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Set-up:  It’s about 2AM and you and your associates are in your usual hang out.  (Elegant Enterprises, Stugotz Billiards, The Bread Basket or wherever.)  The phone rings.  It’s Nick Stiller, a reliable wiseguy.  Nick’s got a good nose for business, but you and your associates refer to him as “Nick the Geek”.  Despite the name, it’s a shame he isn’t Sicilian or you would’ve sponsored him to be a made guy a long time ago.  (Nick asks for the lead PC.)  
“Hey, it’s Nick.  I got kind of an usual offer for ya.  I can’t say on the phone.  Where can we meet?  It should be a place where we can have a private conversation.”  (Nick will let the PC’s offer a place.  If one of the PC’s has a Legitimate Front, he’ll suggest it without mentioning it.  If the PC’s, for some reason, don’t have a place, Nick will offer his place.  It’s a leather shop called Raw Hide, 302 E. 39th Street.  This is Nick’s Legitimate Front.)
2nd level Smart Mook/6th Level Family Associate/Wiseguy: Nick “The Geek” Stiller (35)

Str: 13/+1, Int: 16/+3, Wis: 11/+1, Dex: 15/+2, Con: 14/+2, Cha: 11/+0, Defense 15, 46 HP, Attack Bonus: +5, Fort: +3, Ref: +1, Will: +4, Skills:  +4 Bluff, +4 Intimidate, +10 Computer use, +12 Knowledge (technology), +7 Hide, +8 Professional Criminal, +8 Climb, +11 Craft (Electronics), +7 Sense Motive, +7 Move Silently, +6 Hide Motive, +5 Concentration, +3 Drive, +7 Sense Weakness, +7 Diplomacy, +5 Knowledge (Streetwise), +8 Gather Information, Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Educated, *Computer Geek, Long Memory, Weaknesses:  Fussy**, No Life***, Respect: 800, Bank: 230, Talent: Savant, Know Respect, Balls, Legitimate Front, Wealth Bonus: +20 (Nick has dedicated his life to becoming a professional criminal, but he has almost no social graces.  Made guys call him “The Geek”.) Weapon of Choice:  Glock 20, 10mm autoloader, D2d6, 40ft range, 15 mag., Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.

NEW FEATS

*Computer Geek
Prerequisite: none

Benefit:  You have a knack when it comes to computers.

Normal: +2 Computer Use, +2 Knowledge (Electronics)
Special: n/a

**Fussy (Wis): You have to have everything “just so” and that usually means your way.  Whenever you visit a place for a second time, especially a bar or restaurant, there is a 1 in 6 chance your food, drink or service is different and therefore, “wrong”.  You won’t accept this service until it’s the way you like it or unless you succeed a check.  Things that are important to you may force a check.  The player should pick one broad category of things the PC is fussy about in particular.  (Examples: cars, clothes, women, food, cigarettes, grammar, etc.)

*** No Life (Cha): You have no social life whatsoever.  You are awkward in social situations and if asked to participate in social activity, you must make a check.  If you fail, you embarrass yourself and lose 1d20 points of Respect.  You cannot have “Excess Addict”.  

