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FOR THE GM ONLY:  This adventure requires the PC’s to pull off a complicated, daylight robbery.  They will need a minimum of five guys and could probably use up to ten.  The PC’s can be of any level to pull off the robbery, it’s only if things go wrong will they need to really use their skills.

Set-up:  You and your associates are relaxing in your usual hang out, when Harry, the mook that “runs” the place walks in.  “Fellas, there’s some guy here ta see yas,” says Harry.  “Albert O’Reilly, I think you guys know ‘em.  He looks like he wants to ask a favor or somethin’.  Should I tell ‘em to go screw?”  You remember Albert from the old neighborhood.  (Choose random PC) used to hang out with him back in high school.  He was always a good guy.  Not the kind to be a mooch.  (Let the PC’s decide if they want to see Albert.  If they don’t, the adventure is over.  PC’s that miss a weakness check for Sentimental, will feel obligated to listen to Albert and cut him in for the share he needs for his kid.  Those with the Magnanimous weakness will readily agree to Albert’s cut and those with the Greedy or Power Addict weakness will have to make a check not to do this adventure.)
Albert O’Reilly:  Albert walks into the room.  He’s wearing a jacket over what looks like an engineer’s uniform.  The kind of engineer that runs a train.  He has an engineer’s hat in his hands and shifts nervously.  He addresses his old friend first.


“Hey (same random PC), it’s been a long time, huh?  Is there some place where we can talk private?”


(Whether the PC’s go to a private area or not, Albert will tell them his story.)


“I know the kind of life you guys lead.  I don’t make judgments about people.  We all take a different path, but I have something that may be of value to you.  The thing is, I need some money for my kid.  My daughter, she has MS real bad.  She needs a better wheelchair, special schools, a special car---  My insurance at the train yard only covers so much.  My family is literally on the verge.  I got some information to sell.  If you can see your way to throw me 30 Wealth, I think it will be worth your time.”  (Albert will negotiate as far down as 20, but he needs at least 25.  He’s desperate and he’ll give the PC’s information if they make even the most shaky promises.)

“I run trains for the Interway Rail Company.  We haul mostly freight up and down the East Coast.  There’s going to be a big shipment coming from the Philadelphia Mint in three weeks.  Containers upon containers of old bills.  Cash!  They’re moving it down to Washington to burn it!  We’re talkin’ millions here.  Imagine this entire room filled with money.  And the best part is, it’s completely untraceable.”

Likely questions for the PC’s:

When do you want/need your money?  “I’m really desperate.  If you can give me 25 now and the rest later.  I know it’s a lot of money, but this is my kid.  I was thinkin’ that you guys know lots of gamblers.  We could make it look like I won the money bettin’ on somethin’.  That way, I wouldn’t look suspicious.”
When is the train coming?  “Exactly three weeks from today.  It will be passing through New Milan on the way to Virginia.  It will be there 4pm.”

Will the train stop?  “We’re hauling some other stuff too.  Dropping off cargo and picking up some other cars.  We’ll be stopped here for about six hours.”

What’s the security like?  “I’m not sure.  There’s no place for guards on the train, but last time we hauled old money, some federal agents stopped to supervise until we got going again.  There were only two of them.  There are video cameras in the supervisor’s tower to watch the trains.”

What’s the supervisor’s tower?  “It’s a tower where they can change the tracks, monitor the trains and see all the security cameras.  There’s two supervisors there and a secretary.  She has to buzz you in.”

How long were the agents there?  “They arrived about an hour after we got there.  They stayed the whole time.”

Did they go inside the supervisor’s tower?  “Yeah, I think they go there first and then to the train.”

How many other people are in or around the train?  “There are four train operators on the train.  When we stop, we usually have two other guys that assist with the car coupling and uncoupling.  There’s also two supervisors in the control booth.”

Will you help us rob the train?  “How can I?  They’ll know it was me.  If you can arrange for me to have my money ahead of time, I think it will look better.  Like I said, if you could arrange for me to win a big bet or somethin’ like that.”

How do we know you’ll keep your mouth shut?  “As long as my kid gets the care she needs, I won’t say a word.  I’d rather do a stretch upstate than cross you guys.”

How much money is in the train?  “Millions.  I don’t have an exact number.  I mean, some of it will be ripped and useless I guess, but most of it is just old bills in different denominations.”

How many cars are full of money?  “Three I think, but I’m not sure.”

