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FOR THE GM ONLY:  This adventure ties into one of the PC’s relatives.  The GM should pick a PC of an appropriate age to the NPC’s in this adventure.  You can also substitute Craig from “Saint Anthony’s Carnival” in place of Leon if you desire.  This is a good adventure to run if the PC’s need to lose some Suspicion points, although if they are over their threshold that might be a problem for certain encounters.
Set-up:  (The GM can use Capo Pete or another suitable ranking made guy to give the PC’s the info.)  You are sitting in Olivia’s Martini bar at 2500 N. Victor Ave. on a Wednesday night around 10pm.  You and your associates have been drinking martinis, smoking cigars and checking out some of the hot broads.  Just as you begin nursing a good buzz in walks Capo Pete.  Pete looks a little annoyed.  From across the room, he makes eye contact and gestures toward an empty booth in the back. You think it wise that you join him.

“Hey, fellas, sorry to interrupt your night out, but I thought you would want to know right away,” explains Pete.  (Pick a random PC.)  “Your cousin, Leon, a contact of mine says he’s been buyin’ crystal meth from a guy for about a month.  The kid’s totally hooked, I thought you should know.”

Leon is 18 and he’s about to graduate from high school.  This is a disaster.  He was going to go to college and a drug addiction like this could ruin his life.  Whoever this drug dealer is, he should have to pay.


“I, uh, took the liberty of making some inquiries but this dealer is slippery.  My guy says he’s gonna be deliverin’ some smack to your cousin’s prom.  His prom!  Are you kiddin’ me?  You gotta take care of this.  An associate of mine runs a limo service.  Owes me a favor.  Way I figure it, you can chaperone your cousin, drop him off, pick up our friend, take care of business and then pick up the kid when the night is over.  Here’s his card.  Just ask for Steve.  Any questions?”  (For the PC who is the cousin, he’ll acquire Family Guilt as a weakness if he does nothing because Leon will go to the prom, meet Iceman and overdose on Crystal Meth.  If Leon dies and the PC does nothing, the target PC loses 50 Respect.  PC’s with the weakness Family Guilt or Sentimental should make a check.)
Likely questions for the PC’s:
What is this guy’s name that sold Leon drugs?  “All I got is a nickname.  Goes by the name of Iceman.  White kid, but wears a lot of bling.  Like the rappers wear.”
Will there be any cops at the prom?  “Sure.  They always got at least two on hand for security.”

Where’s the prom being held?  “You know.  New Milan high.  Where they always hold it.”

You got any more info on Leon?  “Geez, I gotta tell you about your own cousin.  Doesn’t look good, you not knowin’ about your own family.  My source tells me, he’s got a girl.  She’s tryin’ to keep him off the stuff.”

Who is your source?  “That you don’t need to know, but I trust him.  He’s reliable.”  (Pete’s source is actually Iceman’s supplier.  Pete doesn’t want the PC’s to take revenge on him.  Pete’s already cut him off as a supplier, but Iceman started making his own crystal meth a week ago.)

What would you suggest as an appropriate action?  “I’d put Mr. Iceman out of business.  Whether or not you want to make that permanent that’s up to you.  I merely delivered you the information.  You owe me one.”
When’s the prom?  “This Friday at 8pm.”

