a minority

+1 if the PC’s mention Italy’s WW 2 dictator Benito Mussolini in a positive light
+2 if the PC’s family has a historical connection to Benito Mussolini

+1 if a PC brags about a Prison Connection

+2 if the PC is a Prison Veteran

-2 for PC below Respect level

-2 for PC with Bad Rep or Untrustworthy

(This should be a relatively easy negotiation for the PC’s unless they really blow it.)

Agreeing upon the meeting place:  “Okay, where you want to do this?” asks Lee.  (Lee let’s the PC’s pick the meeting place.  If the PC’s insist Lee choose, he’ll pick the Old New Milan Airport.)
NEW VEHICLE

Vehicle

Crew
Pass
Cargo

Init
Man
Top
Def
Hrd
HP
Sz     Purchase DC

’05 GMC Safari 1
6
1500 lbs
-2
-2
185 (18) 8
5
36
H
30
Captain
Lee Strausenklaus (38): 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/6th level Soldier:

Str: 14/+2, Int: 13/+1, Wis: 14/+2, Dex: 12/+1, Con: 16/+3, Cha: 11/+0, Defense 18, 58 HP, Attack Bonus: +7/+3, Fort: +7, Ref: +3, Will: +2, Skills: +7 Bluff, +5 Knowledge (streetwise), +4 Disable Device, +4 Bribe, +5 Shake Down, +6 Beat, +7 Sense Motive, +5 Exploit, +3 Hide Motive, +4 Hide, +4 Move Silently, +5 Run a Crew, +2 Drive, +3 Sense Weakness, +5 Diplomacy, +9 Intimidate, +3 Repair, +5 Gather Information, Speak Language (English), Feats:  Simple Weapon Proficiency, Combat Martial Arts, Streetfighting, Personal Firearms Proficiency, Prison Connection, Combat Reflexes, Lasting Threat, Military Connection, Advanced Firearms Proficiency, Weaknesses: Personal Vendetta Against Minorities*, Paranoid, Greedy, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Captain, Respect: 1100, Bank: 840, Wealth Bonus: +14 (Lee is an ex-marine that believes the U.S. is being overrun with foreigners.)  Weapon of Choice:  SITES M9, 9mm autoloader D2d6, 30ft range, 8 mag.

NEW WEAKNESSES

*Personal Vendetta Against ____________ (Wis):  You have a personal grudge against a particular group or groups of people.  You will not willingly work with these people and will actively seek to discredit and destroy them if you miss a weakness check.  You lose double Respect points if you lose respect because of a person in the group that you hate.

Simon Evans (24):  2nd level Tough Mook/3rd Level Family Associate/Wiseguy/3rd level Soldier:

Str: 15/+2, Int: 12/+1, Wis: 10/+0, Dex: 13/+1, Con: 15/+2, Cha: 11/+0, Defense 16, 59 HP, Attack Bonus: +7, Fort: +7, Ref: +2, Will: +1, Skills: +4 Hide, +2 Move Silently, +7 Bluff, +3 Knowledge (streetwise), +3 Destroy Evidence, +4 Shake Down, +6 Craft (pharmaceuticals), +5 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +6 Craft (mechanical), +2 Sense Weakness, +3 Diplomacy, +7 Intimidate, +4 Knowledge (technology), +3 Gather Information, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Vehicle Expert, Personal Firearms Proficiency, Advanced Firearms Proficiency, Combat Reflexes, Weaknesses: Sex Addict, Personal Vendetta Against Minorities, Short Fuse, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Respect: 800, Bank: 300, Wealth Bonus: +12 (Simon doesn’t consider the sex he had in prison with men as making him gay.  If anyone questions his sexuality, he’ll kill them.)  Weapon of Choice:  SITES M9, 9mm autoloader D2d6, 30ft range, 8 mag.

Gordon Saint James (26): 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier:

Str: 12/+1, Int: 12/+1, Wis: 11/+0, Dex: 13/+1, Con: 15/+2, Cha: 14/+2, Defense 16, 44 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +1, Skills: +2 Hide, +2 Move Silently, +6 Bluff, +3 Knowledge (streetwise), +3 Cheat, +4 Shake Down, +5 Sleight of Hand, +4 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Minor Con, +3 Destroy Evidence, +2 Sense Weakness, +4 Diplomacy, +7 Intimidate, +4 Destroy Evidence, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearms Proficiency, Other Family Connection (The Vodka Mob), Weaknesses: Personal Vendetta Against Minorities, Impatient, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 330, Wealth Bonus: +9 (Gordon is small, but wiry.  He originally wanted to contact his connections in the Vodka mob for this deal.)  Weapon of Choice:  SITES M9, 9mm autoloader D2d6, 30ft range, 8 mag.

