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The Living Room Games logo is a Trademark of Living Room Games, Inc. A Complete Mafia for d20 adventure for two to four high level Family Associates or Made Guys written by Tony DiGerolamo.  Visit www.lrgames.com to download player characters and some maps or consult Tony DiGerolamo’s Complete Mafia for d20 rulebook from Living Room Games to build your own.  

FOR THE GM ONLY:  This adventure is extremely deadly and dangerous and should only be attempted by very savvy players, mid to high level made guys or very powerful wiseguys.  Additionally, the players will be making a business transaction on behalf of one family or perhaps an alliance of families.  The GM will have to determine which is most appropriate according to the current circumstances in his campaign.  The most appropriate family for this adventure is the Magoladros.  The Cavaliere Family will reluctantly approve this opportunity only because the Magoladros offer them a huge incentive to take on the negotiations on their behalf.  The Magoladros figure the Cavalieres are more “old school” and this would be better to deal with the new business associates.  If the Jordanos are involved, they’re in it for similar reasons as the Magoladros: there’s big money to be made.
Set-up:  Things are getting tight all over especially in regard to one of your Family’s most lucrative operations, shaking down the drug dealers in your territory.  Word on the street is, the Columbians have imploded.  They’re killing each other in the street in record numbers and you get a daily update on WLCN-TV News.  For once, your family is not being blamed for all the bloodshed in New Milan, but the down side is, the dealers are rapidly running out of product to sell.  (If the PC’s have any schemes that are cocaine-related, they get a bump of +2 Wealth to the scheme for the next payment and then it dies completely until this adventure is over.)
Immediate Superior:  (Use the PC’s highest level superior to assign this adventure.  If they are soldiers, it would be their Capo or use Capo Pete.  If one of the PC’s is a Capo, it would be an Underboss.  If the PC is an Underboss, it would be the Consigliere and if a PC is a Consigliere, it will be a Boss.  If the GM has a Boss of Bosses in his campaign, he might respectfully assign this to a boss.  The boss would have to be very hands-on to want to take this mission.)  You have been invited to a business dinner at La Forchetta 808 E. 39th Street by your immediate superior.  Your family controls this restaurant through intermediaries and it is sometimes used for high level meetings.  You have 24 hours to prepare.  It is a place where men in your profession dress to impress.  You are not told what sort of meeting it will be, but if the meeting is at La Forchetta it is probably very important.  (Any PC that buys a new suit for the meeting and spends more than the standard 8 Wealth gains 5 points of respect.  Also, anyone that brings a gift for everyone gets an additional 10.  Make the usual weakness checks.  Anyone that is late loses 20 respect unless they make a DC 20 Diplomacy check, then they only lose 5.  Those with embarrassing weaknesses that become evident may lose more at the GM’s discretion.)
The Meeting:  The cuisine at La Forchetta is, as always, superb.  As you are enjoying a nice after dinner cappuccino, Capo Pete breaks the ice and gets down to business.
“No doubt you heard about all the trouble the Columbians are havin’,” begins Pete.  “Normally, this wouldn’t be any of our concern, but things have gotten out of hand.  The Cocaine Express into New Milan has trickled to almost nothing.  Guys on the street don’t have enough blow.  The balance has been upset and we need to return that balance.  The war that hit our streets with the Columbians was actually started back in Columbia.  There’s been a big shake up in their organization.  We’re dealin’ with completely new guys.  Our friend in Miami once supplied all of New Milan and now he has been replaced.  Our relationship with the Columbians has always been shaky.  The boss wants representatives of our Family to go down there and talk with the Generalismo.  I’m not gonna lie to you.  This is dangerous.  You piss this guy off and pieces of ya will be floating in the Florida Everglades for a week before we find out  about it.  The boss wants you to go down there and make sure our interests are protected.  Our deal before was this:  

1) The Columbians get to deal on our streets and we provide protection for 25%
2) The Columbians get our assistance in moving product into New Milan for a straight 5%.

3) The Columbians agree not to expand their operations into other drugs.

Go down and make sure these three things are protected.  Otherwise, negotiate what you can and bring it back for us to discuss.  You represent the boss, so be careful what you do and what you say.  Any questions?”