How are the train cars secured?  “They have giant padlocks.  Three of them.  There are seals on them and on the bags that hold the money.”

Can you get us uniforms or I.D.?  “You can just buy engineer outfits.  If you wear a jacket, you won’t have to worry about I.D.’s unless you climb into a train and someone doesn’t recognize you.  I can’t get you I.D.’s”

Can we get a vehicle into the train yard?  “Well, there’s a loading and unloading area, but our train won’t be there.  But there is a gate to let the maintenance trucks in and out.  And once, when the loading area was full, they let the trucks pull in and unload nearer to the supervisor’s tower.”

FOR THE GM ONLY:  Albert’s assessment of the situation is pretty accurate. The PC’s need to get control of the supervisor’s tower and the people inside it.  Then they need to take the engineers and railroad personnel hostage, open the gate, unload the money and get out.  If they don’t get out before the federal agents arrive, they will have to deal with them as well.  You should impress upon the PC’s that a job of this scope will attract a huge amount of suspicion points and that they should be prepared to deal with it.  The suspicion with stealing this much money is likely to escalate everyone’s suspicion to 50+.  Stealing the money isn’t half as hard as getting away with this heist.
New Milan Train Yard: 28th and Dock Ave. (Area R on the New Milan map):  None of the families lay claim to the train yard, although it technically runs through the Jordano and Cavaliere’s turf and it also runs through the Docks, which is controlled by the Magoladros.  There is a control tower in the train yard that is used to monitor the trains and change the tracks.  This is where Albert’s two supervisors run the yard.  There is a small parking lot that leads up to the tower.

I.D. Badges:  I.D. badges are laminated tags with the picture of the employee and a corresponding number.  To fake one requires the necessary tools and materials and a DC 20 Forgery check.

The Receptionist and the Front Door:  The front door has a door that is mostly glass.  (The receptionist, Judy, answers phones, takes message and lets in visitors.  She’s not particularly vigilant unless the PC’s do something suspicious.  The door requires a DC 16 Disable Device to open without pushing the button at the receptionist’s desk.  The place is monitored from 7am to midnight.  From 6pm to midnight there is one security guard and one supervisor here.  If she is not intimidated, she will call the cops and then alert the guys in the tower.)
2nd level Smart Mook: Judy Witherson (34)

Str: 13/+1, Int: 15/+2, Wis: 12/+1, Dex: 13/+1, Con: 11/+0, Cha: 10/+0, Defense 11, 12 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Skills:  +8 Bluff, +6 Bribe, +8 Knowledge (Business), +4 Seduce, +4 Sex, +8 Knowledge (History), +5 Sense Motive, +4 Hide Motive, +3 Craft (visual arts), +6 Climb, +8 Computer Use, +6 Sense Weakness, +8 Make Up, +6 Craft (cooking), Feats:  Simple Weapon Proficiency, Corporate Connection, Surface Vehicle Operation (train), Great Fortitude, Educated, Weaknesses: Smoking Addict, Respect: 190, Bank: 30, Talent: Savant, Knowledge (Business), Wealth Bonus: +6 (Judy has gleaned enough from working here to drive the train, but she’d rather work in the office and smoke all day.) Weapon of Choice:  fists.

The Gate and the Fence:  The fence runs around the perimeter of the entire train yard and for miles along the track.  It is 8’ high and topped with razor wire.  (DC 18 Climb check.  D1d3 unless the check is made by at least 2.)  The gate has a latched and a standard padlock.  (DC 18 Disable Device to open or it can be cut off with bolt cutters.)
The Tower:  There is a staircase that goes up to the third floor.  This is the “tower” where supervisors can control the tracks.  Danny and Gordon work in this room.  When they have to do paperwork, they use the large office downstairs.  (There are phones in this room, but they require a special code to dial out.  Danny and Gordon are very busy and won’t be alerted by anything less than gun fire.  If they hear or see anything suspicious, they’ll call for security guards.  If they see guns, they’ll call the cops.  They can change the tracks in this room and order cars to be connected or disconnected.  The monitors for the security cameras are here.  They require a DC 18 Computer Use check to disable or the PC’s can force Gordon to do it.)
Danny Finnegan (50): 2nd level Strong Mook/5th level Mook

