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INTRODUCTION

Itwas 3 am. on ahot July morning in Lakefront City. Wewere
on a stake-out in a deazy joint down by the docks. It was the
kind of dump that was somewhere between aflop-house and a
rat hole. Across the street was our target An empty warehouse.
Atleadtitlooked empty. Weknew better. Behind thoseboarded-
up windows and blank doorswas an illegd brewery, pumping
out the lifeblood for gangster boss Al Tolino's criminal empire.
With alittle luck, we'd be closing down this particular operation
in another half-hour. Boss Tolino would be alittle poorer. The
residents of Lakefront City would be a little safer. Me, 1'd be
happy just doing my job.

Those were tough times. With prohibition, guys like Tolino
started popping up like grubs from under arock. Firg, it was
just makingalittle bathtub gin. Then they started organizing the
gambling and vice. Pretty soon, there wasn't acity in the coun-
try that didn't have its own version of Boss Tolino. With dl
those millions from illega booze and the other rackets, they
could buy police, judges and politicians. With enough city gov-
ernment in their pockets, the bosses could get away with
murder, literally. That's where | came in. I'm Burns. John
Burns. Specid agent, Prohibition Bureau. It was myjob to cut
offthe money that made dl that corruption possible., .cut it off at
the sourceby closing down the illega breweries and ditilleries.

| was very good at it

My partner was Rico. Enrico Mancini's the way he signs his
paycheck. But after dmost six years together, that sounds a
littleformal. A partner'slike awife, you see. Y ou livewith aguy
for days a astretch. Y ou share the same meals. Trade sack time
in the samebeds. Stay cooped up together for weeks, sometimes
in the same grubby hotel room, keeping tabs on places like this
warehouse of Tolino's. After awhile, it just seemsright that the
two of you are together. One day, it gets to the point where you
can'timagine it any otherway. That's how it waswith Rico and
me.

I checked my watch. 3:20. Timefor onemorecigarettebeforewe
moved in. | reached for mine, but Rico had his pack out first,
offering. | took one.

"Thanks" | said. "Almost time."

"Yeah," Rico rasped through the smoke. "Lord, I'm tired.”

| guessed | could understand that 1t had been along stake-out
Almost two weeks. That gets to you after awhile. Makes you
weary in away that degpwon't cure. | didn't feel too hot myself.

| heard it then. Outsde. Moving toward us down Canal Strest.
The sound of atruck grinding gears over the broken pavement.
Hitting the overhead light, | crouched by thewindow for alook.
Jackpot Itwas Taolino's truck aright. Moving in for the pickup.
Right on schedule. Standing, | pulled out my service revolver
and checked the loads. Rico did the same. On the way out, |
grabbed the Thompson and Rico picked up his 12-gauge. Heavy
stuff. But you don't hunt bear with a pea shooter and Tolino's
boys were plenty rough. Inside that warehouse, they'd be load-
ing a small fortune in bootleg beer aboard that truck and they
wouldn't like us busting up their party. | didn't want to give
them much chanceto show their displeasure. | figured Rico and
I would bust in the front while | sent two other guys in through
the back. A couple more were posted on rooftops to pick off
anybody who tried to make abreak for it

We hit them at 3:30 on the nose. While | stood to the rightpf the
door, Rico stepped directly in front of it and cut loose with a
blastfrom his shotgun. Theinsi depadlock flew away in agout of
flame and, while | was diding the door open, Rico barre-rolled
through the opening.

Then, time seemed to stop. Sometimes it happens that way. |

heard Rico shout "Hands up. Thisisafedera raid." Then there
wasthe sound of apistol firing at amost the sametimeasRico's
shotgun. | came spinning through the door just in time to see
Ricocrumplinglikeabrokendoall, blood spreading over thefront
of his dress shirt | didn't stop for a closer look. There was a
hood in front of mewith asmoking .38 in hishand and | figured
itwouldn't help Rico muchif | gotittoo. | dovefor cover asthe
hood put a dug through the empty air where I'd been. That was
his last shot. As | came up behind a row of empty barrels, |
levelled the Thompson and cut loose with a burst that ham-
mered him like he was abloody rag.

I was ducking behind the barrels again when a dug ripped
through them maybe two inches from my head, tearing loose a
big diver of oak. Even above the sound of gunfire from the back
of the brewery, | could hear someone bark, "Take that, yalousy
copper.” Then there were two more shaots.

Picking my time, | jumped up to fire aburst at where | thought
the goon with the big mouth was hiding. That dmost cost me
my life. Maybe | got lucky. Or maybe the Big Guy was watching
out for methat day. | don't know. But the shot that should have
blown my head off hit the raised barrel of my tommy gun in-
stead, just grazing my hand. As | tumbled backward from the
impact, ears ringing from the sound of metal hitting metal and
hands aching from the shock, | saw my boy taking aim for
another go. | figured | was dead meat then. The sound of the shot
didn't even register until 1 saw the hood with the pistol dam-
ming into the big vat behind him. There was ared blossom in
the middle of his forehead when he did to the floor, but it was
washed away by athin fountai n of cheap brew flowingfrom the
puncturedvat. Thirty feet away, Ricowasjust loweringhisgun.
Heféll back with asigh that turned into arattling coughjustas |
got to him and managed to cradle hishead in my arms.

"That's one you owe me, Johnny," he mumbled as | frantically
tried to staunch the blood flowing from the wound in his chest.
"Oneyou owe me."

Ten minutes later, an ambulance arrived to take Rico to City
Generd. Asit sped of f, sirenwailing in the sticky summer air, |
made Rico asilent promise. Then | took an axe andjoined the
rest of my men in finishing the night's work by breaking up
Boss Tolino'sbrewery. As my axe bit into the oak staves of each
barrel, | kept imagining it was Talino. "You made a mistake."
Chop. "It's not ajob anymore...Now, it's personal." Chop. "You
hurt my partner.”" Chop. "Now, I'm gonnahurt you." Chop. "It
may take awhile, Tolino...I gottime." Chop. "You seeg, Tolino, |
made apromise..."

It wasapromise | kept
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FOREWORD

Louis Howell was a member ofthat elite team ofgovernment agents called the Untouchables. The late Mr. Howell often talked about the
excitement, the danger and the adventure of the 1920s and 1930s with his grandson Robert. TSR Hobbies asked Robert Howell to write the
foreword to GANGBUSTERS™ role-playing game, because of his knowledge of those intriguing years.

A civilized society setsdown laws for itscitizens. Because people cannot awaysbetrustedto dowhat is best for themselvesandtheir
fellow men, those laws must be enforced. A large share of our tax payments is used to protect youfrom me and me from you.

My grandfather, LouisHowell, was born July 19, 1899,in San Marcos, Texas. Bythe time he was nine he had lostboth of hisparents
and onebrother, and lived through a long period of poverty and deprivation. He decided at ayoung ageto pursuea life of adventure. The
less dangerous life of what he termed a "ribbon clerk” pushing apencil in an office was not for him!

The adventure began quickly. Hewas only 17when he saw action in France and Germany during World War |. Returning home, he
worked firstas a private investigator and then went to work for the government as a member of the Untouchabl es.

In neither hisbackground nor his love of adventure was he essentialy differentfrom many men whobecame criminals. However, his
basic honesty and decency made him an early prototype of the modern lawman.

An ided law enforcement officermust be that rare kind of individual who is able to control himselfand think clearly under the most
desperate circumstances. Many qualities go into the making of such an individual.

Courageis an obviousquality of theided law enforcement officer. Courageisnot the absence of the natural fearsof pain and death, but
rather the ability to control those fears. An officer who had no fear would lack the humanity and compassion he needsto dedl with the
fears of others.

Toughnessisanother quality of theided law officer, but thisquality isoften poorly defined and poorly understood. Toughnessin the
positive sense does not mean aman is a sadist who hurts others because he enjoys causing pain, nor does it mean aman isarobot,
devoid of feglings, who crushes others without a second glance. Toughness in the positive sense isthe ability to seewhat mustbe
done and to do it without hesitation.

For example, imagine agun battle between officers and criminal s fleeing the scene of acrime. Faced with the aternative of letting a
dangerous criminal escgpe or of possbly losing his own life, a good officer may be forced to shoot and possibly kill the suspect to
protect the public.

Perhaps the quality most frequently associated with the ideal law enforcement officer is an observant and investigative mind, the
abilityto noticefacts and use them to form atheory. Thetiny details around any person, place or thing that woul d be overlooked by the
casua observer may be chock full of potential theoriesfor the investigative mind. Take, for example, aman passing by on the street
Whatisthereto noticeabout him? The harried, frightened look in his eye, thetorn pocket on his shirt, the stainson his shoes, dl could
be the seeds of theories |eading to the acquisition of evidence.

Quidlities of an Ided Quadlities of a

_ Law Enforcement Officer Successful Gangster
Courage Courage
Toughness Toughness
Investigative Mind Investigative Mind
Deviousness Deviousness
Loydty Lack of Loyaty
Honesty Dishonesty

Asthesetwo lists show, thereare only two real differencesbetween a good law enforcement officer and asuccessful gangster. In order
to survive the dangers of their respective worlds, both the officer and the gangster must be tough, courageous, investigative and
devious.

Deviousness isaquality usually associated with the criminal e ement. However, a good law officer must be ableto think like acrook.
Thisisespecidly truewhen the officer isworking undercover and may haveto disguise himself asacriminal or apatron of criminals
in order to get the evidence he needs. Deviousness d 0 serves the officer well when he istrying to solve acrime. The officer must be
ableto answer questionslike "How did the criminal getinsidethebuilding?' and “How did the crook get rid of theweapon he used?"

Asidefrom the obvious quality of honesty,the quality that setslawmen furthest apartfrom criminalsisloydty. Loyaty isnecessary in
any situation that requires cooperation. The red value of loyaty can be seen in the relationship between a good lawman and his
partners. Salf-risk, salf-sacrifice and supportiveness are of paramount importance in keeping ateam of officers at peak effectiveness.

3 Robert Howdl.

Thisbook is protected under the copyright laws of the United States of America. Any reproduction or other unauthorized use of the
materia or artwork contained herein is prohibited without the express written consent of TSR Hobbies, Inc.

Quedtions about the GANGBUSTERS rules should be sent to. GANGBUSTERS Questions, TSR Hobbies, Inc., POB 756,
Lake Geneva, WI, 53147. L etters must include a stamped, salf-addressed return envelope.
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PART 1. WHAT THE GAME |ISABOUT

GANGBUSTERS™ game recrestes the action and adventure of
theroaring 20s and 30s...the years of prohibition, when gangs-
terismwas at itsheight. The game can beplayed inlessthan one
hour as afast and furious version of "cops and robbers.”" It dso
can be used to create a never-ending series of adventures, in
which playersreivethe eventsthat made those two decades so
famous.

The 20s and 30s produced some ofthe most colorful characters
in American history. On thepolitical scenethereweremachine
politicianslike Big Bill Thompson, the mayor of Chicago during
the heyday of Al Capone, honest reformers like Frank Merriam,
and national leaders like Al Smith and Franklin Roosevelt.
There were businessmen like Henry Ford who built financial
empires, and union leaders like John L. Lewiswho fought for
the working man's share in those empires. Radio and Holly-
wood turned out agaaxy of stars who became the idols of two
generations.

Therewereviciousgangsters coming to power inthecitiesand
dedicated federal agentslike Elliot Nessand Melvin Purvis who
fought the new wave of crime. In novels and on the screen, the
public thrilled to the adventures of private eyes like Sam Spade
and Phillip Marlowe, men who walked a shadowy tightrope
between good and evil, law enforcement and crime.

Now you can match wits, muscle, courage and luck with these
legendswho lived in the era of bathtubgin, mysteriousblondes
and uninsured bank deposits. The GANGBUSTERS role play-
ing gameisyour gateway to adventureinthisbygoneage. I[f you
realy want to clean up this town, if you knew you were in
trouble the minute that dame walked in the door or if youjust
want to bring back the raccoon coat, this game isfor you.

HOW THE GAME IS PLAYED

GANGBUSTERS game isa role playing game, an advancedform
of "make believe." In atypica game, two to eight playerswill be
seated around alarge table. They will be acting out the adven-
tures of important people in the city; one player might be a
prohibiton agent, another may be a newspaper reporter and a
third could be aprivate investigator. Other playersmightbethe
city police chief, a detective and a gangster.

Now suppose the gangster player hasjust robbed asmall hard-
ware store. The police chief and his detective must try to arrest
the gangster. The police chief knows the gangster aso runs a
bootlegging busi ness, so he callstheprohibition agentto set up
araid on the gang's breweries. In the meantime, the newspaper
reporter is trying to find out why the gangster would rob asmall
hardware store and the private investigator has been hired by
the store's owner to recover the stolen property.

The people these players are pretending to be are caled player
characters (abbreviated PCs). From time to time these player
characterswill need to meet and talk to other people in the city,
people who aren't being played by any player. These other peo-
ple are cdled non-player characters (abbreviated NPCs). In
games involving many non-player characters, one player takes
on the specia role of ajudge. Thejudge of agame serves as a
referee. He helps keep the action moving and playsthe parts of
dl the NPCs the player characters meet. The functions of a
judge for a GANGBUSTERS game are explained later in this
rule book. You do not need ajudge in order to play. Many
exciting games can be played without ajudge.

If you play the game without ajudge, you should not try to do
anything that is not specifically described in these rules. Unu-
sual things can be tried in games with ajudge, since thejudge
can decide the effects of specid actions.

How Many Can Play

A GANGBUSTERS game can be played by any number of play-
ers. Thegame usualy isthemost funwith threeto eight players.
A speciad moduleliketheoneincluded in thisset even makesit
possible to play by yourself.

How To Win

INnaGANGBUSTERSgame, thereare nowinnersorlosers. The
object of the game isjust to have fun playing. Each player
character has different goals. Businessmen want to make mon-
ey, federal agents want to catch criminals, and so on. Player
characters who are successful will gain experience and power.
On the other hand, abusinessman who goes broke can dways
make a comeback. The federal agent who doesn't catch the
crooksthistimewill have another chance at them later. Even if
aplayer character isseriously hurtand sentto the hospital for a
while, the player can simply create a new character and keep
playing!

LEARNING TO PLAY

Thebest way to learn how to play agameisto play it! Thisrule
book has been organized to make the game fast, fun and easy to
learn. To learn to play as quickly as possible, follow these six
smple steps:

1. Read the first three parts of the rule book. Do not try to
memorize therules; try to become familiar with them, so you
will know where to look for answers if players have ques-
tions during the game.

2. Cregte acharacter for each person in the group who is going
to play. Use the step-by-step instructions given in PART 2:
CREATING CHARACTERS.

3. Read the introduction to the module in this set, Mad Dog
Johnny Drake, and follow the specid instructions there.

4. Play the modul g, referring to the rule book when playershave
questions about rules.

5. Ifyouwant to play aseriesof adventures, read thebackground
material in sections4, 5, 6, 7, 8 and 9.

6. Read therulesfor the Campaign Game( PART 5) if you want
to add more color and complexity to your games.

Once you have played the modul e, you will have amuch better
understanding of what the game is about. The additional rules
in thisbook are given to help you add depth and detail to your
characters and to help you set up your own adventures and
conduct connected adventures caled campaigns.

What You Will Need To Play

Inorderto play aGANGBUSTERS game you will need thisrule
book, pencils, paper, the dice included in this game, and your
imagination! Foryour first game, you should play the adventure
in the specia player's module, Mad Dog Johnny Drake, in-
cluded in this set. When you have played the module and are
ready to play more GANGBUSTERS games, graph paper will be
useful. Each copy of the GANGBUSTERS game includes one
64-page rule book, one 16-page players module, a 23" x 35"
map, one sheet of die-cut cardboard counters, two percentile
dice and agame box. Miniature figures can be used instead of
the cardboard counters, but they are not necessary.




PART 2. CREATING CHARACTERS

In redl life, there are many differences between people. The
samethingistrueof thecharactersin a GANGBUSTERS game.
In thisgame, numbersareused to show how strongacharacter
is, how well acharacter can shoota gunor driveacar, and soon.
These numbersare cdled ability scores. Each character in the
game has six basic ability scores: Muscle, Agility, Observation,
Presence, Driving and Luck. Each character dso hasanumber
of Hit Points and a Punching score. All of these terms are
explained in this section.

When you are playing a GANGBUSTERS game, it is important
to have dl of your character's ability scores written down. The
piece of paper these scores are written on is caled a character
sheet Whenever aplayer creates acharacter, the player should
fill out acharacter sheet for that character. Thereisan example
of acharacter sheet on thispage. The last page of this rule book
isastandard character sheet form. Y ou can make copies of this
form to use in your games, oryou can make your own character
sheets on blank paper.

How To Use The Dice In This Game

Included in thisgame setaretwo specid dice. Oneiswhite, the
other isanother color. Each die hastwenty sides. Because the
sides are numbered from O through 9, the dice are cdled ten-
sided dice (they can roll a number from 1 to 10).

Iftherulestell youtoroll oneten-sided die (abbreviated 1d10),
roll oneof thediceand read thenumber that appearsonthetop.
A Oisread as a 10.

If the rules tell you to roll two ten-sided dice (abbreviated
2d10), roll both dice and add together the two numbersyou get.
A Qisread asal0. For example, if youarerolling 2dlO and roll 5
on one die and 6 on the other, the result of your roll is 11
(5+6=11). If you rolled 5 on one die and O on the other, the
result of your roll would be 15 (5+10=15).

If therulestell youtoroll percentiledice, roll both diceand reed
theresult asatwo-digit number. The number onthecolored die
dways isthefirst digit; the number on thewhite diedwaysis
the second digit. A O isread asazero. For example, aroll of 5 on
the colored dieand 7 on thewhitediewouldberead as57. A roll
of 0 on the colored die and 6 on thewhite diewould beread as6.
A rall of 6 on the colored die and O on the white die would be
read as 60. Ifboth dicerall zeroes (00), theresultis read as 100.

HOWTO CREATE A CHARACTER

Players creete their charactersby rolling dice to find the charac-
ters ability scores. To creete a character, follow this step-by-
step procedure:

1 Take out your character sheet and a pencil. Always use a
pencil when filling out a character sheet Some of the infor-
mation you write down may change during the game.