Likely questions from the PC’s:
Where is the Generalismo?  “Outside Miami in a compound.  Here’s the address.”

Who is the Generalismo?  “An ex-general from Columbia named Havier Ortiz.”
Can we back out of this and send someone else?  “There’s no shame in that.  I’ll let the boss know.”  (PC’s that back out lose 50 points of respect.  They will never be considered for promotion again.)
Where are we meeting the Generalismo?  “He has a compound outside Miami.  Word is, he has the local cops in his pocket.  You’ll be on his turf.  We’ll let him know who you are.  He’ll likely meet you at the airport.  He always knows what’s going on.  Like I said, it’s his turf.”
Can we bring weapons?  “Sure, but I don’t think the Generalismo will let you hang on to them.  These guys kill each other every day in their own country.  Even if you had a weapon, these guys own more uzis than Israel and they got no shortage of guys to shoot ‘em.”

What’s the Generalismo like?  “I never met ‘em personally, but I know he likes tools.  He bought himself a chain of Hardware Outlets just so he could have all the tools he wants.  I hear he likes the vintage stuff too.  Bought the first buzzsaw ever or somethin’.”
How man guys does he have on this compound?  “I dunno.  Guy like this, doesn’t go to the corner market without at least six guys to watch his back.  And all his guys are trained and loyal.”
What’s in it for us?  “Assuming you reinstate our previous deal, the boss has authorized me to cut you in.  Scheme like this, could mean 20 or 30 Wealth depending. Sound good?”  (Additionally, this is the sort of favor where the boss will grant favors or promotions if the characters qualify.)
When do we leave?  “You got two days to get ready.”
FOR THE GM ONLY:  Getting Ready:  Let the PC’s buy any equipment they want.  If the PC’s want to get a vintage tool for the Generalismo, New Milan was one of the first city’s in the United States to manufacture Vice Grips.  They can purchase a set of the originals for 20 Wealth from the New Milan Vice Grip Museum at 2605 N. Main Ave.  The Family will front any equipment that’s reasonable, but they won’t sell the PC’s any weapons.  The boss’s thinking is that if the PC’s fail, he can always send someone else.  Additionally, he doesn’t want to incur the wrath of the angry Columbians especially if they’re crazy enough to kill the PC’s.  Gather Information will not work on the Generalismo, but a DC 28 Investigate or a DC 25 Computer Use or a DC 20 Knowledge (Current Events) or a Military or FBI Connection will reveal that the Generalismo ran a battalion of commandos in Columbia.  The battalion was responsible for bringing a powerful Columbian Cartel under control of the government.  Eventually, the general used his power to take control of the Cartel for himself.  He eventually moved his operations to America.  His underlings now control things in Columbian while he directs operations here.  Just meeting the Generalismo is likely to put the PC’s Suspicion near the top.
Flying:  It costs 12 Wealth to fly to Miami by Coach.  15 if you want First Class accommodations.  A cheap motel room costs 5, a moderate hotel room costs 8, a typical tourist rate is 10, a high-end tourist room is 12 and a very expensive hotel suite is 16 to 18.  You’re expected to cover your own expenses.  (Trying to smuggle weapons on the plane is a bad idea.  The only way it will work is if the PC’s somehow avoided the metal detector and the X-ray while distracting three guards and having them miss a Spot check.  The guards have a +5 Spot skill.  If the PC’s are caught with a gun, they are arrested and out of the adventure.)
Driving:  If the PC’s decide to drive, they’ll need a vehicle.  They can make it to Miami in two days.
Arriving in Miami:  (The Generalismo will have a car greet the PC’s at the airport if they arrive this way.  Otherwise, he will send a car for them several minutes after they check into their hotel.)  Three Columbian men one of which carries a sign with your last name approaches you in the (airport baggage/hotel lobby).  He greets (the lead PC) politely, by name.  “The Generalismo sent me.  My name is Ramon and this is Carlo and Pavlo.  We can take your bags and bring you to the general.  He offers his resort to you so you can relax.  The general knows how to take care of his business associates.  Carlo and Pavlo will take your bags.  Will you follow me please?”  (If the PC’s want to check in a hotel first, Ramon polite suggests that they shouldn’t waste their money.  He’ll be courteous and try to convince them a hotel is inappropriate.)
If the PC’s insist on staying outside the Generalismo’s Compound:  “Generalismo will not like this.  He is being a gracious host and you are being a very rude guest.  I ask you one more time, will you come with us to Generalismo’s compound?  I promise, you won’t regret it.  You wouldn’t want to insult your new business partners, would you?”
If the PC’s agree to go:  “Excellent.  This way please,” gestures Ramon.  Ramon leads you outside the baggage claim with your luggage.  There are three Stretch Hummers* with tinted windows waiting for you.  All three Hummers are black with gold trim.  The interior of the vehicles are luxurious and contain all the amenities, fine whiskey, cigars and fresh fruit.  (Ramon will make small talk, but he will not reveal anything to the PC’s.  He’ll defer to his boss saying, “Generalismo will answer all your questions I’m sure gentlemen.”)
Ramon Estaban (31): 2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy/2nd level Administration:

Str: 12/+1, Int: 14/+2, Wis: 12/+1, Dex: 12/+1, Con: 11/+0, Cha: 15/+2, Defense 16, 33 HP, Attack Bonus: +6, Fort: +7, Ref: +3, Will: +2, Skills:  +11 Bluff, +6 Knowledge (streetwise), +5 Pilot, +5 Drive, +7 Sense Motive, +3 Exploit, +3 Hide Motive, +8 Disable Device, +7 Sense Weakness, +7 Destroy Evidence, +5 Hide, +5 Move Silently, +9 Diplomacy, +7 Intimidate, +7 Craft (pharmaceutical), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Advanced Firearms Proficiency, Weaknesses: Greedy, Dominant Parental Influence (Generalismo), Talent:  Fast Talk, Know Respect, Balls, Make Contacts, Respect: 610, Bank: 0, Wealth Bonus: +17 (Ramon is the Generalismo’s latest apprentice.  He thinks the world of him, but can’t help himself around all the money despite his inflated salary.)  Weapon of Choice:  Uzi sub machine gun, D2d6, 40ft range, 20 mag, single or auto.
Average Generalismo Soldiers
Carlo, Pavlo, etc. (24): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier:

Str: 12/+1, Int: 10/+0, Wis: 14/+2, Dex: 15/+2, Con: 14/+2, Cha: 11/+0, Defense 18, 50 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +1, Skills: +5 Hide, +5 Move Silently, +7 Bluff, +6 Knowledge (streetwise), +5 Sense Weakness, +5 Destroy Evidence, +4 Drive, +6 Pilot, +2 Shake Down, +6 Sleight of Hand, +5 Sense Motive, +3 Exploit, +5 Disable Device, +6 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Surface Vehicle Operation (cigarette boats), Weaknesses: Smoking Addict, Paranoid, Talent: Increased Speed, Know Respect, Balls, Absolutely Loyal, Respect: 560, Bank: 80, Wealth Bonus: +14 (Carlo and Pavlo have English as a second language.  They are extremely loyal to the Generalismo since he raised them both up from their poverty-stricken origins.)  Weapon of Choice:  Uzi sub machine gun, D2d6, 40ft range, 20 mag, single or auto.
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The Drive:  The trip to the Generalismo’s Compound is about two hours from the Miami Airport.  Eventually, the stretch Hummers roll onto a long dirt road that leads deep in the Florida Everglades.  The entrance to the Generalismo’s compound is marked with a sign that says, “General Street”.  The street is a dirt road shrouded in trees.  It ends at  a moat.  Your driver reaches into his visor and press a button.  A large, heavy drawbridge slides across the opening.  You spot movement in the water and possibly a crocodile tail.  On the other side of the moat about 20 yards away is a metal gate.  Two men with uzis strapped to their back gesture for the vehicles to stop.  They do.  “Gentlemen, at this time I must search you for weapons.  If you have any in your possession, you can leave them in my care.  They will be returned to you at the end of your stay.  You understand that a man in the Generalismo’s position cannot afford to take chances, so we must search you.  I assure you that it is just a formality.”  (The PC’s will be thoroughly searched, twice by different guards.  If the PC’s attempt to hide something, they must survive a search check by the guards at a +4 Search.  Their luggage will also be search for weapons and explosives.)
The Generalismo’s Compound:  The Generalismo’s expansive estate has carefully cropped trees and well-landscaped lawns.  Here and there are pink flamingos, peacocks and a few other exotic animals.  The mansion is huge and appears to be at least 100 rooms.  There also appears to be tennis courts, pools, a helipad, stables and a private golf course.  Every so often you spot a pair of guards carrying uzis.  “I will show you to your rooms,” says Ramon.  “This is the Generalismo’s Miami residence.  He had a larger house in Columbia.”

