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FOR THE GM ONLY:  This adventure requires that at least one of the PC’s or their close associates be involved in one of their schemes when the adventure begins.  The GM can use the PC’s previous schemes or the buttlegging scheme outlined below.

Set-up:  You and your associates are the 49th Street Garage at 1855 E. 49th Street.  The garage is owned by a friend of the family and is large enough to house semi trucks.  You and your associates are in charge of making sure the truckload of cigarettes gets unloaded and reloaded onto two smaller trucks after you’ve sealed the packages with counterfeit tax seals.  You have a crew of six regular mooks to assist you.  Unfortunately, as the truck pulls inside, so does an unmarked police car with a police light on the dash.  The driver gets out of his car so fast, he forgets to put the car in park and it continues to roll towards the truck.  “Everybody freeze!  You’re under arrest!” announces the plain clothes cops holding a badge.  Although there are a couple of ways out of the building, these cops appear to be alone.  Perhaps they would be open to a monetary incentive to go away.  (If the PC’s wish to escape, they can attempt a DC 14 Climb check out a nearby window or a DC 18 Move Silently check to slip away unnoticed.  The two cops have already identified the PC’s and they will target the highest level ones or the lead PC.  Shooting it out with these two maniacs is probably a bad idea.  They are high level and excellent shots.  Granger will dive for cover after the first round, while Boof calls for back up.  Back up arrives in ten rounds in the form of four average uniformed cops and then six rounds later in the form of eight average patrol cops.  If the PC’s have any exotic weapons or hand grenades, use the S.W.A.T. team outlined in 100 NPC’s for your Complete Mafia campaign.)
Detective Harlan Granger: 2nd level Fast Mook/9th Level Detective

Str: 13/+1, Int: 14/+2, Wis: 11/+0, Dex: 16/+3, Con: 12/+1, Cha: 10/+0, Defense 23 + light vest, 70 HP, Attack Bonus: +10/+5, Fort: +5, Ref: +5, Will: +2, Rep: +9, Skills: +10 Intimidate, +10 Disable Device, +10 Drive, +11 Bluff, +12 Sense Weakness, +8 Knowledge (streetwise), +6 Hide, +6 Move Silently, +5 Hide Motive, +13 Sense Motive, +9 Exploit, +5 Diplomacy, +5 Investigate, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Long Memory, Brawl, Quick Draw, Advance Firearms Proficiency, Point Blank Shot, Light Armor Proficiency, Burst Fire, Skip Shot, Drive-By, Weaknesses:  Sociopath (Greedy), Aggressively Dominant, Adrenaline Junkie*, Respect: 1100, Bank: 30, Talent: Evasion, Identify Family Members, Interrogate, Gain Informant, Aura of Protection, Brilliant Deduction, Wealth Bonus: +17 (Granger is a corrupt cop who likes to take dangerous chances as long as it makes him more money.  He is utterly ruthless when it comes to making more money.  He’ll have no problem killing the PC’s if they are foolish enough to show him a large amount of cash.) Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag, (ankle holster) .22 Pathfinder, 20 ft. range, 6 cylinder, single shot, D2d4.
*Adrenaline Junkie (Wis):  You like excitement and the rush.  Taking the riskier course of action makes you feel alive.  When faces with such a choice, you must make a check or take the riskier way of doing things even if it might mean your death.