2. Writeyour own namein the space marked "Player.” Thiswill
help you and the gamejudge know which character sheet is
yours.

3. To get your character's Muscle score, roll percentile dice.
Now find the number you rolled on the ABILITY MODI-
FIERS TABLE. Add the modifier to your dice roll and write
the result in the space marked "Muscle' on the character
sheet For example, if you rolled a 63, the modifier is +10.
Adding thisto your roll givesyou aMuscle score of 73. The
additions to the dice roll help player characters get better
scores than NPCs.

ABILITY MODIFIERSTABLE

Dice Rall Modifier
o1 -25 +25
26 - 50 +15
51 - 70 +10
71 - 90 + 5
91 - 00 + 0

4. Repeat step 3 two more times, once to get your character's
scorefor Agility and once to get his score for Observation.

5. To get your character's Presence score, roll 1d10. Find the
number you rolled on the PRESENCE MODIFIERS TA-
BLE. Addthemodifier to yourdiceroll andwritetheresultin
the space marked "Presence’ on your character shest.

PRESENCE MODIFIERSTABLE

__Die Rall Modifier
1- 3 + 2
4- 7 + 1
8-10 +0

6. To getyour character's Driving score add together the charac-
ter'sscoresfor Agility and Observation. Divide this total by
two. If there is aremainder, add it to the final answer. The
result is your character's Driving score.

EXAMPLE: Tom Cook's character has an Agility score of37
and an obsarvation score of 92. Tom adds these numbers
together and getsatotd of 129. He then divides 129 by two.
The reault is 64 with a remainder of one. Tom adds the
remainder to the result for afinal score of 65. This is the
Driving score of Tom's character.

7. To getyour character'sLuck score, roll percentiledice. Divide
the result by two. If there is any remainder, add it to the
result.

EXAMPLE: Tom Cook rolls percentile dice for his charac-
ter's Luck score. Thedicerall is 85. Tom divides 85 by two
and gets42 with aremainder of one. Adding theremainder to
theresult, Tom getsafinal scoreof 43. Thisishischaracter's
Luck score.

8. To get your character's Hit Point score, add the character's
Muscle and Agility scores. Divide this sum by 10. Ifthere is
any remainder (or fraction) add 1 totheresult Findly, add 5
points. The final result is the number of Hit Points your
character has.

EXAMPLE: Tom Cook's character has aMuscle score of 72
and an Agility score of 37. Tom addsthesetogether and gets
asum of 109. Dividing by 10, Tom getsan answer of 10with
aremainder of nine, so he addsoneto the answer, getting 11.
Finaly, Tom adds five points for a fina result of 16 Hit
Points.

9. To getyour character's Punching score, find hisMuscle score

on the PUNCHING TABLE. The number listed with it is
your character's Punching score.

PUNCHING TABLE

___Muscle Punching Score
o1 - 20 1
21 - 40 2
41 - 60 3
61 - 80 4
81 - 00 5



EXAMPLE: Tom Cook's character has a Muscle score of
72. Checking the PUNCHING TABLE, Tom sees thathis
character's Punching score is 4.

10. Give your character a name. Y our character can have any
name you choose. Naming your character is fun, and it
makes it easier for you to play the part of the character
during the game.

11. If you are planning to play the players module Mad Dog
Johnny Drake, you will find more background information
for your character in the introduction to the module. Ifyou
are preparing to play some other adventure, you must make
up your character's background as explained in PARTS 5
and 6.

12. Some sections of the character sheet are shaded gray. Leave
these sectionsblank. They areused only in campaign games
or in games using the Expert movement and fighting rules.

WHAT THE ABILITY SCORES MEAN

Muscle

A character's Muscle score is a measure of how strong the
character is. In genera, a character can lift a weight equal to
three times his or her Muscle score. The Muscle score

1. Determines a character's Punching score;
2. Isthe character's percent chance to break down adoor;
3. Helps determine the character's Hit Point score.

Agility

A character's Agility score measuresthe character's coordina-
tion. It indicates how accurately the character can punch and
shoot, and how well he can perform difficult physical actions.
The Agility score

1. Isthe character'sbasi c percent chanceto hit another charac-
ter in a fistfight or gunfight;

2. Is the character's percent chance to perform an unusual or
difficult action such as leaping over afence or walking on a
ledge;

3. Helps determine the character's Hit Point score;

4. Helps determine the character's Driving score.

Observation

A character's Observation score is ameasure of the character's
aertnessto thingswhich areconcealed, unusual or out of place.
The Observation score

1. Isused to determinewhether acharacter is surprised at the
gart of afight;

2. Isthe character's percent chanceto noti ce hidden objectsand
clues;
3. Helps determine the character's Driving score.

Presence -

A character's Presence score measures how easily the charac-
ter can influence other people. It represents such things as
personal charm, looks and persuasiveness, and how tough the
character seemsto be. The Presence score

1 Hdps the character influence NPCs;
8. Isimportant in getting answers from prisoners and suspects;
3. Helps the character getjobs, raises and favors.

Driving

A character's Driving score is ameasure of howwell the charac-
ter can drive a car or truck. The Driving score

1. Determines whether the character has an accident when
driving at fast gpeeds;

2. Determines whether the character has an accident when
attempting specia driving manuevers.

Luck

A character's L uck scoreisameasure of how lucky that charac-
ter is. It is his percent chance to perform uncertain actions and
escape certain death. For example, a police officerwho is shot
four timesis certain to die. Thepolice officer'sLuck scoreisthe
percent chance thatthefinal fatal shotonly grazed him. Luckis
explained in more detail below.

Hit Pointsand Injury

Characters can be injured in gunfights, fistfights and car
crashes, and by falling from heights. Injury is measured in
points. Each character has aHit Point score. A character's Hit
Point score is the total number of points of i njury the character
can take before being knocked unconscious or killed.

There are two types of injuries: wounds and bruises. Wounds
are serious injuries to a character's head, bones or internal
organs. For example, dl injuries caused by gunshots are
wounds. Bruises are minor injuries. Most ofthe injuriesfrom a
fistfight are bruises. The rules in PART 3 that describe move-
ment, fighting and car accidents explain exactly which type of
injury is caused in dl circumstances.

Players must keep an exact record of the amount and type of
injuries their characters suffer. There are two sets of boxes in
thearea on thecharacter sheet marked "I njuries.” Onesetisfor
recording wounds and the other isfor recording bruises. Play-
ers should check off one box of the appropriate type for each
point of injury their character receives. When injuries are
healed (explained below), the appropriate number and type of
boxes should be erased.

Other Effects of Injury. A character who has wounds equal to
or greater than one-halfhis number of Hit Points suffers three
soecid effects:

1 The character's Muscle, Agility and Driving scores are re-
duced by 20 points.

2. The character's movement rates are halved (movement rates
are explained in PART 3),

3. The character must be treated by a doctor within 24 hours.
Any characterwho isnot treated by adoctorwithin 24 hours
will die at the end of that time.

The first two of these effects apply only as long as the character
has wounds equal to or greater than one-half his Hit Points.

Character Unconsciousness. Whenever a character receives
points of injury (of any type) equa to or greater than that
character's Hit Point score, that character is unconscious
(knocked out). Both wounds and bruises are counted when
determining if a character has been knocked out. Characters
who are knocked out will be unconscious for a number of
minutes equal to aroll of percentile dice. Unconscious charac-
terscanberevivedby other characters. Unconsciouscharacters
automatically heal three points of bruise injuries when they
wake up.

EXAMPLE: Joe Sullivan has a Hit Point score of 16. Joe is shot



once, taking eight points of wounds, and punched twice, taking
four points ofbruises from each punch. The last punch knocks
Joe out. Percentile dice are rolled, and the result is 68. Joe will
be unconscious for 68 minutes unless another character does
somethingtobring himto, such aspouring abucket of water in
his face.

Character Death. Whenever thenumber of woundsacharacter
has equals or exceeds that character's Hit Point score, that
character is dead. Characters are never killed by bruises. A
player whose character is killed can create anew character and
continue playing.

Healing. I njury points are removed when they are hedled. | nju-
ries will heal only if the injured character rests. A character
spendsthe day resting if he receives no new injuries and does
nothing strenuous, like fighting. For each day spent resting, a
character healsone point of woundsand three pointsofbruises.
When a character hedls, the appropriate number and type of
checked boxes in the Injuries section of the character sheet
should be erased.

Unconscious characters automatically hea three points of
bruises then they wake up.

EXAMPLE: Joe Sullivan has a Hit Point score of 16. Joe is shot
oncefor eight pointsof woundsand punched twicefor atota of
eight pointsofbruises. Joenow has 16pointsof injuriesandis
knocked out. A roll of percentile dice indicates Joe will be
unconscious for 68 minutes. At the end of that time, he auto-
matically hedls three points of bruises and wakes up. Joe now
has 24 hoursto get to adoctor, becausehe haspointsof wounds
equal to one-half'his Hit Point score. Joe goesto the doctor and
spends the next day resting. On that day, Joe heal s one point of
wounds and three more points of bruises. Joe now has seven
points of wounds and two points of bruises remaining. Joe is
not affected by the specia penaltieslisted under Other Effects of
Injuries because he no longer has points of wounds equa to
one-half his Hit Point score. In one more day of rest, Joe will
hedl the remai ning two points of bruises and one more point of
wounds. After that, he will need sixmoredays of restto heal the
remaining Sx points of wounds.

Punching

A character's Punching scoreisthe number of pointsofbruises
the character causes when he hits an opponent in a fistfight.
Fistfights are explained in PART 3.

ABILITY CHECKS

During the game, characterswill want to try doing many things,
such as breaking down doors andjumping over fences. Ability
checks are used to determine whether acharacter actually suc-
ceeds at what he or shetried to do. An ability check is madeby
rolling percentile dice. The dice roll is compared to the ability
scorefor theability being checked. If thedicerall islessthan or
equal to the ability score, the check is successful and the char-
acter did whatever he was trying to do. Ifthediceroll isgreater
than the ability score, the check has beenfailed and the charac-
ter did not do what he was trying.

Some types of ability checks are

1. Muscle checks, made when characters try to smash down
doors;

2. Adgility checks, made when characters fire guns, try to hit
someone in afistfight or make a difficult movement;

3. Observation checks, madewhen characterstry to avoidbeing
surprised or to find hidden clues;

4. Driving checks, made when characters drive cars at fast
gpeeds or under dangerous conditions.
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The rules in PART 3 explain when these and other ability
checks should be made.

Modifiers

In some situations there are numbers that must be added to or
subtracted from a character's ability score before an ability
check isralled. These numbers are called modifiers. Modifiers
are used to reflect specia circumstances which increase or
decrease acharacter's chance of doing something. For example,
charactersin fistfightswho are serioudy wounded have amodi-
fier of - 20 when they try to hit an opponent, characterswhofire
gunsfrom moving cars havelesschanceto hit theirtarget, etc. A
character's ability score, with al appropriate modifiersadded to
it, is cdled the character's modified ability score. All modifiers
and the appropriate times to use them are explained in PART 3.

EXAMPLE: The rulesin PART 3 will explain that a character
who tries to hit another character in afistfight must make an
Agility check. Joe Sullivan isin afistfight Joehas been severdy
wounded (has wounds equalling more than half his Hit Point
score), 0 his Agility score is modified by -20 (as explained
under Other Effects of Damage). Joe's normal Agility score is
37. His modified Agility score is 17 (37-20=17). When Joe
tries to hit his opponent, he must make an Agility check. Per-
centile dice are rolled. If the result is 17 or less, Joe hits his
opponent. If the result is greater than 17, Joe misses his
opponent.

The Luck Check

Characters are dlowed to make Luck checks in any of the
following situations:

1. The character hasjust received enough wound points to be
killed. The check is made at the instant the injuries are
received;

2. The character is attempting an unusual action and it is not
clear which other ability applies to the action. This sort of
Luck check is explained in PART 3.

The effects of a successful Luck check on a character who
would normally be killed by wounds are

1. A character who should be killed by wounds received in a
fistfight or gunfight and who makes a successful Luck check
receives only one point of wounds. The character is not
killed. The fatal blow or shot only grazes the character;

2. A character who shouldbekilled by woundsreceivedin a car
crash and who makes asuccessful Luck check receivesonly
one-half the amount of wounds caused by the crash. Car
crashes are explained in PART 3.

3. A character who should be killed by wounds received infals
from heights and who makes a successful Luck check is
amost killed. One more wound point will kill the character.

4. A characterwho should bekilled in afistfight, gunfight or car
crash, who makes a successful Luck check and who would
gtill bekilled by the reduced amount of wounds is not killed.
He isamost killed, and one more wound point will kill him.

EXAMPLE: Joe Sullivan has a Hit Point score of 16. While
robbing astore, Joeis shotby apolice officer. Hereceives seven
points of wounds. Joe is not dlowed to make a Luck check
because he has not received enough wounds to be killed. Joe
jumpsinto his car and races away at dangeroudly fast speed. He
hasaterriblecrash atan intersectionjust twoblocksaway. Joe
receives 20 points of wounds in the crash. Henow has enough
wounds to be killed, so he is dlowed to make a Luck check.
Joe's Luck score is43. Percentile dice arerolled and the result
is 39; Joe's Luck check is successful. This means hewill take
only half the injuries from the crash. Haf the injuries from the



crash is 10 points ofwounds. These 10 points plus the seven
pointsfrom the gunshot are till enough to kill Joe. Because he
made a successful Luck check, Joe is not killed. Instead, he is
almogt killed, taking so many points of wounds that one more
point will kill him. Joe has 16 Hit Points, so hewill survive the
crash with 15 points of wounds. He has taken seven points of
wounds from the gunshot already, S0 he takes eight more from
the crash (7+8=15).

Luck can save a character's life under amost any circumstan-
ces. Even a character who is shot in the head while uncons-
cious or tied up gets to make a L uck check. In acaselike this,
the character looks dead and whoever shothimwill believethat
heis dead. Players should not be dlowed to shoot someonein
the head several timesjust to be sure he is dead.

The results of successful Luck checks are summarized on the
LUCK TABLE.

LUCK TABLE
If character is Successful Luck check means:
Mortally wounded in  Character takes one
gun or fistfight... wound point
Mortally wounded Character takes only one-half
in car crash... normal injuries

Mortally wounded

One more wound point will
by fall...

kill the character

Attempting uncertain  Character succeeds at action
action...

CREATING NON-PLAYER CHARACTERS

Non-player characters are created nearly the same way player
characters are. However, the ability scoresfor NPCs are never
increased by using the ABILITY MODIFIERS TABLE. NPC
Presence scores are found by rolling 1d10 with no additions.
More information on NPCs is given in PARTS 7 and 12.

PART 3: THE BASC GAME

This part of the rules explains how to move and fight and how
theability scoresareusedinplay. Theinformationin PARTS 1,
2 and 3 isdl you need to play the module Mad Dog Johnny
Drake.

THE GAME TURN

It is important for the players to keep track of time and the
distance their characters have moved. This section describes
how that is done.

GameTime

Players should understand the difference between real timeand
gametime. Real timeisthe time that has passed for the players
of the game; if you have been playing for two hours, then two
hours of redl time have . Gametime is the time that has
passed forthe charactersin the game. Gametimeis kept track of
by using turns. Each turn is equa to one second of game time.

EXAMPLE: Tom Cookisplaying a GANGBUSTERSgame. His
character, Joe Sullivan, isin agunfight. ItisJogsturn to shoot.
Before he ralls the dice to see if Joe hits his target, Tom spills
his soft drink on the table. It takes about a minute to get acloth
and deanupthemess. Tomthenrollsthedicefor Joesshot. In
real time, aminute or more has passed, but in game time, only
one second, thelength of time it takes Joe Sullivan to fireashot,
has gone by.

Speeding Up the Action

When characters are only moving and are not having fistfights
or gunfights, it is easy to speed up the action and ignore the turn
sequence. The turn sequence is needed only during fights and
chases, where afew feet or afew seconds can make the differ-
ence between living and dying. If characters are driving across
town for ameeting with the mayor, the action can be condensed
for any number of turnsthat is agreeable to the players.

Sequence of Events

A turn consists of seven steps, performed in the order outlined
below.

SEQUENCE OF PLAY OUTLINE

Step 1: Check to seeif any characterswere surprised by actions
in the previous turn.

Step 2: Players declare what action each character will perform
thisturn. These can bejotted down on asheet of paper
and revealed simultaneoudly, if the players want.

Step 3 Characters who are closing with an opponent for a
fistfight are moved. Some characters may be aleto
fire a this time — see Guns in Fitfights.

Step 4: All other characterswho are moving complete one-half
of their movement.

Step 5: Fistfighting actions are resolved.

Step 6: Gunfighting and other actions are resolved.

Step 7: Characters finish moving.

SURPRISE

Characterswho are attacked suddenly and unexpectedly may be
surprised. An Observation check is used to determine whether
a character is surprised and how long the character remains
surprised. Surprised characters cannot do anythingwhile they
are surprised.

When To Check For Surprise
A character must be checked for surprise when

1. The character first sees or hears an enemy he did not expect;
2. The character isfirst attacked by an enemy he did not expect
or by someone he thought was a friend;

3 The{'ud%eecgn games with ajudge) decides the character
dc for surprise.

How To Check For Surprise

A character being checked for surprise must make an Observa
tion check. If the Observation check fails, the character is sur-
prised. The same dice roll determines how long the character



remains surprised. To findouthow many turns a character will
be surprised, subtract the character's Observation score from
the Observation check dice rall and find the result on the SUR-
PRISETABLE.

SURPRISE TABLE
‘D100 minusObservation: Surprisedfor:
1-20 1 turn
21-40 2 turns
41+ 3turns

Effects Of Surprise
Characterswho are surprised

1.Cantakeno actionsfor thenumber of turnsindicated onthe
SURPRISE TABLE;

2. Are automatically hit in fistfightseach turn that they remain
surprised. Their attackers do not have to make an Agility
check to hit them.

Surprised Drivers. Characterswho aresurprised whiledriving
acar must make aDriving check to avoid an accident (driving
checks are explained under Cars). If the driver passes his
check, there isno crash. The surprised driver cannot bump, cut
off or do racing turns as long as he remains surprised. If the
driverfailsthe check, the car crashesand the driver mustroll on
the CRASH TABLE.