Eyeing an Escape:  PC’s keeping a close eye on a way to escape will notice to get out of the compound they will have to get out of the house, cover about ½ mile to the compounds 8’ high wall, over the 15’ moat, a few hundred yards to a main dirt road and then five miles to a road.  This would be easy with a car, but not on foot and getting attack by a crocodile is a real possibility.  The Generalismo and his minions have a fleet of cars besides the stretch Hummers.  They include custom made BMW’s, Mercedes and a Lamborghini Diablo with the custom license plate GNRLSMO.  There are at least three or four pairs of two men with uzis patrolling the compound.  They have walkie-talkies.  (The GM should press on the PC’s that killing the Generalismo would require a small army, as would escaping this compound without his permission.)
Accommodations:  Each of you is given a private room on the second floor in the same wing of the expansive house.  It seems even bigger on the inside.  Each room is equipment with a state-of-the-art entertainment system with plasma TV, video games, DVD player, CD player and surround sound.  There is a brand new lap top computer for your personal use.  The bed is a king-sized and each bathroom comes equipped with its own Jacuzzi.  You have your own bar and mini-fridge.  It has been filled with snacks.  Additionally, each room has been personalized with paintings, shelves of knick knacks and other clutter.  (If the PC’s examine the rooms closely, they will notice on a DC 12 Spot check that the doors lock from the outside and with a DC 25 Spot check that there is a hidden camera in the room set in the tiny knick knack shelf.  If they happen to guess the exact spot to look, give them +4 to the check.  The Generalismo will have the PC’s watched once every hour or so.  The guards won’t look at them very hard unless the PC’s act suspicious.)
FOR THE GM ONLY:  From this point on, the PC’s are attempting to earn Sway Points to convince the Generalismo to continue business in New Milan.  Although he seems amiable, the Generalismo thinks that it may be time to carve out his own niche in New Milan.  Although he won’t run the action personally, he has capable men that could act as his surrogate boss there.  However, he’s not totally convinced it will be cost effective, so his Sway Points begin at a 5.  The PC’s need to get him to 10 to get some sort of deal, 15 to get the old deal and anything above for more. 

Meeting the Generalismo:  After a few minutes of getting settled in, Ramon returns to bring you to the Generalismo.  “This way gentlemen,” he guides.  “I hope the rooms are to your liking.  If you need anything, just ask me or one of the staff.”  Ramon leads you outside to a veranda with a fountain.  A man wearing an expensive silk golfer’s outfit pulls up on a golf cart.  He is followed by two other golf carts and two pairs of men sporting uzis.

“Generalismo,” introduces Ramon.  “Our guests from New Milan.”


“Gentlemen,” greets Generalismo.  “I am General Ortiz, but please, call me Havier.  I am so glad you are here.  We will talk much business, huh?  But first, you must be tired from your long trip.  I insist you enjoy my hospitality.  Stay as long as you like.  There is much to do here.”

(Give the PC’s a chance to greet Generalismo and perhaps present him with a gift.  If it is a piece of hardware, he thanks the PC’s and they all get 5 Respect points and no Sway Points.  If it is vintage, like the Vice Grip, his eyes light up.  “I don’t have anything like this in my collection!  Wonderful!  Thank you!  Thank you!  I know we are going to be good friends!”  The PC’s all get 20 Respect and 1 Sway Point.)


Generalismo looks at his watch.  


