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FOR THE GM ONLY:  This adventure can either be run as three small adventures or one large one.  Running it as a large adventure adds more risk, as it is more likely the players will be discovered by the cops.  Like the adventure Stick-Up Junkies, the three scenarios increase in difficulty.

Set-up:  You are sitting in your usual hang out playing cards around 8pm on a Monday.  Harry, the mook that runs the place, has just gotten back from Mateo’s Bakery with a box of their best canolis.  He is standing in the doorway when in marches Peter Giovanni, a capo from your family and two of his soldiers.  “Get the fuck outta my way,” snaps Peter shoving Harry aside.  Harry makes a surprised noise and drops the canolis.

“You fuckin’ guys just sit around all night playin’ cards.  Is that what you do?” demands Peter.  “You wanna be a part of this family, ya gotta earn.  You guys wanna earn or ya wanna play cards the rest of your fuckin’ life?”


Peter sounds pretty demanding and insistent.  How do you respond?  (There are several weaknesses the PC’s may have to make checks for.  Peter has a Short Fuse, so this might turn into a violent confrontation, but he doesn’t want it to go that way.  Remember, Peter may snap at people, but he won’t throw the first punch.  Assuming the PC’s want the work, continue.)

“I gotta mook that owes me fifteen large.  Guy by the name of Elliot Franks.  He works over at New Milan Used Auto.  Go over there and pick me out something nice.  Make sure Mr. Franks understands that this will be taken as repayment for his debt.  If he gives you any trouble, feel free to give me a physical reminder of his obligations.  Any questions?”
Likely questions from the PC’s:

Where is New Milan Used Auto?  “1000 N. Sage Ave.  It’s in the Karate Tong’s territory, but this is none of their business and they don’t got any ties to this guy.”
What kind of car do you want?  “Something nice.  Something worth at least 15K.”

Who is Elliot Franks?  “He works there.  Take the car.  Tell ‘em it’s his responsibility and make sure I get the title or my money by the end of the week.”

Should we get the title when we get the car?  “Just make sure Mr. Franks understands that I want my money or that title by the end of the week.”

Where do we take the car?  “Take it to Zoey’s Garage.  He’s gotta place to keep it.”  (Area CC on the New Milan Map.)
What do we get for our trouble?  “I’ll take care of ya, if you do the job.  Screw it up and ya get nuthin’.  My good graces is worth somethin’ to ya.  I’ll buy ya all da canolis you can eat.  How ‘bout that?”
No, seriously, what do we get for our trouble?  “Fine, I’ll promise ya 8 Wealth.  Ya happy?”  (Peter won’t go any higher than 10 Wealth.)

Peter Giovanni (39)

2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/5th level La Costra Nostra 

Str: 15/+2, Int: 12/+1, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 11/+0, Defense 16, 46 HP, Attack Bonus: +8/+2, Fort: +7, Ref: +3, Will: +5, Skills:  Bluff +5, Diplomacy +4, Run a Crew +6, Sense Weakness +7, Joke +4, Exploit +4, Cheat +6, Drive +5, Intimidate +6, Gather Information +3, Gamble +9, Knowledge (Streetwise) +3, Sense Motive +9, Destroy Evidence +6, Run a Brothel +5, Hide Motive +3, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Improved Brawl, Police Connection, Lasting Threat, Entertainment Connection, Weaknesses: Superstitious, Vindictive, Short Fuse, Talent:  Skill Emphasis: Gambling, Make Contacts, Network Contacts, Capo, Respect: 950, Bank: 300, Wealth Bonus: +11  (Peter never forgets someone who slights him.  His face turns beat red when he gets angry, which is often.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

Tommy Fiatta (30) and Jimmy DiCarlito (26): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy/2nd level Soldier:

Str: 16/+3, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 12/+1, Defense 16, 37, 51 HP, Attack Bonus: +6, Fort: +3, Ref: +1, Will: +2, Skills:  +5 Bluff, +3 Knowledge (streetwise), +3 Shake Down, +5 Beat, +4 Sense Motive, +2 Exploit, +2 Hide Motive, +5 Disable Device, +3 Sense Weakness, +3 Destroy Evidence, +5 Drive, +2 Diplomacy, +5 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Streetfighting, Weaknesses: Smoking Addict, Tough Guy, Talent:  Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 160, Wealth Bonus: +9 (Tommy and Jimmy are fairly loyal to Peter, but they sometimes chafe under his constant snapping.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., brass knuckles.

New Milan Used Auto:  The used car lot is four city blocks and contains hundreds of cars and about a dozen garages.  There is a section of the auto lot that contains the high-end cars.  Most of the very expensive cars are located on the dealer’s floor inside the main building.  Most of the lot is surrounded by a chain.  The chain is linked every six feet by a low 3’ pole.  The lot is opened from 10am to 9pm and is well lit.  But the lot is so massive and there are so many cars, the far end of the lots would be difficult to see from the building.  There is also a section of SUV’s.  Luring Franks into these areas would keep him out of eyeshot of most of the rest of the lot.  (It is easy to locate Franks.  The PC’s can either lie and say they are interested in a vehicle or they can use Intimidate Franks into following.  While at the fringes of the lot, the PC’s have a 1 in 6 chance of encountering 1d4 customers and one other salesman.  These witnesses add to the Suspicion if the PC’s scare them away.  Franks will attempt to call the police on his cellphone if he is not eventually intimidated.  The PC’s can make a DC 10 Knowledge (Technology) check or a DC 14 Drive check to find a car that’s over 15K.  The SUV’s all start at 20K.  The most expensive car the PC’s can steal is a year-old Volvo with all the amenities.  This is worth 30K.  A random car is worth 10+1d12K.  Elliot won’t have the keys to the right car unless the PC asked for a specific one.  If the PC’s have to hot wire the car, they will have to steal it normally.)
Zoey’s Garage:  You get to Zoey’s and buzz the P.A. system.  “Yeah, what do ya want?” snaps back Zoey.  (Let the PC’s respond.)  “Peter Giovanni said to drop it here?  He’s nuts.  I don’t want it here.  Take it somewhere else fellas.”  (Zoey has a garage full of cars at the moment.  Peter didn’t get around to calling him, so he doesn’t feel that he has to help the PC’s.  A DC 17 Diplomacy check or a DC 14 Bribe check will change his mind.  Otherwise, the PC’s will have to do something else with the car.)
Calling Peter:  “What do you mean he wouldn’t take it?  What the Hell did you do?!” demands Peter.  “All right, all right.  Bring it to your place.  I’ll drop by and check it out.”