Str: 15/+2, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 15/+2, Cha: 12/+1, Defense 14, 29 HP, Attack Bonus: +3, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +8 Craft (structural), +6 Knowledge (Physical Sciences), +3 Sense Motive, +5 Hide Motive, +5 Drive, +5 Diplomacy, +6 Profession, +4 Computer Use, Feats:  Simple Weapon Proficiency, Brawl, FBI Connection, Confident, Vehicle Expert, Good Earner, Corporate Connection, Surface Vehicle Operation (trains), Weaknesses: Stressed, Talent:  Ignore Hardness, Improved Ignore Hardness, Earn, Respect: 700, Bank: 90, Wealth Bonus: +14 (Danny has a heart condition and he worries constantly.  If he’s intimidated, he has to make a check or he’ll pass out.  If he misses with a 1, he has a heart attack and dies.  If he misses his check, he’ll die in 1d6 hours.  His pills will extend his life another 1d6 hours.  His old high school buddy works for the FBI.)  Weapon of Choice:  fists

Gordon Robbins (30): 2nd level Fast Mook/1st level Mook: 

Str: 13/+1, Int: 11/+0, Wis: 12/+1, Dex: 17/+3, Con: 10/+0, Cha: 15/+2, Defense 12, 17 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +8 Bluff, +6 Drive, +6 Computer Use, +8 Knowledge (Physical Sciences), +2 Performance (stand up), +5 Sense Motive, +4 Joke, +5 Sense Weakness, +6 Profession, +5 Craft (visual arts), Feats:  Simple Weapon Proficiency, Surface Vehicle Operations (trains), Vehicle Expert, Streetfighting, Quick Draw, Weaknesses:  Wiseass, Respect: 200, Bank: 40, Talent: Fast Talk, Earn, Wealth Bonus: +8 (Gordon is a cartoonist in his spare time and writes an online webcomic about his job.  The characters will be parodied online after the heist.) Weapon of Choice:  fists.

The Train Yard:  There are dozens of tracks and train cars that get coupled and uncoupled from this area everyday.  There are least two train yard employees or “bulls” that help the engineers near the tower.  There are more in the yard, but they are over 100 yards away on the other side of several rows of cars.  They’ll flee to alert the cops if they can.  They all have walkie-talkies to talk with the guys in the tower.

Average Train Yard “Bull” (33): 2nd level Strong Mook

Str: 15/+2, Int: 11/+0, Wis: 12/+1, Dex: 13/+1, Con: 14/+2, Cha: 10/+0, Defense 12, 20 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills:  +2 Bluff, +3 Listen, +3 Spot, +3 Intimidate, +2 Sense Motive, +4 Computer Use, +2 Sense Weakness, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Toughness, Surface Vehicle Operation (trains), Weaknesses:  Tough Guy, Respect: 160, Bank: 20, Talent: Ignore Hardness, Wealth Bonus: +7 (Train Yard “Bulls” are known for their tough stances against unauthorized riders.) Weapon of Choice:  baton D1d6 or fists

The Engineers:  The engineers are just like Albert, normal working mooks.  Two of them drive the train, while the other two monitor instruments and watch the track.

Average Engineer:  2nd level Dedicated Mook  (These are also the stats for Albert O’Reilly)

Str: 12/+1, Int: 13/+1, Wis: 14/+2, Dex: 14/+2, Con: 14/+2, Cha: 10/+0, Defense 12, 17 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +6 Spot, +8 Drive, +4 Climb, +5 Profession, +6 Sense Motive, +6 Bluff, +4 Treat Injury, +4 Knowledge (Physical Sciences), +6 Diplomacy, Feats:  Simple Weapon Proficiency, Brawl, Vehicle Expert, Surface Vehicle Operation (trains), Weaknesses:  None, Respect: 200, Bank: 50, Talent: Skill Emphasis (Drive), Wealth Bonus: +8 (The engineers are generally honest guys.  They consider their job and responsibility important.) Weapon of Choice:  fists

Security Guards:  If the cops are alerted and the extent of the security problem is unknown or if something strange happens that the NPC’s conclude is too small for the cops, the security guards will arrive on the scene in 1d10 minutes.  They have a golf cart to get around the train yard.  They are armed with walkie-talkies and take direction from the tower.  They will assist the police if they are able.
Average Security Guard:  3rd level Tough Mook