Detective Nick Boof: 2nd level Dedicated Mook/8th Level Detective
Str: 12/+1, Int: 12/+1, Wis: 14/+2, Dex: 12/+1, Con: 13/+1, Cha: 15/+2, Defense 19 + light vest, 61 HP, Attack Bonus: +8/+3, Fort: +6, Ref: +2, Will: +4, Rep: +8, Skills: +12 Intimidate, +12 Bluff, +10 Sense Weakness, +8 Knowledge (Visual Arts), +10 Exploit, +10 Hide, +10 Move Silently, +10 Sense Motive, +5 Drive, +5 Craft (structural), +6 Diplomacy, +4 Treat Injury, +10 Investigate, Feats:  Simple Weapon Proficiency, Defensive Martial Arts, Streetfighting, Personal Firearms Proficiency, Advanced Firearms Proficiency, Creative, Corporate Connection, Point Blank Shot, Vehicle Expert, Light Armor Proficiency, Force Stop, Weaknesses:  Low Self-Esteem, Dominant Parental Influence (Harlan Granger), Greedy, Respect: 1000, Bank: 20, Talent: Skill Emphasis (Investigate), Identify Family Members, Interrogate, Gain Informant, Aura of Protection, Wealth Bonus: +14 (Boof follows Granger’s lead and looks to him as a father figure.  He defers to Harlan in all things.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
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FOR THE GM ONLY:  Assuming the PC’s don’t turn the encounter into a bloodbath and Granger and Boof have control of the situation, read “The Proposal”.
The Proposal:  The two plain clothes detectives take you into the garage’s dirty office.  “Gentlemen, looks like we have ourselves a problem here,” says the first cop.  “I’m Detective Granger and this is my partner, Detective Boof.  Now, normally we don’t take kindly to people smuggling cigarettes into the city, but today is your lucky day.  As of today, you work for us.  Those are our cigarettes, we smuggled them together.  As such, we’re entitled to a percentage of the profits.   Now since you didn’t consult us ahead of time, we’ll be taking 50%.  Next time, assuming you tell us about your little scheme, we’ll only take one share each.  In return, we’ll make all your police problems vanish.  Poof!  Right Boof?”
“Right, Granger,” agrees his partner.

“Now, to show your loyalty to us, you’re new employers, we’re gonna need you to do us a favor from time to time.  These favors, in the future, we’ll be profitable for both parties, but this first one you’ll have to do gratis,” explains Granger.  “A drug dealer and child rapist by the name of Anthony DeSanchez was released on a technicality.  Needless to say, we in the police department were appalled after spending a year and a half investigating this piece of crap.  Sleezebags like yourselves should have no problem tracking DeSanchez down.  Do the world a favor and make sure he meets with, as you would say, an unfortunate accident.  And of course, if you breathe one word of this to anyone, your superiors, the cops, your wife and kids----  You might find yourselves the victim of your own unfortunate accident at your next traffic stop.  Any questions?”
Likely questions for the PC’s:
What if we refuse?  “You go to jail.  I already have the arrest report written.”
Where is DeSanchez?  “Laying low somewhere north of the city.  He shouldn’t be hard to find.”
What’s he look like?  “Latino male, late 20’s.  Has a Van Dyke, shaved head, scar on his left cheek and a tattoo of a cross on his right arm.  If you need a picture, one of you learn to work a computer and then go online a find a newspaper from two weeks ago.  His picture was on the front of Section B.”
How did he get off?  “A police technicality.  We got a little rough with him in interrogation.” (This is a lie.  DeSanchez merely refused to pay Granger more money.)
How do we contact you?  “You don’t.  We’ll stop by in a week.  We expect it done by then.”

How can we trust you?  “You don’t have a choice.  You either do this or go to jail.”

What do we tell our bosses?  “Tell them we work for you, dumbass.”