Sighting
Before deciding whether a character must be checked for sur-
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prise, itisimportant to know what the character can and cannot
e Normally, a character can see anything that is in front of
him or her, in the space shown on the Field of Vision illustra-
tion. Note that the FHeld of Vison extends until it is blocked,
except at night. A character dwaysfacesthedirection he or she
ismoving or shooting. If you are using the counters and mapsin
this s, you can turn the counters s0 their tops point in the
direction the character is facing.

Diagrams A and B show thefieldsof vison of acharacter facing
the side or corner of asquare.

Diagrams C, D and E show the fields of vison of characters
looking through doors or windows.

Characters cannot see through awindow into acompletely dark
room.

DiagramsF, G and H show thefieldsof vision of characterswho
are looking past buildings or other obstecles.

Diagram | showsthefield of vision of acharacter who isleaning
around a comer to fire agun.

Light and Darkness. The following restrictions apply in nor-
mal darkness, such as an unlit street on a moonless night:

1. Characters can see no more than 50 fest;

2. Characters Observation scores are modified by -20 when
checkingfor surprise.




Hearing

It is difficultto give precise rules for what characters can and
cannot hear. Thefollowing statements are guidelines only. The
judge can modify them to ded with different situations.

Characterswill normally be ableto hear anythingthat is said or
doneinthe sameroom. Characters outsidea room normally will
not hear anything inside that room except unusually loud
sounds such as screaming, shouting, gunshots or crashing
furniture. Characters who are outside on acity street will hear
gunshots within 150 feet and burgler alarms within 600 feet

Surprise Judgment

Itisimpossiblefortherulesto cover every casethat could come
up in a game, s0 sometimes players will have to decide for
themselves whether a character should check for surprise. In
games with ajudge, thejudge makes this decision. Thejudge
should consider everything the character can see and hear, and
what the character is expecting to happen.

EXAMPLE: Federd agent John Bums and his partner, Rico,
are about to crash through the door of a warehouse. They
believe severd crooks are hiding inside. They muscle down the
door and go in with weapons drawn. There arethree criminals
in the warehouse. Two are standing in the open and one is
hidden behind someboxes. All three criminals must check for
surprise. Burns and Rico do not have to check for surprise
because they have not seen, heard orbeen attacked by anything
they did not expect. Thetwo criminalsin plain view raisetheir
hands and surrender. The third criminal draws his gun and
opens fire from behind the boxes. Bums and Rico did not see
the third criminal and were not expecting this attack, so they
must check for surprise at the start of the next turn.

ACTIONS

Every turn, players must choose an action for each character
they control. A character can perform one action per turn, un-
less the description of the action says otherwise. The actions
characters can choose from are listed below.

These actions are explained in detail in the sections MOV E-
MENT, FISTFIGHTS, GUNFIGHTS and CARS.

MOVEMENT

Movement gets characters from one place to another. It in-
cludes walking, running, crawling, jumping, leaping and diffi-
cult movements.

Keeping Track Of Movement

Using the Counters. Useone counter to represent each charac-
ter. As the character moves, move the counter the appropriate
number of squares on the map. Players can keep track of the
direction a character is facing by pointing the top edge of the
counter in that direction.

Using the M aps. Thelarge map included in this setis printed
ontwo sides. Onesideshowsseverd blocksof adowntown area
at ascae of one square = 15 feet. This side of the map is used
when characters are moving in cars or when details about the
interiorsof buildingsare not needed. The other side of themap
showstheinteriorsof severd buildingsindetail at ascaeof one
square = 5 feet. This side of the map is used during gunfights
and chases, when building floor plans and other details are
needed.

Thissetdso contai nsagtreet map showingmost of acity. It can
be used when characters move off thelarge map. A ward map is
printed on the back of this street map, but itisnot used in the
Basic Game. Both the ward map and the street map are printed
on the cover of the module, Mad Dog Johnny Drake.

M ovement On Foot

The distances a character can move on foot in one turn are
listed on the FOOT MOVEMENT TABLE. Counters can move
diagonally through the square grid on the map.

A character can move freely through a square that contains
other characters. A character can try to prevent someone from
moving through his orher squareby using a hold action. Holds
are explained under Fistfights.

Ifthe counters and maps are used, acharacter can make one 90
degree turn or two 45 degree turns a any point during his
movement Miniature figures can be turned up to 90 degrees.

M ovement Actions
1. Walk (5 feet)
2. Run (15 feet)
3. Crawl (R'%feet)
4. Leap (15 feet)
5. Jump (10+ feet)
6. Fdl Prone

Turning Around)
Up and Drawing a Weapon )
10. Break Down Door.

turn)
12. Crouch or Drop Behind Cover
13 Get Into or Out of a Car
14. Stand Sl
15. Pick Up Object
16. Fall From Height

7. Stand Up (can be combined with Drawing a Wesapon and

8. Turn Around 180 degrees (can be combined with Standing

9. Open and/or Move Through a Door (move up to 5 feet)
11.Move Up or Down Stairs, Ladder or Fire Escape (5 feet per

Fistfighting Actions
1. Closefor Fistfight (10 feet)
2. Fight Fair
3. Fight Dirty
4. Hold
5. Break Free
6. Maneuver
7. Disarm
8. Fire Pistol

Gunfighting Actions
1. Draw or Holster aWeapon
2. FireaWeagpon
3. Reload
4. Clear aJammed Weapon
5. Aim (optional)

Driving Actions
1. Start a Car Engine
2. Drive
3. Racing Turn
4. Bump
5. Cut Off




FOOTMOVEMENTTABLE
Action Distance Moved During One Turn:
Feet 5 squares 15'squares
Walking 5 1 1/3
Running 15 1
Crawling 2k 72 1/6
Leaping 15 3 1
Jumping 10+ — -
*Closingfor 10 2 2/3
fistfight

*Note: See Fistfights.
Movement Actions

Some movement actions require special explanations. These
are listed below.

Legping and Jumping. Characters can try to leap horizontal
distances orjump vertical distances. The maximum distancea
character canleap orjumpisshown on the FOOT MOVEMENT
TABLE above. Leaping includes vaulting over fences, leaping
from rooftop to rooftop and leaping over or behind furniture to
et to cover.

Characters trying to legp orjump must make an Agility check.
Characterswho fail thischeck havenot madetheir jumporleap
and have fallen down.

Doorsand Stairways. Moving charactersmust ssopwhen they
reach a dosed door or a stairway. If the character is next to a
door or stairway atthe start of the turn, he can movethrough the
dooror onto thestairway. A character on stairscan moveonly 5
feetper turn. A character can move at hisfull movement rate on
the turn he leaves the stairs.

Getting into a car is done the same as moving through a door;
the character must stop when he reaches the car, and can get
into the car during the next turn.

Fdl Prone, Stand Up, Turn Around, Crouch. A character
using one of these actions does not move out of his square.

Breaking Down Doors. Characters who try to break down a
locked door must make a Muscle check. A successful check
means the character has kicked the door down or shouldered it
open (character's choice). Failure meansthe door is till shut.
Characters can keep trying to break down the door until they
succeed. Anyone behind the door should be checked for sur-
prise after the first attempt, however, so characterswill lose the
advantage of surprise if it takes more than afew turnsto break
the door open. Shooting locks off doors is explained under
Gunfights.

Dropping or Faling. Characterswho drop or fallfrom aheight
ofmorethan 20 feet will receive one wound pointfor every 5 feet
they fall. Any fractions of distance are ignored. For game pur-
poses, each story of a building adds 10 feet to the building’s
height. If a fall wouldkill acharacter, that character isdlowed to
make a L uck check as explained in PART 2.

EXAMPLE: Joe Sullivan is trying to walk along the third story
ledge of abuilding. Thisis adifficult movement (see below), 0
Joe must make an Agility check. Joefails the check and fals off
the ledge. He falls 30 feet (3 stories x 10 feet). Joe receives six
points of wounds from the fall.

Picking Up an Object. A character can try to pick up an object
during a gunfight or fistfightby making an Agility check. Iftwo
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or more characters try to pick up the same object at the same
time, the character with the highest Agility checks first.

Difficult Movements

Difficult movements are standard actions that are being per-
formed under dangerous conditions. Examples of difficult
movements are walking along aledge, climbing awall orjump-
ing out of a fast moving car. Characters who try a difficult
movement must make an Agility check. Characterswho fail the
check have not performed the difficult movement. The exact
result of the failure (where the character ends up, whether the
character is injured, etc.) is left for the game judge and the
playersto decide.

GUNFIGHTS
Gunfight Procedure

The following steps are used whenever a character fires a
weapon:

Step 1: Check to see if the character can see the target

Step 2: Determine the range ( the distance between the attacker
and the target).

Check the FIREARMS DATA CHART to see if the
atacker'swegpon is effective at thisrange. (It ishelpfulto
write the ranges of the weapons a character carries on
the character sheet).

Check the GUNFIGHT MODIFIERS TABLE to find out
how the character's Agility score is modified for this
shot

Use the character's modified Agility score to make an

Adgility check. Ifthe check is successful, the target ishit;

proceed to Step 6. Otherwise, thetarget is missed.

Determine the injury or damage caused. The FIRE-
ARMS DATA CHART gives the number of wounds
caused by each type of weapon. The VEHICLE DAM-
AGE TABLE describes the effect of gunfire on vehicles.
Repeat thefirst six steps foreach character who isfiring.
Remember that al gunfireissimultaneous. Thismeans
that characters who are hit will not suffer penalties for
their wounds until the following turn. Characters who
are killed die at the end of the turn.

Step 3.

Step4:

Step 5

Step 6:

Step 7:

In the Basic Game, characters may not shoot at targets they
cannot see. Characters can see a target only if it was within their
Field of Vision at the beginning ofthe turn. Characters who fire a
weapon cannot perform any other action in the same turn.

Specid Weapons

Threeof theweaponsavailableto playersrequire specia expla-
nation. They are discussed below.

Thompson Submachine Guns. The Thompson submachine
gun (ortommy gun) isan automatic weapon. It can befiredasa
single-shot weapon (at the rate of 1 shot per turn) or as afull
automatic weapon (at the rate of 10 shots per turn). Firing on
full automatic is known asfiring aburst. When acharacter fires
aburgt, dl modifiersforwhat thefiring character is doing apply
normally, but target modifiers are ignored. If the dice roll indi-
cates a hit, then dl characters in the firing character's Field of
Vision are hit.

A burst inflicts... «

a) 20 points of wounds if there is only one target character in
the area of the burst



b) 15 points of wound on each of two characters in the areaof
theburst

€) 40 points of wounds divided evenly (drop fractions) among
al characters in the areaof the burst if three or more charac-
tersare present

EXAMPLE: Joe Sulliven, Agility 37, isfiring aburst at three
characters. The -30 modifier for firing a burst modifies Joe's
Agility score to 7. Joe gets lucky and rolls an 06. Each of the
three characters in the area of the burst takes 13 points of
wounds (40/3 = 13 1/3 = 13).

Targets that are completey hidden behind cover (not exposed
to fire) are not hit by bursts, but do count astargets in the area of
the burst Thompsons with fewer than 10 bullets left in them
cannot be used to fire aburst.

Browning Automatic Rifles. The Browning Automatic Rifle
(BAR) can befired as asingle-shot weapon or it can fire aburst
likethe Thompson submachine gun. The BAR also can befired
as asemi-automati c weapon, firing two or three shots per turn.
The firing character chooses how many shots will be fired.

A separate diceroll ismade for each shotwhenthe BAR isfired
as a semi-automatic. The firing character's Agility is modified
for each shot asfollows:

- 0 for thefirst shot
-10 forthe second shot
-20 for the third shot

A character firing a BAR gets the +10 modifier for firing arifle
and can get the +10 modifier for taking an aiming turn (see
Aiming Turns). The aiming turn modifier applies only to the
first shot when the BAR isfired as a semi-automatic.

Shotguns. At arange of 25 feet or less, a shotgun will hit only
onetarget and will inflict 15 points of wounds. Between 26 and
75 feet, it will hit dl targets in an area 15 feet wide, with its
centerline being the Line of Vision of the firing character as
shown inthediagrambeow. Atthisrange, ashotgunwill inflict
five wound points on each target. At ranges of 76 to 225 feet, a
shotgun will hitdl targets in asimilar target area but will inflict
only two points of wounds on each target character.

Ammunition

Players must keep track of their characters ammunition. The
number of rounds of ammunition each weapon can hold is
given on the FIREARMS DATA CHART. Removing around or
clip from aweapon takestwo seconds (two turns). Loading one
round into a clip or weapon, or loading a full clip into aweapon,
also tekes two seconds. This means it takes a total of four
seconds (four turns) to remove a spent shell and load a new
round in each chamber of a multi-chamber weapon (two se-
conds to remove the empty shell and two seconds to load the
new round). Itwouldtake 12 secondsto load an empty six-shot
revolver and 24 seconds to reload the same revolver (12 se-
conds to unload the empties from the six chambers and 12
secondsto load new rounds into them). A gun does not have to

GUNFIGHT MODIFIERSTABLE |

Situation Modifier |
\

Target is

..Standing Sill -0

...Crawling, Walking or Prone -5

...Running, Leaping or Jumping -80

...Dropping behind Cover -20

...Behind Cover -0

..Car Moving Sow -10

..Car Moving Fest -30

...Locked Door +20

Firing character is
...Prone +5

...Firing any type ofrifle +10

...Firing after an aiming turn +10

...In a car moving dow -10

...In a car moving fast -30

...Firing aburst -30

...Firing aBAR on semi-automatic -10 (2nd shot)
-20 (3rd shot)

...Firingtwopistols -30

...In a fistfight -40

NOTES:

1. All modifiers that apply are added together into one
final modifier.

2. Whenever the result of the gunfire diceroll is01-05,
the target is aways hit regardless of modifiers.

FIREARMS DATA CHART

Weapon Range Damage Rate Ammo
Revolvers.
22 150’ 4 i 6 |
33 150’ 5 1 6 ‘
A4/ 45 225’ 6 1 6
Automatics:
9mm/.38 75’ 5 1 8
45 150’ 6 1 8
Rifles: *
22 1800’ 5 1 10
80/.80-06 1800 7 1 5
BAR 1800’ 7 Specid 20
Soecid:
ThompsonSMIG 300’ 7 Specid 20/50**
Shotgun 25/75 15/5/2 1 2
/225
Notes:

Range = Range in feet Damage = Injury in wounds
Rate = Rounds fired Ammo = Rounds wegpon
per turn can hold
* All rifles add 10 to Agility of firing character
;*Thompson SMG carriesa20-round clip or a50-round
rum.

5’ 75 Shotgun Field of Fire 25’
& [ [ |
Onetarget, All targets, All targets,
15 wounds 10 wounds each 2 wounds each

1n



be completely reloaded to be used. A character in a gunfight
could rdoad only oneround into asix-shot revolver, if the player
wanted.

Cove

Cover isany solid object that hideshalf or moreof acharacter's
body. A character who is completely hidden behind a solid
object cannot be hit by gunfire in the Basic Game. Because dll
players must announcetheir actions at the sasme time, charac-
ters behind cover can be shot at in case they "gick their heads
out" during the turn. A character firing from behind cover is
exposed and can be hit However, characters firing at anyone
behind cover suffer the -30 modifier for firing at a covered
target

Can’t-Miss Shots

INn some cases, it should be dmost impossible for acharacter
with agun to miss his target (for example, when shooting a
prisoner who is tied up). In such cases, the target is hit auto-
matically. However, the victim ill gets a Luck check if he
would be killed.

Shooting Into A Fistfight

A character who shoots into afistfighthas a modifier of -30. If
the firing character rolls a number that is higher than his
modified Agility score but equal to or less than his unmodified
Agdility score, he has hit someone other than the person hewas
shooting a The person who was hit should be chosen
randomly.

Vehicles and Gunfights

Characters can shoot at cars or at passengers in cars. Before
rolling the dice, the player must announce whether he isfiring
at the car or at charactersinside it I n either case, the standard
gunfight procedure is used. Thompsons and BARs cannot be
used to fire bursts at specific persons indde acar. All bursts
must be fired at the car.

Shots fired at cars or their occupants are subject to the modi-
fierson the GUNFIGHT MODIFIERS TABLE for cars moving
fast and cars moving dow. These modifiers do not apply if the
car is moving directly toward you (not a an angle; see the
diagram on thispage).

Whenever acar ishitby gunfire, roll 2d10 for each hit or burst
and consult the VEHICLE DAMAGE TABLE to determine the
damage.

VEHICLE DAMAGE TABLE

DiceRoll Result
2 - 3 TireHit driver must check for crash.
4- 6 Criticd Hit engine stopsrunning in 5 turns.
7-15 Body Hit: no serious damage.
16 -18 Extreme Critical Hit engine stops
immediately.
19-20 Windshield Hit one passenger wounded.

(all passengers wounded if shot was aburst)

The driver of the vehicle must immediately check for acrash if
the car takesa TireHit If no crash occurs, the car must dow to
dow gpeed on the next turn, and can travel only at dow speed
until the tire is changed.

Vehicles suffering Critical Hits will not run again until the
damage is repaired by a mechanic a a shop or garage. Any

12

T —

Windshield Hit results in one passenger being hit (roll adieto
decide which one). If aburst of automatic fire hits the wind-
shield, all passengers, including the driver, suffer the full effect
of theburst

If the target of a shot is a passenger in a vehicle, the normal
procedure is used to determine whether that character is hit
Thetarget character is a covered target, and there are modifiers
that apply if the vehicle is moving. If the target character ishit,
the vehicle suffers a Body Hit as wdll.

Running Boards. If a character fires at someone riding on a
car's running board and the body of the car is between the
attacker and the target character, then that character is com-
pletely covered and cannot be hit Check the line offire with the
car a the midpoint of its move. Passengers on the running
board on the exposed side of acar suffer the full effect of burdts.
Running board passengers on the covered side of a car cannot
behitby bursts.

All four cars are in the character's field of vision. The character
can fire at car A or B without the modifier for shooting a a
moving car. Thisisbecausecar A ismovingdirectly towardthe
character and car B is moving directly away from the character.
The modifier would apply if the character firedat car C or D.

Optional Rules

Thefollowing ruleswill add more color to your games, aswell as
some complexity. Players should decide before the game
whether they will use these rules.