Steve the Limo Guy:  “Oh, sure, Pete’s friend.  No problem.  I’ll clear my night for yas.  Wherever you need to go.  Just cover my gas.”  (Steve is a reliable mook.  Pete loaned him the money to buy his business.  Although Steve is no longer in debt to Pete, he still does him favors on occasion.  The PC’s have a couple of days to prepare.  Any attempts to track down Iceman fail.  He’s never been arrested before and he only deals to high school kids.)
Leon’s Situation:  (For the PC that is cousin’s with Leon.)  A quick call to your cousin’s parents confirms what Pete said in Olivia’s.  Leon has been partying hard for the last couple of months.  He has a drug problem and has agreed to go into rehab after the prom.  His folks didn’t want him to miss the prom, so they’ve been holding out for the last few weeks of school.  It’s been Hell trying to keep a lid on Leon, but so far, he’s stayed on the wagon.  Leon’s parents are grateful for your concern and agree to let you chaperone Leon if you promise to keep him away from drugs and bring him home by 4AM.  (The GM can adlib the dialogue between the PC’s and Leon’s parents.  They are genuinely concerned for their son.  They have some knowledge of the PC’s reputation and they figure the PC can deal out the sort of “tough love” they can’t bring themselves to do.)
Picking up Leon:  (Leon will refer to the PC as “Uncle ____” if he is older.  He might refer to him as “Cousin ____” if they are closer in age.  He doesn’t really think he’ll have to listen to the PC.  Leon wants to get completely wasted one last night before he goes into rehab.)  Your cousin Leon lives with his parents in a row house at 710 E. 51st Street.  “Hey,” greets Leon, all dressed and ready in his tux.  “Let’s go pick up Melissa.  She’s gonna go nuts when she sees this limo.”  Leon is carrying his date’s corsage.  It looks pretty standard.
Inside the Limo:  While you are riding in the limo Leon relaxes. “I really appreciate you guys watchin’ out for me,” he says picking up a glass.  “This is a big night for me.  Who wants some Scotch?”  Leon is about to pour himself a shot of Scotch from the limo’s bar.  (The PC’s might think to remove that earlier, but if they don’t they will have to either convince Leon to put it away or scare him into putting it away.  This requires a DC 20 Diplomacy check or a DC 12 Intimidate check.  If this fails, Leon does a shot of Scotch unless the PC’s physically restrain him or take the Scotch away.)
1st level Fast Mook: Leon Gimaldi (18)

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: +3 Bluff, +3 Diplomacy, +2 Sense Weakness, +2 Hide Motive, +2 Knowledge (Current Events), +3 Climb, +3 Drive, +3 Sex, +3 Sense Motive, +4 Slight of Hand, +3 Sense Motive, +2 Swim, +5 Knowledge (Popular Culture), +5 Knowledge (History), Feats:  Simple Weapon Proficiency, Educated, Run, Other Family Connection (the PC’s family), Weaknesses:  Drug Addict, Respect: 30, Bank: 0, Talent: Evasion, Wealth Bonus: +5 (Leon was a good student and on his way to college.  Unfortunately, he tried Crystal Meth at a party a few months ago and become an addict.  He accepts what the PC’s do and that it is a part of life, but he doesn’t really understand the potential danger.) Weapon of Choice:  fists

Leon’s Date:  Leon’s date Melissa Huff lives at 4806 N. Mulberry Ave.  Her parents snap several pictures of her and Leon before they finally let her go.  “Hey, who are you guys?” asks the father.  “Uh, them?” stammers Leon.  “Uh, they’re my, uh, chaperones.”  Mr. Huff gives him a suspicious look.  “Why do you need so many chaperones?” he asks.  You better make up something good.  (Mr. Huff as a +4 Sense Motive and he’s also a beat cop.  If one of the PC’s is wanted, Melissa’s dad needs to make a DC 15 Spot check to remember him.  This may grind the adventure to a halt if the PC’s decided to run this adventure with a wanted fugitive in the group.  The GM may have Huff call his buddies, pull the limo over and allow the target PC to surrender without a fuss.  One of the PC’s needs to make a Bluff check to calm his fears.  If they do not, Huff calls several friends and asks a lot of questions about the PC’s.  This increases everyone’s suspicion by +2.  If the PC makes the check by over 17 or if the GM feels the lie is really good, everyone can subtract one from Suspicion.)
Sgt. Michael Huff: 2nd level Tough Mook/3rd Level Cop