Pat Feely (29): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier:

Str: 14/+2, Int: 10/+1, Wis: 10/+0, Dex: 17/+3, Con: 14/+2, Cha: 12/+1, Defense 18, 41 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +1, Skills: +4 Hide, +6 Move Silently, +2 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +3 Shake Down, +6 Destroy Evidence, +5 Beat, +3 Exploit, +3 Hide Motive, +3 Joke, +5 Sense Motive, +6 Intimidate, +6 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Combat Martial Arts, Streetfighting, Personal Firearms Proficiency, Prison Veteran, Weaknesses: Personal Vendetta Against Minorities, Violent Temper, Oblivious to Danger, Talent: Increased Speed, Know Respect, Balls, Absolutely Loyalty, Respect: 600, Bank: 150, Wealth Bonus: +10 (Pat has a real anger management problem.  He thinks the PC’s will listen to them as long as they don’t screw them over with money.  He gets his idea of Mafia life from watching movies.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Brian Dobbs (20): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier:

Str: 12/+1, Int: 10/+1, Wis: 8/-1, Dex: 16/+3, Con: 10/+1, Cha: 15/+2, Defense 18, 28 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +1, Skills: +4 Hide, +6 Move Silently, +4 Bluff, +2 Knowledge (streetwise), +3 Sense Weakness, +6 Destroy Evidence, +4 Drive, +3 Exploit, +3 Hide Motive, +4 Camouflage, +5 Sense Motive, +6 Intimidate, +3 Balance, +3 Climb, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Prison Veteran, Prison Connection, Weaknesses: **Obsessed (Pure White Nation), Personal Vendetta Against Minorities, Smoking Addict, Talent: Increased Speed, Know Respect, Balls, Absolutely Loyalty, Respect: 600, Bank: 150, Wealth Bonus: +9 (Brian is a loyal follower and a fanatic.  He’s obsessed with the Pure White Nation and talks of little else.  He’ll fight to the death if combat breaks out.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

NEW WEAKNESSES

**Obsessed (Wis):  You are obsessed with something or someone.  You must possess this object or person above all others.  You cannot bring yourself to be parted from this object or person, to do so requires an immediate check.  Unlike “Over Protective”, you need not protect the target of your obsession from harm, just make sure no one else can have it or him/her.  If someone else possesses the object of your obsession, you must make an immediate check or you will seek that rival’s destruction in the most immediate way possible.  You must see this object or person once per day whether they want to be seen or not.  To not see this object or person requires an immediate check.  If successful, the next check is at a cumulative -1 until the check fails.  Once the check fails, the penalizing modifiers are removed.  If the object or person of your obsession is destroyed, you will pick a new one that is very similar.

Johan Jorgansen (25): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy/1st level Soldier

Str: 16/+3, Int: 13/+1, Wis: 10/+0, Dex: 12/+1, Con: 15/+2, Cha: 9/-1, Defense 15, 40 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +2, Skills:  +4 Bluff, +4 Knowledge (streetwise), +7 Shake Down, +5 Run a Brothel, +7 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +6 Destroy Evidence, +3 Sense Weakness, +6 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Improved Brawl, Prison Connection, Weaknesses: Low Self-Esteem, Talents: Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Respect: 570, Bank: 0, Wealth Bonus: +8  (Johan joined the Pure White Nation in prison.  He doesn’t have the guts to quit.) Weapon of Choice:  brass knuckles.