After Peter sees the car:  “I don’t like this color,” says Peter.  “Get me another car.  Somethin’ blue.  Leather seats too.  Heated.”  (If the PC’s refuse, Peter will attempt to intimidate them.  He won’t go higher with the reward.)
Returning to New Milan Auto:  (Run the same thing again, only this time, Elliot Franks will be wary.  He’ll call the security guard before the PC’s get a chance to corner him if they’re not careful.)
New Milan Used Auto Security Guard: 2nd level Fast Mook/4th Level Cop
Str: 13/+1, Int: 13/+1, Wis: 14/+2, Dex: 15/+2, Con: 12/+1, Cha: 10/+0, Defense 17, 25 HP, Attack Bonus: +4, Fort: +2, Ref: +3, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +8, Search +5, Listen +7, 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: 600, Bank: 0, Wealth Bonus: +10 (The security guards at the New Milan Used Auto are well-trained, but they are vulnerable to bribes.)  Weapon of Choice:  taser, D1d4 + Fortitude check or stunned.
Returning the car to Peter:  (If the PC’s have made peace with Zoey, they can take the car there.  Otherwise, Peter will ask them to hold it for a few days.  Two days later, one of his soldiers will come by and pick up his car.  He will the Wealth agreed upon minus 1.  If the PC’s press him, he’ll be forced to give the money up.  He’ll ask the PC’s to keep it between them.  If the PC’s push for compensation, they can add another +1d3 Wealth to the final reward.)
Awards:




Experience
Respect Points
Suspicion Index Points

Collecting the car



250

10


+2

Intimidating Elliot



100

15


+3

Witness sees PC’s at car lot







+3 each

Successful Skill check



100

Dropping the car at Zoey’s


100

5

Acquiring a car above 15K


150

5


+1

Shaking Down Peter’s Solider

500

20


+1

Set-Up #2:  You and your associates recently helped a friend of yours, a soldier in the family by the name of Mike Lorenzo.  Mike and his crew hijacked a truckload of DVD players and you and your associates helped him unload the truck.  At a vulnerable moment, a couple of cops pulled up.  You managed to bamboozle the cops and they left.  Mike was so grateful for your help he passed a debt onto you as a reward.  There’s a guy by the name of Victor Stewart that owes Mike 16 Wealth.  Now he owes you and your crew 16 Wealth.  Mike admits that the guy is due for a payment.  Victor needs to make six payments of 11 Wealth to pay you back.  He runs Stewart Electronics at 3702 N. Blueberry Ave.  Mike suggests that if he doesn’t have enough money to pay, you can always empty the electronics store of merchandise and sell it.  Mike knows a good fence by the name of Rory Carbone.  Carbone loves electronics.  (The 16 Wealth is a lot more money than the 7 Wealth that Mike was going to pay them for helping with the truck.)
Stewart Electronics:  The electronics store contains televisions, DVD players, CD players, camcorders, ipods and accessories.  A lot of the items have been discounted.  The interior of the store seems pretty crowded with merchandise and glass display cases.  The hours posted on the store are 9am to 5pm, 7 days a week.  (Victor works at the store everyday.  He has two clerks, Steven and Bali.  There’s a 50% chance either one of them is there.  Victor does not own the building, so burning it down will get the PC’s nothing.  Most of the good merchandise was sold off to pay Victor’s debt, the stuff that’s left if the stuff he started to buy off the street.  He also has a friend that works in a department store.  He buys the floor models at a discount.  Some of the floor models are banged up, but Victor tries to sell them at full price.  Victor only has about 7 Wealth in the store.  He has another 15 Wealth in merchandise and the PC’s would be lucky to get 13 for it.  They will also need a truck to move it.  Victor believes he can eventually make the money for the PC’s, but his location sucks.  The foot traffic on his street was severely reduced after a mini mart a few doors down closed.  The neighborhood is clearly going down hill, but this could be a good place for the PC’s to fence stolen electronics.  Victor will do almost anything to keep his store open.)
Victor Stewart (42):  4th level Fast Mook/2nd level Mook

Str: 11/+0, Int: 15/+2, Wis: 11/+0, Dex: 16/+3, Con: 11/+0, Cha: 12/+1, Defense 17, 19 HP, Attack Bonus: +4, Fort: +1, Ref: +3, Will: +2, Skills:  +7 Repair, +11 Bluff, +10 Drive, +8 Knowledge (business), +4 Profession (Salesman), +8 Sense Motive, +6 Exploit, +7 Hide Motive, +7 Bribe, +8 Sense Weakness, +11 Diplomacy, +9 Destroy Evidence, + 11 Craft (electronics), Feats:  Simple Weapon Proficiency, Brawl, Police Connection, Vehicle Expert, Force Stop, Good Earner, Corporate Connection, Legitimate Businessman, Weaknesses: Greedy, Talent:  Skill Evasion, Uncanny Dodge 1, Earn, Respect: 530, Bank: 0, Wealth Bonus: +8 (Victor overestimated his own salesman abilities in this rotten location.  He doesn’t care what business he’s in as long as it makes him money.)  Weapon of Choice:  fists

Steven (19) and Bali (20):  1st level Fast Mook: 

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Diplomacy, +2 Sense Weakness, +5 Hide Motive, +2 Knowledge (Current Events), +5 Research, +3 Drive, +3 Craft (electronics), +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Greedy, Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +5 (These are two local college-age kids.  They don’t want any trouble, but they need to make money.  They have managed to steal from Victor a few times when he was late with their pay.) Weapon of Choice:  fists

Turning Stewart Electronics into a scheme:  (The characters need to intimidate all the employees and then intimidate some of the local thugs that steal car radios and the like.  They’ll also need to spend at least 13 Wealth buying stolen electronics from the locals or they should break into a few cars themselves.  They’ll need to bust into 13 cars.  There will be a 1 in 6 chance of a stealable car radio.  The chance is double if the car has a positive modifier on the vehicle boosting charge.  There is a 1 in 10 chance of encountering a cop and a 3 in 10 chance of being spotted by someone on the street.  This gives the robber +3 on Suspicion unless the witness is intimidated or killed.  Also, that witness will call the cops, increasing the chance to 4 in 10.  If Stewarts is turned into a scheme, it makes 4+1d6 Wealth per week.  Add +1 for each 6 months that it is in operation.  Shares go up the chain of the family: 5 shares for a wiseguy, 4 for a soldier, 3 for a capo and 2 for all others.  Steven and Bali can steal the radios if the PC’s show them how and buy them car thief tools.)
Cops:  (Crime in the 10 block area surrounding Stewart Electronics has spiked as the entire block is in an economic decline.  There are two detectives assigned to curb these thefts, especially involving cars and car radios.  These two cops will be looking for the characters once they are reported.)
Detective Angelo Davida (35): 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, Advanced Firearms Proficiency, Run, Weaknesses:  Oblivious to Danger, Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 700, Bank: 250, Wealth Bonus: +7  (Angelo is a cop that plays by his own rules.  He carries his Ruger in an ankle holster.  He carries the TEC-9 as a “drop” weapon in case he decides to or accidentally shoots a suspect.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag, Ruger Service-Six Revolver, .38S, D2d6, 30ft range, TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag. undercover shirt.
Detective Carrie Reynolds (27): 2nd level Tough Mook/5th Level Cop