Str: 14/+2, Int: 12/+1, Wis: 10/+0, Dex: 14/+2, Con: 15/+2, Cha: 10/+0, Defense 15, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Sense Motive +4, Bluff +5, 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  (Sgt. Huff is an honest cop.  He keeps his service revolver inside the house.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

1st level Charismatic Mook: Melissa Huff (18)

Str: 13/+1, Int: 11/+0, Wis: 8/-1, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +6 Bluff, +5 Drive, +4 Sex, +5 Diplomacy, +4 Sense Motive, +3 Sense Weakness, +3 Knowledge (Current Events), +2 Hide Motive, +2 Make Up, Feats:  Simple Weapon Proficiency, Gorgeous, Athletic, Weaknesses:  Disrespectful, Respect: 50, Bank: 0, Wealth Bonus: +4 (Melissa is drop dead gorgeous, but she has a potty mouth.) Weapon of Choice:  fists.

Inside the Limo with the Happy Couple:  Melissa waves goodbye to her folks and gets inside the limo.  “What’s with all the goon-age?” asks Melissa snottily.  “Are these guys, like, your uncles or something?  They look like they should be on that TV show about the gangsters.  Give me a drink.”  Leon reaches for the Scotch bottle.  (Again, the PC’s will have to stop Leon or remind him.  Either way, if Melissa doesn’t get her drink she makes a sour face and says, “Oh, great.  What did you gumbas drink it all?”  The PC’s lose 5 Respect if they don’t respond.  A DC 12 Joke check will negate the loss.  If a PC gets into an argument with Melissa, she’ll curse him out causing him to lose 1d20 Respect points depending on the circumstances.)
Arriving at the prom:  New Milan High School is located at 300 W. 24th Street.  It wasn’t so long ago that some of you attended school.  There may be a few teachers here that remember your antics.  The parking lot is jammed with cars and a few other limos.  As you pull up, a group of people in a Hummer nearly hit your limo.  They cut off your driver and start laughing at your group.  The limo is forced to give way to the people in the Hummer.  (The three couples inside the Hummer are three of New Milan’s football players and their cheerleader dates.  If the PC’s do nothing, the Hummer pulls over the grass and finds a parking spot ahead of the limo.  PC’s with weaknesses like Short Fuse, Tough Guy or Uncontrollable Temper should make a check.)

1st level Strong Mook: New Milan Football Players (18) Rodney, Terry and Bill

Str: 16/+3, Int: 10/+0, Wis: 11/+0, Dex: 13/+1, Con: 14/+2, Cha: 15/+2, Defense 12, 18 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +4 Bluff, +2 Sense Weakness, +3 Beat, +3 Swim, +2 Sex, +1 Sense Motive, +3 Intimidate, Feats:  Simple Weapon Proficiency, Athletic, Run, Toughness, Windfall, Weaknesses:  Braggart, Respect: 100, Bank: 95, Talent: Extreme Effort, Wealth Bonus: +14 (Young and brash, the New Milan Vespers don’t know the meaning of the word “quit” or “restraint”.) Weapon of Choice:  fists

1st level Charismatic Mook: New Milan Cheerleaders (18) Becky, Laquisha, Demi

Str: 13/+1, Int: 12/+1, Wis: 9/-1, Dex: 12/+1, Con: 13/+1, Cha: 18/+4, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +6 Bluff, +5 Drive, +2 Sex, +4 Diplomacy, +4 Sense Motive, +5 Performance (Dance), +4 Computer Use, +4 Climb, +5 Knowledge (Pop Culture), +5 Hide Motive, +5 Make Up, Feats:  Simple Weapon Proficiency, Gorgeous, Enthrall, Creative, Windfall, Weaknesses:  Approval Addict, Respect: 100, Bank: 20, Wealth Bonus: +12 (These girls ruled the school, but they are all secretly insecure.  They won’t let anything ruin this night.) Weapon of Choice:  fists.