The Exchange:  (Lee and his crew will, again, be two hours early to the meeting spot.  They will hide the van in some bushes between two hangars.  To see the van, the PC’s must make a spot check vs. Brian’s +4 Camouflage skill.)  Lee and his guys in the van pull up.  They stop 50 feet away and get out of the van.  One of the men (Brian) is carrying a briefcase.  “Okay, we got the cash.  Where’s the merchandise?” asks Lee.  (The money is actually in a tote bag in the front on the floor of the van.  If the PC’s ask to be shown the money, Johan will walk back to the van, open the bag and show it to them.)
The Examination:  One of the men (Simon) opens up the first box and examines an AK-47.  (Simon will look at the first gun the PC’s offer or have on their truck.  He’ll test it and find it to be good unless the PC’s specifically moved the most convenient gun out of his way.)  The man tests the AK-47 and nods to Lee approvingly.  “Good.  Check the grenades.”  (Simon needs a DC 30 under Craft Mechanical to know the grenade is good.  If he misses the check, he won’t want to embarrass himself by trying one.  He’ll nod and say they’re good.  If he makes the check, he’ll know something is up.  He’ll pull the grenade and throw it.  It won’t go off.  All the grenades are duds.  The jig is up and the PC’s will have to fight their way out.)  Finally, Lee gestures vaguely to one of the boxes of pistols.  “Check those,” he orders.  (The PC’s will have to make some sort of check to make sure Simon looks in the right box.  A DC 15 Sleight of Hand check, a DC 14 Minor Con check to distract Simon long enough to switch, +1 for each additional PC distracting him or a DC 22 Diplomacy check to hand him a specific box without getting them suspicious.  Simon will reach down and take one of the guns in the middle of the box.  As long as the PC’s have handed him a good box, all will be well.  If the gun fails, Lee demands the PC’s knock off 4 Wealth points from the price.  Assuming the PC’s agree, he’ll let Simon check another gun.  If this one fails, the men will attempt to rob the PC’s.)
The Cops:  (It’s important for the PC’s to get out of the meeting place first.  Any delaying tactic should work as long as the PWN isn’t suspicious.  Since they parked a distance away from the PC’s, the easiest way is to have the PC’s unload the guns into a hangar or onto the ground.  As long as the PC’s leave before the PWN, the cops will arrive.  Another delaying tactic would be to spill a box of guns on the ground.  Use Lee’s Sense Motive every time the PC’s dupe him.  He expects some duplicity, but he doesn’t expect to be turned into the cops.  If the PC’s delay too much, Lee becomes suspicious and suggest the PC’s help load their van.  If a gun fight breaks out, the cops arrive in 20 rounds.  The cops arrive 8 rounds after Vivaldi is alerted.  If the PC’s are still present, read the following description.)  Suddenly a nearby gate bursts open and sirens and flashing lights are everywhere.  The New Milan PD has arrived!  (12 Average Beat Cops led by 4 Average Detectives.  All the cops will be wearing bullet proof vests.  To out-drive the cops requires two opposing drive checks, best out of 5, best out of 3 and then best out of 1.  Success moves the PC’s up a tier and failure drops them down.  If the PC’s lose a best out of 7, the cops box them in so tightly they can’t move the car unless they make a DC 25 Drive check.  The PC’s will be pursued by 4 patrol cars containing 2 average beat cops each.)
Average Beat Cop: 2nd level Tough Mook/3rd Level Cop

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 15, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +6, Search +3, Listen +3, Drive +6, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Vehicle Expert, Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +8  (The cops in this area are paid slightly better and are slightly better trained.  Recent department upgrades have been made thanks to generous corporate contributions.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
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Each patrol car is equipped with a shotgun:  Beretta MP3 12-gauge, D2d8, 40ft range, single shot, 7 inside the gun.

Average Detective: 2nd level Tough Mook/5th Level Cop
Str: 14/+2, Int: 12/+1, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 17, 44 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Gather Information +6, Investigate +6, Knowledge (streetwise) +7, Spot +5, Search +5, Listen +6, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Meticulous, Run, Weaknesses:  Code of Honor (they must uphold the law), Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 700, Bank: 250, Wealth Bonus: +7  (New Milan detectives enjoy a wide variety of donuts.  They often have to pick up the bodies when a mob war breaks out.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

The Wrap Up:  If the PWN suspect that the PC’s were in on their arrest, they will become bitter enemies.  If the PC’s are made, they will target the family in its entirety.  If this escalates and hurts business, the PC’s may find their own family turned against them if their Respect dips below acceptable levels.  Wiseguys will be left out in the cold and it will be very difficult for them to be made.  If Lee and most of the guys are killed, the repercussions will only last a year.  If all the PWN are killed, the PWN start an all-out war on the PC’s starting with incarcerated family members.  Anyone with a Prison Connection loses it, as many are killed.  If the PC’s are arrested with the PWN, the family insists that they do the time as punishment (roll on the major crimes indictment chart at +4 or the D.A. will make a deal at +2 if the PC’s testify against the PWN).  PC’s that testify against the PWN and do jail time will be dead within the year or targeted on the outside if they manage to get off.  This will preserve the family’s tie to the PWN.  Assuming the PC’s made a smooth transaction and didn’t act suspicious, Lee will attribute his arrest to his own bad luck.  The PWN will be tied to several murders actually committed by the PC’s family.
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Advanced Character Class:  Pure White Nation Follower