FOR THE GM ONLY:  Granger’s Plan:  Granger will check in on the PC’s every two days unless events warrant that he check up on them sooner or avoid them completely.  He’ll visit them at their homes and place of business.  He’ll be able to get to them at any place unless the PC’s use a “Legitimate Front”.  If they hide there, Granger and Boof need a DC 20 Investigate check + the level of the PC to find the front.  If they succeed, the front is ruined and the PC will have to find another.  If the PC’s ignore Granger or attempt to, he’ll start turning up the heat.  He’ll question them every day and until the PC’s either kill him or obey, they’ll receive double the normal Suspicion points for everything they do.  If they choose to work for Granger, they’ll automatically get -1 to all Suspicion Awards for any crime that Granger is aware.  If Granger decides to actively cover up the crime, the award can go as high as -3.  Granger won’t endanger himself to help the PC’s.  He will endanger himself to help Boof, but his weakness might cause him to if he misses a check.  Granger’s greed will eventually cause him to take a cut of all the PC’s schemes.
Finding DeSanchez:  (DeSanchez is hiding out.  He is sleeping at the homes of friends and acquaintances, but there are two places where the PC’s can track him down.  First, he is still dealing because he needs the money.  To find the area where he is dealing, the PC’s need to make a DC 18 Streetwise Knowledge check, a DC 15 Investigate check or a DC 22 Gather Information check.  His street corner is at 98th and Willowby northwest of the map.  If the PC’s track him down this way, he will be with three associates.  The associates flee if DeSanchez is disabled.  Read the description under “98th and Willowby”.  If the PC are looking for another, more vulnerable place to get him, DeSanchez has the weakness “Creature of Habit”.  They need to make the same checks with a +2 modifier to find out that DeSanchez loves Vietnamese soup.  Every night before he hits the street corner, he stops at “Phun’s House of Noodles” at 9903 Crenshaw Ave. near 99th and Crenshaw.  He’s there from 5pm to 6:30pm.  Unless the PC’s have already tried to kill him, he’ll be alone.  If the PC’s try to kill him, he’ll be with two of his associates.  If the PC’s fail a second time, he takes the money he has, buys a bus ticket and goes back to Ecuador.)
98th and Willowby:  This is a desolate area of New Milan and many of the surrounding buildings are either abandoned or full of residents too old or poor to move.  Loitering on the street corner are two Latino youths.  Two others hide in the doorway of an abandoned clothing store.  Occasionally, a car slows down to do business.  The two younger Latinos are the go-betweens with the guys in the doorway.  (The PC’s need to make a DC 18 Spot check to notice DeSanchez.  If the PC’s approach, the group will walk away.  If the PC’s attack immediately, they will run.  to chase down one of the youths requires a DC 14 Fortitude check.  Characters five years or older than the Latinos get a -1 modifier to the check after two rounds.  If the PC succeeds and the Latinos lose, they can make one melee attack against the Latinos to grab them.  If the attack fails, the Latinos continue to run, if they succeed they get into a melee attack.  If the Latinos succeed and the PC’s fail, the Latinos get away.  Do each foot chase separately.  Characters following in the car can make a Drive check against the Fortitude check, but because they are using back alleys, the driver gets -4 to the check.  A failure of 10 or more means the character has an accident and the car stops taking 1d6 points of damage.  The PC’s will need to either Intimidate, Torture or Bribe DeSanchez’s associates to find out about the noodle shop.  Using a Will check to oppose Intimidate, Fortitude to oppose torture and Bribes automatically work, but DeSanchez will be warned if the PC lets the Latino go.)
Anthony DeSanchez (25) 2nd level Strong Mook/7th Level Family Associate/Wiseguy 

Str: 17/+3, Int: 12/+1, Wis: 8/-1, Dex: 14/+2, Con: 15/+2, Cha: 8/-1, Defense 13, 64 HP, Attack Bonus: +6, Fort: +6, Ref: +2, Will: +3, Skills:  +10 Bluff, +4 Knowledge (streetwise), +10 Shake Down, +5 Knowledge (Streetwise), +4 Sense Motive, +4 Exploit, +3 Hide Motive, +4 Sleight of Hand, +3 Sense Weakness, +11 Intimidate, +11 Beat, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Prison Veteran, Prison Connection, Personal Firearms, Proficiency, Point Blank Shot, Combat Reflexes, Endurance, Weaknesses: Creature of Habit (eats at the same place daily), Braggart, Aggressively Dominant, Physical Flaw (scar), Respect: 840, Bank: 0, Talent: Extreme Effort, Know Respect, Balls, Muscle, Tough Guy, Wealth Bonus: +10  (Anthony’s big mouth finally pissed Granger off.  He had to burn one of his connection feats to avoid arrest.  If the PC’s bother to question him, he’ll gladly help them kill Granger, but he’ll be extremely wary of the PC’s.  He is currently carrying 7 Wealth in money and 10 Wealth worth of crack cocaine.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Juan, Hooch and Tico (18) 2nd level Tough Mook/3rd Level Family Associate/Wiseguy 