Getting Inside:  The prom is being held inside the school’s gymnasium.  There is a police car parked nearby with a single policeman reading a newspaper.  Behind him are the bleachers for the baseball field.  The kids all have printed invitations.  As you are approaching the end of the line, a though occurs to Leon.  “Hey, I didn’t put you on the list or anything.  I didn’t know the chaperones needed invitations too.”  Looks like you’re gonna have to talk you way in.  When you get to the head of the line you are greeted by the school’s principal, Mr. Langley and the school’s security guard.  There are also two women checking invitations.  (Any PC that is under 25 will remember Langley because they spent many-a-day inside his office.  Langley would probably consider any PC he’d remember as a bad egg.  The only exception might be a PC with a high Intelligence or Charisma, but even these he’d be wary of.)  “Well, well, well, look who it is,” says Langley upon seeing you.  “I didn’t know they opened the jail at this time of night.  Are you fellas late for bed check?”  (The PC’s lose 5 Respect points unless they respond.  A DC 10 Joke check negates it.)  “Under no circumstances should you let these hoodlums in my school!” Langley tells the security guard.  “If they take one foot inside here, call the police!”  “Yes, sir,” says the security guard.  Almost immediately, one of the students comes up to Mr. Langley.  “Mr. Langley, there’s a problem with the sound system.”  “All right, Jennifer, show me.”  Langley leaves to take care of the problem.  “I’m sorry guys,” says the exasperated guard.  “I gotta do what Langley says.”  (The security guard has only been working here a year and he doesn’t particularly like Langley or the job. Use the cop stats for his stats.   A DC 10 Bribe, a DC 20 Diplomacy or a DC 25 Intimidate check will get the PC’s inside.  Unfortunately, if they threaten the guard, he’ll call the police the moment the PC’s leave him alone.  If all else fails, the PC’s can either send in someone that Langley doesn’t remember or sneak in through the gym entrance.  This requires either picking a lock with a DC 18 Disable Device or bribing one of the students to open a fire escape door.)
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.

Principal Ashton Langley (55):  4th level Smart Mook/4th level Mook

Str: 14/+2, Int: 16/+3, Wis: 13/+1, Dex: 12/+1, Con: 11/+0, Cha: 10/+0, Defense 15, 34 HP, Attack Bonus: +4, Fort: +3, Ref: +3, Will: +4, Skills:  +6 Intimidate, +6 Bluff, +9 Knowledge (Arts), +9 Knowledge (Current Events), +9 Research, +8 Performance (public speaking), +7 Exploit, +5 Hide Motive, +7 Bribe, +10 Ride, +9 Sense Weakness, +10 Diplomacy, +9 Knowledge (History), +13 Knowledge (Life Sciences), Feats:  Simple Weapon Proficiency, Trustworthy, Personal Firearms Proficiency, Long Memory, Educated, Police Connection, Corporate Connection, Legitimate Businessman, Weaknesses: Code of Honor (He will not let harm come to his students or school), Talent:  Savant (Knowledge Life Sciences), Linguist, Earn, Good Rep, Respect: 800, Bank: 200, Wealth Bonus: +9 (Langley has a reputation for being anal retentive, but he runs a tight ship despite disastrous budget cuts at the federal level.  He is a fair-minded guy and although the PC’s probably didn’t like him, they respected him growing up.)  Weapon of Choice:  fists

Chaperone Alley:  Leon and Melissa start mingling with their friends while you go off in a corner and try to look inconspicuous with the other chaperones.  Next to a sign that clearly reads “Not Smoking” one of the other chaperones lights up.  This is just the sort of thing Langley will freak out about if he sees.  You probably do not want this jamook drawing attention to you.  (The smoker is a chaperone by the name of Jeremy Kent.  Jeremy thinks his daughter is old enough to take care of herself, but her mother browbeat him into coming here.  He has just missed his smoking addiction weakness check.  He has to have a cigarette, but the PC’s might convince him to move outside with a DC 16 Diplomacy check or a DC 10 Bribe check or a DC 17 Intimidate check.  PC’s that are Smoking Addicts must also make a check or light up.  They do not have to smoke inside the gym.  However, if anyone lights up in the gym give Langley a DC 18 Spot check each round.  When he sees it, he confronts the smokers and attempts to throw out anyone involved.  He will also throw out any PC’s he doesn’t like.  All checks to get back inside are made at an additional -4.)
Jeremy Kent (39): 2nd level Strong Mook/5th level Mook