“My goodness, it’s almost dinner time.  I’m sure you gentlemen are hungry.  You have about 20 minutes.  We like to dress at the dinner table.  My chefs are preparing quite a feast for you.  It’s been a pleasure.  I’ll see you all at dinner, huh?”

And with that, the Generalismo shakes your hand and starts heading out of the room.  Ramon gestures back to the wing in which you came.

Boss

Havier “Generalismo” Ortiz (50): 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/10th level Administration, Occupation: “Importer”

Str: 13/+1, Int: 15/+2, Wis: 14/+2, Dex: 14/+2, Con: 15/+2, Cha: 13/+2, Defense 19, 99 HP, Attack Bonus: +13/+7/+1, Fort: +8, Ref: +5, Will: +6, Skills:  Bluff +12, Diplomacy +9, Run a Crew +13, Sense Weakness +12,  Exploit +5, Drive +5, Intimidate +11, Gather Information +5, Knowledge (Tactics) +6, Knowledge (Streetwise) +7, Sense Motive +9, Craft (Structural) +8, Bribe +13, Hide Motive +11, Run a Family +10, Feats:  Simple Weapon Proficiency, Brawl, Combat Reflexes, Know Someone’s Heart, Personal Firearms Proficiency, Foreign Family Connection (the PC’s Family), Military Connection (in Columbia), Lasting Threat, Convince, Handy*, Quick Draw, Police Connection, Combat Martial Arts, Weaknesses:  Aggressively Dominant, Control Freak**, Greedy, Paranoid, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Captain, Ruthlessness, Fanatic Loyalty, Respect: 1500, Bank: 1400, Wealth Bonus: +39  (Generalismo is insanely wealthy and maybe just a little bit insane.  He loves home improvement projects.  He likes to plan things and gets angry when they do not come out as planned.)  Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag
NEW WEAKNESS

**Control Freak (Wis): You must be in control of everything at all times.  Anything that you are not in control of is likely to fail without your guidance.  Sure, some of the world manages without you, but that is purely an accident.  The more responsibility you have and/or the more important the job, the tighter your control must be.  You needn’t be the leader so long as everything happens as you have planned.  When things do not happen as you have planned, you must make a check.  If you fail, you’ll snap at the persons responsible even if that person is yourself.  If no one is to blame, you must pick someone.  When you snap at the person they lose 1d20 Respect.  If you are forced to apologize to the person or if the respect loss is negated with a joke, you lose double the amount of respect.

NEW FEAT
*Handy
Prerequisite: none

Benefit:  You have a knack when it comes to fixing and building stuff.