CriticalHits (Optional). Wheneverthe diceroll isO1 or 02, the
target has been hit in the head and killed. The target character
can make a L uck check whenever this happens. A successful
Luck check means that the character has acritical head wound
and is unconscious; one more wound will kill the character.

Automatic Jam (Optional). On aroll of 00, al weapons except
revolversjam automatically. Weapons being used for full auto-
matic firejam on a diceroll of 98-00. Jammed weapons cannot
be fired until cleared. Clearing ajammed weapon takes three



turns and all three turns must be in sequence. Ifyou stop after
oneor two turnsto do something e se, you haveto start clearing
the weapon dl over again with the first turn.

Aiming Turns (Optiona). Characters can increase their accu-
recy by taking an aiming turn before firing. During an aiming
turn, the character does nothing but aim aweapon at a specific
target he can see. On the turn immediately following an aiming
turn, the aiming character gets amodification of +10to Agility
(in addition to other modifiers) for that shot. Aiming turns
cannotbeused by charaters who arefiring aburst orwho arein
(or on the running boards of) amoving car. An aiming turn
gives a +10 modifier on the first shot fired from a BAR on
semi-automati c, but not on succeeding shots during the same
turn.

Shooting OffL ocks (Optional). Characters can shoot locks off
doorsinstead of breakingthem down by using the procedure for
shooting at characters. However, the only modifiers used are
those that gpply to the firing character and a +20 modifier for
firing at thelock. A hitwill blow the lock open. Anyone behind
the door should be checked for surprise.

FISTFIGHTS

A fistfightincludes punching, kicking, gouging and brawling in
generd, usingfists, clubs, knives, chair legsor whatever d<seis
handy. A fistfight starts whenever any character closes with
another character, or whenever two or more characters are in
the same sguare and one of those characters chooses a fistfight-
ing action for the current turn.

Fistfight Sequence

Step 1. Characters who are closing for afistfight are placed in
the same square as the character or charactersthey are
attacking. A character who is closing can be shot at by
someonewho is not involved in the fistfight (see Guns
in Fistfights).

Step 2. Characterswho are trying to get ahold on an opponent
make Agility checks

Step 3. Characterswho aretrying to disarm an opponent make
Adgility checks.

Step 4. Characters who are fighting fair or fighting dirty make
Adgility checks, and any characterswho were hit or who
are hdld record their injuries.

Step 5. Characters who are trying to bresk free make Agility
checks.

Step 6. Characters who are firing pistols make Agility checks.

Step 7. Thefistfight continues, turn by turn,untilall the charac-
ters on one sde have escaped or are knocked out or
killed.

Fistfighting Actions

A character in a fistfight must choose one of the following
actions. closg, fight fair, fight dirty, hold, break free, maneuver,
disarm, fire pistol.

Closing. Closing is charging into an opponent's square to fist-
fight him. Closing characters can move 10 feet to get to their
opponent. Notethat closing happensfirst in the turn sequence.
Someone who is attacked by a closing character cannot move
unless his declared action is breaking free and he makes a
successful Agility check. A closing action can be combined
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with any other fistfighting action except breaking free or ma-
neuvering. This means acharacter can close with an opponent
and try to hit him in the same turn.

Fighting Fair. Fighting fair includes punching, kicking,jabbing
and body damming. Characters who pass their Agility check
when fighting fair will do points of injury equal to their Punch-
ing score.

Fighting Dirty. Fighting dirty includes such ungentlemanly
things as biting, gouging and rabbit punching (punching the
kidneys). Characters who fight dirty must make their Agility
check with amodifier of -30. If they passthe check, they cause
Sx points of injury.

Holding. Holding includes bear hugs, arm twists, tackling,
most types of wrestling holds and, in genera, actions that both
cause injury and prevent the opponent from fighting back. A
hold causes only hdf as much injury as fighting fair (round
fractions up), but this injury is inflicted each turn the hold is
maintained. A hold dways causes at least one point of injury
each turn it is maintained. The only action the victim of a
successful hold can try is breaking free. Until the character
bresksfree, the hold ismaintained automeatically. If two or more
charactersget holds on each other at the sametime, dl the hold
attempts fail.

Breaking Free. Breaking free can involve pushing, tripping,
twisting out of holds or even scattering furniture in someone's
path as they charge a you. It can be used to escape from a
fistfight, to avoid a character who is closing for a fistfight or to
get out of ahold. A character who tries to break free must make
an Adgility check. If the character is being held, there is a-20
modifier. If he passes the check, the character is immediately
placed 15 feet away from his opponent, facing whatever direc-
tion he chooses. If an obstacle prevents the character from
moving 15 feet, the character is placed as far from his attackers
as possible. Breaking free cannot be combined with any other
actions.

Maneuvering. Maneuveringisameansof staying doseto your
opponent without attacking. It involves ducking, dodging
blows, fei nting attacks and preparing foryour next attack. There
are two types of maneuvering: offensive and defensive. Offen-
sve maneuvering makes it harder for an opponent to break free.
If a character tries to bresk free from an opponent who is
maneuvering offensively, there is a -10 modifier to his Agility
for that turn. Defensive maneuvering makes aperson harder to
hit or hold, because the person is ducking and blocking
punches. If acharacter tries to hit or hold an opponent who is
maneuvering defensively, there is a-10 modifier to his Agility
for that turn. Maneuvering never causes i njury to an opponent
and never requires an Agility check to use.

Disarming. A character can disarm an opponent by knocking
the weapon from his hand. A character trying to disarm an
opponent makes an Agility check with a modifier of -20. If the
disarming attempt is successful, the disarmed character drops
his or her weapon in the same square. On any following turn,
any character can try to pick up the dropped wespon by making
an Agility check. If two or more characters try to pick up the
weapon atthe sametime, the characterwiththehighest Agility
checks first.

Special Movement Redtrictions

When one character cdoses for a fistfight with another, the
character being attacked cannot move that turn unless his
declared action was breaking free and he makes a successful
Agility check. A character in afistfight cannot move away from



his opponent unless the opponent is knocked out or killed, or
the character breeks free.

LimitsOn Attacks

Characters who tried fighting fair, fighting dirty or disarming,
and characters who tried a hold and failed, can choose only
maneuvering, breaking free or picking up a dropped weapon for
thenexttwoturns. Thismeansthat acharacter can hitor tryto
hold an opponent only once every three turns (unless the char-
acter maintains ahold on the opponent).

Surprised Characters

A character can hit a surprised opponent each and every turn
the opponent remains surprised. No Agility check isrequiredto
hit a surprised opponent This is an exception to the rule that
limits fistfightingblows to one every three turns.

Multiple Character Fights

When more than two characters are involved in a fistfight, the
following rules apply:

1. Only four characters can be in a 5-foot square at one time. If
more than four characters get into afistfight, the extras stand
in an adjacent square.

2. No character can attack more than one opponent in asingle
turn;

3. Nocharacter can beattacked by morethan threeopponentsin
asingle turn;

4. A character canbeheld by one opponent and hit by uptotwo
othersinthesameturn. On each followingturn, the character
who is being held can be hit by two opponents and the
attackers do not need to make Agility checks. This is an
exception to the rulethat limitsfistfighting to oneblow every
three turns.

Injuries | n Fistfights

Injuries received in fistfights usually are bruises. However, for
each point of injury received from a single blow, there is a 5%
chance the injuries from that blow are wounds.

EXAMPLE: Joe Sullivan and federal agent John Burnsarein a
fistfight Burnshits Sullivan (Burns, of course, isfightingfair).
Burns has aPunching score of 5. Joe will take 5 points of injury.
Thereisa25% chance( 5points X 5%) that these pointswill be
wounds. Percentiledicearerolled. Iftheresultis25 orless, the
injuries will be wounds. If the result if 26 or more, the injuries
will be bruises.

Pulled Punches. Characters can deliberately "pull” their
punches, reducingtheinjuriesthey cause. For example, achar-
acter with aPunching score of 5 could decide to cause only 3
pointsof injury. Playersmust announcetheir intention to pull a
punch and how much injury it will do before ralling the diceto
see if the punch hits.

Hand Weapons in Figflghts

Many items can be used asweapons in fistfights. A character
using aweapon chooses whether he will fight fair or dirty and
makes his Agility check as usual. If he hits his opponent, the
character consults the HAND WEAPONS TABLE. The table
shows the extra injuries caused by the weapon; these injuries
arein addition to theinjuriesnormally caused by the attack. All
injuries caused by knives, broken bottles or other cutting wea
pons arewounds. Knifethrowing is aspecia skill used only in
the campaign game. The effect of aheavy thrown object, such as
achair, is left to the discretion of thejudge and the players.

14

T T

HAND WEAPONS TABLE
Weapon _ Extra Injury
Wooden Club, Basgbd| Bat, Billy Club  +5 points
Lead Pipe, Blackjack, Gun as Club +7 points
BrassKnuckles, Coin Rall InsdeFist  +4 points
Smdl Knife +3 points, wound
Large Knife +5 points, wound
Broken Bottle +2 points, wound
Axe, Sword +6 points, wound

Note: Theword "wound" in the Extral njury column meansthe
injuries inflicted are wounds.

Guns I n Figtflghts

Characters involved in figtfights can fire pigtols, but no other
type of gun. A character cannot fire apistol on the same turn
someone hitshim by fighting fairor fighting dirty, disarms him,
holdshim ortriesto hold him. Firing a pistol countsasfighting
fair, 0 it can be done only once every three turns. A character
who fires apistol while involved in afistfight has amodifier of
-40 to his Agility score.

Characters in fistfights cannot fire pistols until after al other
fistfighting actions are resolved. A character isin afistfightfrom
the time his opponent closes with himuntil hewinsthefight or
breaks free. This means that a character cannot fire a gun at
someone who is closing with him until after the opponent has a
chance to hold, hit or disarm him.

Someonewho isnot aready in afistfight can shoot atacharac-
terwho isclosingwith someone dse. Hefires at themidpoint of
the closing character's move.

Shoating Into a Fistfight Thisis covered under GUNFIGHTS.

Example Of Figtfighting

Federa Agent John Bums hasjust kicked down the door of a
hotel room, expecting to find Joe Sullivan inside. Burns was
right, Sullivan isinside. Thisexamplewill follow therest of the
action turn by turn.

Turn 1. Sullivan ischecked for surprise. His Observation score
is 92; thepercentile diceroll is 58, so Joe isnot surprised. Both
characters now declare their actions for this turn. Bums will
cdose and fight fair; Sullivan declares he will run for the back
door. Because Burnsisclosing, hereachesJoebefore Joe getsa
chance to move. Burns' counter is placed in the same square
with Joe. Burns takes a swing at Joe. He passess the Adility
check and hits Joe for five points of injury. There is a 25%
chance this will be wounds. Percentile dice are rolled and the
result is 53, so the injuries are only bruises.

Turn 2. Burns used afightingfair action last turn, so he cannot
try to hit Joe again until Turn 4. Instead, he maneuvers offen-
svdy, reducing Joe's chance to break free. Joe tries to bresk
free anyway. HisAgility is 37, modified to 27. Herolls a 49 and
fails to bresk free.

Turn 3. Joe declares he will try to hold Bums, who must
maneuver againthisturn. Bumsisgtill maneuveringoffensive-
ly, so there is no modifier for Joe's attack. Joe fails his Agility
check anyway. e does not geta hold on Bums, and will onlybe
able to maneuver or try to break free for the next two turns.

Turn 4. Joe tries to break free while Burns fights fair. Burns
swings at Joe and passes his Agility check, so he hits Joe for
five more points of injury. A second percentile dice roll is made



to check for wounds, but it results in a 73; Joe now has 10
points of bruises. Joe makes hisAgility check androllsa17;he
has broken free! Joe is immediately placed 15 feet away from
Burns, which in this case putshim out in the hall, through the
door Burns kicked down.

Turn 5.Joeruns downthehall, and Bumschaseshim. Joe gets
to the stairway door, which is closed. Burns is 15 feet behind
Joe.

Turn 6. Joe opens the door and movesthrough it Burnsgetsto
the door, which is till open.

Turn 7. Seeing that Burnsiswithin 10feet,Joe declaresthat he
will try to break free. Burnswill dose andfight fair. Joerolls a 62
on his Agility check, so he has not broken free. Burns swings,
passes his Agility check and hits Joe for five more points of
injury. Thereis a25% chance the injurieswill bewounds, and
Burnsrolls a 28, so the injuries are wounds.

Turn 8. Burns cannot attack this turn, so he maneuvers offen-
sively. Joe does not try to break free, but desperately kicks back
a the federal agent, fighting dirty. He has a -30 modifier on his
Agility check, but he rolls an amazing 06 and passes the check!
Burnstakes six points of injury. Percentile dicearerolled again
and the result is 28; Burns' injuries are wounds.

Turn 9. Burns maneuvers offensively again thisturn, trying to
keep Joe from escaping. Joetriestobreak free. Herollsa 31 for
his Agility check, but his Agility is modified to 27 because of
Bums maneuver. Joe does not break free.

Turn 10. Joe will try to break free again, butbefore he can make
hisAgility check Bumsgetsa hold on him, causing threepoints
of injury. Percentile dice are rolled, indicating the injuries are
bruises. Joe has now taken atotal of 18 pointsofinjury. He has
only 16 hit points, so he isknocked out. Burns will bring Joe to
the police gtation for questioning.

CARS
In these rules, the word car means any type of motor vehicle.
When characters are traveling in a car, one character must be
driving.
Car Movement
In the basic game, dl carshave two speeds; dow and fast. The

distance a car can move in one turn is shown on the CAR
MOVEMENT TABLE.

CARMOVEMENTTABLE
Speed Distance

Feet 15'Map 5'Map
Sow 30 2 squares 6 squares
Fast 75 5 squares 15 squares

Changing Speed. A carmust move at dow speed forat least two
turnsbefore it can move at fast speed. A car moving at fast speed
can dow down (brake) to dow speed at the end of any turn. A
car moving at dow speed can stop at the end of its move on any
turn. A car moving at fast speed can stop by braking to dow
soeed at the end of aturn. It must then drive at dow speed for
two turns, and can stop at the end of the second turn.

Keeping Track of Car M ovement. Counters representing cars
areprovided in this set When used on the maps, the car coun-
ters should be placed =0 the front of the counter is pointing in
the direction the car is moving. When the car moves, the coun-
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terismoved the appropriate number of squaresonthemap. (On
the 5-feet-per-square map,the counter showsthe positionofthe
front haf of the car. The back haf of the car is in the square
directly behind the counter.)

Turning. A car moving at dow orfast speed can turmn 45 degrees
to the right or left if it has traveled at least 15 feet in a straight
linesincethelast timeit turned. Thismeansacar can turn 45
degrees in each 15-foot square it enters, or in each third 5-foot
squareit enters. Ifthe car is moving at dow speed, one of these
turns can be a 90 degree turn. A car moving at fast speed can
make one 90 degreeturn ifit doesnot make any 45 degreeturns,
but the driver must make a Driving check to avoid crashing.
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Diagram A shows a car making a45 degreeturn. The car moves
one square straight ahead and turns 45 degreesto the left. If this
maneuver is performed on the 5-feet-per-square map, the car
must travel straight three squares before turning again. On the
15-feet-per-square map, a car can turn 45 degrees in each
square it enters.

Diagram B shows a 90 degree turn on the 15-feet-per-square
map. The car moves ahead one square and then turns 90 de-
grees. The car can make no other turnsduring thismoveifitis
traveling at fast speed. A car traveling at dow speed could make
another 45 degree turn during this move.

Diagram C shows a car making a 90 degree turn on the 5-feet-
per-square map. The car makes two 45 degree turns. one imme-
diately after the other.

Car Crashes

A crash happens automatically whenever two cars are in the
same space at the sametimeduringtheir normal movement. In
addition, the driver of a car must make a Driving check when-
ever

1 The driver is surprised;

2. The driver is injured by gunfire or struck in afistfight;

3. Oneofthe car'stiresishitby gunfire;

4. The car goes through an intersection at fast speed;

5. The car is traveling at fast gpeed and makes a turn that is
tighter than 45 degress;

6. The driver attempts aracing turn or tries to bump or cut off
another car (bumps, cut offs and racing turns are explained
below).

A driverwhofails one of these Driving checks must consult the
DRIVING CHECK TABLE.



DRIVING CHECK TABLE

Result
No Effect

Dice Rall
Morethan 20 points below
Modified Driving score

20 or fewer points below
Modified Driving score

Car must immediately
braketo dow speed
Above Modified'Driving score Car Crashes
EXAMPLE: Joe Sullivan is driving his car at fast speed, trying
to get:away from apolice car that is chasing him. Joe entersan
intersection. His Driving score is 65, Making his Driving
check, Joe rolls a45. He does not crash, but he must brake to
dow gpeed because the dice roll was within'20 points of his
Driving score. Thiswill givethe police car achanceto get closer
to him.

‘Crash Locations. When a car crashes because the driver failed
aDriving check, checkthe CRASH TABLE to ssewherethe car
counter should be placed.

CRASH TABLE

If Car
Crashed while going
through iintersection

Car Should Be Placed

In center of intersection;
car hit NPC's car in
intersection

‘Crashed while making
left turn

Adjacent to nearest building
to car'sright

‘Crashed while making
right turn

Adjacent to nearest building
to car's left

Crashed while bumping or
cutting off another car

One full move off the right
side of the road or street
(car may hit building)

Crashed while making
racing turn

Adjacent to nearest building
in direction of the turn

Driver loses control
attempting
90 degree turn.
| L

Thecar isinsguare A at the beginning of the turn. It ismoving
atfast gpeed down thedley. Thedriver triesto make a 90 degree
turn to the left, but fails his Driving check. The car goes out of
control and crashes into the building across the street.

Crash Damage. When acrash occurs at fast speed, thedriver of
each car involved should roll 2dIO and consult the CRASH
DAMAGE TABLE.

T T e ———
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CRASH DAMAGE TABLE

Dice Roll  Injury to Passengers Damage to Car
2-4 None Minor Body Damage;
Car will run againin
10 turns
5-8 5 points each Body Damage; Car will
not run until repaired
9-14 10 points each Body and Engine Dam-
age; Car will not run
until repaired
15 - 18 15 points each Crash and Rall; Car
totaly destroyed
19 - 20 20 points eech Roll and Explode;

Car totdly destroyed

All injuries suffered by passengers in acrash are wounds.