Str: 13/+1, Int: 12/+1, Wis: 14/+2, Dex: 12/+1, Con: 16/+3, Cha: 11/+0, Defense 13, 22 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +2, Skills: +6 Bluff, +4 Sense Weakness, +4 Hide, +7 Move Silently, +4 Knowledge (streetwise), +9 Spot, +7 Listen, +3 Sense Motive, +4 Diplomacy, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Weaknesses:  none, Respect: 300, Bank: 205, Talent: Remain Conscious, Wealth Bonus: +7 (Interway Railroad security guards are hired for their toughness.  They sometimes have to deal with unruly hoboes that the train yard bulls can’t handle.) Weapon of Choice:  baton 1d6
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*Includes recharging machine.  Golf carts can run about six continuous hours before needing a recharge.

The Feds:  Federal Agents arrive one hour after the train does.  This is a boring, routine assignment for the agents.   They wear jackets that clearly say “FBI” in white letters on the back.  (An FBI Connection or a DC 25 Investigate will reveal that the Feds are required to check the train cars and then have the engineers sign off on documents.  They must stay until the train begins to move again.  The connection will also reveal the particular agents in charge of this mission and a general idea of their weaknesses.)
William Brooks (30): 2nd level Smart Mook/4th level Cop/1st Level Fed

Str: 13/+1, Int: 16/+3, Wis: 12/+1, Dex: 14/+2, Con: 13/+1, Cha: 13/+1, Defense 16, 54 HP, Attack Bonus: +6/+1, Fort: +5, Ref: +2, Will: +0, Skills: Disguise +6, Intimidate +9, Gather Information +10, Investigate +10, Knowledge (streetwise) +5, Forgery +8, Knowledge (technology) +11, Knowledge (civics) +8, Spot +7, Search +12, Listen +6, Drive +7, Escape Artist +5, Knowledge (tactics) +10, Repair +6, Research +7, Craft (mechanical) +4, Craft (pharmaceutical) +4, Feats:  Simple Weapon Proficiency, Creative, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Advanced Firearms Proficiency, Improved Initiative, Vehicle Expert, Force Stop, Dodge, Improved Martial Arts, Weaknesses: Code of Honor (must uphold the law), Wise Ass, Talents: Savant: Forgery, Identify Family Members, Interrogate, Aura of Protection, Respect: 700, Bank: 100, Wealth Bonus: +8 (Brooks drew this unsavory duty after the last encounter he had with the PC’s in Joey & Gina’s Wedding.)  Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag

Ned Rooker (37): 2nd level Smart Mook/4th level Cop/2nd Level Fed

Str: 13/+1, Int: 16/+3, Wis: 12/+1, Dex: 14/+2, Con: 13/+1, Cha: 13/+1, Defense 17, 60 HP, Attack Bonus: +7/+2, Fort: +5, Ref: +3, Will: +0, Skills: Disguise +6, Intimidate +9, Gather Information +10, Investigate +10, Knowledge (streetwise) +5, Forgery +8, Pilot +6, Knowledge (technology) +11, Knowledge (civics) +9, Spot +9, Search +12, Listen +9, Drive +9, Escape Artist +5, Knowledge (tactics) +10, Repair +6, Research +7, Craft (mechanical) +4, Craft (pharmaceutical) +4, Feats:  Simple Weapon Proficiency, Creative, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Vehicle Expert, Advanced Firearms Proficiency, Improved Initiative, Vehicle Expert, Force Stop, Dodge, Improved Martial Arts, Weaknesses: Oblivious to Danger, Bad Rep, Talents: Savant: Forgery, Identify Family Members, Interrogate, Aura of Protection, Respect: 710, Bank: 0, Wealth Bonus: +8 (Rooker has a reputation for being a screw up.  He was given this duty because he’s on probation.)  Weapon of Choice:  Beretta 92F, 9mm autoloader, D2d6, 40ft range, 15 mag

There are two assault rifles in the back of the agents’ car.  If the agents have time, they will retrieve them.  (M16A2 assault rifles, 2d8, 80ft range, single or auto, 30 in the box, two full clips each.)
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Order of Events on the day of the Heist:  Assuming there is no interruption, this is how the day and evening goes.
4:15pm:  Albert’s train arrives late.

4:30pm:  Two of the engineers go inside the office to use the bathroom.

4:50pm:  After using the bathroom and grabbing some coffee for the other engineers, they go back to the train.

5:10pm:  The train yard bulls uncouple two of the train cars and then go get an engine.