Normal: +2 Repair, +2 Craft (any)
Dinner:  (Make the usual weakness checks if applicable.  If any of the PC’s are late, you must make a check for the Generalismo.  Even if he makes the check, he bristles.  If he fails, he reminds the PC’s of what he said and says that its rude to come late to the dinner table.  The PC loses 1d10 points of respect.  If someone makes a DC 20 Joke check, the Generalismo loses the respect and 1 Sway point.)  You enjoy a sumptuous meal cooked by one of the Generalismo’s finest chef’s.  Havier tells you a story of how he met the chef when he was still a colonel.  “Poor fellow was in an infantry unit and had to carry a gun.  He couldn’t hit the ground with his rifle, but he cooks a mean lobster!  Ha-ha!”  (If the PC’s laugh at his story, award Generalismo 1 Sway Point.)
After Dinner:  After an amazing meal, you hear the stretch hummers pull into the front of the house.  Several people walk in behind you.  It is Ramon and some of the general’s men.  They have brought a line up of beautiful women.  “Gentlemen, you’re in luck,” says the Generalismo.  “I sent my wife to Paris for a month.  Business is no place for women.  Please, take a girl.  Enjoy her, huh?  After you are all relaxed, we’ll get up tomorrow at 11AM and hit 18 holes.  And don’t worry, I’ve got plenty of clubs for everyone.”  (The PC’s must make their weakness checks regarding the women if applicable.  If any PC turns down the woman, the Generalismo will ask for an explanation.  That PC must make a DC 18 Diplomacy check.  This is made at +4 if the PC is married.  If the explanation satisfies the Generalismo, he says, “You are a man of honor and I respect that.”  If not, the he sighs and rolls his eyes, “If that is what you wish, so be it.”  The PC loses 10 Respect and the Generalismo 1 Sway Point.  In the event that female PC’s are present, the Generalismo expects them to act like men.  The female PC’s lose 10 points of Respect for his crack about women and business, but if they take a girl, they gain 20 and 1 Sway point.  The Generalismo will be impressed at a woman’s ruthlessness.  If any of the PC’s take the girl back to their room, but don’t have sex with her, the Generalismo will be aware of this.  The restraint is something he doesn’t see much in his line of work.  He gains 1 Sway point.  Each character has a great night of sex and gains 1d20+10 Respect points.)
The Next Morning:  (Again, check for weaknesses that might make the characters late.  Sex Addict is definitely one, as the girls will spend the night unless they are sent away.  The Generalismo will have the same reaction to characters that are late for his brunch.)  You have a great brunch with fruit so fresh it tastes like it has just been picked and you suspect some of it has.  “Gentlemen, I hope you’ve brought your best golf game.  My course is one of the best, but only me and my guest get to play it.  Do you gentlemen do much golfing near New Milan?”  (Let the PC’s answer.  If they lie, check Havier’s Sense Motive.  He doesn’t really care if they lie though.)
18 Holes of Golf:  You must play 18 holes.  Roll a 12-sided die for each hole and subtract 3.  You may also subtract one for each point of strength and dexterity bonus together.  One or the other does not count.  If you roll a “1” it’s a hole-in-one.  (The Generalismo gets to subtract a total of -5 because he’s played this course before and is a decent golfer.  At mid-game (9-holes), add up the points and see who is winning.  If the Generalismo is winning, he taunts the PC’s a little, but they lose no respect.  “You don’t golf much in the city, do you?” he jokes.  If he’s losing, he looks a little frustrated.  At the end of the game, add up the points.  Anyone with Aggressively Dominant must make a check to throw the game.  If the PC’s let the Generalismo win, they get 1 Sway Point.  If they beat him, he loses one.  If they let him win by 2 or less strokes, they gain 2 Sway points for making it close.  To throw the game, the PC can forgo as much bonus to the die roll as he wants.)  The golf game is a lot of fun and the scenery is majestic.  Ramon and the rest of the staff travel to and from the massive house getting you drinks and you have lunch on a gazebo in the middle of the course.  Expensive Cuban cigars are offered.  (Smoking Addicts must make a check or smoke one.)
After the Game:  You head back to the massive house.  “Well talk business soon, but first I want to show you all something.”  Ramon and a group of the Generalismo’s men pull out his vintage buzz saw.  “This is the prize of my collection.  One of the first prototypes of the buzz saw.  It still works.  Would you like to see?”  (Assuming the PC’s say, “Yes.”)  “Ramon,” orders the Generalismo.  When Ramon moves to plug in the buzzsaw, the Generalismo pulls out a Berretta and aims it at him while Ramon is looking away.  He shoots him in the leg and Ramon collapses in pain.  
“Ow!  Ow!  Generalismo!  No!  Please!”
“You think I would not find out what you did?!  Steal from me?!”

With the Generalismo operating the saw, he gestures for his men to pick up Ramon and bring his head to the saw.  Ramon screams for a few seconds and then you hear a rude sound of the metal saw tearing into flesh and bone.  Blood goes everywhere and splatters the general and his men.  (If the PC’s attempt to leave, the Generalismo yells at them to stay.  If they refuse, he calls them “puntas” and they lose 25 Respect and he loses 2 Sway Points.  If they stay, they automatically gain 1 Sway point.  If a PC makes light of the situation making a DC 12 Joke check, he gains 2 instead.  Havier will be impressed with his bravado.  The PC’s must make a DC 14 Fortitude check or vomit.  Anyone that fails loses 10 Respect.  If more than one PC does it, Havier loses 1 Sway Point.)  “I’m sorry you had to see that,” apologizes Havier.  “But in this business, you can’t be too careful.”  Havier shakes the blood off of his hands and one of his men hands him a towel.  “Well, it’s been a long day,” he says routinely.  “Let’s say dinner in 90 minutes, huh?  We’ll talk business.”
The Second Dinner:  (Make the weakness checks again, same deal as before, but the PC’s can get an additional +2 after seeing Havier’s motivational lesson.)  By the time you return to the dinner table again, the general has cleaned himself up.  The area where he killed Ramon is just outside the window.  The servants have cleaned it.  You would never know the horror that it caused just hours ago. 