Crashes a dow speed automati cally cause minor body damage,
with no injury to passengers.

Luck in Crashes. Passengers (including the driver) in acar
crash are dlowed to make L uck checks. Thosewho make suc-
cessful Luck checks take only one-half the injuries shown on
the CRASH DAMAGE TABLE. If a character who makes a
successful Luck check would be killed even by the reduced
crash injuries, the character is dill dive but one more wound
will kill him (see The Luck Check in PART 2).

Pedestrians

Any pedestrianwhoisabout tobehit by acar should bechecked
for surprise on the turn before he will be hit. This check isnot
needed if the pedestrian could see the car coming. If the pedes-
trian isnot surprised, heisdlowed to make an Agility check on
thenextturn. A successful check meansthe pedestrian dodged
just in timeto avoid the car. The pedestrian is hitif he failshis
Agility check.

Any pedestrian who is hit by a car must roll on the CRASH
DAMAGE TABLE. The pedestrian is injured exactly as if he
were apassenger in acar crash. He is dlowed to make a L uck
check if the injuries are severe enough to kill him. Hitting a
pedestrian has no effect on a car.

Special Driving Actions

There are three specia driving actions: racing turns, bumping
and cutting off The illustration on this page shows these three
maneuvers.

Racing Turns A driver using aracingturn sendsthe car into a
skid by slamming on the brakes and then uses the skid to turn
the car around 180 degrees. This action can only be attempted
at fast speed. It requires a Driving check with amodifier of -30.
Failing the Driving check means the car crashes.

Bumping. Tryingtoforce another carto crash by smashing into
itssideor rear is called bumping. A car can bump at any speed.
When a driver tries to bump another car, both drivers must
make Driving checks. The driver who is bumping checks nor-
mally. The driver who is being bumped checkswith amodifier
of -30. If both driverstry to bump at the same time, both check
with modifiers of -30. A driver can bump only once every three
turns.

Cutting Off. Forcing another car off the road by passing it and
then turning directly in front of it is caled cutting off. Cutting off
can bedone at any speed. Thedriver who iscutting off the other
car must make a Driving check. If the check fails, neither car
crashes. If the check issuccessful, thedriver of the car being cut
off must make a Driving check with a modifier of -30. If this



check succeeds, thedriver hasavoided being cut of f. If thecheck
fails, the car crashes. Thereis a 50% chancethe car that was cut
off will run offthe road and crash, and a 50% chanceitwill crash
into the car that cut it off.

The first car is performing a racing turn on the 15-foot down-
town map. It starts its move at position A and ends at position
B. Theblack car can bump thewhite carfrom position A, B or C.
Theblack car can cut offthewhite car from position D or E. The
cars must be in these positions on the 5-foot map to bump or
cut off

Firing Weapons From Cars

Driving a car takes two hands, so a character who is driving
cannot fire a gun. If the car is stopped, a driver who has a
weapon must spend aturn drawing it or picking it up from the
seat before he can fire it.

EXAMPLE OF MOVEMENT AND FHGHTING

This example uses the movement and gunfighting rules, the
counters and the 5-foot scale map from this set. Y ou may want
to set up the map and counters and follow this example turn by
turn, to actualy see how the game works.

Joe Sullivan, Albert “The Worm" Apple and Nick "Enforcer”
Bruno have decided to hold up Goldstein’s Jewelry Store on
Broad Street. They have parkedtheir car in front of the store and
walked inside Little Augi€'s next door to review their plan for
the robbery. They are seeted at atable in Little Augie's. Across
the street, detective Pat O’Flaherty is watching through the
northeast window of G. C. Hurley's Five and Dime and has
recognized the three crooks. He sses Joe, TheWorm and The
Enforcer go into Little Augi€'s and decides to watch until they
come out. O'Flaherty is carrying his .38 revolver. Hedso has a
Thompson submachine gun in his car, which is parked on
Michigan Way. The text will follow the action turn by turn.

Turns 1-6. Joe, The Worm and The Enforcer spend six turns
walking from the door of Little Augi€'s to the jewelry store.
O'Flaherty watches from thewindow, becoming more and more
suspicious of the three.

Turn 7. Joe opens the door to the store and steps inside. The
Enforcer is behind Joe. The Worm steps out into the street in
front of the thieves car, which they cleverly left parked outside
the store. O'Flaherty keeps watching.

Turns 8-10. The Worm moves to the left of the car, opens the
door, gets in and starts the engine. This takes three turns.
During this time, Joe moves in front of the cash register while
The Enforcer waks toward the back of the jewelry store.
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O'Haherty realizes that something is happening when he sees
The Worm start the car.

Turn 11. O'Haherty drawshispistal. Insidethe store, Joe pulls
out his .45 automatic and points it a the clerk behind the cash
register. The Enforcer sarts running through the store toward
the service window in the rear. The Worm looks up and down
the street, making sure the coast isclear.

Turn 12. O'Flaherty runs to the door of the Five and Dime. Joe
tells the cashier, “This is a stickup.” The Enforcer moves to
within one sguare of the servicewindow. TheWorm is ill on
lookout.

Turn 13. O'Flaherty moves through the door of the Five and
Dime and out into the street The Enforcer approaches the
service window. The cashier is handing Joe the money. The
Worm gpots a man with a drawn pistol (O'Flaherty) running
toward thejewdry store.

Turn 14. O'Flaherty runs three squares toward the jewelry
store. TheWorm, sensing that something is goingwrong, draws
his .45 automatic. Inside the store, Joe is getting more money
from the cash register clerk while The Enforcer is drawing his
own 45 automatic.

Turn 15. O'Haherty, heading for his car, roundsthe comerjust
asTheWorm decides that he probably is a cop and takes a shot
a him. The shot is fired a the midpoint of O’Flaherty’s move.
TheWorm'sAgility of82 ismodified by - 20 because O'Flaherty
is running. Percentile dice are rolled, with aresult of 53. The
Worm hits O'Haherty and causes six wounds. O'Haherty isnot
serinosly hurt, sincehe has 24 Hit Points. Insidethe store, Joe
is dill getting money from the cash register. The Enforcer is
telling the clerk behind the service window to open the safe.
Both robbers hear the shot from outside.

Turn 16. O'Haherty does not have to check for surprise; he
knew The Worm was a crook and he had figured out that a
robbery wastaking place. He can usetheturnto get into hiscar.
TheWorm fires again. Because O'Flaherty is getting into his car
and the car isbetween The Worm and O'Flaherty, O'Flaherty isa
covered target. He dso is walking, so The Worm fires with a
total modification of -35. He needs aroll of 47 or less to hit
O'FHaherty. The dice roll is 63, so The Worm misses. The
players agree that both Joe and The Enforcer should be checked
for surprise because of the gunfire. Both pass their check. Joe
continues taking money from the cashier and the clerk at the
service window walks to the safe.

Turn 17. O'Flaherty grabs the tommy gun from the floor of his
car. The Worm fires again and misses again. Joe ydls a The
Enforcer to hurry up. The servicewindow clerk starts opening
the safe.

Turn 18. O'Flaherty fires aburst from the tommy gun a The
Worm's car. His Agility is 93 and he has a modifier of -30 for
firingaburst, soheneedsto roll 63 or lessto hitthecar. Herolls
a 52 and hits. The hit location is found by rolling 2dIO. The
result is 20, awindshield hit! The Worm takes the full effect of
theburst SinceThe Worm hasonly 13 Hit Pointsand theburst
inflicts 20 points of injury, The Worm should be killed by the
attack. HetriesaL uck check, but doesnot passit. TheWorm s
dead. Inside the store, Joe and The Enforcer hear the tommy
gun burst. The clerk at the service desk continues opening the
safe.

Turn 19. O'Flaherty starts his car's engine. Joe and The En-
forcer run toward the door ofthe jewdry store.



Turn 20. Joe gets to thedoor. The Enforcer isbehind him in the
store. O’Flaherty’s car moves Six squares straight ahead at dow
goeed and then turns 45 degrees to the left in the last square.

Turn 21. Joe steps through the doorway and holds the door
open while The Enforcer runs outside. Joe and The Enforcer
are now in the same square. O’Flaherty drives his car at dow
gpeed. The car moves straight ahead one square, turns 45
degrees to the left, moves straight four squares, turns 45 de-
greesto theright, movesone more square and stops. He cannot
fire this turn because he was driving the car.

Turn 22. Joe runs for the driver's side of his car. The Enforcer
fires a O'Haherty, who is picking up his tommy gun from the
front seat The Enforcer has an Agility of 53, but OHaherty isa
covered target ( -30 modifier) so The Enforcer needsto roll a23
orless to hit He rolls a 94, aclear miss.

Turn 23. O'Haherty gets out of his car on the driver's dde as
The Enforcer fires (and misses) again. Joe gets into his car.

Turn 24. Joe starts driving away at dow speed. The Enforcer
drops prone as O'Flaherty fires aburst from histommy gun. At
themidpoint of itsmove, therear of Joescar isintheburst area
and can be hit O'Flaherty's Agility of 93 is modified to 63

because he isfiring aburst The roll is 38. The Enforcer dso is
in the burst area, so he takes 15 wound points (he has 19 Hit
Points). Damagetothecar isrolled on 2dIO. Theresultis 16, o
the car engine dies. The car will stop at the end of this move.

Turn 25. Joe throws himsdlf prone in the front seet of the car,
where he is completdy covered. The Enforcer fires again at
O'Haherty, who isfiringaburst at him. The Enforcer'sAdgility is
modified by -20 because of his wounds and by -30 because he
isfiring at acovered target. His modified Agility is 03. His only
hope is to roll 05 or less for an automatic hit. He rolls 04!
O'Faherty takes six more points of wounds. O'Haherty fires
back with a burst, hitting The Enforcer with aroll of 42. The
Enforcer istheonly target in theburst area, 0 the attack inflicts
20 points ofwounds. The Enforcer tries aLuck check, fails it
and dies.

Turn 26. O'Faherty turns 90 degrees to his left, caling to
Sullivan to surrender. Joe decides he would rather face ajudge
than O'Flaherty's tommy gun and agrees to give up.

| STOP! Y ou are now ready to play theplayers moduleMad |

Dog Johnny Drake. Y ou shouid play thismodulebefore |
reading the more complex rules that follow. ‘

PART 4. DESIGNING YOUR OWN ADVENTURES

Now that you have played M ad Dog Johnny Drake, you prob-
ably have a much better idea of what a GANGBUSTERS gameis
like. Y ou should now read the rest of the rules, which describe
how to run a continuing campaign and how to add more color
and depth to your games. If you do not want to use the more
detailed rules in sections 5 through 11, smply read the follow-
ing rules. They will show you how to set up exciting short
GANGBUSTERS games using only the rulesyou have learned

dready.
Types of Adventures

Short games can be about amost anything. However, most
good, short games involve two or more groups of characters in
some type of conflict. Suggestions for short adventures include

1. Robberies: One group plays the robbers and the other plays
the police who arrive in the middle of the robbery.

2. Raids. One side plays locd police or federal agents trying to
capturetheother characters, who might be gangstersintheir
hideout or bootleggersloading trucksfor ddivery.

3. Car Chases. Oneside can play the members of a gangtryingto
get away from the scene of acrime while the other Sdeplays
the locd sheriffs or police.

4. Reenactments: Playerscan play outtheir favoriteeventsfrom
books, movies or newspapers from the 20s and 30s. Shoot-
outs that led to the capture or demise of famous criminas
make especidly good reenactments.

Play Balance

Whatever type of adventure you set up, it is important to keep
the gamebalanced. Thismeanseach group of charactersshould
have about the same chance of surviving the adventure, and
each group should have about the same chance to win or to
achieve their gods.

As youbecomemorefamiliarwith the game, itwill beeasierfor
you to balance adventures. At firgt, itis important to have about
the samenumber of characterson each side. Itasoisimportant
tolimit the number of Thompson submachine guns and BARS.
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Someplayerstendto runwildwiththesewegpons, andthey are
very deadly; one character with an automatic weapon can wipe
outasmall army injust afew turns. It isbest to dlow no more
than one of these weapons per sde.

Another important factor in play balance is the power of indi-
vidual characters. If one side has three characters with more
than 20 hit points each and the other Side has diree weak
characterswith low Agility scoresand only 10or 12 hit points
each, the game is serioudly unbalanced. It isagood ideato give
each team a mixture of characters, One character who is very
srong, another with very high Agility, another with a high
Observationscore, and S0 on. Oneway to getinterestingcharac-
tersis to let players roll three ability scores and then assign
them to Muscle, Agility and Observation however they want It
isdl right to tamperwith the ability scoresyou rolled in order to
balanceyour games. Thisshould not bealowed, however, if the
characters are going to be used in more than one adventure.

Maps )

The maps provided in this set are dl you will need for endless
GANGBUSTERS games. There will come a time, however,
when you will want to experiment with specia situations or
placesyou designed. When you draw your own maps, be sureto
use graph paper. Include all the detailsyou will need toplay. Ask
yoursdlf questionslike: Areall the buildingsonestory tdl, or do
they have severd floors?|sthere a fireescgpeby the window?1s
thereapolice callbox somewhere on the block? Are doorsopen
or shut?Aretheylocked?Drawingin asmuch detail aspossble
before the game starts will speed up the game and make it more
fun to play.

Non-Player Characters

Players should assume that non-player characters (customers
in abank, saes clerks, etc.) in a game without ajudge will
smply do asthey are told and not get involved in afight. Players
who have experience with role playing games may want to
includeafew NPCsin anon-judged adventure, using the rules
for NPC reactionsin PART 7.



PART5: CHARACTERSIN CAMPAI GNS

Onceyou have mastered the basic GANGBUSTERS rules, you
probably will want to play a GANGBUSTERS campaign. A
campaign is a continuing series of adventures involving the
same characters. The short games you have played up to now
werelike short adventure stories, acampaign is likean exciting
adventure novel.

A campaign cannot be played in one evening. Rather, a cam-
paign stretches over many evenings of play, and follows the
careers of characters as they become more and more expe-
rienced and face greater chalenges. A good campaign can go on
for months or even years, aslong as players are having fun.

A campaign must have a gamejudge. Thejudge and dl the
players shouldbefamiliar with therulesin PARTS 1 through 7
of this rule book. Thejudge should dso be familiar with PART
10 and all the appendices.

CHARACTER BACKGROUNDS

In acampaign, players need information about their character's
age, height, weight, features, distingui shingmarksor scarsand
ethnicbackground. Thisinformation can help other characters
identify your character if he is unconscious, missing, or a
suspect in acrime.

Age

At the beginning of a campaignh game, a player character can.
choose an age from 21 to 26 for his or her character.

Effects Of Age. Ageaffectsacharacter'sMuscle, Agility, Obser-
vation and Presence scores. These effects are summarized
below.

MUSCLEAND OBSERVATION. A character'sMuscleand Ob-
servation scores drop two pointsat age 65 and two pointsevery
year after age 65. These scores are never reduced below 26.

AGILITY. Character'sscoresfor Agility drop onepoint atage 42
and one more point every two years after age42. These scores
are never reduced below 26.

PRESENCE. A character can add one pointto hisor her Pres-
ence a age 45, one point at age 55 and one point at age 65. A
character's Presence score can never be greater than 10.

Height and Weight

A character's height and weight can be chosen by the player
from theranges given onthe HEIGHT AND WEIGHT TABLE.
The ranges are based on the character's Muscle score. Femae
characters should subtract 2 inches and 20 pounds from the
ranges given.

Musd Height and Weight Range
17-195 54" - 5 10"
90 - 120 Ibs.
26 - 40 57 - 61"
120 - 170 Ibs.
41 - 70 58 -62
150 - 200 Ibs.
71 - 90 59 -673
180 - 230 Ibs.
91 - 00 510" - 6 4
190 - 240 Ibs.

Features, MarksAnd Scars

Featuresare suchthingsaseyeandhair color, noseand ear size
and shape, cheekbonestructure, eyebrow slant, etc. Playerscan
choosewhatever featuresthey want for their characters. A char-
acter also can have whatever scars, tattoos or other physical
marks the player wants to give him or her.

Ethnic Background

Ethnic Background isthe national origin and/or racial typeofa
character's family. Ethnic background can affect how NPCs
react to aPPC or to other NPCs. A player can choose any ethnic
background for his or her character.

Forgame purposes, most peoplein a city are considered to have
a specid background cdled assmilated. A typical assimilated
character iswhite with a European heritage. Assimilated char-
acters have blended in with the majority of a city's population
and are not considered to have any specia ethnic background.
Specific ethnic backgrounds that were commmon in cities of the
period are French, German, Greek, Hungarian, Irish, Italian,
Black, Chinese, Japanese, Croatian, Polish, Russian, Hispanic
and Scandinavian.

Money

Characters need money to survive, just as red people do. Char-
acters earn money by working at their careers, which are ex-
plained later in the rules. This section outlines how much
money characters have at the start of the game and how much
money they must spend on food, housing and clothing.

Starting Money. At the beginning of a campaign game, each
character has the following:

1. Two suits of clothes, including coats, ties, wallet, watch,
comb, toiletries, etc.
2. 850in cash.

3. Any items the character normally would get from his employ-
er, such as apolice uniform and weapon, etc.

Charactersmust usetheir 350 to buy anything e sethey want at
the start of a campaign game.

Basic Expenses. All characters must pay 820 each week to
cover basic expenses. Basic expenses include rent, food, laun-
dry, etc. The rent paysfor afurnished room in acheap hotel or
apartment building. Basic expenses do not include a car.

Taxes. All characters must pay 10% of all the money they earn
in federal and dtate taxes. Characters can cheet on their taxes,
but run therisk of being investigated and charged with income
tax evasion, afederal crime. The gamejudge decides how greet
theriskis.

Other Expenses. If characters want anything that is not cov-
ered in their basic expenses of 820 per week, they must buy it
Characterswho are abovefirstleve certainly will want to finda
better placeto live (inkeepingwiththeir socia position). There
are countless other things acharacter may want to buy. Prices
for many items can be found on the PRICE LIST in the

appendices.