Str: 12/+1, Int: 12/+1, Wis: 14/+2, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 17, 44 HP, Attack Bonus: +6, Fort: +5, Ref: +2, Will: +1, Skills: Diplomacy +4, Gather Information +6, Investigate +6, Knowledge (streetwise) +4, Spot +7, Search +7, Listen +8, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Meticulous, Run, Weaknesses:  Over Protective, Talents: Remain Conscious, Identify Family Members, Interrogate, Gain Informant, Respect: 620, Bank: 50, Wealth Bonus: +7  (Carried is over protective when it comes to her partner.  She will shoot a suspect that attempts to harm Angelo if she misses her weakness check.  She is new on the force and isn’t as seasoned.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., undercover shirt.
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Ford Crown Vic  1
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Collecting payments:  (Make a DC 22 Knowledge, Business check for Victor, if he succeeds, he can make the payment.  If not, he misses it by the same number of Wealth he misses the check.  If the PC’s beat him up, you can add +2 to the check for the next week.)
Fencing Electronics:  Rory Carbone’s electronics shop is located at 3503 N. Raspberry Ave.  (Rory offers the PC’s 9+1d4 Wealth for all the electronics.)
Awards:




Experience
Respect Points
Suspicion Index Points

Emptying Victor’s store


400

10


+1

Intimidating Victor



100

15


+2

Intimidating Steven and Bali


50

5


+1

Turning Stewart Electronics into a scheme
1000

20


+2

Collecting payments



200

5


+1

Set-Up #3:  You are sitting in your usual hang out with your associates when in walks Peter Giovanni.  (The GM may opt to replace Peter with a capo that’s more friendly to the characters.)  He enters with his two soldier bodyguards.  “Gentlemen, you did me a solid on that car thing, time to repay the favor.  The family has just cut a deal with the Karate Tong.  In order to repay some debts and to acquire certain rights near the Cavaliere and Magoladro territories, the Karate Tong has given us the marker on a mall in their territory.  This mall contains several stores.  They are all owned by the same guy, Chuck Soo.  Mr. Soo owes us 24 Wealth and we want it all.  Now.  If he don’t got it in cash, strip the place.  Take anything and everything we can sell: electronics, jewelry, computers, booze, food, patio furniture, whatever.  A friend of ours with a Union Connection has agreed to loan us a semi tractor trailer and a driver if you need it.  Be ready, Soo is a shifty motherfucker.  You give him too much time and he’ll have the place empty.  Bring the stuff over to Bobby Ciumara’s warehouse at 60 W. 44th Street.  (Bobby is a soldier.  He and his warehouse appear in the IRM published Complete Mafia adventure: Everybody Hates Raymond.)  Any questions?”
Likely questions from the PC’s:

What do we get?  “I’m told the mall holds more than 24 Wealth of merchandise.  Anything over 24 and you get an even split after we assess its value.  I estimate you’ll see about 22 to 24 Wealth out of the deal.  Can’t give ya an exact number.”  (Peter is in no position to bargain with a price, but he’d be willing to offer the PC’s some sort of minor favor or to put a good word in for potential made guys.)
What do we do with Chuck Soo?  “If he gives you the money or the merchandise, don’t do nuthin’.  But keep an eye on him.  Don’t let him out of your sight until you’re outta there.  I don’t trust that guy.”

What about the Karate Tong?  “They approved this.  Don’t worry.  You won’t get any trouble.”

What about cops?  “You’re not doin’ nuthin’ illegal.  You’re just collecting a debt.”

What about security and/or trouble?  “I ain’t heard about any trouble at the mall.”  (This is a lie.  Peter knows full well the place is the territory of a local street gang.  That’s the only reason he and his crew don’t do this job themselves.)
How much time do we have to do this?  “Do it tonight.  What you got somethin’ better ta do?  Once Mr. Soo knows what we’re doin’, there’s no turnin’ back.”

What if Mr. Soo tries to stop us?  “If I were you, I would teach him a lesson.”

Does Mr. Soo have any guys to back him up?  “He might have a couple of security guys, but they ain’t gonna stop you.”  (This is also a lie.  Peter already knows the security guys were fired because Soo couldn’t pay them.  It’s Peter’s way of subtly warning the players to at least carry weapons.)
Where’s the mall?  “It’s called the Golden Paradise Mall and it’s at 300 N. White Ave.  There’s a loading dock inside the parking garage.  You should have access to all the stores that way.”
How do we find Soo?  “He’s got an office on the third floor.  If he’s not there, then the Hell with him.  Start taking out the stuff.”

What about the employees?  “Most of ‘em are illegals.  They ain’t gonna give you any trouble.  Trust me.”  (This isn’t exactly true.  Peter doesn’t know this for sure, he just wants to assure the characters so that they take the job.)
Background on the situation:  The PC’s can obtain the following information by making the following checks or consulting connections:

DC 18 Knowledge (Streetwise) or Police Connection:  There is a street gang called the Black Lotus Gang that considers the mall its territory.  The gang has less than a dozen members, but they have been terrorizing the shop keepers for weeks.  The gang is Chinese but has no official ties to the Karate Tong.
DC 22 Investigate or Corporate Connection:  Chuck Soo was once a prominent businessman.  He owned a chain of successful laundries and clothing stores.  He made a deal with the Karate Tong on a shipment of textiles, but when the textile was damaged in transit, he pulled out of the deal.  The Tong lost a small fortune, but there was nothing they could do to Soo.  After Chuck got sued in a lawsuit over soap that burned the skin of a customer, he needed the Karate Tong’s money to keep his businesses afloat.  He eventually lost his businesses to them.  The mall was his attempt at a comeback.  It is made up of several shops that he designed to cater to the local Asian community.  The mall is opened every day from 9am to 9pm.
DC 26 Gather Information or Other Family Connection (Karate Tong):  Chuck Soo is in debt to the Karate Tong and they couldn’t be happier about it.  This is payback for a textile deal gone bad.  The Black Lotus Street Gang uses the mall as its turf, but the gang is too small to be connected to the Karate Tong.  Rumor has it the Triads recruit from their ranks because the gang is Chinese.  Rumor has it that the Triads are not happy about the deal that the Japanese Yakuza leader of the Karate Tong made with your Family.  The Triads are a major part of the Karate Tong.  If they were to split off, it would cause a major war for control of Chinatown.
The Golden Paradise Mall:  The Golden Paradise takes up most of a city block.  There are entrances to the second floor of the mall on the north side of the building.  The entire structure was built into the side of a hill.  From the outside, it appears to be mishmash of buildings that were gutted and redesigned so that the storefronts would also face inside.  There are entrances on the north, east and south sides of the building.  On the west, the mall borders an office building.  The entrance to the underground parking lot is on the south side of the block.  The entrance to load and unload is the same as for the other cars and there is usually a line to park.  Although the mall is frequently empty, the parking situation is tight in the area, so the lot is usually full.
Underground Parking Lot:  To enter the lot, you must pay in advance.  There is a man inside a toll both that collects the money and pushes a button to raise and lower the bar.  He usually takes his good old time, so there is almost always a line to get into the lot.  It is the busiest business in the mall.  (The mall is opened 9am to 9pm.  During the other times, two large metal doors seal the entrance and exit.  They are alarmed and require a DC 18 Disable Device or a DC 14 Craft (Electronics) to bypass.  The lock requires a DC 12 Disable Device to unlock.  There is only on attendant on duty and he must stay in the ticket booth the entire time.  If there is trouble, he’ll call his boss, Chuck Soo.  There is a 50% chance of a line of 1d6 cars to get into the lot.  There is a freight elevator and a stairwell on the left hand side of the map near the two bathrooms that leads to the underground lot.)
Parking Lot Attendant: 1st level Strong Mook