Meeting the Geek:  “Thanks for (coming down/having me down) fellas,” Nick greets.  “I’ll get right to the point.  I stumbled across a potential major, major, major money maker,” he smiles.  “All the legwork has been done, plus we’ll have somebody to take the blame when it’s over.  Now, I know you guys are all about business and I would not ask this of you if I wasn’t absolutely sure of the opportunity, but I’m askin’ for three shares as my cut.  If it’s as good as I say, will you make sure I get my shares?”  (Nick will try and get the PC’s to agree to this deal before he tells them anything.  If the PC’s refuse, he’ll attempt to influence them with a Diplomacy check.  The PC’s can make an opposing check using Sense Motive, although Nick isn’t lying.  Assuming the PC’s agree to give him something, he’ll continue.  The PC’s may also Intimidate Nick into giving up the information, although they may lose an important ally for the heist.)
The Cat:  “Okay, so my latest scam involves duplicating hotel card keys.  I slip in, take a few valuables of the guest and slip out.  So I slip into this room and I find this guy sprawled out on the floor, dead.  He was a good-lookin’ guy, still in shape, but when I check his driver’s license, it said he was 67!  Well I figure, he ain’t usin’ any of his valuables now, right?  And I see that he’s paid for the room until the end of the week, so I got plenty of time.  I go through all his stuff and look what I find.”  Nick goes over to a leather pouch and opens it up.  It is full of tools.  The kind of tools a professional second story guy would use.  There’s a black body suit and high tech security cracking devices.  “I think this guy was the Cat!” says Nick.  (A PC with Knowledge (current events) can make a DC 12 check to know who he is.  If no one does, Nick continues.)  “You never heard of the Cat?!  This guy is a legend!  He’s like the world’s greatest jewel thief.  Now here’s the best part, he was planning on knocking over the New Milan Diamond Exchange.  He did all the legwork!  The plans are here!  Step-by-step instructions!  All we gotta do is follow ‘em and we’ll get the diamonds!  And here’s the best part, when it’s over, the Cat can still take the blame!  I stuck him in the hotel bathtub and filled it full o’ ice.  We do the job, put the tools back and a dead guy takes the rap!  What do ya say?  Is this cake or what?”
Likely Questions for Nick or the GM:
Where is the New Milan Diamond Exchange?  “16 E. 20th Street, 32nd Floor.”

Where is the Cat’s Hotel Room? “Room 700 in the Hotel Lucedellaluna (Area G on the Map).”
What is the New Milan Diamond Exchange?  “It is one of the most important buildings in New Milan.  It is where large money transactions happen on a daily basis.  Many of the transactions in the diamond exchange relate to diamonds and precious minerals, but not all.”

What is the security like at the Diamond Exchange?  “State-of-the-art, top of the line computerized security measures with plenty of video surveillance.”

What was the Cat’s plan to get in and out?  “According to the plans he acquired, the Cat was going to use a modified crossbow to shoot a filament from a nearby skyscraper to the top of the Diamond Exchange.  Then he was going to climb to the roof, descend through the air vents, climb across the ceiling, open the safe, take the diamonds and then leave the same way.  The potential take is 45 Wealth.”
Will we need extra equipment?  “Yeah, the Cat only had enough for himself.  We’ll need black suits and suction cups to climb to the top.”  (The suction cups cost 8 Wealth.)

The Cat’s Hotel Room:  The Cat is actually Victor Nivens, a dashing Englishman that’s been stealing jewels for the last 50 years.  He is staying at the Hotel Lucedellaluna, 7th Floor in room 700.  Nick has an extra key.  (If the PC’s make a DC 19 Search check, they find info on the Diamond Exchange Security Team and a key card.  Additionally, they’ll find several empty paper wrappers for stacks of hundred dollar bills and a Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag with two extra clips and a silencer.)
FOR THE GM ONLY:  From here on in, the security measures at the Diamond Exchange is outlined.  Whether or not the PC’s themselves or their surrogates commit the crime is up to them.  Nick is willing to offer his computer skills, but he won’t actually climb inside unless the PC’s promise him 5 shares at least.  The PC’s may want to kill Nick before or after the heist because there is so much money involved.  This is a difficult adventure and if the PC’s mess it up they will surely attract the attention of federal authorities.

The Heist:  If any of the PC’s have a Run a Crew skill, have them make a DC 20 check.  Success means that if that PC leads the heist, everyone gets +1 to their checks as long as they follow his instructions.  Additionally, there are some special tools and skills outlined during the heist.  The GM should go through them and make sure the PC’s can do them.  They’ll only have a good idea of the skills and tools needed.
Monitoring the Security Team:  This requires a deluxe electronic tool kit, access to an electrical box inside a nearby sewer and 20 Wealth worth of software and electronics.  A DC 20 Craft (Electronics) check will allow the user to watch the security team.  If the PC buy ear pieces, the user can warn them of upcoming security team members, adding +4 to all Hide and Move Silent checks.  If the check fails, the PC needs to try again in 10 minutes.  If the check fails by more than 10, he burns out the electrical box and must make a DC 18 Reflex check or take 1d10 points of damage from electrical shock.