Str: 13/+1, Int: 12/+1, Wis: 12/+1, Dex: 12/+1, Con: 16/+3, Cha: 10/+0, Defense 13, 40 HP, Attack Bonus: +5, Fort: +4, Ref: +1, Will: +1, Skills:  +5 Bluff, +4 Knowledge (streetwise), +3 Drive, +5 Beat +5 Climb, +4 Sense Motive, +4 Exploit, +4 Hide Motive, +4 Disable Device, +3 Sense Weakness, +5 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Weaknesses: Drug Addict, Pushover, Dysfunctional Family, Respect: 320, Bank: 0, Talent: Remain Conscious, Know Respect, Balls, Wealth Bonus: +7  (Tico is Anthony’s right hand man and is standing in the doorway with him.  The three boys don’t speak English well.)  Weapon of Choice:  Skorpion machine pistol, D2d4, 40ft range, 20 mag. single or automatic.

Locating Granger:  Granger keeps odd hours.  His life is his work and he’s almost constantly on the clock.  There’s a 5% chance that on any given day he is out of town with family or friends.  Granger lives in a condominium at 2722 N. Blueberry Ave.  He relies on a security system to wake him up if intruders call.  To disarm the security system requires a DC 25 Craft (Electronics) check or a DC 30 Knowledge (technology) check and the electronics tool kit.  Otherwise, if any door or window is open or broken, Harlan will be awakened by a low beep near the controls on the wall near his bed.  He keeps his gun nearby and his bedroom is on the second floor.  Harlan keeps the windows and doors locked and the drapes drawn.  He’s rarely here, except to sleep.  Harlan is supposed to be in the squad room at 9am, but he rarely shows up before Noon.  80% he’ll be up and out the door by 11:30am to get to the station by noon.  Otherwise roll a 1d4-3 and add the result in hours.  He spends most of his time in his car or on the streets until 10pm plus 1d6-2 hours.  Harlan runs all his errands while on duty in flagrant violation of the rules in his precinct.  Internal Affairs has already investigated Harlan once, but he skated free and clear.  He has blackmail information on almost everyone in his squad, so they steer clear of him.  His captain, especially, is afraid of Harlan.  Harlan is divorced and has a son, but his family moved out of state.
Locating Boof:  Boof lives with his mother in an apartment at the Carvelle Arms 800 W. 28th Street, Apt. 4C.  Together, they have a large apartment.  Use the generic apartment map in the Complete Mafia for d20 book, but assume the dimensions are twice as big.  He keeps the same hours as Granger.  His daily routine is getting a call from Granger when Harlan rolls out of bed.  While Granger gets ready, Boof quickly showers, then drives over to pick him up.  Like Granger, Boof is Greedy.  He likes that Granger leads because he figures if he ever gets caught he can roll on his partner and eventually get out of jail with the money he has stashed.  He looks to Granger like a father, but also understands his weaknesses.  Boof is squeaky clean and prefers to stay that way.  There is a 5% chance each day that he spends the first six hours in the squad room doing paperwork.