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 12/+1, Con: 12/+1, Cha: 10/+0, Defense 11, 8 HP, Attack Bonus: +1, Fort: +0, Ref: +1, Will: +1, Skills: Drive +3, +1 Diplomacy, Knowledge (business) +1, Computer +3, Feats:  Simple Weapon Proficiency, Run, Brawl, Talent: Ignore Hardness, Weaknesses: Disrespectful, Respect: 25, Bank: 0, Wealth Bonus: +6  (The parking lot attendants are gruff and abrasive.  They don’t get paid very well.  The shifts are from 9am to 3pm and 3pm to 9pm.)
FOR THE GM ONLY:  Encounters inside the mall:  There is a 50% chance of seeing 1d3 gang members in any store other than the ones that have something to do with clothing or the ones that are closed.  Once the gang sees what’s going on or are attacked, they will go to rally their members.  They will return in full force in one hour.  Otherwise there are 1d6-2 customers in each store that isn’t closed.  For each customer the PC’s drive away or threaten without intimidating them, there is a 5% chance the police in the form of two average beat cops will arrive in 1 hour to check out what’s going on.  Chuck Soo uses Soo Jewelers as his office and will be there 90% of the time.  The other 10% of the time, he’ll be in some random store in the mall.  Once he realizes what the PC’s are doing, he’ll attempt to hide inventory in either of the closed stores, hoping to come back for it later.  He has four employees to help him.  He’ll hide jewlery in the fish tanks in the closed pet store.  (See Soo Jewelers and Closed Pet Store).
Pizza Shop:  This is Chinatown’s answer to a pizza shop.  The place is neat and spotless, but the pizza looks and tastes like cardboard.  There is an overworked Chinese cook making pizza and taking orders.  (This Raymond Lee.  The Pizza Shop actually wasn’t doing too bad until Soo told him to cut back the sauce on the pizza.  This made the already marginal pizza awful.  The kitchen contains supplies to make pizza, but a DC 8 Cooking Craft will reveal that the food had little or no resale value and most wiseguys wouldn’t wish this brand of sauce on their worst enemy.  The ovens, refrigerator and furniture are too big and permanent to move.  Raymond doesn’t have time to talk to the PC’s and he’ll blow them off unless the PC’s intimidate them or order pizza.)
Raymond Lee (35): 2nd level Dedicated Mook/4th level Mook: 

Str: 13/+1, Int: 11/+0, Wis: 16/+3, Dex: 13/+1, Con: 13/+1, Cha: 10/+0, Defense 13, 30 HP, Attack Bonus: +2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +9 Knowledge (business), +6 Swim, +6 Climb, +7 Knowledge (pop culture), +5 Sense Motive, +5 Drive, +6 Hide Motive, +5 Sense Weakness, +6, +5 Knowledge (current events), +2 Craft (cooking), Feats:  Simple Weapon Proficiency, Corporate Connection, Media Connection, Entertainment Connection, Good Earner, Corporate Connection, Legitimate Businessman, Weaknesses:  Workaholic*, Respect: 510, Bank: 0, Talent: Empathy, Earn, Good Rep, Wealth Bonus: +4 (Raymond is a workaholic and he rarely has time for social engagements.) Weapon of Choice:  fists

NEW WEAKNESS

*Workaholic:  You like to work above all other things.  Nothing makes you happy then to spend all night making money at your job.  Once you begin a project, you like to see it through to the end before anything else.  To break away from working, you must make a weakness check.  Failure means that you will put off the new activity for 1d6 hours.  If faced with more work, you’ll gladly accept it and you have to make a weakness check to turn it down.

Shoes, Sneakers and More:  This shoe outlet is mostly for women, but they do have some mens styles as well.  The shop is run by two women and there are always customers here.  (1d6 and 5 out of six are women, 1 in 6 are children.  The shoes are stacked to the ceiling and will take one person four hours to empty the store, two people two hours, four people one hour, etc.  The women in the store and the shoe boxes claim to be high-end design brands.  The entire haul would be worth 20 Wealth if that were true.  In reality, the brands are all knock-offs and only worth 12.  Ming and Pei speak with thick Chinese accents.  They won’t allow the PC’s to take any shoes unless they are intimidated.)
2nd level Charismatic Mook: Ming (25) and Pei (30)

Str: 12/+1, Int: 10/+0, Wis: 12/+1, Dex: 13/+1, Con: 14/+2, Cha: 16/+3, Defense 11, 21 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Diplomacy, +3 Drive, +7 Knowledge (art), +7 Bluff, +6 Knowledge (Popular Culture), +7 Sex, +6 Sense Motive, +6 Hide Motive, +3 Jump, +3 Tumble, +7 Sense Weakness, Speak Language (French), +6 Make Up, +5 Craft (Visual Arts), +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Nimble, Corporate Connection, Toughness, Weaknesses:  Smoking Addict, Respect: 130, Bank: 0, Talent: Fast Talk, Wealth Bonus: +4 (Ming and Pei have no idea about Chuck Soo’s dealings with the Karate Tong or any other criminal organization.  The shoes all smell like cigarettes.) Weapon of Choice:  fists.