Str: 15/+2, Int: 14/+3, 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 Craft (Mechanical), +8 Knowledge (tactics), +6 Knowledge (technology), +3 Sense Motive, +5 Hide Motive, +5 Bluff, +5 Sense Weakness, +6 Exploit, +8 Hide, +8 Move Silently, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Combat Reflexes,  Personal Firearms Proficiency, Good Earner, Military Connection, Creative, Weaknesses: Smoking Addict, Talent:  Ignore Hardness, Improved Ignore Hardness, Earn, Respect: 700, Bank: 90, Wealth Bonus: +8 (Jeremy doesn’t want to be here and the stress is making him want to smoke.  His wife is bossy and annoying.  Jeremy manages a photography store in a local mall.  He’s a vet from the first Iraq war.)  Weapon of Choice:  fists

Atomic Wedgie:  Some of the other chaperones are off in a side room enjoying snacks.  You drift in and out, keeping your eye on Leon.  In the hallway nearby, you hear a scuffle.  Two of the assholes that were in the Hummer are lifting a kid up by his underwear.  They are preparing to stuff him inside a hall locker.  That ain’t cool on prom night!  (The kid the jocks are picking on is a guy by the name of Lenny Piscotto.  He barely graduated high school and spent most of his time running the local football pool for the jocks.  He decided to stiff everyone on their last bet and the jocks are taking their revenge.  Lenny will lie like a rug until the jocks are driven away, but he’ll eventually come clean with the PC’s.  Lenny would make a great henchman for any of the PC’s.  He’s street savvy and very much wants to be part of the family.  The PC’s can decide to fight or intimidate the jocks.  It’s out in the hall, so they’ll be fine unless they fire weapons.  Lenny will thank the PC’s, get some contact information and go back to groping his date on the dance floor.)
Lenny Piscotto (18):  1st level Fast Mook: 

Str: 13/+1, Int: 14/+2, Wis: 10/+0, Dex: 16/+3, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +4 Diplomacy, +3 Sense Weakness, +3 Drive, +2 Hide Motive, +2 Knowledge (Streetwise), +3 Sleight of Hand, +5 Disable Device, +3 Cheat, +3 Gamble, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Brawl, Good Earner, Weaknesses:  Greedy, Respect: 90, Bank: 10, Talent: Evasion, Wealth Bonus: +6 (Lenny will make a reliable wiseguy if he doesn’t push his luck too far.  He’ll be happy to run errands for the PC’s until he earns enough experience to move up.  He’s especially eager to be a driver as he only recently got his license.) Weapon of Choice:  fists

