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Set-up:  Christopher Napoli (29), a soldier from the Cavaliere Family, contacted (choose a random PC) about some delicate work.  You and Christopher were in grammar school together and although you’ve lost touch on and off over the years, you’ve always remained friends.  (If the PC has the feat, Long Memory, he’ll remember that Christopher is a chronic complainer.)  He asked you to meet him at a strip club called the Golden Booty, 1816 N. Broad Ave. on the New Milan city map, at 10pm.  The Golden Booty is a run down strip joint in the Cavaliere territory.  Christopher and your associates commandeer the Champaign Room from two strippers and some customers for your meeting.  “Thanks for meeting me, fellas.  Sorry this couldn’t be in nicer surroundings, but life is tough, huh?  What are ya gonna do?” greets Chris.  “Anyhow this job’s pretty important, could go a long way towards gettin’ yer buttons.  Boss Jo-Jo has associates on the West Coast: Friends of ours that lost some very valuable bearer bonds.  The guy that took them is named Dino Michaels.”  Christopher hands you a picture of a skinny man in a Hawaiian shirt with black hair and a mole on his cheek.  “Dino’s in town visiting a friend.  The boss would us to have a talk with Dino about his friends’ property.  Once you’ve recovered said property, then “Mr. Bond” should go permanently as an example to those who would steal from Boss Jo-Jo’s friends.  Any questions?”

Here are answers to likely questions the PC’s may ask:

How much do we get paid? “15 Wealth, but only if the bearer bonds are returned.”  (Christopher will negotiate as high as 20, but no more.)
Where’s Dino?  “He’s staying at the Wyatt Regal Hotel on 700 S. Chapel Ave. ya know, that fancy new hotel.  The place has got way too many video cameras, so don’t do him anywhere near there.”

Who is Dino’s friend? “A cop by the name of Murphy Edwards.  Needless to say, we gotta steer clear of him.  The Family doesn’t need the heat if we cap a cop.  He ain’t involved anyways.”

Who is Boss Jo-Jo’s friend?  “An associate.  That’s all you need to know.”

Should we clip Dino if we can’t find the bonds?  “Absolutely not.  Tell him anything, but get those bonds.”

Can we trade Dino his life for the bonds?  “As a last resort.  I can’t guarantee what you’ll be paid though.”

How does the boss want Dino burned?  “I’ll leave that in your capable hands.  Just make sure the body is eventually found.  If I were you, I’d see to it that Dino met with an unfortunate accident.”

Will you help us?  “If you need me to hold your hand, I’ll take two shares (that will cut the take by 2 Wealth points).  If you need a piece, I know a guy.  I can take it out of the back end if you’re a little short (each weapon takes 1 Wealth point for every 10 Wealth points of gun purchased rounded up.  Christopher’s guy offers weapons with a 4 Wealth discount.  The serial numbers have already been filed off and silencers are available.).

Christopher Napoli (29) 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Pawn Shop Manager”

Str: 12/+1, Int: 13/+1, Wis: 13/+1, Dex: 12/+1, Con: 10/+0, Cha: 14/+2, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +6 Bluff, +4 Gathering Information, +2 Knowledge (streetwise), +3 Cheat, +5 Shake Down, +2 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Minor Con, +2 Gamble, +3 Concentration, +1 Drive, +3 Sense Motive, +5 Diplomacy, +2 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Corporate Connection, Deceptive, Personal Firearms Proficiency, Attentive, Weaknesses: Smoking Addict, Miserable, Short Fuse, Talent:  Skill Emphasis: Gambling, Respect: 700, Bank: 180, Wealth Bonus: +8 (Christopher is known for being very capable, but he complains about everything, even stuff he likes.)   Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder

For the GM ONLY:  The most obvious place to pick up Dino’s trail is to stake out the Wyatt.  The place has video cameras everywhere, including the parking lot, elevators, fire escapes and entrances.  This will double any Suspicion Points earned while on Wyatt property.  They do not have them in the rooms or bathrooms.  