The Family’s Cut:  Diamonds in that amount are not easy to turn into cash.  The Family demands 5 shares.  Made guys can lower it to 4 shares and only a Boss could lower it to 3.  The entire enterprise will add +5 Suspicion to the whole Family if the scam is exposed to be a Family operation.  If the PC’s need to acquire equipment from the Family more directly, they’ll take an extra cut unless the PC’s make a DC 20 Diplomacy check.  (The PC’s might decide to use this money to bankroll their takeover of their family and cut them out completely.  They may want to use the contacts of Buddy DeLorean from Stick Up Junkies.)
The Diamond Exchange:  (To find out this information, they can simply go to the building and walk around, use a Corporate Contact or make a DC 18 Knowledge, Current Events.)  The New Milan Diamond Exchange is a circular skyscraper that was built in 1995.  It is 40 floors and its roof is flat and covered with radio antennae.  There are offices for other business, but most of them are related to the buying and selling of precious materials.  It is known as a safe haven for the storage of such materials.  The building has it’s own staff of security and they are in the building 24 hours a day.
The Diamond Exchange Security Team:  (This information can be obtained through a Corporate Connection, a DC 18 Computer Use or by researching the Cat’s hotel room.)  The Diamond Exchange Security Team makes regular sweeps on every floor every 20 minutes.  They travel in groups of two and they have key cards that can open up doors within all areas except for the safe and the room immediately ahead of it.  They are equipped with guns and radios.  There are two guards stationed at the front door and they must monitor the security screens.  During the day, there are four guards, as two of them make sure all visitors sign the guest logs.  Ten of the elevators are all access, but they don’t go to certain floors.  The other ten elevators are more closely monitored and require an I.D. badge to get inside.  One of these floors is the same floor with the safe.  It is rumored that the U.S. government also has a secret office here.
Average Diamond Exchange Security Team Member: 2nd level Fast Mook/4th Level Cop
Str: 13/+1, Int: 13/+1, Wis: 10/+0, Dex: 15/+2, Con: 14/+2, Cha: 10/+0, Defense 17, 31 HP, Attack Bonus: +4, Fort: +2, Ref: +3, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +6, Search +3, Listen +5, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness, Corporate Connection, Weaknesses:  Code of Honor (they must protect the company), Talent: Evasion, Identify Family Members, Interrogate, Respect: 300, Bank: 0, Wealth Bonus: +12 (The Diamond Exchange Security team is made up of ex-cops that wanted better pay.  They are smarter and better trained than most beat cops in the city.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.
Smalls Office Complex:  This building is located across the street from the Diamond Exchange is 35 floors.  The office complex is older, having been building in the late 70’s and refurbished in the late 90’s.  The building is also open 24 hours a day.

Smalls Office Security:  (This information requires a Corporate Connection, a DC 15 Knowledge (Current events) or a DC 14 Investigate check.)  The Smalls Office Complex has security, but it’s a joke.  The lobby is extremely long and large and there is only one security guard to monitor the video screens and doors.  There are only four guards for the whole building and it takes them two hours to walk the building.  People routinely walk in and out of the building and they only show their I.D. badges so the guards can give them a cursory look.  There is a sign-in sheet at the front desk.  (It only requires a DC 14 Forge check to make a decent looking I.D. badge for the building.  As long as the PC’s don’t do anything weird and have a decent disguise, they should be able to gain access.  The security guards don’t get paid much here and they generally quit or get fired on a weekly basis.)
Average Smalls Office Complex Security Guard: 1st level Fast Mook: 

Str: 13/+1, Int: 11/+0, Wis: 12/+1, 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, +4 Knowledge (Current Events), +5 Research, +3 Drive, +3 Sex, +3 Sense Motive, +2 Spot, +53 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Code of Honor (generally obeys the law), Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +6 (The lousy pay at the office complex does not inspire loyalty.) Weapon of Choice:  fists