Leon Makes His Move:  As you are watching Leon, you notice that he and Melissa are dancing on the far end of the gym.  Without warning, a group of kids drag a bulletin board in front of you and the chaperones.  They are laughing.  By the time you get around to the other side, Leon and Melissa are gone.  (Have the PC’s make a DC 20 Search check in the school.  At the same time, have Langley make a DC 15 Spot check.  If he spots the PC’s, he’ll stop them and demand to know what they are doing in his school.  If they are PC’s he doesn’t like, he’ll personally throw them out and threaten to call the cops if they come back.  PC’s attempting the re-enter the school face an additional -2 on checks to re-enter.  If the PC’s find Leon and Melissa, read the next description.)
Finding Leon:  You burst inside a side classroom and find Leon with Melissa positioned on top of a desk.  They look like they were just about to have sex.  “What the fuck is your problem?!” snaps Melissa.  “You fuckin’ goons!  Get the fuck outta here!” she screams.  You all lose 20 points of Respect unless you respond.  (A DC 20 Joke check negates the loss, otherwise the PC’s will have to intimidate Melissa.)
Back to the Dance Floor:  As you usher Leon and Melissa back into the prom, you notice a jaded teacher counting ballots.  She must be counting the votes for the Homecoming King and Queen.  If Leon won that, it would do wonders for his self-esteem.  (Mrs. Kazinski volunteered for this duty, but she hates it and she hates the graduating class.  She is very open to a bribe if the PC’s want Leon and/or Melissa to win.  A DC 6 Bribe check will succeed.  If she is not bribed, Rodney and Becky from the Hummer win.  You can adlib Mrs. Kazinski as an exasperated and jaded teacher who is glad the school year is just about over.)
Fight on the Floor:  As the prom continues, you notice two guys getting into an altercation on the dance floor.  Eventually, their argument reaches a peak and they begin to fist fight.  (PC’s that ran through Angela’s Spring Break will recognize these two mooks as the two guys fighting at party.  The PC’s are under no obligation to help, but the security guard and Jeremy Kent help break up the fight.  Four rounds after the chaos, the police officer from outside walks inside to break up the fight.  At the same time, Leon and his friend Nick walk outside to grab a smoke.  The PC’s must make a DC 14 Spot check to see him if they stopped to watch or help with the fight.)

2nd level Charismatic Mook: Ed Duncan

Str: 14/+2, Int: 15/+3, Wis: 10/+0, Dex: 12/+1, Con: 10/+0, Cha: 15/+3, Defense 11, 18 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +5 Bluff, +5 Seduce, +5 Gather Information, +3 Sense Motive, +4 Drive, +5 Sense Weakness, +4 Diplomacy, +5 Climb, +5 Spot, +5 Listen, +8 Research, +4 Knowledge (politics), +6 Knowledge (finance), +4 Craft (mechanical), +4 Sex, +5 Exploit, +3 Investigate, +4 Profession, Feats:  Simple Weapon Proficiency, Run, Acrobat, Political Connection, Weaknesses:  Short Fuse, Respect: 180, Bank: 22, Talent:  Fast Talk, Wealth Bonus: +16 (Ed genuinely likes Angela, but also wants to get her into the sack as soon as possible.  He has already given her several hits of ecstasy he bought from a friend.  His father is a city councilman.) Weapon of Choice:  fists

2nd level Strong Mook: Chad Sanders

Str: 14/+2, Int: 11/+0, Wis: 10/+0, Dex: 14/+2, Con: 14/+2, Cha: 15/+3, Defense 12, 20 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Skills:  +5 Bluff, +4 Seduce, +5 Gather Information, +3 Sense Motive, +4 Intimidation, +5 Sense Weakness, +2 Diplomacy, +4 Craft (pharmaceutical), +7 Sex, +5 Exploit, Feats:  Simple Weapon Proficiency, Run, Iron Will, Personal Firearms Proficiency, Weaknesses:  Greedy, Respect: 110, Bank: 0, Talent:  Remain Conscious, Wealth Bonus: +12 (Chad would make a good starting wiseguy, but he’s kinda a jerk.  He’s already had sex with Donna and now he’s trying to have sex with her friend.) Weapon of Choice:  fists