Prerequisites:  2 levels as a Family Associate and Personal Vendetta Against Minorities
Minimum Respect: 301
Native:  Any

Availability:  1950’s and beyond
Primary Ability:  Strength
Hit Dice:  1d10 per level plus Constitution modifier

Action Points:  5 plus 1/2 current level rounded down every level

Initiation:  PWN recruits from the ranks of skinheads and poor, disillusioned, white urban youth.  They get their most loyal followers in prison and run a prison gang of the same name.  On the outside, the initiation usually involves committing acts of vandalism or assault against minorities.  In prison, the initiation always involves an assault on another prison and usually murder.
Role:  The Pure White Nation is a white supremacist, prison gang that has transformed into an organized crime family over the years.  Their primary objective is to protect those they consider to be of “pure” blood.  Outside of prison, they tend to be less organized and focused, but inside prison they are especially deadly and focused.
Class Skills:  Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int), Decipher Script (Int), Demolitions (Int), Diplomacy (Cha), Disable Device (Int), Drive (Dex), Forgery (Int), Gamble (Wis), Gather Information (Cha), Handle Animal (Cha), Hide (Dex), Intimidate (Int), Jump (Str), Knowledge (Int), Listen (Wis), Move Silently (Dex), Navigate (Int), Pilot (Dex), Profession (Wis), Read/Write Language, Repair (Int), Ride (Dex), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Survival (Wis), Swim (Str), Treat Injury (Wis), Tumble (Dex)

Mafia Skills:  Beat (Str), Bribe (Int), Cheat (Dex), Camouflage (Int), Destroy Evidence (Wis), Exploit (Cha), Hide Motive, (Wis), Joke (Cha), Minor Con (Cha), Run a Brothel (Cha), Run a Crew (Int), Run a Family (Int), Seduce (Cha), Sense Weakness (Wis), Sex (Dex), Shake Down (Str), Torture (Int)

Skill Points for each additional level:  5 + Intelligence Modifier 

Bonus Feats & Weaknesses:  One Weakness and an additional feat or two weaknesses and two additional feats.  

Class Features:  
Talents

At 1st, 3rd, 5th, 7th and 9th level, the Follower Gang has one talent tree.  It must be followed in order.  

Soldier Talent Tree

A follower with this talent is more of a “hands-on” criminal who is not afraid to get their hands dirty.  Soldiers can gain great amounts of Respect.  These men use brute force and ruthlessness to get what they want:

1st level: Absolute Loyalty: Skills such as Torture, Beat, Diplomacy, Sense Weakness and Exploit do not function well against these single-minded individuals.  All rolls with these skills are made against the character at –2.  If the first roll fails, all future rolls by that user are made at –4 to that particular character.

3rd level: Fearsome Display: Using this ability, the character frightens a target and makes Intimidation, Torture, Beat and Exploit skill checks at +2.

5th level: Captain: At this level, the character gains one 1st level assistant.  He gains and additional 1st level assistant every level thereafter.  These members will be loyal unto death.
7th level: Ruthlessness: The follower is so fearless and ruthless that he gains the feat of Fearsome Presence and makes all Intimidation, Torture, Beat and Exploit skill checks at an additional +2.

9th level: Fanatic Loyalty: Followers at this level have a fanatic devotion to the PWN.  These followers can ignore 1 point of damage from melee and ranged weapons and can continue to fight to –10 hit points.  (From –1 to –10 hit points, he fights as though he is disabled.)  These abilities can only be used during a melee that is in the PWN’s interests.

11th level: Mesmerizing Motivator: The PWN has not had an 11th level leader in its current form.  Should a member reach this level, he can inspire fanatic devotion in his followers.  Followers with Low Self-Esteem and similar weaknesses will be unable to resist the orders of this charismatic leader.  In combat that he leads, he can grant Fanatic Loyalty to followers of any level.  He also gains Legitimate Businessman as a bonus feat.