Snipering Dino:  Some PC’s will assume Dino has the bonds on his person and that by killing him, they’ll somehow get the bonds later.  They couldn’t be more wrong.  They’ll probably never find the bonds if they kill Dino in this way.  The characters might get Dino in their sights and then call him before he leaves the hotel.  Dino will negotiate with the PC’s for his life.  He’ll try and bribe them.  If the PC’s become too threatening, he’ll use his buddy Murphy as a bodyguard to get the bonds on his last day in town and they will not get drunk.  Murphy will be unaware of Dino’s scheme or the bonds.  Using a sniper rifle from another building is possible, but Dino keeps the drapes to his hotel room drawn.  The only place to shoot him would be in the parking lot and recovering his body there would be next to impossible, not to mention the entire event would be captured on video.  The Wyatt has 24-hour security guards and they will call the cops at the first sign of a customer being shot!  If the security guards see Dino get shot, two average beat cops arrive in two rounds, followed by 10 average beat cops ten rounds later.  Snipers will need to make a Hide check to avoid the cops if they are still carrying anything that resembles a rifle.  Any PC in a four-block radius after the additional cops arrive, needs to make a Hide check or a Drive check to avoid getting questioned by the police.  Christopher sets up a meeting with the PC’s within 6 hours after the shooting.  Meeting them at a warehouse, he gives them 8 Wealth and tells them to get out of town for at least a month until the heat dies down.  He’ll chastise the PC’s for losing the bonds.  Boss Jo-Jo will make sure that they are never made men.  The bottom line is, Christopher didn’t like the public way in which the PC’s executed Dino and he’s worried that the PC’s will be caught and tell the cops that he put them up to the murder.  If the PC’s are stupid enough to try and blackmail him, Christopher pays them the rest of their money, but looks for an opportunity to screw them later.  If they ask for even 1 Wealth point extra, he’ll report to the capo that the PC’s are threatening to go to the cops.  Two days later, Christopher calls the PC’s for a meeting in the woods upstate.  One made guy for each PC is hiding in the woods with sniper rifles.  Christopher pulls up with another soldier.  He throws the envelope to the PC’s and purposely drops it short so the PC has to bend down for it.  This is the signal for the snipers to kill them all.  

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 Cavaliere Soldier: 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier Str: 12/+1, Int: 12/+1, Wis: 14/+2, Dex: 14/+2, Con: 10/+0, Cha: 12/+1, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +8 Gamble, +6 Bluff, +5 Knowledge (streetwise), +3 Cheat, +2 Shake Down, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Concentration, +3 Drive, +3 Sense Weakness, +4 Diplomacy, +5 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Deceptive, Personal Firearms Proficiency, Far Shot, Weaknesses: Smoking Addict, Gambling Addict, Talent:  Skill Emphasis: Gambling, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 230, Wealth Bonus: +5  (Most soldiers in this Family are involved with sports gambling.  They are involved in picking up money, dropping it off, taking bets and collecting those who don’t pay.  These particular soldiers are more experienced at killing than most.)  Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder, 7.62mm Sniper Rifle, D2d10, 90ft. range, 5 box, with scope, +1 to hit due to quality manufacture.

Dino Michaels (34): 2nd level Fast Mook/4th Level Family Associate: Str: 12/+1, Int: 13/+1, Wis: 8/-1, Dex: 15/+2, Con: 11/+0, Cha: 14/+2, Defense 17, 33 HP, Attack Bonus: +4, Fort: +2, Ref: +3, Will: +2, Skills:  +3 Gamble, +12 Bluff, +4 Knowledge (streetwise), +3 Cheat, +7 Sense Motive, +5 Hide Motive, +10 Sleight of Hand, +3 Drive, +3 Sense Weakness, +6 Diplomacy, +5 Intimidate, +5 Gather Information, +4 Escape Artist, +5 Hide, +5 Move Silently, +1 Spot, +1 Listen, Feats:  Simple Weapon Proficiency, Brawl, Prison Veteran, Improved Initiative, Personal Firearms Proficiency, Police Connection (Murphy Edwards), Run, Trustworthy, Weaknesses: Greedy, Sentimental, Magnanimous, Talent:  Evasion, Know Respect, Balls, Respect: 460, Bank: 0, Wealth Bonus: +5  (Dino couldn’t resist skimming a few bearer bonds from his employer’s stash back on the West Coast.  He’s in New Milan until he can unload them and skip the country.  Dino has a key to a public locker in his pocket, but it is not obvious where the locker is located.  The PC’s will have to torture it out of him.)  Weapon of Choice:  fists.