“So,” says the Generalismo as dinner winds down.  “We are to be in business together, huh?  My predecessor did not take full advantage of your services, I fear.  If I were to continue our business arrangement, you would have to understand I expect my men to be protected.  Can you provide such protection in New Milan?”


(Let a PC make a pitch.  Make a DC 18 Diplomacy check.)


“What guarantee do I have that my merchandise won’t get seized by the cops?”


(Let a PC field the question.  Make a DC 16 Diplomacy check.  +2 if the PC has Police Connection.)


“Well, you understand, I don’t do business with (insert PC’s weakness).  You don’t have any of those in your Family now do you?”  (The Generalismo expects the PC’s to lie to him.  He’s testing their Bluff ability.  He’ll mention a weakness he saw one of the private room cameras.)

“What’s your end of this deal, huh?  Or are you just an errand boy?”  (Again, the lead PC can answer.  He should make a DC 16 Diplomacy check.  If he made 2 out of 3 checks, award 1 Sway point, 3 out of 3, award 2 Sway points, if all checks fail, the Generalismo loses 1 Sway Point.)
After Dinner:  “Gentlemen, no girls tonight.  Tonight it is just the men.  We play some poker, huh?  Texas Hold’em sound good to you?  We need five players for a game.  It will be a 20 Wealth buy-in.  Winner take all!  Like 20 Wealth is a lot of money.  Haha!”  (If any of the PC’s can’t afford the buy-in, Havier dismisses the notion and says, “Don’t worry, I’ll cover you.  You get me later.”  This is a tournament-style game, winner take all.  Havier is not especially good at cards, so he doesn’t expect to win.  He doesn’t care, 20 Wealth means nothing to him.  Make seven checks with Gamble.  Whoever wins best out of 7 wins the tournament.  If there is a tie, there is a play off for the winner.  After the four roll, tell the PC’s Havier takes a break for a snack.  If the PC’s are letting him win, he’ll say something like, “I hope you’re giving me your best game.  I mean, it’s only money.”  If Havier wins, he’ll laugh in disbelief.  If the PC’s win, they also win a Sway point and the winning PC gets 25 Wealth of money in a designer tote bag.  If anyone is caught cheating, the Generalismo is furious and loses 2 Sway Points.  If this drops him down to zero or below, he sends the PC’s to bed.  Early in the morning, he has five of his men kidnap the offending PC, subdue him and take him up in the helicopter.  Before the other PC’s leave the compound, the Generalismo has the offender thrown out of the copter to his death.  The adventure is a complete failure.)  “Tommorrow’s brunch starts at 11 AM sharp.  See you then,” says Havier.
The Next Morning:  You have another sumptuous brunch with the Generalismo.  “Gentlemen, I thought today we’d have some fun with something I know we all enjoy.  A little target practice!”  The Generalismo whips out his Beretta and fires at the feet of one of his men.  He dances and jumps out of the way of the bullets.  For a few seconds, he’s petrified, but after the general stops, he laughs, as does the rest of his men.  “Let’s load up!”
The Firing Range:  The Generalismo has his own firing range and some targets set up.  The targets have a Defense of 14, 18 and 22.  The contest is you get 10 shots.  Near targets are worth 1 point, medium targets 2 and far targets 3.  Most points wins.  (Again, this is another game where the general may be a sore loser.  After five shots, if he is losing to everyone, he’ll demand that his man get him another gun.  If he’s winning, he’ll say, “You’re making this too easy again.”  If the Generalismo is losing and then wins or is winning and then loses, he gains 2 Sway points.  If he is losing and then loses, he drops 1 Sway point.  If he is winning and then wins, he gains 1 Sway point.  Either way, at the end, he pulls out his trusty M-60.)
The M-60:  “Well gentlemen,” says the Generalismo from behind the loaded M-60.  “I seem to have you at a disadvantage.  What if I told you to run, huh?  Would you run?”  (The Generalismo is just joking.  He thinks this is funny, but the PC’s with the wrong weakness might not think it’s so funny.)  “I’m just kidding, but I think we can do business at least at some level.  But your terms are so unreasonable.  Why should I take them huh?”  (Make a DC 24 Diplomacy check.  Each question is worth 1 Sway Point.)
“Why should you get 25% AND 5%?  That’s like double to me.”  (DC 22 Diplomacy check.)
“And expansion is the name of the game, is it not?  Why should I not expand a profitable business, huh?”  (DC 23 Diplomacy check.  If all three fail, they lose 2 Sway Points.)
For the GM ONLY:  The outcome of this adventure depends largely on Generalismo’s Sway Point score:

0 or below:  He wants to kill them for wasting his time.  Made a DC 25 Diplomacy check or his men machine gun them to death after dinner.  Success means that he throws them out and they must walk from the dirt road.

1 to 5:  Unconvinced:  He thinks the meeting was a waste of time, but doesn’t blame the PC’s.  He sends them packing to the airport via cab.

6 to 9:  Unsure:  He agrees to think on their proposal, but wants a reduction in points.  (He’ll offer 15% on the dealers and 1% on the smuggling.  Plus he wants to expand into heroin.  For a DC 23 Diplomacy each, the PC can 1) bring 15% to 20%, bring 1% to 3% and he’ll drop the offer on the heroin.

10 to 14:  Convinced!  “I agree to your terms!  To a long and profitable relationship gentlemen!”  (The PC’s get the status quo back, but that’s it.  They can stay the rest of the week in luxury if they like.  They can gain respect for having sex with more prostitutes if they want.)
15-19:  Impressed!  “Gentlemen, tell your bosses that I am very impressed.  I only want to work with you gentlemen in this venture.  Whenever you are in time, please, come by.”  (The PC’s gain a bonus 200 Respect.)
20+:  Very Impressed:  (to the above he adds)  “And if you ever need a favor, please, do not hesitate to ask.”  (In addition to above the PC’s gain Other Family Connection (Generalismo’s Columbian Cartel).

The Escape:  In the unlikely event the PC’s really screw the pooch and are forced to escape the grounds, they will have to fight almost all of Havier’s guards unless they want to risk getting lost in the Everglades at night.  Generalismo has 6 mook servants and 15 men, including Ramon, on his estate.  Unless the PC’s have smuggled a weapon, they’re unlikely to get a gun.  The armory is kept under constant watch.  Escaping to the Everglades requires hot wiring a boat or being very, very patient.  There is a 35% chance the PC’s will blunder into a crocodile and double the chance if the PC’s wade through the water at night.  Crocodiles are outlined on page 233 in the d20 Modern handbook, but their Defense is 15, their HP 22 and the attacks are bit 1d8+6 and/or tail slap for 1d12+6.  The Generalismo will hunt the PC’s for sport unless they escape the Everglades.  If they wait him out for four days, he gives up the hunt.  The GM will have to adlib most of the escape unless the PC’s just capitulate.  Either way, they’re unlikely to get out of the house without a fight.
Awards:




Experience
Respect Points
Suspicion Index Points
Successful Skill check



100

Successful Weakness check


50

Bringing a gift




100

Bringing a vintage gift


500

Failed Weakness check




-5

Attending the meeting








+20

Winning at Golf



200

+5
Winning at Poker



200

+5

Winning at target practice


200

+5

Getting kicked out of compound

100

-20

Failure to get the deal



50

-100

“Unsure” rating



500

+5


+1

Percentage at 20 or higher (for dealers)
300

+5


+1

Percentage at 3 or higher (for smuggling)
300

+5


+1

No expanding drug trade


300

+5

Done deal!




4000

+50


+5

Gaining Connection



2000

+50


+5

Making Generalismo lose respect

300

+50


+3

Losing Respect from Generalismo

500