FailureTo Pay. Characterswho are unableto meet their basic
expenses forfour consecutive weeks must find another placeto
live and probably will be reduced tolittle more than bums. Such
characters, regardless of levd, will find that most of their friends
and associateswill suddenly have nothingto dowith them. The
details of this situation are |eft to the campaignjudge.



The Game Judge And Money. Itisthe player's responsi bility
to keep track of his character's finances. The player's records
should be clear and readable. The game judge can inspect a
player's records at any time. It isup to the gamejudge to decide
if and when characters have extra financial obligations. (For
example, characters who get married will have additiona

expenses).
CHARACTERADVANCEMENT

Each PCinacampaign game hassometypeof career (explained
in PART 6). Characterswho are successful attheir careersearn
experience points. Characters who earn many experience
pointsare aleto risein level. Gaining levels makes characters
more powerful and better able to solvethe problemsthey facein
the game.

ExperiencePoints

Experience points (abbreviated X.P.s) are ameasurement of a
PC'ssuccessin hisor her career. PCsearn X.P.sby performing
tasksrelated to their careers. For example, PCswith careersin
law enforcement earn X.P.sby capturing criminals, whilerepor-
ters earn X.P.s by finding and publishing major sories before
the competing newspapers. The tasks PCs can perform to earn
X.P.s are described in the sections on the various careers.
Experience points should be recorded in the space marked
"Career Totd" on the character sheet

Levd

Levelsarean easy way to expressthe number of X .P.sacharac-
ter has earned. All PCs begin a campaign game as first level
characters. Characters can advance in levels as shown on the
CHARACTER ADVANCEMENT TABLE.

CHARACTER ADVANCEMENT

Levd X.P.s Needed X.P.8 To Spend
1 0-9,999 0]
2 10,000-29,999 10,000
3 30,000-59,999 20,000
4 60,000-99,999 30,000
5 100,000-149,999 40,000
6 150,000-199,999 50,000
il 200,000-249,999 50,000
8 250,000-349,999 50,000
9 350,000-499,999 100,000
10 500,000-749,999 150,000
Above 10 250,000 per leve 250,000

Note: A PC can never advance above 15th levd.

EXAMPLE: PC Joe Sullivan begins a campaign game as afirst
level character with zero X.P.s. After five sessions of play, Joe
finds he has earned 10,500 X.P.s. This is enough to advance
Joeto second levdl. When his X.P. total passes 30,000, Joe can
advance to third leve, and so on.

What LevelsMean. A character'sleve is an indication of how
successful that character has been at his or her career. It mea-
sures how much professional respect that character has among
NPCs in the same career. Level dso can be used as agenera
guide to what level of society a character is accepted in.

EXAMPLE: A first leve policeman is arookie, and will spend
most of histimedealing with other PCsand NPCswhodsoare
first level. A fifth level policeman deserves much more respect,
will handle tougher cases and will be able to associate more
easly with socid and political leaders. Law enforcement offic-

ers who reach 10th level or higher are living legends, and the
mere mention of their name will strike terror into lower-level
criminas.

Advantages of Advancement
Characters who advance in level earn the following advantages:

1 They can use accumulated experience points to increase
their basic ability scores;

2. They can use accumulated experience points to learn new
ills;

3. They can add fivepointstotheir scorefor one skill they know
aready;

4. They earn other specid benefits that apply to their career.
These are described in the sections on the various careers.

IMPROVING BASIC ABILITIES

When acharacter advances alevd, the player may spend some
of the character's experience pointstoimprove hisbasic ability
SCcores.

Procedure

The following procedure should be used whenever a character
risssalevd:

1. In the space on the character sheet marked "Levd," note the
character's new levd.

2. Find the number of X.P.s the character can spend. Itislisted
in the third column of the CHARACTER ADVANCEMENT
TABLE above. Add thisnumber to any number already in the
gpace on the character sheet labded "X.PsTo Spend.”

3. The character can spend any number of X.P.s, up to the
number shown under "X.P.sTo Spend,” to improvehisbasic
ability scoresor learn new skills. Points spent are subtracted
from the “X.P.s To Spend" total shown on the character sheet

A character isneverforced to spend X.P.s. A character can save
X.Pssinhisorher"X.PsTo Spend" record aslong as he or she
wantsto.

EXAMPLE: In the previous example, PC Joe Sullivan had
earned 10,500 X.P.s and advanced from first to second levd.
When that happened, Joe did the following:

1 Henoted that hehad 10,500X.P.sunder his “Career Total"
record,;

2. He recorded 10,000 pointsin his"X.PsTo Spend" record,;

3. He spent dl 10,000 of these points, reducing his"X.PsTo
Spend" record to zero.

Cogts Of Score | mprovements

Thenumber of X.P.sthat must be spent to improvethevarious
basic ability scores is given on the ABILITY SCORE M-
PROVEMENTS TABLE.

ABILITY SCOREIMPROVEMENTS

Improvement Cost
Add 1 to Muscle Score 200XPs
Add 1 to Agility Score 5,000XPs
Add 1 to Observation Score 3,000XP S
Add 1 to Presence Score 20,000XPs



Limitations On Score Improvements

The following limitations apply to improving basic ability

scoresby spending X.P.s.:

1 Muscle, Agility and Observation scores never can be in-
creased more than 20 points above their origina leve.

2. The Presence score never can be increased more than two
points.

3. No ability score can be increased above 100.

4. A character's Presence score never can be increased above
10

SKILLS

Characters who advance in level can spend X.P.sto learn spe-
ciad sills. Skills give characters unique abilities. Spending
X.P.sfor kills is done the same as spending X.P.s to improve
basicability scores. ThecogtsinX.P.sfor skillsaregivenonthe
SKILL COSTSTABLE.

SKILL COSTS
ill CoginX.P.s
1 Auto Theft 5,000
2. Fingerprinting* 5,000
3. Lockpicking 5,000
4. Photography 5,000
5. Pickpocketing* 5,000
6. Public Spesking* 5,000
7. Shadowing 5,000
8. Stedth 5,000
9. Wiretapping* 5,000
10. Alarm Systems* 20,000
11 Auto Body Work* 20,000
12. Auto Mechanics* 20,000
13 Bookmaking* 20,000
14. Boxing (expert rules only) * 20,000
15. Disguise 20,000
16. Explosives 20,000
17. Finding Smuggled Goods 20,000
18 Gambling* 20,000
19. Graphology (Forgery Detection)* 20,000
20. Knife Throwing* 20,000
21. Smuggling 20,000
22. Accounting* 35,000
23. Bdlitics* 35,000
24. Forgery 35,000
25. Martia Arts (expert rules) * 35,000
26. Public Relations 35,000
27. Safecracking* 35,000
28. Art Expertise* 50, 000
29. Chemica Analysis* 50,000
30. Counterfeit Detection * 50,000
3L Gunsmithing* 50,000
32. Jewder* 30, 000
33. Art Forgery* 100, 000
34. Counterfeiting* 100, 000
* Exclusive ill
Definitions

Therearetwo typesof skills exclusve skillsand genera skills.
Exclusive skills give a character the ability to do things that
only characterswiththat skill can do. General skillscanbe used
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by anyone, with a 20% chance tor success. Characters with
training have abetter chance to use general skills successfully.

SKkill Scores

When acharacter learns a skill, the player must roll percentile
dice to find the character's scorefor that skill. Thisdiceroll is
modified using the ABILITY MODIFIERS TABLE from PART
2. When the character tries to usethe skill, he or she must make
askill check. Skill checksare madethe sameway ability checks
are. The character passes the check ifhe rollslessthan or equal

to his skill score. A character who triesto do something that is
covered by ageneral skill, and who does not have that Kill, is
assumed to have ascore of 20. Characterswho learn askill will

never get a score lower than 26.

EXAMPLE: Shadowingisagenerd skill. Joe Sullivan does not
have the shadowing skill, but is trying to shadow another char-
acter anyway. Joe has a 20% chance of success. If Joe had
learned shadowing and had a score of 52 (for example) he
would have a’52% chance of success.

Automatic Failure. A dice roll of 100 (00) on any skill check
means the attempt to use the skill has failed, regardless of the
character's kill score.

Secrecy of Checks. All kill checks are rolled secretly by the
gamejudge. Thejudge should not tell the character whether the
check was successful; the judge should simply describe the
effects of the check on the course of play.

EXAMPLE: A character with disguise skill disguises himself
in order to rob a bank without being recognized. The judge
secretly rolls askill check and notesthat the character failed the
check. Hetdlstheplayer nothing. When the character commits
the robbery, severd witnesses in the bank may be able to give
the police a good description despite the character's disguise.

M odifier s. The gamejudge can introduce skill score modifiers
if he decides a specific task is more difficult than the average
task covered by that skill. Some examplesarea-10modifierfor
taking photographsin dim light or a+10 modifier for openinga
smal, poorly-made safe.

Improving Scor es. A character can increasehisorher scorefor
one skill by five points each timethe character goesup oneleve.
The character can increase the same kill severd times, or a
different skill eechtimeheadvancesalevd. A sKill scorecanbe
increased to any leve.



Skills At The Start OfA Campaign

At thebeginning of acampaign game, thejudge should let each
character choose one sKkill. This skill must be chosen from
those costing only 5,000 X.P.s.

SKill Descriptions

Following are brief descriptions of the skills. They arelisted in
aphabetical order. Exclusive ills are indicated with an (E).

Acoounting (E) — the ability to keep al types of financial
records, to alter financial records to hide stolen or misused
money and the ability to detect altered records. A character with
thisskill isableto manipulatefinancialbooks to hidewrongdo-
ing from anyone except another accountant When falsified or
doctored books are examined by another accountant, use the
following procedure to see if the changes are detected:

1. Subtract the skill score of the accountant who doctored the
books from the skill score of the accountant checking
them.

2. Usethe reault as apoditive or negative modifier to the skill
score of the accountant checking the books.

3. Usethe modified skill score to make a skill check for the
accountant checking the books. If the modified skill score
is negative the check will fail automatically, but thejudge
should pretend to rall it anyway.

EXAMPLE: Pete Longello is Al Tolino's accountant Pete has
an accounting skill scoreof 86. He has"fixed" thebooksof Al’s
"athletic club" to hidelargeamounts of illegal gambling income
(this is cdled laundering money). Frank McLoughlin, F.B.I.
accountant with a skill score of 73, has been sent to check those
books. The gamejudge subtracts Pete's accounting score of 86
from Frank's score of 73 for adifference of -13. Thejudge then
modifies Frank's score by this difference, getting a modified
scoreof (73- 13=) 60. Findly, thejudgerallspercentiledice. If
the resultis 60 or less, Frank will have found Pete's manipula-
tions of the books. If the roll is 61 or greater, Frank will have
missed the mani pulation.

Alarm Sygems(E) — theability to connect and disconnect al
types of burglar alarms. The score is the percent chance to
successfully connect or disconnect the system. Failing acheck
when disconnecting a systerm means the alarm goes off. A
character can try to disconnect a particular system only once
duringasingle adventure. Disconnecting an darmtakes 2 to 80
minutes (thegamejudgerolls 2dl O). A character with thisskill
can detect tampering with an alarm system by using the proce-
dure described under A ccounting.

Art Expertise (E) — agenera knowledge of art and art works
and the ability to detect art forgery. The score is used

1. Asthe character's percent chance to be familiar with apiece
of art or a specific artist;

2. Asthe character's chance to detect an art forgery. The proce-
dure outlined under Accounting is used. The art expertise
score of the detecting character is compared to the art forgery
score of the forger to find the modifier. If the work being
checked is not afake, thejudge should roll against the charac-
ter'sunmodified score to see if he can tdl that thework is
genuine.

Art Forgery (E) — theability toforgepaintingsand scul ptures
and, at thejudge's discretion, other types of art Usually, thefake
issubstituted for the original andtheoriginal issoldillegdly for
ahigh price. Any character with this skill will be able to make
fakes which will automatically fool anyone except a character
with art expertise skill. An art forger also can detect forgeries,
using his forging skill score.
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Auto Body Work (E) — the ability to repair or modify acar or
truck so that no character without this skill will notice the
dteration or repair. If another character with this skill exam-
inesthe vehicle, the procedure described under Accounting is
used to see whether the changes are noticed.

Auto M echanics(E) —theability to do any type of mechanical
work on acar or truck, with the proper tools. The score is

1 The percent chance to repair a mechanical problem. If a
character trying to make repairsfails his skill check, the car
will develop problems of the judge's choosing sometime
within the next game week;

2. The percent chance to modify an engine to increase acar's
maximum speed by 10 milesper hour. (Thiscan bedoneonly
when players are using the expert rules.)

Auto Theft — the ability to enter alocked car or truck without
the keys and start it The scorefor thiskill isthe character's
percent chanceto dothisin 15 seconds. Failure meansthe car
has not started. The character can continue trying to hotwire
the car, checking for each 15-second interval until the car
garts. Thereisa5% chanceany caracharacter triesto stea will
not start no matter what the character does. Thisisdetermined
secretly by the gamejudge.

Balligtics (E) — the ability to determine whether a specific
bullet wasfired from aspecific gun by using lab tests. The score
is the percent chance that the character conducting the ballis-
tics test will reach adefinite and accurate conclusion.

Bookmaking (E) — Bookmaking skill isfully explained in the
section on Bookmaking under Careers In Crime.

Boxing (E) — Boxing skill is used only with the expert rules,
and is fully explained in PART 11.

Chemical Analysis (E) — the ability to use chemical tests
conducted in alaboratory and ageneral knowledge of scienceto
analyzeevidencein acriminal case. The scoreisthe character's
percent chance of drawing a correct conclusion from his or her
tests. Theuseof thisskill may be limited at thediscretion of the
campaignjudge.

EXAMPLE: The prime suspect in a murder case has two
friends who swear that he was nowhere near the scene of a
murder. However, an F.B.1. agentwith chemical analysis<kill is
able to prove that some tiny fibers found under the victim's
fingernails are made of the same materia that is found in the
SuSpect's coat

Counterfeit Detection (E) — the ability to detect counterfeit
money. Use the procedure outlined under Accounting.

Counterfeiting (E) — the ability to make printing plates for
counterfeit money, theability to run apressand, equally impor-
tant, contact with people who can supply the specid paper
needed to make good counterfeit bills. These contacts, acquired
with the counterfeiting skill, are NPCs played by the game
judge. A character with this kill can produce counterfeit bills
that are s0 redlistic they can be detected only by characterswith
counterfeit detection or counterfeiting skill.

Disguise — the ability to use make-up, clothes, wigs, masks
and other itemsto disgui seaperson'sappearance. Thescoreis
the percent chance that the disguised character cannot be rec-
ognized or described accurately by others, except people who
know the disguised person very well. If the skill check roll is05
or less, even close persona friends can be fooled by the dis-
guise. Thisis true regardless of the character's Presence (see
Encounters in PART 7).



Explosives — the ability to use dl types of explosivesto make
bombs, blow up safes, etc. The score is the percent chance that
the character will set up the explosives correctly and safdly.
Failing an explosives skill check can mean the character madea
minor mistake (the fuse didn't work) to a major mistake (the
fuse was too short and the character blew himself up). The
seriousness of the failure should depend on the amount by
which the character missed his explosives score. A smdll differ-
ence should indicate aminor mishap; alarge difference should
be a major mishap. The effects of explosves are covered in
PART 8 under Explosives.

Finding Smuggled Goods — the ability to find smuggled goods
which have been hidden in acar, truck, boat, airplane or other
vehicle. A character without this skill will not find smuggled
goodsby searchingnormally. A character'sscoreforthisskill is
modified by the smuggling score of the smuggler, using the
procedure outlined under Accounting.

Fingerprinting (E) — the ability to take fingerprints at the
sceneof acrime, analyzeand match setsof printsandrecognize
attempts to dter fingerprints. The score is the character's per-
cent chance to do thesetasks correctly.

Forgery — the ability to produce fake signatures, documents
and other papers, and knowledge of what equipment is needed
to forge a document Note that this is not an exclusive kill.
Whenever forgery is attempted, askill check must be made. A
successful check means the forgery can be detected only by
characters with graphology/forgery detection skill. Failing the
check means the forgery can be detected by any character who
examines the document closdy and passes an Observation
check. The character examining the document must know what
he or she is looking for. For example, a character could not
detect aforged signature without having seen the handwriting
of the person whose signature was forged.

Gambling (E ) — characterswithgambling skill areconsidered
professional gamblers, and may even decideto earntheirliving
soldy by gambling. The skill score can beused to influencethe
outcomeof privatecard games, to determinewinningswhenthe
character gambles at acasino and to determine the character's
chances when placing bets with abookie. The scoreisdso the
character's percent chance to detect cheating at cards, fixed
tablesin casinos, loaded dice, etc.

CARD GAMES. When characters gamble at card games, each
character should roll percentile dice. The highest roll winsthe
hand. Characters with gambling skill can add 20 to their dice
rall if they pass their skill check. (If players actually play out
hands of poker, characters who make a successful gambling
check can read their hand as the lowest type of the next highest
hand. For example, two pairs becomes three deuces).

CASINOS. When characters gamble at a casino, use the follow-
ing procedure:

Step 1:Each character announces how much money he or she
will gamble that evening;

Step 2: Each gambler makes a skill check;

Step 3 Gamblerswhofail their skill check losethe stated
amount of money;

Step4: Gamblerswho passthe skill check increasetheirinitial
funds as follows:

Gambling Skill minus Dice Roll
1-20
21 or more
Any roll of 01 or 02

Winnings
Initial amount plus 10%%6
Initial amount plus 25%
Double initial amount
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BOOKIES. Characters who gamble with abookmaker have a
percent chance to pick winning horses or sports teams. This
chance is equa to their gambling score divided by two with
fractions rounded down. This assumes that the races or sports
events are not being fixed.

Graphology/Forgery Detection (E) — the ability to analyze
handwriting and detect forgery. Characters can detect forgeries
usi ng the procedure outlined under Accounting. Any character
who makes a successful graphology check while examining a
handwriting sample can determine the sex, age (within 10
years) and general state of mind (happy, excited, depressed,
normal, etc.) of the person who wrote the ssmple a the time it
was written.

Gunsmithing (E) — the ability to make and repair any type of
firearm available in the 1920s or 1930s. A successful check
means the character can repair or build the item in question.
The gamejudge must use his or her discretion concerning the
types of gpecia weapons gunsmiths can makefor PCs. Typica
specia items include silencers, remote trigger-pulling cables,
guns that can be hidden inside books, etc.