5:40pm:  The engine moves the two train cars to another track.

6:00pm:  The engineers go inside the office to fill out paperwork for the switch.  The train yard bulls go get another engine that’s pushing four extra train cars.

6:30pm:  The agents, knowing they would be standing around until the train leaves, have dinner before coming to the train yard.  They arrive in the parking lot.  Judy, the receptionist, and the supervisors all have to stay late until the Feds arrive.

7:20pm:  The train yard bulls push the new train cars against the train.

7:30pm:  The train yard bulls couple the train.  The engineers emerge and together they begin a check of the entire train with the FBI agents.

8:50pm:  The inspection is complete.  The agents and one of the engineers go back inside the office.  The rest of the engineers get back in the train.  The train yard bulls go inside and get some coffee.

9:30pm:  The paperwork is completed and the engineer returns to the train.  The train yard bulls begin doing work in the yard.  The engineers start the train.

10:15pm:  With approval from the tower, the train departs for Virginia.

The Cops:  If the cops are called, the first patrol car arrives in 1d10 minutes.  Because of recent security upgrades, four more patrol cars arrive ten minutes after that.  If there is a hostage situation, ten more patrol cars arrive along with 6 detectives.  They will be armed with the same assault rifles as the federal agents.
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Also contains a Browning BPS 10-gauge shotgun (30ft range, 2d10, 5 internal) in the trunk.

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 +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.

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.

Opening the Train Cars:  The engineers do not have the keys to the locks on the trains and neither do the Feds.  The keys are in Virginia.  To open the locks requires that the PC’s cut them off.  This requires ten minutes with a blowtorch and a DC 20 Craft (Structural) check with the Deluxe Took Kit.  The locks cannot be picked.  There are three locks on each car and it takes 10 minutes to cut through each lock.  If the check fails, it takes 15 minutes each lock.  An alternative to breaking the locks is blowing the door off.  The train cars have 30 hit points and a hardness of 5.  A successful DC 20 Demolitions check will bypass the hardness completely.  If the PC’s use C4 or a similar explosive, the damage against the train car is doubled.  The explosion will bring the security guards to investigate.  For each hit point over the amount need to blow open the train car, 1d6 points of Wealth are lost.  Cutting through the door with a blow torch requires only two DC 20 Craft (Structural) checks, but this ignites the money inside the car and it burns 1d6 Wealth point each round until put out.

The Money Train:  There are three cars full of dozens of canvas bag.  Each bag is sealed with a U.S. Government tag.  There are 100 bags in each train and each bag is ½ of a Wealth point for  total of 50 points!  However, some of the money is damaged, so there is only 45.  The three cars do not make 135 Wealth points.  It makes 48 without the damaged money.

Moving the Money:  The PC’s will need a vehicle or several to move all this cash.  The easiest vehicles would be garbage trucks, since they could crush the money down to size.  Two garbage trucks are needed for each car.  A semi-tractor trailer truck can fit the entire train car, but only one truck can be back through the gate at a time, so it will require some effort on the PC’s part.  If the PC’s use standard trucks or SUV’s, it requires four vehicles per train car.  There are 100 bags on each train car.  It would take one person two hours to unload the truck, two people one hour, four people 30 minutes, etc.  Borrowing garbage trucks is easy if the PC’s have a Union Connection.  They can steal them.  They won’t be discovered mission for at least 24 hours.
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*Garbage trucks come with a hydraulic press that is used to crush and move the trash into the center of the truck.  The entire back of the truck can be lifted so that the contents can be dumped.

Fooling the Feds:  The PC’s may opt to fool the Feds by attaching the wrong train cars to Albert’s train.  To accomplish this, they will need to buy the same giant padlocks the government uses to seal the train car.  They cost 18 Wealth each.  There are plenty of train cars to use as a “dummy” car.

Taking Hostages:  There are plenty of empty train cars to take hostages in.  A simple padlock will keep them from going anywhere.