The Discount Fabric Outlet: This store sells yards of fabric, sewing supplies and related materials at a discount.  The store is a mess and the fabric is heaped everywhere.  There are always customers here.  The store is run by an energetic man with glasses.  (Roll 1d6 for customers.  The energetic salesman is Danny Fu.  If confronted by the PC’s, he will threaten them with the wrath of the Karate Tong and brag about how the Tong’s wives shop here.  This is a wild exaggeration and can be exposed with a Sense Motive check vs. Danny’s Bluff.  The store is an absolute mess and the fabric doesn’t look very valuable, maybe 8 Wealth total.  However, if the PC’s look around, have them make a DC 15 Spot check.  If they succeed, the see that Danny has a fabric cutting machine.  A random PC knows a buyer for this particular item and that the buyer will pay at least 15 Wealth for it.  It’s totally worth taking.  It will have to be carried to the freight elevator and then loaded onto a truck.  This takes 20 minutes.)
Chinatown Cuisine:  This is a decent Chinese food place, although the atmosphere for sit down meals is a little cheesy.  The food actually smells pretty good.  There are two cooks, Pedro and Sun, making food and taking orders here.  (This place and the hallway directly above it always have 1d4 gang members loitering here.  This is where they usually hang out.  If the cooks are harassed, they’ll mention to the PC’s that they are on Black Lotus Turf.  There is good quality ingredients in the freezer in the kitchen.  Additionally, the freezer itself looks new and is on wheels.  By unplugging it and wheeling it into the PC’s truck, the PC’s are looking at an additional 10 Wealth for the food and 12 Wealth for the freezer.  The total time is 10 minutes.)
Pedro (29) and Sun (28):  4th level Fast Mook/2nd level Mook

Str: 13/+1, Int: 10/+0, Wis: 11/+0, Dex: 15/+2, Con: 14/+2, Cha: 12/+1, Defense 17, 26 HP, Attack Bonus: +4, Fort: +1, Ref: +3, Will: +2, Skills:  +5 Craft (pharmaceutical), +11 Bluff, +3 Drive, +3 Forgery, +7 Knowledge (streetwise), +8 Sense Motive, +6 Exploit, +7 Hide Motive, +7 Bribe, +8 Sense Weakness, +11 Craft (Cooking), +3 Destroy Evidence, + 8 Knowledge (current events), +8 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Brawl, Foreign Family Connection (Chinese Triads), Meticulous, Deceptive, Good Earner, Corporate Connection, Legitimate Businessman, Weaknesses: Impatient, Talent:  Skill Evasion, Uncanny Dodge 1, Earn, Respect: 570, Bank: 50, Wealth Bonus: +5 (Pedro and Sun smuggled themselves out of China because they couldn’t wait to start new lives in the U.S.)  Weapon of Choice:  fists or knives 1d3
Closed Pretzel Stand:  This was once a pretzel stand called “Hans Happy Pretzels”.  It’s closed and the windows are mostly covered with paper.  (A DC 10 Spot check will reveal that the place has been gutted.  There is nothing of value here unless Chuck ends up hiding something here.)
Fung Electronics:  Although the store looks a little sparse on merchandise, there is a lot of items here that are valuable including Plasma TV’s, DVD players, video games and personal music players.  The entrances of the store have those detectors for shop lifters.  The place is run by a manager and two clerks.  (The clerks speak almost no English.  The manager, Norman Wang, will have to translate instructions to them.  It will take one person six hours to empty the store, two people three hours, four people 90 minutes, etc.  The electronics are worth a collective 30 Wealth, but if a shoot out breaks near here roll hits against the equipment.  The Defense is 10 and each hit reduces the Wealth award by 1d4.  If the detectors at the door are not deactivated, they will sound an alarm loudly.  Norman knows how to shut off the alarm, otherwise it requires a DC 12 Search check to find the console and a DC 10 Craft Electronics check to turn it off completely.  Turning off the power to the store turns the alarm off.)
Norman Wang (41):  4th level Smart Mook/3rd level Mook

Str: 11/+0, Int: 15/+2, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 16/+3, Defense 15, 32 HP, Attack Bonus: +4, Fort: +4, Ref: +5, Will: +5, Skills:  +5 Bluff, +6 Knowledge (business), +11 Craft (electronics), +5 Spot, +5 Search, +5 Seduce, +6 Sex, +5 Knowledge (pop culture), +10 Craft (structural), +8 Sense Motive, +7 Exploit, +5 Hide Motive, +8 Bribe, +7 Computer Use, +8 Sense Weakness, +10 Repair, +9 Destroy Evidence, +7 Diplomacy, +9 Knowledge (technology), Feats:  Simple Weapon Proficiency, Brawl, Long Memory, Good Earner, Deceptive, Corporate Connection x3, Legitimate Businessman, Weaknesses: Stressed, Talent:  Savant (Craft Structural), Linguist, Earn, Respect: 650, Bank: 80, Wealth Bonus: +7 (Norman will act very nervously if the PC’s put him through the ringer.  He’s liable to pass out if the PC’s push him too hard.)  Weapon of Choice:  fists.

2nd level Fast Mook: Fu Electronics Clerk

Str: 9/-1, Int: 10/+0, Wis: 10/+0, Dex: 17/+3, Con: 12/+1, Cha: 12/+1, Defense 14, 14 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +5 Minor Con, +6 Disable Device, +3 Gather Information, +4 Drive, +5 Hide, +5 Move Silently, +5 Diplomacy, +4 Craft (Electronics), +4 Escape Artist, +5 Craft (Cooking), +5 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Run, Creative, Weaknesses:  Oblivious to Danger, Respect: 150, Bank: 10, Talent: Evasion, Wealth Bonus: +3 (These store clerks are right off the boat.  They’ll protect Norman as much as they can and they’ll listen to him.) Weapon of Choice:  fists

Electric Room:  This room is locked.  (It requires a DC 16 Disable Device to open.)  This room contains electrical equipment to keep the mall supplied with power.  (If the PC’s shut off all the power, it will be dark inside the entire building and especially in the underground parking lot.  It requires a DC 14 Knowledge (Electronics) to figure out which switches go to which store.  The switches for the Closed Stores have been turned off.)
Closed Store (West side of map):  The doors to this store are locked and the windows are covered with wood paneling.  Painted over the wood paneling are the words, “Opening Soon!”.  (The interior of this store is dark and the power is turned off.  The only thing inside are what appear to be display cases covered in sheets.  One of the display cases is actually an industrial crane that is rarely used.  It came with the complex with Soo bought it.  It is worth 18 Wealth or 20 Wealth to anyone with a Union Connection.  It’s bulky and it takes 40 minutes to get to the truck.  This store might also have hidden merchandise if Chuck gets a chance to hide some here.)
Volcano Novelties:  This store sells pop culture fads, posters, black lights, lava lamps, T-shirts and joke gifts.  (The store is full of funny, but worthless junk.  The entire store full of merchandise might get 4 Wealth, although it’s being sold for much more by an extremely jaded clerk named Spencer.  Spencer will leap at the chance to help the PC’s if offered money.  He’ll also attempt to pocket something valuable if there’s an opportunity.  If he succeeds, subtract 1 Wealth from the haul.)
2nd level Fast Mook: Spencer Huang
Str: 12/+1, Int: 14/+2, Wis: 10/+0, Dex: 16/+3, Con: 12/+1, Cha: 12/+1, Defense 14, 14 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +5 Bluff, +6 Disable Device, +4 Gather Information, +6 Sleight of Hand, +5 Hide, +5 Move Silently, +5 Diplomacy, +4 Craft (Electronics), +4 Minor Con, +5 Knowledge (Business), +5 Profession, Feats:  Simple Weapon Proficiency, Run, Creative, Weaknesses:  Greedy, Respect: 150, Bank: 10, Talent: Evasion, Wealth Bonus: +3 (Spencer wants to move up by acquiring more money any way he can.) Weapon of Choice:  fists