The Bleachers:  Leon and his friend are standing outside having a smoke when a kid in a designer sweat suit and jewelry gestures to him from the bleachers.  Leon and his friend start to walk over to the kid.  (This is the PC’s cue to stop Leon.  If he’s intimidated, he’ll immediately obey the PC’s and turn back.  Getting Iceman into the limo without a fuss is going to have to be done with stealth.  The empty police car is a mere 10 feet away and the policeman returns to his newspaper four rounds after they start talking to Iceman.)
Iceman:  “Yo-yo-yo, what’s good homie?  What’s good?  I’m Iceman.  You need something?”  (Iceman is annoying and arrogant.  He is carrying 6 Wealth worth of Crystal Meth and has set up a Crystal Meth lab in his apartment.  He samples his own product and sells to feed his habit.  Intimidating Jacob will be more than enough to get him to stay away from Leon.  The PC’s will probably heap additional humiliation on him.  If the PC’s want to kill him, he’ll snort some meth and fight to the death.  The snort of meth allows him to fight to -5 hit points.  Iceman is even willing to become one of the PC’s dealers if the PC’s can gain permission for him to operate in their territory.  The protection scheme would pay roughly 8 to 10 Wealth a week to be split with the higher ups.)
2nd level Charismatic Mook/1st Level Family Associate/Wiseguy: Jacob “Iceman” Rubinawitz (20)

Str: 14/+2, Int: 12/+1, Wis: 11/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 12, 18 HP, Attack Bonus: +2, Fort: +3, Ref: +2, Will: +1, Skills:  +7 Bluff, +4 Knowledge (streetwise), +5 Craft (pharmaceuticals), +2 Forgery, +6 Sense Motive, +4 Sense Weakness, +3 Exploit, +5 Hide Motive, +4 Minor Con, +4 Sleight of Hand, +6 Diplomacy, +4 Intimidate, +6 Gamble, +6 Gather Information, +6 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Brawl, Trustworthy, Good Earner, Low Profile, Other Family Connection (the Outcasts Motorcycle Club), Weaknesses:  Drug Addict, Oblivious to Danger, Weird (Iceman dresses and talks like a rap star), Respect: 300, Bank: 190, Talent: Charm, Know Respect, Wealth Bonus: +8 (Iceman thinks he’s too smart to be caught by the cops.  He is a low level street dealer that specializes in dealing to high school kids.  He has a friend in the OMC that taught him how to cook Crystal Meth, although this is not his original supplier.) Weapon of Choice:  Glock 20, 10mm autoloader, D2d6, 40ft range, 15 mag.

The Reception:  The prom ends and now it is time for the reception.  It is being held at the Wyatt Regal Hotel at 700 S. Chapel Ave.  Steve the limo driver is ready to go.  Ask you pile inside the limo, Leon and Melissa bring another couple.  Jesse and his date, Greg.  “Thanks for the ride, dudes,” greets Jesse.  “You guys mind if I smoke?”  Even as he asks, Jesse lights up what resembles a homemade cigarette.  Once the smoke hits your nostrils, you realize that it is not tobacco.  (The PC’s may or may not allow this.  The pot won’t really affect Leon’s Meth habit, but it could get them in trouble if the cops pull them over.  If the PC’s have allowed Leon to smoke and drink Scotch, he throws up inside the limo.)
The Wyatt Regal:  The Wyatt’s spacious reception hall is filled with teenagers.  This is definitely a night to remember.  You and some of the chaperones are given complimentary food and there is a bar just for you.  Despite the hotel’s caution in keeping alcohol away from the guests, several the high school students seem pretty drunk.  (Choose a random male PC.)  You are on the way back from the bathroom when a gorgeous high schooler, clearly drunks, stops you.  “Hey cutie,” she slurs.  “What’s your name?”  (Let the PC answer.)  “I’m Clarese.  I promised myself I’d lose my virginity tonight.  You’re kinda hot.  Wanna fuck?  Ah, hahaha!”  This girl is pretty hot, but she’s young and very drunk.  (PC’s with Code of Honor will have to make a weakness check to sleep with her.  PC’s with Sex Addict will have to make a check not to sleep with her.  Clarese and her date got into a big fight about an hour ago, but she’s determined to do the deed tonight.  She has a hotel room that she rented with her long time boyfriend, Calvin.  If the PC goes to the room and has sex with her, the boyfriend returns in time to find him in a compromising position with his girlfriend.  He immediately attacks.)
Calvin Toopes (19): 3rd level Strong Mook:

Str: 17/+3, Int: 13/+1, Wis: 11/+0, Dex: 11/+0, Con: 14/+2, Cha: 12/+1, Defense 12, 22 HP, Attack Bonus: +3, Fort: +2, Ref: +1, Will: +1, Skills: +4 Bluff, +4 Sense Weakness, +3 Spot, +3 Hide, +2 Move Silently, +5 Sense Motive, +6 Diplomacy, +2 Seduce, Feats:  Simple Weapon Proficiency, Athletic, Brawl, Toughness, Defensive Martial Arts, Weaknesses:  Religious Guilt, Respect: 200, Bank: 50, Talent: Extreme Effort, Improved Extreme Effort, Wealth Bonus: +8 (Calvin got left back when he was in the third grade.  He works as a bouncer.  He didn’t want to have sex with Clarese because he wanted to wait until they were married.) Weapon of Choice:  fists

1st level Fast Mook: Clarese Lords (18)

Str: 14/+2, Int: 11/+0, Wis: 11/+0, Dex: 15/+2, Con: 12/+1, Cha: 16/+3, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +6 Bluff, +2 Computer Use, +4 Sense Weakness, +5 Hide, +5 Make Up, +3 Swim, +1 Sex, +4 Sense Motive, +5 Diplomacy, +5 Seduce, Feats:  Simple Weapon Proficiency, Gorgeous, Long Memory, Stealthy, Deceptive, Weaknesses:  Oblivious to Danger, Respect: 100, Bank: 12, Talent: Evasion, Wealth Bonus: +3 (Clarese wants to have sex tonight and she doesn’t really care who its with.) Weapon of Choice:  fists

Leon’s Second Move:  Leon leaves Melissa for a second and approaches you.  “Listen guys.  I need some time alone with Melissa, ya know?  My folks wouldn’t let me get a room.  I was wondering if you’d let me use your limo?  C’mon, help a guy out?”  (A PC with the weakness Magnanimous must make a check or he’ll buy Leon and Melissa a suite for 16 Wealth.  A PC might volunteer to buy a room at 12 Wealth.  Steve the limo drive will be against any sex in his limo, but the PC’s can either bribe him: DC 12 Bribe or make a DC 18 Diplomacy check.  If the PC’s don’t check to make sure Leon has protection, he has sex with Melissa without it and gets her pregnant.)
Returning Leon Home:  You drop off Melissa and return Leon home.  (If Leon had sex with Melissa didn’t use protection, continue to read.)  A couple of months later, you hear that Leon is out of rehab and doing great.  Good thing too, because he’s going to be a father.

Future Adventures:  If Iceman is killed, his friends in the OMC might not be too happy about it.  The bikers could retaliate by attempting to destroy one of the PC’s schemes or attacking the PC responsible.  Leon’s troubles might not be over and he may continue to be a problem for the PC who is related.  Lenny will make a good addition to the PC’s crew and might have a scheme involving distributing football pools at the high school level.  Some PC families may frown on exploiting gamblers that young.
Awards:




Experience
Respect Points
Suspicion Index Points

Successful Skill check



100

Leon drinks in the limo




-2
Hummer driver goes unanswered



-20

PC’s that avoided or didn’t know Langley





-2

Getting inside the prom


200




-1

Getting thrown out of the prom

50

Sneaking back into the prom unnoticed
100

Getting arrested



200

Saving Lenny




100




-1
Acquiring Lenny as an errand boy

100

5

Stopping Iceman from selling to Leon
300

25


-1
Removing Iceman from the area discreetly
300




-1

Beating up Iceman



300

15


+3

Killing Iceman



300

25


+5

Leon smokes weed in the limo



-2

Having Sex with Clarese


100

1d20+1 Sex check
+2
Getting caught with Clarese




5


+3

Beating up Calvin



300

15


+2

Killing Calvin




600

25


+5

Leon throws up in the limo




-10


+1

Leon gets laid




5

1

Melissa gets pregnant





-5