Granger & Boof’s Squad:  New Milan Police Precinct 5 is at 400 W. 27th Street on the corner of Green and 27th.  The station house is very large and contains many of the specialized squads you might expect in a major city.  (A DC 20 Gather Information check, DC 18 Investigate check, Police Connection or a DC 15 Computer Use check reveals that Granger and Boof are narcotics detectives that specialize in investigating narcotics gangs and related murders.  They are two of eight detectives in their division.  They have an outstanding arrest record.  Additionally, a Police Connection will also reveal that Granger is known to “play by his own rules”.  Many members of the squad are convinced he’s killed at least one drug dealer.)
The Second Assignment:  (Assuming the PC’s pull off the job, read the next paragraph.  If the PC’s are injured, Granger will wait until they are healed.  He might also wait if the heat is on.)  You and your associates have just sat down for lunch with some sandwiches purchased at the Hoagie Hole when in walks Granger and Boof.  “Gentlemen!” greets Granger.  “Celebrating with sandwiches, don’t mind if I do.”  Granger takes half the hoagie of (random PC) and starts eating it as he talks.  (If the PC doesn’t object, he loses 10 Respect points.  If he at least objects, he only loses 2.)  “Mmm, mmm.  You greaseballs sure do know how to eat.  Got your next assignment.  Don’t worry, we’re gonna make a lot of money on this one.  You do what I say and I think this will be a beautiful friendship.  There’s these guys that sell weed to NMU students.  Big operation you can imagine.  Oddly enough, your friends, the Bondinos, don’t know about them, but we do.  They’ll be armed, but these guys are hippies and they spend half the time smoking their own stuff.  You go in and rob them.  We’ll make sure someone else gets blamed for it.  The house is at 5407 N. Walnut Ave.  They got a cage at the front door, but they usually forget to shut it.  They’re idiots.  You bring us the cash and we’ll take one share each.  As a bonus, you can keep the weed, but I gotta warn, taking that will probably be a liability unless you unload it quick.  If you have to kill any of these morons the weed would lead straight back to them.  But that’s up to you.  I’ll give you a few days to scope out the place and prep yourselves.  When you’re ready, give me a call with the time and the day you’re gonna do it.  Here’s my disposable cellphone number.  Just call and say the date and time.  Boof and I will make sure we’re on duty.  It’s that easy.  Any questions?”
Likely questions for the PC’s:

How much money will these guys have?  “These guys do a lot of business.  As long as you hit them before the end of the month, which is the end of this week, I estimate they’ll have anywhere from 20 to 25 Wealth in cash.  Mostly in small bills.”

How many guys will there be?  “At least four, I’ve never seen more than six.  They’re all ex-students.”

Will they be armed?  “Yeah, but they’ll probably be stoned too.  I don’t know how well they’ll be armed.”

Can we approach the house as buyers?  “Absolutely.  College students are in and out of that place all the time.  They’re idiots.  It’s amazing no one has hit them until now.”

How much weed are we talking here?  “Truckloads.  They have a greenhouse in the basement that’s three levels high.  It’s a lot of fucking weed.  Don’t bring me the weed.”
Should we kill the dealers?  “I don’t care.  Just get the money.  I’ll tell you this, if you let them live, they probably won’t even report it.  If you kill them, someone will eventually call the cops.”
The Hippie House:  (Use the Drug House Map from Finding Nino, except the house is occupied on both floors and there is a very large basement full of weed.  The entrance to the basement is in the kitchen.  Also, the front door has a cage.  During the day, the group is too lazy to close it.  If the PC’s wait until the place empties out of college students, it will be closed and locked.  The windows are not barred, but the hippies have a peep hole from the second floor where they can shoot into the cage with a rifle.  If the PC’s wait until the place empties out, there won’t be other college students here, otherwise there are 1d6 college students as well.  They won’t be able to escape and they’ll be too scared to fight unless attacked.  They’ll get in the way.)
Average Stoned College Student: 1st level Fast Mook: 

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Diplomacy, +2 Sense Weakness, +5 Hide Motive, +2 Knowledge (Current Events), +5 Research, +3 Drive, +3 Sex, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Oblivious to Danger, Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +5 (Loud, drunk and boisterous, the college students of NMU know how to party.) Weapon of Choice:  fists

Roger Bennett (23): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 12/+1, Int: 13/+1, Wis: 11/+0, Dex: 16/+3, Con: 10/+0, Cha: 15/+2, Defense 15, 27 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +6 Spot, +6 Listen, +6 Bluff, +6 Craft (pharmaceuticals), +6 Knowledge (Earth Sciences), +6 Sense Weakness, +6 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +3 Intimidate, Feats:  Simple Weapon Proficiency, Corporate Connection, Personal Firearms Proficiency, Good Earner, Weaknesses: Short Fuse, Drug Addict, Talent: Evasion, Know Respect, Respect: 310, Bank: 0, Wealth Bonus: +15 (Roger is the leader, but he’s also a stoner.  If he misses his weakness check, he’s stoned when the PC’s arrive and he gets -2 to all checks.)  Weapon of Choice: (see below)
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The Thompson/Center 22 Classic is a standard .22 caliber hunting rifle.  It’s got a decent range, but not a lot of fire power.  It’s a bolt action rifle and since the distance from the hole in the ceiling to the cage is only 20 feet, it’s not the best choice of weapon for drug dealers.