Golden Paradise Video:  This shop sells and rents videotapes, DVD’s and videogames.  Many of the products are in different languages.  This store has the same sort of merchandise detectors as the electronics store.  There are two clerks here.  (The two clerks are Wei and Hanson.  They are used to battling the Black Lotus everyday.  Their store is like a miniature fortress.  If the PC’s just start coming in and taking things, the two men will attack them with bats.  It takes 1 person three hours to empty this store, 2 people 90 minutes, 4 people 45 minutes, etc.  The total haul is 25 Wealth)
Wei (24) and Hanson (22): 2nd level Tough Mook/5th level Mook

Str: 14/+2, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 15/+2, Cha: 12/+1, Defense 14, 26 HP, Attack Bonus: +3, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +6 Craft (visual arts), +8 Knowledge (pop culture), +3 Sense Motive, +4 Hide Motive, +7 Intimidate, +4 Sense Weakness, +6 Exploit, +4 Destroy Evidence, Feats:  Simple Weapon Proficiency, Brawl, Creative, Toughness, Good Earner, Corporate Connection x2, Legitimate Businessman, Weaknesses: Tough Guy, Talent:  Remain Conscious, Robust, Earn, Respect: 700, Bank: 230, Wealth Bonus: +4 (Wei and Hanson hate the Black Lotus and will not work with them.)  Weapon of Choice:  fists, baseball bats 1d6

Manly Attire:  This large, dusty store is full of mens apparel.  It appears to be of decent quality.  The store is run by an elderly tailor.  (This elderly tailor is Kim Jau Song, a former master of Kung Fu.  He is finishing a suit for a customer.  He will allow the PC’s to take everything they want, but he will die before he lets them take the one suit.  The suit alone is worth very little, the clothing in the store will fetch about 17 Wealth and takes one person 3.5 hours to loot, two people 1.75 hours, etc.)
Kim Jau Song (67): 4th level Tough Mook/10th level Martial Artist (See the d20 Modern rulebook for more details)

Str: 15/+2, Int: 12/+1, Wis: 14/+2, Dex: 16/+3, Con: 16/+3, Cha: 12/+1, Defense 21, 103 HP, Attack Bonus: +13/

+7/+1, Fort: +5, Ref: +8, Will: +4, Skills:  +7 Sense Motive, +5 Swim, +4 Craft (Cooking), +5 Sense Motive, +5 Profession (tailor), +10 Knowledge (art), +8 Diplomacy, +10 Survival, +7 Spot, +6 Swim, +7 Craft (Visual arts), +7 Jump, +6 Knowledge (history), +5 Knowledge (current events), +6 Climb, Feats:  Simple Weapon Proficiency, Improved Initiative, Combat Martial Arts, Advanced Combat Martial Arts, Combat Reflexes, Improved Combat Martial Arts, Lightning Reflexes, Dodge, Defensive Martial Arts, Weaknesses: Dangerous Secret Talents: Remain Conscious, Damage Reduction 1, Living Weapon (1d10), Flying Kick, Iron Fist, Flurry of Blows, Respect: 1400, Bank: 300, Wealth Bonus: +3  (Kim Jau Song is wanted in China for a murder he didn’t commit.  He lives a simple life as a tailor, but may become if the PC’s worst enemy if they attempt to dishonor him by not letting him finish this suit for a customer.  He may play a game of cat and mouse with the PC’s, eliminating them one by one.) 
Weapon of Choice:  fist
Closed Store (North side of map):  (read the description for the first Closed Store.  It is the same as the other, except it does not have an industrial crane.  It might have hidden merchandise if Chuck gets an opportunity to hide it here.)

Kim’s Clothing For Women:  This is a women’s clothing store.  It is full of mannequins and racks of dresses and other women’s clothes and cosmetics.  There are two women that work inside this store. (If there is a PC with the skill Make Up, have them make a DC 15 check.  Success means that they recognize that the cosmetics are very valuable perfumes from China.  If the check fails, the box is overlooked.  They are worth 15 Wealth and can be taken to the truck by one person in five minutes.  The rest of the dresses in the store are cheap knock-offs, worth only 8 Wealth.  It would take 1 person 4 hours to move it all.  The rooms in the left corner of the store are dressing rooms.  If Chuck runs out of places to hide stuff, he may try and hide something in here.)
Sum (22) and Rita (25): 2nd level Charismatic Mook: 

Str: 13/+1, Int: 11/+0, Wis: 12/+1, Dex: 13/+1, Con: 9/-1, Cha: 16/+3, Defense 11, 12 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +8 Bluff, +6 Exploit, +7 Seduce, +6 Sex, +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +6 Make Up, +5 Craft (visual arts), Feats:  Simple Weapon Proficiency, Gorgeous, Media Connection, Entertainment Connection, Deceptive, Weaknesses:  Greedy, Respect: 140, Bank: 0, Talent: Fast Talk, Wealth Bonus: +4 (Sum and Rita are both beautiful Chinese women.  They tolerate working the store, but they would rather land some rich husbands.  Intimidation doesn’t work on these two as they are both attracted to “bad boys”.) Weapon of Choice:  fists.