Eluding the cops:  If the PC’s get into a car chase with a truck load of money, they are bound to lose.  There will be so many cops in New Milan looking for them, there only chance will be to get out of the city.  Even then, with the feds help the PC’s will be attacked by tire strips and dozens of police cars.  Start with a best out of 9 Drive check vs. the cops.  If they succeed, then go to 7, 5, 3 and then 1.  If the PC’s win all these, they get away.  If they lose one, the check clicks up a tier.  If they lose on 9, the cops box in their vehicle and their vehicle takes 2 points of damage per patrol car involved.  The cops will get out and aim their guns at the PC’s.  They will fire if the PC’s attempt to drive away.
FOR THE GM ONLY:  The main thing the PC’s will have to do after the robbery is deal with the very intrusive investigation.  If a PC gets caught, use the police interrogation scenarios outlined in Duck Da Police.  The PC’s will have a boatload of suspicion and need to ride out the storm if they hope to actually spend their loot.  Assuming they get away either by getting in and out before the Feds arrive or by taking everyone hostage, award the points below:
Awards:




Experience
Respect Points
Suspicion Index Points

Planning the heist









-2

Driving to the train yard for recon







-2

Forging I.D.




100 each

Acquiring Engineer uniforms


100 each

Intimidating Interway employees

200 each

5 each


+1 each

Killing Interway employee


300 each

25 each

+5 each

Taking hostages



100 each

5 each


+3 each

Taking Feds hostage



1000 each

25 each

+6 each

Killing Feds




2000 each

100 each

+10 each

Successful skill check



100 each

Stealing the train car money


200 per WP

2 per WP

+2 per WP

Leaving without firing a shot








-5

Leaving without alerting the cops







-20

Disabling video cameras


350 





-2

Destroying clothes immediately after

100





-2
Disguising vehicles or using garbage trucks
500





-1

Failure to use Destroy Evidence on vehicles






+5

Dealing with Suspicion:  It is likely that the PC’s will have to hide out immediately following the robbery.  If they can find a place to stash the money and then leave town for a few weeks, they can return and launder the money at their leisure.

Laundering the Money:  Technically, you won’t have to pay a street tax, but you’ll have to launder the money somewhere.  Spending millions in old, worn out currency is likely to draw attention to you.   If you launder the money through one of the Families, they are likely to make you pay a street tax on top of a laundering charge. (Because of the high suspicion connected to the robbery, the Family demands 5 shares or 4 if one of the PC’s is a made guy in the same Family.  A DC 28 Diplomacy check will reduce the cost by one share.  It takes 1 week per 5 points of Wealth to launder the money.  During this time, the PC’s will have to guard their money and watch out for thieves.  Additionally, the PC’s acquire 10 points of Suspicion each time 5 points of Wealth is laundered.  If Albert is not paid, he’ll be interrogated by the police and gives the PC’s up three months after the robbery.  If he is paid, he holds up under scrutiny.  1d6 weeks into the money laundering, a group of wiseguys attempt to rob the PC’s.  They will be associates of the PC’s most hated family.  Robert’s gang learned where the PC’s were hiding out on the streets.  The GM may want to substitute higher level NPC’s or even a rival crew of made guys depending on the circumstances of the campaign.  Certainly, there are plenty of mobsters that would love to take advantage of the PC’s vulnerable pile of cash!)
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

Robert Gorad (29): 2nd level Tough Mook/7th Level Family Associate/Wiseguy:

Str: 13/+1, Int: 11/+0, Wis: 12/+1, Dex: 14/+2, Con: 17/+3, Cha: 11/+0, Defense 16, 91 HP, Attack Bonus: +5, Fort: +7, Ref: +1, Will: +2, Skills: +5 Hide, +4 Move Silently, +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +9 Destroy Evidence, +3 Exploit, +3 Hide Motive, +7 Sense Motive, +5 Sleight of Hand, +5 Repair, +7 Knowledge (technology), +10 Craft (mechanical), +8 Craft (structural), +6 Intimidate, Feats:  Simple Weapon Proficiency, Police Connection, Military Connection, Personal Firearms Proficiency, Advanced Firearms Proficiency, Legitimate Businessman, Attentive, Weaknesses: Power Addict, Tough Guy, Aggressively Dominant, Talent: Remain Conscious, Know Respect, Balls, Legitimate Front, This Guy’s Good, Respect: 900, Bank: 230, Wealth Bonus: +5 (Robert wants to kill all the PC’s so there are no witnesses.  He’s absolutely ruthless and will use the money to start his own Family.)  Weapon of Choice: Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., Uzi, single/automatic, D2d6, 40ft range, 20 mag.