The Roof of the Smalls Office Complex:  The Small Office Complex is lower than that of the Diamond Exchange.  The crossbow bolt is design to strike the skyscraper window and glue itself to the window.  The filament is extremely light, but strong.  The glue is a special polymer that will bond with the Plexiglas on the outside of the window.  There is only one crossbow, but three bolts.  To hit the other skyscraper in the right spot, you’ll need to made a hit against a Defense of 12.  If you do not have experience with a crossbow, you get -4.  Since it is a called shot, you get an additional -4.  The bolt can be detached with the push of a button from the crossbow.
Getting across:  There are three modified winches that will make the trip across the filament.  (The cat always brought two spares.  If there are more PC’s, they will have to purchase the materials and have the winches made by a professional.  This costs 13 Wealth per extra winch.  Additionally, a DC 15 Spot check reveals that the winches are design to hold straps.  This is to keep the user’s hands tied to the winch in case he slips.  If the PC’s modify the winches to do this anyway, they will automatically notice the straps.)  To make the journey of some 100 feet, a PC will need to make a DC 16 Fortitude check.  If this fails, he’ll lose his grip and fall to his death.  (But if he has the straps, he can recheck with a DC 14 Fortitude check.  If that fails, there’s a 10% cumulative chance the straps will slip or break.  Each time they don’t, the PC gets another Fortitude check.  The PC needs only to make one.  If the PC falls, he dies spectacularly.  The police arrive 10 minutes later.  Ten minutes after that, six average beat cops start searching both buildings floor by floor.  Add 15% and +4 to all the checks if two PC’s go at the same time.)
On the other side:  The filament ends against a large, Plexiglas window.  The PC’s need to use suction cups on their hands and feet to climb to the roof, five floors up.  (DC 12 Climb check x 5 takes 20 minutes.  For each 5 minutes the PC’s want to do it faster, the check increases by +1.  If the check fails, 1d4 suction cups come undone.  The PC loses 5 minutes and must start again.  He can make one heroic, last ditch effort to catch the side of the building if he falls, but he loses 1d10 floors and must make a DC 25 Climb check.  Success means also a loss of 1d20 hit points.  If he falls unconscious, he’ll be stuck there.  PC’s can give themselves bonuses by going slower.  +1 for each additional five minutes.)
The Roof of the Diamond Exchange:  The roof of the Diamond Exchange has some video cameras which must be avoided or disarmed.  Trying to avoid them is risky, but messing it up still might not alert anyone.  Disarming the cameras is difficult and if it fails, someone will be alerted immediately.  (Hiding from the cameras requires a DC Hide check.  If the players are wearing black body suits, they get +3 to their checks and additional +1 if they wear black face make up.  These checks are made against the security team’s Spot check.  Disarming the video cameras requires a DC 22 Knowledge (Electronics) check to tap into the correct telephone line.  This can be accessed in the sewer.  If this is done, the next check is a DC 25 Computer Use check.  Without the tap, the user must attempt the maneuver over wireless and this requires a DC 31 Computer Use check.  If the check fails by up to 5, the PC can make another attempt.  If the check fails by more than 5, but 10 or less, the PC has failed and he knows it.  If the PC fails by more than 10, he knows he’s failed, but he thinks he can try again.  In the event of failure, the building is put on alert until further notice and the security team steps up their vigilance.  They check the floors at ten minute intervals alone and make all Spot checks at +2.  The PC’s only have to make one check to get to the vents.  If the video cameras are disarmed, they automatically make it without being seen.)  
If the PC’s are spotted:  Four security team members are sent to the PC’s last known location and the police are called.  Six average beat cops arrive ten minutes later.  They will take the elevator to the top floor or the PC’s floor and work their way down, floor by floor.
The Air Vents:  These vents are just wide enough for a normal-sized human to crawl down.  (Anyone with the weakness of “Fat” cannot make the climb.  He simply will not fit into the vents.)  Crawling down the vents requires a DC 10 Climb check and a DC 12 Move Silently check.  (If the first check fails, the character loses 1 minute of time getting stuck.  If the second check fails, there is a 1 in 10 chance that a security team member is close enough to make a Listen check.  If this succeeds, two security team members will make a careful search of the floor for ten minutes, including the room with the safe.  The PC’s will have to wait or jump down and kill them or leave.)
Getting to the Safe Room:  The Cat has provided a stolen security key to enter the room, but there is a video camera that must be disarmed.  It can be disarmed remotely by Nick or on site.  The on site checks are DC 14 Craft Electronics check plus a 12 Wealth device that puts a video loop on the camera.
Cracking the Safe:  The safe has an electronic lock and several other counter measures.  The PC’s need to make the following checks.  Each takes 10 minutes.  If the PC’s take double the time and are extra careful, they can increase their checks by +2.  If they buy masterwork tools, they can add another +1.  These checks require a deluxe tool kit and electronic tool kit.  (After 2 checks the PC’s will have to hide from the guards.  They only give a cursory look into this room, so their Hide checks are at +4.)
Checks