Jewder (E) — the ability to recognize the value of jewelry,
gems and precious metals and to produce fake items of Jewelry
andfakegems. A successful skill check meansthat only another
gemnologist can detect the fakery, using the procedure outlined
under A ccounting.

KnifeThrowing (E) — theability tothrow knivesaccurately in
fistfights or gunfights. Throwing aknife is handled the same as
gunfire, but the throwing player checks against his knife throw-
ing scoreinstead of hisAgility score. The gamejudge can dlow
players to throw other items, if he wants.

L ockpicking (E) — theability to openlocksusingasmal setof
lockpicking tools. Thesetools can be obtainedlegdly by anyone
with alocksmith's license (available from the state for 850) or
they can be bought or made illegdly. A successful check indi-
catesthe character with this skill can pick thelock in question.
Picking alock takes 3 to 30 seconds (judge rolls 3dIO). Lock-
picking skill cannot be used to open a safe.

Mlartial Arts(E) — thisspecial skill isexplained in the expert
rules.

Phatography — the ability to shoot and develop clear, usable
photos under most conditions.

Pickpocketing (E) — theability to stedl things out of another
person's pockets, purse, vest, etc. The score isthe character's
percent chance to pick someone's pocket without being noticed.

Public Relations — the ability to gain the support and favor of
newspaper reporters and publishers. The score is the charac-
terspercent chanceto favorably impressreportersor publishers
at apress conferenceor aninterview. A successful check means
anythingwritten asaresult ofthe press conference or interview
will be favorable to the character. This skill has no effect on PC
reporters.

Public Speaking (E) — the ability to make a speech that will
sound convincing to most ofthe people who hear it. A success-
ful check meansamajority of the peoplelistening tothe spesker
either believe what he says or have areaction to him of 13 or
higherontheNPC Reection Table. ( See PART 7 for an explana
tion of NPC reactions.) This sKill is especialy useful when a
character is on trial.



Safecracking (E) — the ability to break into asafe, bank vault
or similar high-security box. The score is the character's per-
cent chanceto get into any particular safe. Atthejudge'sdiscre-
tion, some safes (no more than 10% ) may be impossible to
open without explosives, regardiess of the safecracker’s skill
score. Charactersneed both explosives and safecracking skill to
open such safes; characterswith only explosives skill will eith-
er fail to open the safe or blow it up, along with al its contents.

Shadowing — the ability to follow someone under normal
circumstances, on foot or in a car, without being noticed. A
shadowing check should be made whenever:

1. The character being shadowed makes any movement that
would, in the opinion of the gamejudge, make it difficultto
keep him in sight. Typical moves include running into a
crowd or suddenly getting on a bus. Failing the check means
thecharacter hasgotten out of sight ofthecharacter whowas
shadowing him or her;

2. The character being shadowed moves more than 60 feet
indoors, two blocks outdoors in the city or two miles out-
doors in the country. Failing acheck in one of these situa-
tions means the character being shadowed has noticed he is
being followed. It does not mean the character knows he is
being followed intentionally; that isleft to the discretion of the
gamejudge, based on the characters involved and the overal
sSituation.

Smuggling — the ability to hide contraband goods in cars,
trucks, boats, airplanes and othervehiclesso that border police,
customs officials, federal agents, etc., cannot find them. A suc-
cessful smuggling skill check means that the items being
smuggled can be found only by persons with skill at finding
smuggled goods.

Stealth — the ability to move short distances without being
seenor heard, andtheability to hidein apositionwhereyou can
watch someone ese without being seen. Characters with
gedth skill usedarkness, shadows, doorwaysand other natural
cover to stay out of sight. Charactersusing steadlthmust makea
sKkill check whenever:

1 Someone is actively looking for them or trying to see them
during the turn;

2. They have moved 60 feet;
3. They first come into someone's Fidd of Vision.

Failingacheck under these circumstances means other charac-
tersinvolved get to makean Observation check. If they passthe
Observation check, they have seen orheard the character using
stealth. The gamejudge mustnot let playersabusethisskill. To
use it, there must be darkness or cover for the character to hide
in. A character carrying atommy gun down the street in broad
daylight cannot say he is using stealth so the cop at the corner
won't noticehim! Steelth cannot be used alongwith shadowing.
Characters in gunfights do not need stealth skill to completely
concedl themselves behind cover.

Wiretapping (E) — the ability to connect and run wires from
someone's telephone line to another location where their tele-
phone conversations can be secretly overheard and recorded.
Usualy this location can be no more than 50 feet from the
telephone pole which carries the wire to the phone being
tapped. Falling a wiretapping skill check means either the
equipment mal functioned orthe character made amistakewir-
ingthetap. In either case, theperson settingup thetap probably
won't know there is a problem until the person being tapped
seemsto getby foralong, long timewithout making or receiving
any phone cdls.
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CAMPAIGN PLAY

Two of the biggest differences between playing the basic game
and playing a campaign game are the presence of agamejudge
and the change in the structure of game turns.

The GameJudge

Thegamejudge isin someways the most important player in a
GANGBUSTERS campaign game. He doesthefollowingthings:

1 He designs the city where the campaign will take place.

2. He playstheroles of dl NPCsin the city.

3. His planning and tastes will affect the adventures that devel-
op in the campaign.

4. He serves as the eyes and ears of the player characters. He
tels the players what they can see, what they can hear and
what is happening dl around them at any time.

5. He isthe final authority on dl rules interpretations and may
modify the rules as he or she sees fitto handle specidl sit-
uations. If aplayer doesnot liketheway ajudgeishandlinga
campaign game, the player can make suggestions but should
never argue with the game judge. If differences cannot be
reconciled otherwise, the player should leave the game. A
gamejudge's authority over his or her gameis and must be
absolute.

Game Time And Game Turns

In the basic game, dl turns were one second long. These one
second turnsare il used in the campai gn game, but only when
there is ashoot-out, afistfightor achase in progress. The game
judgekeepstrack of timeinacampaigngame. Timecan passin
seconds, minutes, hours, days or weeks, depending upon what
is happening in the game.

Week-long turns are recommended for campaign games. Atthe
beginning of eech game week, playerstel thejudge what their
characters will try to do that week. The plans should include
specific timeswhenever possible. When thejudge has the play-
ers plans for that game week, he can decide how to pace the
action.

Changing TheRules

As stated above, the campaign gamejudge can modifying any
rules to handle specia situations. Thejudge and players may
decide to expand their campaign by adding rules to cover new
character careers, animals, airplanes or anything dse they de-
cide they want. However, changes should be made only after
extensive play with the rules as they are. Changes made by
players who are not completely familiar with al the rules could
serioudy affect the game's balance, giving some characters
great advantages over others.

Observation |n Campaign Games

A character's Observation score is more important in a cam-
paignthanin shortbasic games. The gamejudge should require
characters to make Observation checks whenever

1. Thejudge has any doubt about whether the character would
See aperson, thing, clue or unusual situation;

2. A character is searching for something which is hidden or
difficult to see

EXAMPLE: A rookie police officer is searching for clues at the
scene of a crime. The judge secretly makes an Observation
check for him. In this case, the rookie passes the check and



notices atiny diamond earring lying in the gutter by the curb
where the victim was attacked.

The gamejudge can decide to make Observation checks secret-
ly or let the characters roll them for themsalves.

EXAMPLE OF CAMPAIGN GAME PLAY

The actual play of acampaign game is aconstant conversation
between the players and the gamejudge. Playerstell thejudge
what they are doing; he tells them what happens as aresult of
their actions. Watching an actual gaming session isthe easiest
way to see how a campaign game is played.

In this example, six players are involved in acampaign. Three
charactersarecriminals: Joe Sullivan, Lucky Nelson and Bruno
Antonino, the notorious Sullivan gang. The others are law offic-
ers. John Burns, federal prohibition agent, and Adam Smith and
Bill Jones, city police officers. The campaign has been goingon
for severd weeks of game time. Smith and Jones heard Joe
Sullivan had financial troubles, and eventually learned he was
solving them by getting involved with Al Tolino's bootlegging
mob. Smith and Jones caled in Bums, knowing hewould love
to nail anyone connected with Tolino's operations.

The game started with the characters presenting their plansfor
the week to thejudge. Smith is shadowing Sullivan, Jones is
staking out Sullivan's hotel room and Bums is catching up on
paperwork until he hears from Smith or Jones. Meanwhile,
Sullivan and his hoods have planned to rob abank in a smal
town about 30 miles outside the city. They have dated thejob
for 3 p.m. Wednesday afternoon, just as the bank is about to
cdose. Our examplewill follow the dial ogue between the charac-
tersand thejudge.

JUDGE: Okay, from looking at your plansfortheweek, I can tdll
you that not much happens on Monday or Tuesday. Smith, you
shadow Sullivan, but he only does the usual things: goes out to
eat, window shops, and so forth.

JONES: Do | notice anything unusual around Sullivan's hotel ?
I'm running the stakeout from a room above the grocery store
across the street. (Jones shows thejudge the location on the
map).

JUDGE: No, you don't notice anything until Wednesday. At
about 1 p.m. you see two of Sullivan's old playmates, Lucky
Nelson and Bruno Antonino, go into the hotel.

BRUNO: Y eah, we park the car out front and go in the front door
just likenothin’s up, see? Andweain’tshowin' norods, neither.

LUCKY: Right. Dowenoticethe heatinthewindow acrossthe
street?

JUDGE: Sinceyou thought to look, Lucky, I'll letyou make an
Observation check. Let's see, your Observation score is 63,
right? Okay, rall for it (Lucky rollsa77.) No, you don't notice
anything unusual.

BRUNO: Okay, we go right up to Jo€'s room and use the key he
gave us to get in.

JOE: Right. Andfollowing our plan, I showup a about 1:15p.m.
JUDGE: Okay. Smith, that meansyou'll showup right after that.
SMITH: | go up to theroom where Jonesis running the stake-

out. | park my car about a block away and go up the back
entrance and gairs.
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SULLIVAN: We're getting our guns ready for the robbery. I'm
taking my .45 automatic, loaded, and two extra magazines.

BRUNOAND LUCKY : (Atthesametime) Y esh! We'repacking
the chopper in theviolin casd

JUDGE: Okay, okay. How much ammo?
BRUNO: Two 50-round drums.

JOE: We leave around 2 p.m., since it will take us about 45
minutes to get to the Smaltown Bank. Lucky, you go down-
gairsfirst, look around and start the car. Bruno and I will follow
you.

LUCKY': Right. Do | notice anything thistime?

SMITH: We're watching from an open window, but we're stay-
ing wdl inside the room.

JUDGE: No, you wouldn't normally be able to see anything at
thisangle unlessthey wereright at the window, theway Jones
was before.

LUCKY: | give the guys the sign to come out

JOE: We pileintothe car. Lucky will drive. We head offdownthe
street, toward highway 37. It's about a mile from here.

SMITH AND JONES: (At same time) We spotted that violin
casel

JUDGE: Okay, what do you do?

SMITH: I'll runforthecar — out the back way. Jones, you cal
Burnsandtel him something'sup. Then cdl headquartersand
see if auniform boy can track them until we can get our tail
running.

JONES: Right
JUDGE: Okay, you've madeyour cadlsand are in the car.
SMITH: I'll drive. We drive fast until we get them in sight

JONES: Burns saidhe could pick them up ifthey go all theway
to the highway.

BURNS: Yesh, my office is only afew blocks from there. (The
judge knows this already.)

JUDGE: Okay, Smith, you luck out and don't have any acci-
dents. (The judge has been rolling percentile dice). You spot
themjust asthey turn onto highway 37. Burns, you pick them
up about 300 feet down the highway. (Thejudge points to the
map ofthe street system. He hasworked out the rel ative speeds
of thevehiclesinvolved, andthetimeit would take Burnsto get
to the highway from his office). Y ou are headed in the opposite
direction, so they see your car. However, none of them know
you, s0 they don't think anything is up.

BURNS: I'll turn around.

SMITH: I'm dropping back behind them.

JUDGE: I'll be rolling for Smith's shadowing check every two
miles, since we have along way to go. (About 14 miles out of
town, Lucky finally notices a car that kegps hanging back, just
within sight).

LUCKY: : | think someon€e's on our tail!




JOE: Makeaturn and then stop behind ahill. Seeif they follow.

SMITH: Of course | follow, hanging back

JUDGE: Okay. Lucky has the car stopped. Joe, your gang sees
the car with Smith and Jones pop over ahill, and another car
right behind that one.

SMITH: WEell keep going right past them.
JOE: | know those two guys!

JUDGE: Okay, but you might not recognize them in the car.
Make an Observation check as they pass. (Joe passes the

Each character in a GANGBUSTERS campaign game has some
type of career. Characters can choose careers in the following
aress

1 Law Enforcement
Private Invedtigation

2.
3. Newspaper Reporting

4. Crime

Each of these careers is explained in the following sections.
Players should consider the advantages and disadvantages of
al the careers before choosing one for their character. Some
careers have minimum requirements characters must meet
to enter that career.

Changing Careers

Characters can change from the career they are in to any other,
with one exception; characterswho have been criminal s cannot
enter any other career unless their criminal records are un-
known to their new employers.

A character who changes careers startsthe new career atalevel
that is one-hafthe levd hereached in his old career. Fractions
are rounded down. Characters who change careers do not lose
any of the experience points accumulated in the “X.P.s To
Spend" record on their character sheet, or any specid skillsor
improvementsto basi c ability scoresthey boughtwhilepractic-
ingtheold career. However, thenumber of X.P.srecorded under
"Career Total Experience Points' on their character sheet must
be changed to the minimum number needed for their new leve
in their new career.

PART 6: CAREERS

check.) Okay, you've spotted Smith and Jones. The guy inthe
second car you've never seen before.

JOE: Turn around! Let's get out of here! Well head back to the
hotdl.

BRUNO: I'm getting out the tommy gun.
JOE: No! -
SMITH: Weé're turning around.

As Smith's car approaches, the irrepressible Bruno opens up
with the tommy gun. At this point, thejudge dows the action
down to one-second turns until the fighting is finished...

EXAMPLE: A ninthleve law enforcement officer whobecomes
aprivate investigator must start his new career asafourth leve
P.I. His "Career Tota Experience Points' must be reduced to
60,000.

CAREERSIN LAW ENFORCEMENT

A player character can pursue a career with one of three law
enforcement agencies:

1 The Federd Bureau of Prohibition
2. The Federa Bureau of Investigation (F.B.1.)
3. A locd city police department

Prohibition Agents

Prohibition agents are the enforcement arm of the Bureau of
Prohibition. Their job is enforcing the National Prohibition
Act, dsoknownastheVolstead Act. Thisfederal law prohibited
the manufacture, transportation and sde of acohal. It is ex-
plained in PART 9. Players can play prohibition agents only in
games =t before December 5, 1933, the day prohibition was

repesled.

Qualifications. Therearetwosatsof qualificationsfor prohibi-
tion agents. The first set applies prior to 1927. In 1927, the
Bureau was reorganized and placed under civil service. The
second set of qualifications reflects this change.

Before 1927, characters must be appointed to the bureau by a
politician. When a campaign isj ust beginning, the gamejudge
can make appointments. Thejudge is advised to let any player



who wantsto play aprohibition agent do so. There are no other
minimum qualifications forbecoming a prohibition agent prior
to

After ln 1, 1927, progpective agents should meet the follow-
ing minimum qualifications:

1 Muscle 40

2. Agility 40

3. Observation 45
4. Presence4d

These minimums are not absolutely required, but characters
who cannot meet them probably will have difficultyfunctioning
as an agent

Powers. Prohibition agents have the following powers:

1. They can make arrests for violations of the National Prohi-
bition Act;

2. They can obtain warrants and conduct searches for evi-
dence of violations of the National Prohibition Act;

3. They can destroy or confiscate any property (other than
buildings or real estate) used to violate the National Prohi-
bition Act;

4. They can close down for one year any building used as a
Speakessy,;

5. They can carry any type of gun.

All property confiscated by prohibition agents and al persons
arrested by them should be turned over to the United States
district attorney for disposition. Dishonest agents may find
other usesfor confiscated goods.

Federa prohibition agents usually left the closing of spesk-
easies (illega taverns) and the arrest of minor bootleggers to
sate or local authorities, and concentrated their efforts on large
scale operations.

Organization and Salaries. For thisgame, eech magjor cityina
campaign can be considered the seat of a district office of the
Bureau of Prohibition. Each district office is headed by adis-
trict commissioner, appointed by the national commi ssioner of
prohibitioninWashington, D.C. Thenational commissioner is
appointed by the U.S. secretary of the treasury.

Within adistrict office there can be any number of agents and
higher level special agents. The exact numbers can be picked by
the campaignjudge. In actual practice, some district officeshad
asfew asthree agents, while others sometimes had as many as
£ ()

Anagent'ssaary and eligibility for specia agent statusincrease
asthe agent goes up levels. Sdaries and titles are shown on the
following table:

SALARIESANDTITLES

Sday
Leve Title Annual Weekly
1 Agent $2,300 844
2 Agent 32,400 3 46
3 Agent 82,500 348
4  Agent 82,600 $ 50
5 Agent 82,700 352
6 Agent $2.800 B o4
7  Specid Agent 83,000 8 58
8  Specid Agent 83,250 3 63
9  Specid Agent 83500 867
10 District Comm. 83,800 373

Agent Corruption. Thedishonesty of prohibition agentswasa
major problem during the prohibition era Considering that al
early agentswere political appointees, and that a corrupt agent
could easly increase his earnings by severad hundred dollars
perweek, itishardly surprising that the honesty of many agents
leftmuch to be desired. Thejudge should assume that 65% ofdl
NPC prohibition agents are dishonest PC agents should note
that thiscan make their job much more difficult,asthe dishon-
et agents in their group will often report their plans to crimi-
nals the group is trying to catch. Dishonest agents who are
caught can face federal charges of bribery, income tax evasion,
conspiracy to break the National Prohibition Act, defrauding
the United States and perhaps other charges, depending on
their actions.

Encounters. Thereisa 100% chance each gameweek or gam-
ing session that any agent actively seeking information about
bootlegging will find some information. The information the
agent finds depends upon his actions, the amount of bootleg-
ging going on in the campaign (both by PCs and NPCs) and the
gamejudge's discretion.