Following Dino:  (The night the PC’s meet Christopher, Dino is hanging out in an Internet cafe emailing a potential buyer for his bonds.  He returns to the hotel at midnight, gets drunk in the hotel bar and then staggers up to his room to pass out.  He does not get up until noon the next day.  He spends the day in the hotel after finding out he can surf the Internet there on the hotel’s computers.  He sets up a buyer for the bonds in France and then books a flight to Paris two days from now.  He wants at least one day to catch up with his friend.  If the PC’s sneak into the hotel, the can observe him from a distance without any hassle.  If the PC’s use the computer right after Dino, they can make a DC 15 Computer Use check to visit the websites he just visited.  They will find out that he is leaving for Paris in 48 hours.)
4:00pm: Dino leaves the hotel and catches a cab.

4:23pm: Dino’s cab arrives outside a bar called Banana Joe’s at 1207 E. 23rd Street near MLK.  He pays the cabbie and walks inside.  (The PC’s could attempt to grab him here, but they would need to take care of the cabbie as well.  Additionally, Murphy will be hot on the trail of his friend in a couple of hours when he doesn’t show up.  For a bar map, use the map from the previous IRM adventure, Everybody Hates Raymond.  Murphy and Dino get loaded and spend the evening talking about old times.  The bar contains 5+1d6 patrons, average mooks that will call the cops at the first sign of trouble.)
The cop (for the GM Only):  To find out info about Murphy Edwards requires a DC 12 Investigate check or a DC 14 Gather Information check.  Using a Police Connection automatically gives the PC’s info, including Murphy’s address.  Murphy lives in a rundown apartment building at 1984 N. MLK Ave. Apt. 4B near 20th and MLK.  The detective lives on the 4th floor.  Use the standard apartment building map.  The place is kind of a dump and Edwards lives by himself.

Detective Murphy Edwards (34): 2nd level Charismatic Mook/5th Level Cop

Str: 12/+1, Int: 15/+2, Wis: 10/+0, Dex: 13/+1, Con: 10/+0, Cha: 17/+3, Defense 16, 37 HP, Attack Bonus: +6, Fort: +5, Ref: +4, Will: +1, Skills: Bluff +10, Sense Motive +8, Sense Weakness +8, Exploit +5, Gather Information +6, Investigate +6, Knowledge (streetwise) +4, Spot +5, Search +5, Listen +6, Drive +4, Disguise +9, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Deceptive, Dodge, Run, Weaknesses:  Sentimental, Talents: Fast Talk, Identify Family Members, Interrogate, Gain Informant, Respect: 620, Bank: 0, Wealth Bonus: +6  (Detective Edwards is an excellent cop, but he plays by his own rules.  This has gotten him in trouble with his superiors on more than one occasion.  He is a tenacious investigator.  He will become a constant thorn in the PC’s side if he witnesses Dino’s death.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

1:30am:  Finally, Dino and Murphy stagger out of Banana Joe’s and begin walking south down MLK Ave.  The street is mostly deserted at this time of night.  (If Dino and Murphy are attacked on the street, both men get –2 on all skill checks due to their inebriation.)  