For all the even numbered levels (2nd, 4th, 6th, 8th, etc.) the character receives a bonus feat from the following list:  Aircraft Operation, Alertness, Animal Affinity, Archaic Weapon Proficiency, Armor Proficiency (light), Athletic, Attentive, Blind-Fight, Brawl, Improved Brawl, Knockout Punch, Improved Knockout Punch, Streetfighting, Improved Feint, Builder, Combat Expertise, Improved Disarm, Combat Martial Arts, Combat Reflexes, Confident, Creative, Deceptive, Defensive Martial Arts, Dodge, Mobility, Drive-By Attack, Educated, Endurance, Exotic Melee Weapon Proficiency, Far Shot, Frightful Presence, Gearhead, Great Fortitude, Guide, Improved Damage Threshold, Improved Initiative, Iron Will, Lightning Reflexes, Low Profile, Personal Firearms Proficiency, Advanced Firearms Proficiency, Burst Fire, Strafe, Point Blank Shot, Precise Shot, Shot on the Run, Power Attack, Cleave, Great Cleave, Improved Bull Rush, Sunder, Quick Draw, Quick Reload, Renown, Run, Simple Weapons Proficiency, Stealthy, Surface Vehicle Operation, Toughness, Track, Trustworthy, Two-Weapon Fighting, Improved Two-Weapon Fighting, Advanced Two-Weapon Fighting, Vehicle Expert, Force Stop, Vehicle Dodge, Weapon Finesse and Weapon Focus.  (Note:  Some gang members are ex-military and may have access to combat feats beyond what’s listed here.)
Mob Feats Available:  any Connection, Convince, Criminal Demolitions, Enthrall, Golden Boy, Good Earner, Gorgeous, Heart of Stone, Know Someone’s Heart, Lasting Threat, Legendary Rep, Long Memory, Man of Honor, Man of Respect, Prison Veteran and Stone Faced.
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Respect:  Ideology supercedes respect in the PWN.  To consort with people of “impure blood” is an immediate loss of respect.  However, respect is the second most important thing in the gang and this supercedes money, drugs, women, etc.   

Preferred crimes:  The PWN primarily attacks minorities, especially those of other skin colors, other religions and other sexuality.  Drug dealing, arms dealing, petty theft and vandalism are a means to continue this end.  Certain followers become more mobster than ideologues.  Inside prison, the gang is particularly vicious.  Despite their lower numbers, the Pure White Nation is given a wide berth inside the joint.  The gang has excellent Prison Connections and its high level leaders are known to pull the strings from their cells. 
Banned Crimes:  Consorting with other “impure” persons is considered a crime in the PWN.  Racial purity is considered the primary goal of the group.  Any action that stops or delays events that would lead to the eventual race war that leads to racial purity is considered a crime in the PWN.
Legitimate fronts:  The PWN does not have a territory in New Milan.  They primarily operate out of the homes and businesses of members and those sympathetic to their cause.   It is rumored they have a camp upstate that is heavily fortified.
The Pure White Nation:  Started in 1951 by Professor Jerimiah Greenfield an ex-member of the KKK, Pure White Nation began as “social experiment”.  Greenfield attempted to start his own purely white community in a county in a southern state.  In the process, his group drove out several minorities.  

By 1957, the PWN had “whitened” almost two whole counties.  The towns within these counties seemed to flourish and Greenfield was featured in newspaper and television touting his success.  The next year it was revealed that Greenfield has financed much of this success by using his connections at a local bank to illegally purchase homes and farms.  He then turned around and sold this illegally seized property to white people at a hefty profit.


Shortly thereafter, Greenfield was caught in his study with the underage daughter of one of his followers.  The scandal rocked the PWN and it quickly fell apart.  Greenfield was shot outside the courthouse by one of his own men and later died.  PWN followers today claim it was a government assassination, but it was well documented that it was the father of the underage girl.


The group fell into obscurity over the next two decades, but by the early 80’s began to pick up steam.  Its new leaders were young, neo-Nazis who were fascinated with Greenfield’s legacy.  Ignoring the scandals and the falls, they took up his cause, but in a more violent manner.  The followers ended up in jail and banded together to form a powerful prison gang.


By the mid-1990’s, PWN had become a powerful force inside prison society all over the United States.  Although the influence of its ideology outside prison continues to be limited, on the inside they continue to control important parts of prisons despite their low numbers.  


Currently, the PWN is leaderless and several high level prisoners claim the mantel.  The PWN has a good relationship with other organizations that they consider to be “white”.  They prefer to deal with the Outcasts Motorcycle Club in New Milan, but have made recent connections with the Mafia families now that their criminal enterprises have increased in complexity.  It is rumored that they also have a cordial relationship with the Vodka Mob.  Groups like the 105’s and the Karate Tong elicit anger from these members.  They only deal with minorities if they are forced to and if they get the upper hand, they will attempt to destroy them.