Ian Vickers (22): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 15/+2, Int: 10/+1, Wis: 11/+0, Dex: 16/+3, Con: 14/+2, Cha: 12/+1, Defense 15, 27 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +7 Hide, +7 Move Silently, +7 Bluff, +6 Craft (pharmaceuticals), +6 Sense Weakness, +6 Destroy Evidence, +6 Hide Motive, +5 Disable Device, +3 Sense Motive, +6 Knowledge (Earth Sciences), Feats:  Simple Weapon Proficiency, Corporate Connection, Personal Firearms Proficiency, Good Earner, Weaknesses: Drug Addict, Untrustworthy, Talent: Evasion, Know Respect, Respect: 250, Bank: 0, Wealth Bonus: +5 (Like Roger, Ian is another stoner.  It is 70% likely he’ll be stoned when the characters arrive.)  Weapon of Choice: fists
Rick Norman (21):  2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy:

Str: 10/+0, Int: 15/+2, Wis: 10/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 13, 23 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +9 Bluff, +5 Knowledge (pharmaceuticals), +6 Knowledge (pop culture), +5 Sense Motive, +4 Exploit, +6 Sense Weakness, +3 Hide Motive, +4 Destroy Evidence, +4 Sense Motive, +4 Diplomacy, +6 Seduce, +3 Drive, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legendary Rep, Legitimate Businessman, Weaknesses: Drug Addict, Smoking Addict, Talent:  Fast Talk, Know Respect, Balls, Respect: 410, Bank: 0, Wealth Bonus: +1 (Rick is working here because he’s in deep debt to Roger.  He’ll attempt to talk his way out of the situation.)  Weapon of Choice:  butcher knife.
Kyle Shalot (25):  2nd level Dedicated Mook/4th Level Family Associate/Wiseguy:  

Str: 12/+1, Int: 13/+1, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 10/+0, Defense 13, 37 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +4, Skills:  +2 Bluff, +6 Craft (pharmaceuticals), +5 Sense Motive, +2 Exploit, +4 Climb, +6 Sense Weakness, +4 Diplomacy, +7 Knowledge (Earth Sciences), +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Legitimate Businessman, Personal Firearms Proficiency, Weaknesses: Drug Addict, Drinking Addict, Talent:  Skill Emphasis: Knowledge (Earth Sciences), Know Respect, Balls, Absolute Loyalty, Respect: 550, Bank: 0, Wealth Bonus: +3  (Kyle is completely mess up and is 90% to be really high.  This won’t stop him from attempting to shoot the characters.  He has a rather large gun and he’ll wait upstairs for the characters to arrive.  The PC’s automatically get the drop on him.  If they demand that he set down the gun, he’ll get confused and set it on the couch near him and surrender.  Otherwise, he’ll blast away until he’s dead or he’s out of ammo.)  Weapon of Choice:  M-60 Machine Gun, D2d8, 100ft range, linked.
GM’S NOTE!  Annie Georgetown is lying on the couch and her clothes blend in well with the patterns.  The PC’s need to make a DC 15 Spot check to see her if they are looking.  If Kyle sets the gun down, a few rounds later she picks it up and opens fires.  She’ll wait until the PC’s aren’t paying attention.  She needs to make a Move Silent check against the PC’s Listen.