Able Pharmacy:  This drug store is part of a large chain.  It appears that the construction workers haven’t yet finished building the store.  There are two guys installing the drop ceiling and doing other construction work here.  (These two workers are part of a union that the PC’s family has a connection.  For a minimum bribe of 4 Wealth, the workers will help the PC’s load their truck.  If one of the PC’s has a Union Connection, they will help the group for free.  They will not fight, however.  At the first sign of guns, they will leave.  If the PC’s attempt to Intimidate the men and fail, they will refuse to help.)  
2nd level Dedicated Mook: Rizzo and Deke

Str: 14/+2, Int: 13/+1, Wis: 16/+3, Dex: 10/+0, Con: 12/+1, Cha: 11/+0, Defense 12, 15 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +8 Knowledge (technology), +7 Craft (Electronic), +11 Craft (Structural), +6 Sense Motive, +6 Gamble,  +2 Cheat, +6 Diplomacy, +4 Treat Injury, +6 Investigate, Feats:  Simple Weapon Proficiency, Brawl, Builder, Creative, Corporate Connection, Weaknesses:  Code of Honor (takes care of union members and their friends), Respect: 200, Bank: 60, Talent: Skill Emphasis (Craft Structural), Wealth Bonus: +5 (Rizzo and Deke are just a couple of guys on a job.  They know they should take care of their friends in the union.) Weapon of Choice:  fists

Mars Computers:  This store contains computer and computer accessories.  A skinny man seems to be the only individual in the store.  (Kyle is the manager.  He has a quiet pitbull named Dozer behind the counter.  If the PC’s threaten Kyle, he’ll send Dozer after them.  Dozer will automatically start barking at anyone that holds a gun.  The gang members stay clear of this store and they won’t be in here.  The PC’s need to intimidate Kyle without raising their voices or drawing guns -4 or making a DC 18 Diplomacy check.  If the PC’s fail, Kyle will attempt to leave and call the cops.  He has a cellphone.  The store contains 32 Wealth worth of computer equipment.  It takes one person 2.5 hours to empty the store.)
2nd level Smart Mook: Kyle Tung (30)

Str: 11/+0, Int: 15/+2, Wis: 12/+1, Dex: 13/+1, Con: 11/+0, Cha: 12/+1, Defense 11, 12 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +2, Skills:  +8 Bluff, +6 Bribe, +8 Knowledge (Business), +4 Hide, +4 Move Silently, +8 Knowledge (History), +5 Sense Motive, +4 Hide Motive, +3 Craft (visual arts), +6 Climb, +8 Computer Use, +6 Sense Weakness, +8 Craft (Electronics), +6 Craft (cooking), Feats:  Simple Weapon Proficiency, Corporate Connection x2, Lightning Reflex, Educated, Weaknesses: Religious Guilt, Respect: 200, Bank: 30, Talent: Savant, Knowledge (Business), Wealth Bonus: +6 (Kyle is indifferent to Chuck Soo’s situation.  He’ll leave quietly as long as the PC’s treat him nicely.  He won’t steal anything if he misses his weakness check, otherwise, he’ll take a laptop computer and a few odds and ends for himself.) Weapon of Choice:  fists.

Dozer the Pitbull

Str: 15/+2, Int: 4/-3, Wis: 6/-2, Dex: 13/+1, Con: 15/+2, Cha: 6/-2, Defense 14, 8 HP, Attack Bonus: +2, Fort: +2, Ref: +2, Will: +0, Weapon of Choice:  bite 1d6+2, claw 1d2, claw 1d2, Special: Pitbulls lock their jaw once they bite an enemy, they hold with the strength of 20.  Remain Conscious.

Closed Pet Shop:  This pet shop is closed.  The cash register and the caged pets have been removed, but the fish are still here in their aquariums.  There doesn’t appear to be anything of value in this store.  (Chuck closed down the pet store because it wasn’t making any money.  He hasn’t been able to move the fish yet.  The doors are locked, but the windows are not covered.  If Chuck has time, he’ll dump his most expensive jewelry in the fish tanks.)
Wu Connectivity:  This is a cellphone and pager store.  It is cramped with display cases and a computer/cash register used to give minutes to cellular phones.  The store is run by a jaded girl with bright green hair.  (This is Shoni Soo, Chuck’s daughter.  Any PC that can make a DC 25 Computer Use check can create phones with thousands of free minutes on Chuck Soo’s dime.  The shop’s equipment is worth 24 Wealth, but if the Computer Use check is made it increases to 27.)
2nd level Strong Mook: Shoni Soo (17)

Str: 15/+2, Int: 13/+1, Wis: 11/+0, Dex: 11/+0, Con: 13/+1, Cha: 15/+2, Defense 12, 15 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +4 Bluff, +2 Sense Weakness, +3 Knowledge (Streetwise), +5 Make Up, +5 Computer Use, +1 Sex, +1 Sense Motive, +3 Diplomacy, +3 Seduce, Feats:  Simple Weapon Proficiency, Athletic, Long Memory, Other Family Connection (Black Lotus Gang), Gearhead, Weaknesses:  Braggart, Respect: 200, Bank: 35, Talent: Extreme Effort, Wealth Bonus: +4 (Shoni is dating one of the Black Lotus Gang.  She won’t tolerate the PC’s intimidating her.  Her father will ask her to keep the PC’s busy if they come in here.  If any of the Black Lotus gang are hurt, she won’t cooperate under any circumstances.  If the PC’s make a DC 22 Diplomacy check, she’ll hook them up with the phones.) Weapon of Choice:  fists

Soo Jewelers:  This is a large jewelry store with many glass cases.  There are five employees in here.  (The best dressed of the employees is Chuck Soo.  He has a safe in the floor behind the counter.  Chuck will pull the rug over it as the PC’s enter.  It requires a DC 16 Spot check to find.  If Chuck is alerted to the PC’s, he’ll send two of his men to get the perfume from Kim’s and stick it in the Closed Store on the West.  That takes 20 minutes.  He’ll send another two guys to empty the Electronics store or the video store to place it in the Closed Store on the north.  That will take 90 minutes.  Finally, he’ll gather up all the good jewelry in this store and place it in the aquariums in the pet store.  This will leave the store with 12 Wealth worth of jewelry, but with the good stuff it’s 28.  It takes him ten minutes to do this.  He may attempt to get some of video games at the video store.  Assuming he has the time, he’ll empty the computer store and cellphone store too.  Reduce all Wealth awards by 10.  If the PC’s foolishly give him a few days, he’ll load up a truck two days later and hit the flea markets.  He’ll unload 10% of the merchandise every three days until the PC’s catch up to him.)
Chuck Soo (49): 2nd level Tough Mook/5th level Mook

Str: 11/+0, Int: 14/+2, Wis: 11/+0, Dex: 14/+2, Con: 16/+3, Cha: 12/+1, Defense 14, 34 HP, Attack Bonus: +3, Fort: +3, Ref: +3, Will: +2, Skills:  +11 Bluff, +10 Sleight of Hand, +7 Knowledge (business), +6 Sense Motive, +5 Hide Motive, +7 Diplomacy, +5 Minor Con, +6 Major Con, +6 Destroy Evidence, Feats:  Simple Weapon Proficiency, Deceptive, Media Connection, Creative, Long Memory, Good Earner, Corporate Connection, Legitimate Businessman, Weaknesses: Power Addict, Talent:  Skill Remain Conscious, Robust, Earn, Respect: 700, Bank: 90, Wealth Bonus: +12 (Chuck Soo has been one step ahead of his investors, his creditors, his customers and the Karate Tong.  If the PC’s aren’t careful, he’ll talk them into being investors too.)  Weapon of Choice:  fists