Jenny Gorad (26): 2nd level Dedicated Mook/4th Level Family Associate/Babe: 

Str: 13/+1, Int: 13/+1, Wis: 16/+3, Dex: 12/+1, Con: 12/+1, Cha: 16/+3, Defense 16, 40 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +4, Skills:  +8 Bluff, +8 Seduce, +2 Sex, +4 Treat Injury, +7 Sense Motive, +8 Hide Motive, +2 Craft (cooking), +7 Sense Weakness, +7 Disable Device, +4 Intimidate, +6 Diplomacy, +9 Make Up, +6 Gather Information, +5 Drive, Feats:  Simple Weapon Proficiency, Lasting Threat, Gorgeous, Enthrall, Convince, Corporate Connection, Weaknesses:  Stressed, Family Guilt, Respect: 560, Bank: 0, Talent: Empathy, Trophy Girl, Man-eater, Wealth Bonus: +4 (Robert’s wife drives the car and lags behind.  She has a first aid kit in case someone gets shot.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Burt Morgota (20): 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, +6 Move Silently, +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +6 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Weaknesses: Gambling Addict, Drug Addict, Talent: Increased Speed, Know Respect, Respect: 350, Bank: 0, Wealth Bonus: +2 (Burt is Robert’s right hand man.  He listens to him so long as he has a supply of cocaine for him.)  Weapon of Choice: .38 Special, D2d6, 30ft range, 6 cylinder, Uzi, single/automatic, D2d6, 40ft range, 20 mag.

Crazy Tony Vino (23):  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 (streetwise), +6 Knowledge (current events), +5 Sense Motive, +4 Exploit, +6 Sense Weakness, +3 Hide Motive, +4 Destroy Evidence, +4 Sense Motive, +4 Diplomacy, +6 Intimidate, +3 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Legendary Rep, Legitimate Businessman, Weaknesses: Sociopath (Oblivious to Danger), Smoking Addict, Talent:  Fast Talk, Know Respect, Balls, Respect: 500, Bank: 30, Wealth Bonus: +1 (Crazy Tony will wade out into the middle of a gun fight.  He’ll try and shoot the PC’s gas tank or other items he thinks might explode near the characters.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Paul Sonnata (24):  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:  +6 Bluff, +2 Knowledge (streetwise), +5 Sense Motive, +2 Exploit, +4 Disable Device, +6 Sense Weakness, +4 Diplomacy, +7 Intimidate, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Weaknesses: Greedy, Talent:  Skill Emphasis: Intimidate, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 100, Wealth Bonus: +3  (Paul is only in this for the money.  If he can get a hold of some of the cash and run, he will.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Haley Sonnata (22): 2nd level Strong Mook/3rd Level Family Associate/Babe: 

Str: 16/+3, Int: 13/+1, Wis: 11/+0, Dex: 11/+0, Con: 11/+0, Cha: 14/+2, Defense 16, 22 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +2, Skills:  +7 Bluff, +3 Sense Weakness, +8 Hide, +2 Bribe, +8 Swim, +5 Make Up, +4 Sex, +4 Sense Motive, +2 Destroy Evidence, +8 Move Silently, +3 Hide Motive, +4 Drive, +3 Diplomacy, +3 Seduce, +3 Gather Information, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Advance Firearms Proficiency, Combat Martial Arts, Streetfighting, Weaknesses:  Greedy, Violent Temper, Respect: 600, Bank: 200, Talent: Extreme Effort, Trophy Girl, Man-eater, Wealth Bonus: +4 (Paul’s sister is just as greedy as he is, but she also has a bad temper.) Weapon of Choice:  Uzi, single/automatic, D2d6, 40ft range, 20 mag.

Awards:




Experience
Respect Points
Suspicion Index Points

Laundering 100% of the money

500

25
Driving off the robbers


50 per level
5 per robber


+2 per robber

Killing the robbers



100 per level
30 per robber


+5 per robber

Further adventures:  This is the sort of heist that could get the PC’s noticed by the FBI.  They feds may spend years investigating them for this crime.  The New Milan Organized Crime Task Force outlined in 100 NPC’s for your Complete Mafia Campaign, may target the PC’s.  Additionally, Albert may run out of money again and ask the PC’s for more.  PC’s own weaknesses may undo the crew, as greedy members attempt to take the money for themselves, while other players kill off potential “squealers”.  A huge heist like this could be enough for a high-level PC to move up in the Family or even finance his own Family.  This is up to the GM, depending on how his campaign is working.