Success



Failure

DC 22 Craft (Structural)
Gain access to the lock’s computer.
The safe’s metal breaks a drill bit. 










Lose 10 minutes and try again.

DC 18 Craft (Electronics)
Connect lap top to lock’s computer
The computer goes dead and the alarm goes off.

DC 20 Computer Use

The safe opens



The alarm goes off, but you can try again.










A second miss and the computer goes dead.

The Alarm:  The alarm wails and lights start blinking off and on.  You’re screwed.  Get the Hell out of there!  (Four members of the security team will rush to the safe room. with guns drawn.  It takes them 1d6 minuses.)

The Safe Room:  The safe room contains rows of smaller, locked boxes that can be easily popped with a crowbar and a DC 13 Strength check.  (There is a 1 in 6 chance a random box is empty.  The rest contain cash, diamonds, precious gems, gold, bearer bonds and other valuables worth 5d6 Wealth.  But the real prize is a box with the Diamond Exchange’s logo.  This requires a DC 15 Spot check to find.  This box contains 40 Wealth in uncut diamonds.  If the PC’s don’t look for this box or miss their checks, they wont’ find it unless they open all 200 boxes.  This could take up to two hours.  Otherwise, they can pop a box every 2 minutes.  The most they can get without popping the good box is 32 Wealth.  Each discovery moves the PC’s up at least one Wealth point.  Remember, the guards, even if not alerted, check every floor every 20 minutes.)
Escaping while being pursued:  Once the PC’s get into the air vents, the guards will have to hear them to find them.  The same checks apply on the way out.  If a PC falls off the side of the building, he can try and snag the filament on the way down.  This requires a hit against a DC 25 with range modifiers and Attack bonus.  Success means 1d6 points of damage to the hand and 1d6 points of damage to the PC’s muscles.  He will be unable to get to the winch unless someone hands it to him.  If he climbs hand over hand, he needs to make nine DC 15 Climb checks to get to the other side without a winch.  The filament cannot be broken or disconnected by human force.  If the PC has Nick or someone else disconnect the filament in an attempt to swing to the building, he smacks against it for 1d6 x each ten feet he was away from the Smalls Office Building.  Additionally, he’ll have to make a DC 15 Reflex save to hang on.  He crashes through a window and finds himself in an office cubicle somewhere below the roof.  An alarm will sound in that building, but the cops won’t arrive for at least 20 minutes and it will only be two average beat cops.
Escaping with time:  The PC’s will have to go back up the air vents, avoid the video cameras, climb down the building, back across the filament and down and out of the Smalls Office Building.  Assuming no one is alerted, the PC’s should have plenty of time to change clothes and disguises.