2nd level Smart Mooks: James, Ben, Ron and Will

Str: 13/+1, Int: 16/+3, Wis: 10/+0, Dex: 13/+1, Con: 10/+0, Cha: 14/+2, Defense 11, 14 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +4, Skills:  +7 Bluff, +6 Bribe, +6 Craft, (Visual Arts), +6 Hide, +6 Move Silently, +4 Drive, +8 Knowledge (Business), +5 Sense Motive, +5 Climb, +4 Hide Motive, +3 Knowledge (Technology), +4 Computer Use, +5 Craft (Electronics), +6 Sense Weakness, +8 Sleight of Hand, +5 Exploit, +6 Diplomacy, Feats:  Simple Weapon Proficiency, Corporate Connection, Creative, Lightning Reflexes, Creative, Weaknesses: Dominant Parental Influence (Chuck Soo), Respect: 140, Bank: 0, Talent: Savant, Knowledge (Business), Wealth Bonus: +6 (Chuck Soo’s assistants are young and eager.  They look upon him as a father figure.) Weapon of Choice:  fists.

The Black Lotus Gang:  The Black Lotus is a street gang made up of Triad wanna-bes.  A few members of the gang are blood relatives to Triad members.  They consider the mall their territory and they have “good” relations with Chuck Soo, but they are not above a better deal.  However, since the PC’s are not Chinese, they won’t enter any long term agreements with them unless the PC’s want to keep feeding their bottomless desire for money, girls and drugs.  If Mike Xing is killed, the gang will flee.  If the PC’s work out a deal with the street gang, they’ll help loot the mall, but they’ll skim 1 Wealth each.  Mike will skim 1d4 Wealth.  The PC’s will have to buy their loyalty.
Mike Xing (19): 2nd level Fast Mook/4th Level Family Associate: Str: 12/+1, Int: 13/+1, Wis: 8/-1, Dex: 17/+3, Con: 11/+0, Cha: 14/+2, Defense 17, 33 HP, Attack Bonus: +4, Fort: +2, Ref: +3, Will: +2, Skills:  +3 Gamble, +5 Sleight of Hand, +7 Bluff, +4 Knowledge (streetwise), +3 Cheat, +7 Sense Motive, +5 Hide Motive, +10 Sleight of Hand, +5 Drive, +3 Sense Weakness, +6 Diplomacy, +5 Intimidate, +5 Gather Information, +4 Escape Artist, +5 Hide, +5 Move Silently, +2 Run a Crew, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Streetfighting, Improved Initiative, Personal Firearms Proficiency, Corporate Connection, Run, Vehicle Expert, Weaknesses: Greedy, Sentimental, Magnanimous, Talent:  Evasion, Know Respect, Balls, Respect: 600, Bank: 130, Wealth Bonus: +5  (Mike is the leader of the Black Lotus.  He believes in treating his loyal soldiers well.  He’s willing to talk to the PC’s before the gang starts anything.  The gang doesn’t carry guns unless they believe they will need them.  If the PC’s threaten them with guns, they will leave and returned armed to the teeth.  Mike will ambush the PC’s and attempt to hijack the truck.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag., butterfly knife D1d4.
(16) Average Black Lotus Gang Member: 2nd level Strong Mook/1st Level Family Associate/Wiseguy 

Str: 16/+3, Int: 10/+0, Wis: 8/-1, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 13, 23 HP, Attack Bonus: +3, Fort: +3, Ref: +0, Will: +1, Skills:  +5 Bluff, +2 Knowledge (streetwise), +3 Drive, +5 Shake Down, +5 Beat, +1 Sense Motive, +1 Exploit, +1 Hide Motive, +3 Sense Weakness, +4 Intimidate, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Streetfighting, Personal Firearms Proficiency, Weaknesses: Greedy, Family Guilt, Respect: 300, Bank: 50, Talent: Extreme Effort, Know Respect, Wealth Bonus: +3  (Black Lotus Gang members wear a lot of black.  They generally feel bad about what their families think of them, but their greed overwhelms them.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag., butterfly knife D1d4.
Possible Strategy for the PC’s:  The PC’s may attempt to bribe everyone on their side.  It will cost them, but it will probably be the most effective strategy.  They can shoot their way in, but the cops will eventually show up to shut them down. 
Security:  At night, the mall is locked up and there is an alarm.  To disarm it requires a DC 18 Disable Device or DC 16 Craft (Electronics).  If the PC’s shut down the power, the police arrive in 2 hours.  If the PC’s set off the alarm, they arrive in 1 hour.  If the PC’s rob the place at night, there is a 1 in 6 chance of a patrol car passing.  Make a spot check for the two officers, if they succeed, they’ll stop and investigate.

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.
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Taking Industrial Crane

180

+18


+2



18

Selling Crane to Connection

20

+2






20(total)

Taking Volcano Novelties

10

+1


+1



4

Taking the Videos and Games
200

+2


+2



25
Taking the Manly Attire

170

+17


+2



17

Taking the last suit


500

+50


+1




Defeating Mr. Song w/o guns

2800

+100


+2

Defeating Mr. Song w/ guns

1400

+25


+5

Taking Kim’s Clothes


80

+8


+1



8

Taking Kim’s Cosmetics

150

+15


+2



15

Recruiting the construction guys
200

+5


-1
Recruiting the Black Lotus Gang
500

+5


-5

Stealing the computer stuff

320

+32


+4



32

Killing the Pitbull


100

-10


+1

Taking cellphone stuff

240

+24


+2



24

Jacking up the phones


another 30
+3 more

+1 more


27 total

Jewelry reward


120

+12


+1



12
Good Jewelry reward


280

+28


+3



28

Chuck Soo steals from PC’s

50

-1 per WP

-1



Variable
Killing employee


100

+10


+5



Killing Chuck Soo


500

+25


+7

Killing Black Lotus gang member
300

+25


+5

Wealth Award:  To push the Wealth Award over 24, the PC’s need to score the stuff that’s worth over 24 Wealth.  For each group of items over 24 Wealth, push the reward up by another point for all the PC’s.  If the reward is less than 24, Peter may send them back to the mall or to hunt down Chuck Soo.
Other Rewards:  If the PC’s paid off the Black Lotus, they will have a contact in Chinatown.  If the PC’s kill the Black Lotus, they may live to regret it.  The Triads may break away from the Tong and start a war with the PC’s family over the shooting.  Additionally, Mr. Song may return to reclaim his lost honor.