1:50am: The duo reaches 1984 N. MLK Ave. and enter an apartment building.  Murphy is the one that unlocks the door.  (The boys spend another few hours talking and drinking in Murphy’s apartment.  Ambushing the guys in Edwards’ apartment is possible.  The lock on the door requires a DC 14 Disable Device.  There is a fire escape on the other side of the window.)
3:15am:  A cab pulls up to the apartment building.  Two minutes later, Dino staggers out alone.  He gets inside the cab.  (Murphy has already passed out upstairs and will not wake up until the next morning.  If Murphy doesn’t witness the murder, he’ll eventual travel west to find Dino’s killer.)  The cab turns down MLK, then onto 18th, then turns on Chapel and finally to the hotel.  The streets are pretty deserted during this time.  (If the PC’s steal a cab, scare the real cabbie away and pick up Dino, he won’t realize the cab is going the wrong way until 2d6 rounds after they’ve been going the wrong way.  Otherwise, the PC’s can attempt to hijack the cabbie or run his cab off the road.)
3:30am:  The cab arrives at the Wyatt and Dino goes inside.  

2:30pm: Dino gets inside a cab with his suitcase.

2:45pm: The cab arrives at the Rock n’ Bowl bowling alley at 1603 E. 16th Street.  He goes inside.  (Dino goes to a locker in the bowling alley.  He has the bonds hidden here in a tote bag.  He grabs them and exits.  The bowling alley is full of dozens of patrons, but the parking lot is relatively empty except for the cabbie.  The bonds are worth 40 Wealth.  Dino will use them to bargain for his life if he can. )
2:50pm:  Dino gets back into the cab.  The cabbie drives to the airport.

3:05pm: Dino goes inside the airport.  You’re screwed!  You’ll never get to Dino now!  (The airport’s security is even tighter than the Wyatt’s.  There are armed security guards and video cameras covering almost every inch.)

Average Cabbie: 2nd level Fast Mook/2nd level Mook:  Str: 12/+1, Int: 11/+0, Wis: 10/+0, Dex: 14/+2, Con: 11/+0, Cha: 10/+0, Defense 14, 21 HP, Attack Bonus: +2, Fort: +0, Ref: +3, Will: +1, Skills:  +3 Gamble, +9 Drive, +3 Knowledge (streetwise), +4 Knowledge (current events), +3 Sense Motive, +5 Spot, +2 Diplomacy, +5 Profession, +5 Gather Information, +2 Listen, Know Language (English), Feats:  Simple Weapon Proficiency, Vehicle Expert, Corporate Connection, Educated, Low Profile, Weaknesses: Bad Rep, Talent:  Evasion, Earn, Respect: 350, Bank: 20, Wealth Bonus: +10  (Taxi drivers in New Milan are notorious for their bad driving despite their considerable skill.  Most New Milan cabbies are willing to take wild chances driving for a few extra bucks.)  Weapon of Choice:  fists.
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Stealing a car:  This requires a DC 12 Disable Device check to open the door and DC 12 Disable Device check to start the car.  A screwdriver or car thief tools are required.  Screwdrivers can be stolen easily or purchased for 1 Wealth.  Car thief tools normally cost 6, but Complete Mafia characters can purchase them for 4.

Wealth Award:  If the bonds are recovered and Dino gets away, Boss Jo-Jo is annoyed.  The PC’s get –1d6 Wealth points to their award.  If Dino is killed and the bonds are not recovered, the PC’s will not be paid until the bonds are recovered.  They can make ONE collective DC 25 Gather Information check to find out Dino had been seen at the Rock N’ Bowl, but if they fail, the bonds will never be recovered.  

Awards:



Experience
Respect Points
Suspicion Index Points

Recovering bonds


400

10


0

Hurting Dino



200

5


+3

Killing Dino



700

25


+5

Killing Dino at the Wyatt

700

25


+10

Hurting Murphy


350

10


+6

Killing Murphy


700

50


+10

Hurting a beat cop


250

10


+6

Killing a cop



500

50


+10

Hurting a cabbie


200

5


+3

Intimidating a cabbie


300

10


+2

Killing a cabbie


400

25


+5

Successful Destroy Evidence check
100

0


-2

Successful skill check


100

0


0

Stealing a car



300

5


+2

Using Christopher’s guy’s guns
100

0


-2

Dino gets away


0

-25


-1

Dino gets away with bonds

0

-50


-2