Repelling:  Smart PC’s might bring extra rope to repel down the building.  This requires a DC 14 Climb check.  (If the PC’s spend 15 Wealth on mountaineering equipment, missing a check only does 1d4 points of damage.  The Cat didn’t need this added bonus, he was confident he could climb with the suction cups.  The PC’s might decide just to go all the way to the ground.  This requires five climb checks and then a DC 12 Hide Check on the ground.  Failure on the ground means someone spots the PC in the street.  A waiting car would be appropriate.)
Shooting their way out:  In this violent outcome, the PC’s will have to contend with the security team.  The cops take the elevator, but the security team takes the stairs.  If the PC’s have only the security team to deal with, they’ll get stopped in the elevator 1d20 floors from the bottom.  A DC 25 Craft Electronics can hijack the elevator.  A DC 16 Craft Structural will force the doors open and a DC 15 Climb check will allow the players to get to the roof of the elevator and climb out the floor above.  Either way, four armed security guards will be waiting for them unless they PC’s don’t miss a check.  In that case, they’ll be two rounds ahead of their pursuers.  If they hijack the elevator and go the ground, they are greeted by four team members.  There are a total of 10 guys on duty at night.

Hiding in the Offices:  This is probably a bad idea unless the PC is prepared with appropriate office clothes and fake I.D. badge.  By 7AM, people will start arriving to work and the PC has an opportunity to escape.  If the cops are alerted, the building won’t start filling up with people until 10AM.  
Other complications:  PC’s and NPC’s with the weakness “Greedy” are going to be sorely tempted during this adventure to “cut down the shares”.  Nick the Geek’s untimely demise might be a factor, as might any PC who is not a made guy.  PC’s with the weakness “Paranoid” might also want to shut up anyone that might be a squealer.  The PC’s cannot get their money until their Suspicion levels are all down to half or less.  During that time, they may be robbed by guys within their own family or within other families.  40 Wealth is very tempting!
Destroying Evidence:  There is a lot of evidence to destroy, this requires a Destroy Evidence check for each group of items.  The base check is 14, modified by the size and the conditions.


The Cat’s Body:  The PC’s may want to destroy the Cat’s body to make it looked like he escaped.  The hotel staff will have to be avoided to remove the body.  If the PC’s were exposed as the culprits, doing anything to the body may be moot.  If the PC’s got in and out unnoticed, the body will go a long way in keeping them out of jail.

Future Heists:  The Diamond Exchange will revamp their security measures whether the group is successful or not.  If the GM wants to run it again, he’ll have to modify the checks, the rewards and the obstacles to some degree.  The amount of modification will depend up on the PC’s success.

Awards:




Experience
Respect Points
Suspicion Index Points

Giving Nick 3 or more shares


10
Giving Nick 2 shares



100

5

Giving Nick 1 share



200

10

Killing Nick before the heist


800

25


+5

Killing Nick after the heist


1600

50


+4

Killing a security team member

800

25


+5

Killing a beat cop



1200

50


+10

Each successful skill check


100

Getting inside unnoticed


2000

25
Tripping the alarm








+10

Causing the computer lock to go dead





+3

Alerting the security team







+4

Failure to wear a mask or black face paint





+2

Security team member spots you






+5

Repelling down the building


500

10


+2

Escaping back across filament

900

Alerting guards in Smalls Office Complex





+3

Finding the “good box”


4000

40


+40

Finding the other goods


100 per WP
1 per WP

1 per WP

Cat’s body found/PC’s not suspects

3000




-5

Cat’s body found/PC’s suspects



25


-2

Cat’s body destroyed/PC’s not suspects
200




+3

Cat’s body destroyed/PC’s suspects

200




+1

PC’s visit hotel room



100




+1

PC’s use alternate means to dump diamonds
500

25


+2

Successful Destroy Evidence check

100




-1 (not cumulative with 

Legitimate Businessman Feat)

Failed Destroy Evidence check

25

2


+2

Failure to wear gloves








+2

Getting injured during heist







+3

Bleeding during the heist




1 per hit point

+5

Successful use of Connection


500

Pay off:  If the PC’s get everything, award them 42 Wealth before the shares get cut.