Annie Georgetown (24): 2nd level Smart Mook/4th Level Family Associate/Babe: 

Str: 13/+1, Int: 15/+2, Wis: 11/+1, Dex: 12/+2, Con: 15/+2, Cha: 12/+1, Defense 15, 46 HP, Attack Bonus: +5, Fort: +3, Ref: +1, Will: +4, Skills:  +7 Bluff, +3 Hide, +6 Bribe, +4 Sleight of Hand, +6 Seduce, +5 Sex, +7 Sense Motive, +7 Hide, +8 Move Silently, +3 Hide Motive, +4 Drive, +7 Sense Weakness, +6 Diplomacy, +8 Make Up, +8 Gather Information, Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Deceptive, Personal Firearms Proficiency, Advanced Firearms Proficiency, Weaknesses:  Drug Addict, Greedy, Respect: 600, Bank: 100, Talent: Savant, Trophy Girl, Man-eater, Wealth Bonus: +4 (Annie is an army brat and her dad taught her to shoot.  She’s a stoner like the rest of the group and is 50% likely to be stoned.) Weapon of Choice:  fists.
Escaping with the Goods:  If the PC’s don’t fire a shot, they automatically get away.  After the first shot, they’ll have 30 rounds to get in and out.  The .22 rifle shot doesn’t count for this.  Its noise is too low to be heard outside the house.  It takes only 2d6 rounds to gather up the money (21+1d6 Wealth), but takes 3d6 rounds to gather up all the weed.  Each shot fired subtracts one from the 30 rounds.  The first car on the scene is an average patrol car with two officers.  Add another patrol car every five rounds after as long as the chase continues.  To out-drive the cops, the PC’s need to win a best out of five, then best out of three drive checks against the cops.  If they lose the best out of five, they can go to the best out of seven, but if they lose that they get cornered.  Roll for each patrol car separately.

Average Beat Cops: 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 +1, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +6  (The cops in New Milan have a long history of corruption.  The lawsuits that resulted from this corruption nearly bankrupted the city, but despite that some cops are still on the take.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

Vehicle

Crew
Pass
Cargo

Init
Man
Top
Def
Hrd
HP
Sz     Purchase DC

Ford Crown Vic  1
5
425 lbs

-2
-1
185 (18) 8
5
34
H
28

The Spoils:  Assuming the PC’s get away, Granger and Boof will meet up with the PC’s.  They may charge the PC’s an “extra fee” if they left too many bodies.  Granger is sloppy, so the PC’s may turn the tables on him by attempting to video or record Granger.  If this happens, the cop will play along with the PC’s for a while, but then kill them at the first opportunity.  Granger and Boof may become a constant thorn in the PC’s sides.  It’s possible the Bondinos may find out about the drug house and demand a cut.  The weed is worth 40 Wealth, but also 40 Suspicion if they sell it in New Milan.  That amount of weed can only be moved by the PC’s family and it is worth another 25 Wealth to the PC’s after “taxes” and whatnot.  If the PC’s do not alert the Family of the highly suspicious nature of this weed, they may make an enemy of the higher ups.  The PC’s could move the weed in another city and make 35 Wealth, but this would require a great deal of coordination and cooperation from out-of-state families and connections.  It is possible, but the GM would have to write a specific scenario.  If the PC’s have an “Other Family Connection” or a “Foreign Family Connection” they can increase their take on the drugs by 2 Wealth points per connection.
Awards:




Experience
Respect Points
Suspicion Index Points

Killing DeSanchez



100 per level
25


+2
Killing DeSanchez’s Associate

100 per level
25


+2

Killing Granger



200 per level
50


+10

Killing Boof




200 per level
50


+10

PC’s tell superiors G&B work for them.
200

5




PC’s tell superiors truth about G&B



-50

PC’s raid hippie house


1000

1 per Wealth point
+1

Killing hippie




50 per level
25


+3

Letting all hippies live


500

5



Avoiding chase with cops


500

Escaping cops during chase


2000

10


+2

Short changing Granger & Boof

500

50




Getting short changed by Granger & Boof


-10

Successful skill check



50 each

Getting info on Granger and/or Boof

200 each



+1

Selling the Weed



1500

40


+1 per Wealth point

Using a Connection Feat


500