How To Play A Prohibition Agent It is assumed that most
PCs who play prohibition agents will play honest agents. A
campaign with many dishonest agents as PCs will stagnate
quickly. Following aretips for honest agents:

1 Speskeasies are a good starting point for investigations.
Smart agents often will not close down a speakeasy right away,
instead using it asasourcefor contacts and a place fromwhich
tobegin tracing abootlegging operation. Elliot Nesstraced beer
barrels from speskeasi es back to the brewerieswhere they were
filled. This enabled him to gart closing down Al Capone's
breweries.

2. Make and maintain good contacts with other law enforce-
ment agencies, including the loca police department and the
Canadian border patrol agencies (ifnear theborder). Thiswill
help you know when to expect major shipments of a cohol and
will help when you need other information or emergency
assistance.

3. Find out as much as you can, as quietly as you can, about
who'swhoinlocd politics. Remember, politiciansofthe period
often were in league with major criminal organizations.

4. Only very stupid criminals would kill afederal agent. Unfor-
tunately, there are alot of stupid criminals. Always carry your
weapon and be ready to use it

F.BJ.Agents

Agents of the Federad Bureau of Investigation (F.B.l.) are re-
garded as the cream of the law enforcement community. After
1934, the F.B.I. had primary responsibility for the enforcement
of awide variety of federal laws. Prior to that date, the F.B.l.'s
official duties were more limited. Even so, I.B.1. agentsfigured
prominently in many investigations that were technically out-

police whenever asked to do so by the police or by apolitician
who holds an office.

Quialifications. Characters who want to be F.B.1. agents must
have the following minimum scores:

Muscle 50
Agility 65
Observation 75
Presence 6
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In addition, dl F.B.I1. applicants must have one of the following
two specia qualifications:

1. Accounting skill or
2. Atleast threeyears of experiencein law enforcement with a
perfectly clean record (no evidence of corruption).

Characters who do not meet these requirements cannot be
F.B.I agents. Charaters who meet these minimum require-
ments at the beginning of a campaign can start the game as
F.B.I. agents, a thejudge's discretion. Characterswho apply to
theF.B.I. later in the game must make asuccessful Luck check.
The applicant's L uck score is modified by adding his Presence
score; thus character's with high Presence have better chances
of being accepted by the F.B.I.

Powers. Prior to 1934, F.B.1. agents operate under thefollowing
restrictions:

1. They may not make arrests. They must rely on loca or state
law enforcement officials to make arrests for them.

2. They have no official right to carry guns as law officers. They
may carry and use guns as private citizens. (During this
period, there were numerous reports of F.B.I. agents using
weapons in salf defense).

3. They can officially investigate only cases involving fraud
againgt the federal government, espionage, sabotage, terror-
ism, transport of stolen cars across statelinesand viol ations
of the Mann Act.

4. If asked by local authorities, they can provide some informal
"assigtance' in loca investigations.

After Jan. 1, 1934, F.B.I. agents have the following powers:

1 They can make arrests.
2. They can carry and use any type of gun.

3. They can investigate the following additional crimes:

A.Kidnapping

B. Crossing agtate line to avoid prosecution

C. Extortion of money by any means subject to interstate
regulation (including telephone and the U.S. mails)

D. Interference with interstate business or trade by means of
threats or intimidation (racketeering)

E. Robbery of any national bank or bank that is amember of
the Federa Reserve System

F. Transportetion of stolen property worth $5,000 or more
across state lines.

Organization And Salaries. All player character F.B.I. agents
are assigned to afield office in amajor city. Each field office has
one specia agent in charge (S.A.C.), one assistant specid agent
in charge (A.S.A.C.) and a number of field supervisors, each in
charge of ateamn of 15 to 25 specia agents. All F.B.1. agentshave
the title "specid agent”

The SALARIESAND TITLES table lists the highest title an
agent isdigiblefor a each level. Agents are automatically pro-
moted to these titles when they reach the minimum required
level. Pay increases dso are automatic upon reaching the re-
quired levd.

Assignments. F.B.I. agents at levels 1-4 are assigned to cases
by their field supervisor and SA.C. Player character F.B.I.
agents must aways have an assignment The gamejudge must
create these assignments if there is no player character field
supervisor or SA.C. When an agent compl etes one assignment,
he should be given a new one immediately; there was never a
lack of work for the F.B.I.!
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SALARIESANDTITLES

Sdary
Levd Title Annual Weekly
1  Spedid Agent $2,800 8 %4
2 Specia Agent $2,900 8 56
3 Specia Agent 83,000 8 58
4 Specid Agent 83,100 8 60
5 Field Supervisor 83,300 8 63
6 Field Supervisor 83,500 8 67
7 Assistant SA.C. 83,800 8 73
8 Assigtant SA.C. $3,900 8 75
9 Assistant SA.C. 84,000 8 77
1014 SAC 84,400 8 85
15 Transferred to
Washington, D.C. 86,000 8115

PC field supervisors are in charge of ateam of 15 to 25 specia
agents. The exact number may vary at thejudge's discretion. A
PC field supervisor should always have alist of about 20 active
cases his group of agents should be working on. The field
supervisor assigns agents to these cases and does field work
himself on the most important ones.

TheA.SA.C. and SA.C. are responsible for dl field office opera-
tions in their region. They coordinate the efforts of dl field
supervisors and do field work themselves on extremely impor-
tant or dangerous investigations.

F.B.I. agentswho reach 15th levd are transferred to the national
headquarters in Washington, D.C., where they assume execu-
tive responsibilities. In effect, they are removed from the game
except in very rare instances when thejudge brings them back.

How To Play An F.B.I. Agent.

1. Don't even think of being dishonest Y our persona habits,
spending habits, family life, everything about you is subject to
constant scrutiny by your fellow agents and supervisors.

2. Someinvestigationsyou are assigned to will involve extreme-
ly clever, powerful and dangerouscriminals. (Ifthelocalscould
have handled these guys, you probably would not have been
cdled.) Be prepared! You should amost dways be armed (as
heavily as possible) and prepared to defend yourself and the
public at dl times.

3. Some investigations you are assigned to will involve under-
cover work and careful investigation of financial records and
legd documents. Learn the specia skillsthat aremost useful for
this type of work as soon as possible.

4. Never, ever discuss F.B.I. business with anyone, including
officers from other law enforcement agencies. They may be
untrustworthy, incompetent or both. Whenever possible, limit
your contacts to those in which you are getting, not giving,
information. Agentswho blab about F.B.1. work can expect to be
fired.



Local Police Officers

Local palice officers are the beat cops and detectiveswho carry
the major burden of day-to-day law enforcement

Qualifications. Any PC who does not have aknown criminal
record can be hired asalocd police officer. Suggested minimum
scores for police officers are

1 Muscle 50

2. Agility 55

3. Observation 45
4, Presenceb5

These are not requirements; however, police officers with
scores lower than these probably will not survive long in most
campaigh games.

Powers. Palice officers have the following powers:

1.They can carry guns of any type. Uniform officersareissued a
.38 revolver and abilly club or nightstick.

2. They can make arrestswhen awarrant has been issued, when
they see aperson committing a crime or when they suspect
someone of having committed a crime.

3. They can question suspects.

In the 1920s and 1930s police officers had broader powers
than they do today. They could arrest people for suspicion of a
crime, although such persons had to be released within 24
hoursif no hard evidence could be produced. During thisperiod
police could aso use anumber of rather vague local lawsto rid
their areas of "undesirables' by arresting them for loitering,
vagrancy, etc.

Organization, Promotion And Salaries. A city police depart-
ment will have one policemanfor every 1,000peopleinthecity.
The department is headed by a chief of police who is appointed
by the mayor. Other officers are ranked as shown on the follow-
ing diagram:

chief of police
chief inspector ~ s - chief of detectives
inspector detective captain
major detective lieutenant
captain detective sergeant
lieutenant-— __— detective
sergean
master patrolman
patrolman
rookie

Each police department has one central station plus one police
station in each ward (see ward map). Each police station has

1 One captain, in command of the station;

2. Onelieutenant, whoisassistant to the captain and secondin
command;

3. Three sergeants, each working an eight-hour shift at the desk;

4. One detective, responsible for investigating crimes in the
ward;

5. A combination of 20 master patrolmen, patrolmen and rook-
ies working in three eight-hour shifts.

The central police station will contain offices for dl higher
ranking officers. Detectives from the central stationwill often be
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assigned to investigate particularly important crimes. In addi-
tion, the central station will have some limited crime lab facili-
ties. The extent of these facilities is left to the discretion of the
judge, based on the size of the city, etc.

Whenever apolice officer character goes up alevel, he may be
promoted. The character should make aLuck check whenever
he or shegoesup alevel. A successful check meansthe charac-
ter has been promoted to the next highest rank. The gamejudge
may alow modifiers to the Luck check rall if the officer's per-
formance in his current position was outstanding or especidly

poor.

Police sergeants can apply for atransfer to thedetective division
on their next promotion (the detective and uniform branches
are separate). The character must have a minimum Observa
tion score of 75. Characters meeting this requirement will be
accepted if they pass a Luck check.

Police pay is afunction of rank. Pay for the various ranks is
shown on the following table:

SALARIESANDTITLES

Sday

Rank Annual Weekly
Rookie 81,300 825
Patrolman 81,560 830
Master Patrolman 81,820 835
Sergeant 82,080 840
Lieutenant or Detective 82,340 845
Captain or Detective Sergeant 82,600 850
Major or Detective Lieutenant 82,860 855
Inspector or Detective Captain 83,120 860
Chief Inspector or

Chief of Detectives 83,380 865
Chief of Police 83,640 870

Rookie Assgnments. All PC police officers begin as rookies.
All rookies are assigned to walk abest. A beet is asection of a
City, about six blocks square in downtown areas. The rookie
must patrol this area on foot on a regular basis. Most rookies
will be assigned to work with a master patrolman for at least
their first six weeks. Thelocation of the beat and the personality
of the master patrolman are left to the campaign judge. Begin-
ningjudges and players should use the 15-foot scale map pro-
vided with this set as the beat areafor their rookies, at least in
their first campaign.

The Observation score of a police officer who waks a best is
increased by 10 points after the officer has been on the same
beat for six months or more.

Encounters. A police officer on a beat will have &t least one
encounter each game week or each gaming session. Most en-
counters will be minor, created (often on the spur of the mo-
ment) by the campaignjudge. Minor encounters include traffic
accidents, street punks, petty thieves, drunks, bookiesand citi-
zens with minor problems (the pet cat isup in atree, etc.).

Thereis a25% chance per game or gaming session that abeat
cop will have a major encounter. Major encounters should be
created before the game by thejudge. They include armed rob-
beriesin progress, beatings, shootings, sighting awanted felon,
murders, bombings and gangster activities.

PoliceCommunications. Policecommunicationinthe 1920s
was based on cal boxes, specia telephones thatwerelocated on
amogt every block in downtown areas, and every two or three



blocksin areasthat wereless heavily patrolled. A key isnheeded
to open a call box, soonly police officers can usethem. A callbox
automnatically connectsthe officeron the streetwith his station.

Patrol Cars When a police officer reaches the rank of patrol-
man, there is a20% chance hewill be assigned to apatrol car.
The characterigtics of patrol car duty are listed below:

1. A patrol car dways carries two officers;

2. A patrol car can be used to patrol an areawhere there is no
officer walking abeat, or it can be used to reinforce beat cops
in certain areas of town. They dso cover traffic accidents,
Chase speeders, set up roadblocks, etc. A patrol car usudly is
assgned its own beat, which is the size of two or three foot
besgts.

3. Radios were introduced in police patrol cars in the 1930s
These were one-way radios only. The dispatcher at the cen-
tral station couldtalk totheman in thepatrol car, buttheman
in the patrol car could not talk back to the central station.

In all other respects, apatrol car functions as a normal car.

Uniform Divison Upper Ranks. Characters who enter the
upper ranks of the uniform division will find their duties be-
comingincreasingly administrativeandpolitical. Thedetailsof
duties at these ranks are | eft to thejudge, based on the situation
in hiscampaign. Thetype of work that can be expected at upper
ranks is summarized below.

Lieutenants asss a captain in the day-to-day operation of a
police station. They can make beat assignments, subject to the
captain's gpproval, and usually are assigned most of the cap-
tain's paper work.

Captains are in charge of apolice station. They make assign-
ments for the men below them and are responsible for day-to-
day contact with the ward bosses, politicians and newspaper
reporters in the station's ward area.

Magjors are in charge of dl the captains in severa wards. They
decide how many men are assignedto each station, and serveas
links between the captains, the chief inspector and city poli-
ticians.

Inspectors are ace copswho know both the details of beatwork
andtheadministrativeside of policework. They areassigned by
the chief inspector to work on especially tough, dangerous or
sensitive cases. Inspectorsare aso responsiblefor uncovering
and eliminating corruption in the police force (provided their
bosses et them).

The chief ingpector (there is only one per city) reports directly
to the chief of police. He is responsible for the work of dl
inspectors, and helps the chief deal with the mayor and other
highlevd city politicians. On rare occasions, he may personally
take charge of adangerous or sensitive operation intheuniform
division.

Thechief of paliceisappointed by and regponsibletothemayor
for the operation of the entire police department Heisasmuch
apolitician and public relations man as apolice officer. Most of
histimewill be spent either cleaning up hispoliceforce (ifheis
honest) or making dedswith gangsters and politicians (ifheis
not honest).

Detective Divison Upper Ranks. Detectives arethe mainstay
of the policedepartment'sinvestigativeforce. They are assigned
by the chief of detectivesto either apolicestation or thecentral
sation, and from there to particular cases.
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Detective sergeants are specidists in one or more types of
crime, such as homicide, robbery, burglary or arson. They are
amostdwaysassgnedto specid casssinvolvingtheir expertise.

Detective lieutenants are placed in charge of special task forces
to ded with specific crimes or crime areas. For example, a
goecid gambling task force could be created to curb gambling
near the lakefront. The chief of detectives decides how many
men are assigned to pecid task forces.

Detective captains usually are in charge of severd detective
lieutenants and subordinate ranks. They are especidly con-
cerned with maintaining the honesty of the men below them,
provided higher-ups do not interfere. As ace detectives, detec-
tive captains are sometimes assigned to cases deemed very
specia or important by the chief of police or the mayor.

The chief of detectives (only one per police department) isin
charge of the entire detective division. He reports directly to,
and works with, the chief of police. He also has close contact
with higher levd paliticians in the city. He may, on rare occa
sions, take charge of aparticularly important case

Special Characterigtics. Local police officers, whatever their
rank, will usualy have thefollowing characteristicsin common:

LOYALTY TO ONE ANOTHER. Pdlice are very reluctant to
bring evidenceagainst oneancther, evenin casesof corruption.
They will often tolerate corruption in their ranks as long as the
corruption stemsfrom what are caled victimless crimes, such
as gambling and bootlegging. They will not usudly tolerate
corruption involving racketeering, murder, arson and other vio-
lent crimes.

MUTUAL PROTECTION. Policewill make every effort to catch
any person who kills a police officer. They will not be too
particular about whether they get the criminal dead or dive.

CONCERN OVER IMAGE. Police a higher ranks are very
eager to have their station, task force or division look good to
politicians and the public. Thisusually assures higher budgets
and lesstroubl efrom the press, and may influencetheir chance
forpromotion.

How To Play A Palice Officer. The following are generd tips
on how to play arookie police officer:

1. Stay honest. Honest police officers gain a 10% bonus in
experience points, and have a longer life expectancy.

2. Getto know yourbeat and the people on it as well aspossible.
Thiswill bevery valuablein spotting thingsthat are strange, out
of place or suspicious. It will dso help you to know whereto go
for fast information.

3. Cultivate informers who are on the borderline of crimina
activity. They can sometimes provide very valuable tips.

4. Take every opportunity to increase your Agility score to the
maximum alowed for your character.

5. Keep your head in crises. Usethe cal boxesto get helpwhen
you are outnumbered or outgunned. Rookie cops who rush
tommy gun-toting bank robbersusualy havevery short careers.
L aw Enfor cement Resour ces

All law enforcement officers have the following resources at

their disposd:



CrimeLabs. Crimelabsin the 1920swerevery limited. How-
ever, in crucia cases aloca police department could hire a
chemist or other person with Chemical Anaysis skill to do
tests. After 1934, the F.B.I. Crime Lab in Washington, D.C.
became availablefor dl sortsof chemical and ballisticstesting.

Fingerprint Files. The famous F.B.I. fingerprint files were not
in full operation until at least the middle of the 1920s. Before
then, loca police can check with the F.B.I, but there is only a
50% chance a suspect's fingerprints will be found on file. After
1924 or 1925 (judge's decision) the F.B.I. fileswill contain the
fingerprints of dl persons arrested for felonies, dl federal pri-
soners and dl personsfingerprinted by the federal government
for any other reason.

Corone’'s Office. By examining the body, the county coroner
usually can determine the time and cause of death of any per-
son. Determining the exact cause of death may require an
autopsy, which relatives of the deceased can prevent by gettinga
court order.

Search Warrants. A searchwarrant can beissued by any judge.
A law enforcement officer must convince thejudge that there
probably is evidence contained in the premises to be searched.
Ifthejudge being approached is an NPC, the gamejudge should
decide whether the warrant is issued. Searching privately
owned buildings or areas without awarrant isillegd.

Police Records And Posters. Local police departments keep
recordson dl personsarrestedin the city and the disposition of
their cases. They can request information from other police
departments across the country, and will have copies of al
inquiries sent out by other police departments. The central
station should aso have a file of dl wanted posters issued
anywhere in the United States for the past 10 years.

Special F.B.I. Resources. After 1924, dl F.B.I. agents have
access to the following skills at the indicated score through
their national headquarters:
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Accounting

Art Forgery Detection
Chemica Analysis
Counterfeit Detection
Fingerprinting
Forgery Detection

Score

FEB/RB

It will take 1d10 days for national headquarters to examine
evidenceusingthese skillsand get aresponse back to the agent
who submitted the evidence.

L aw Enfor cement Experience Points

All characters in law enforcement earn experience points as
shown on the LAW ENFORCEMENT X.P.sTable.

False Arrest. Charactersin law enforcement receive no exper-
ience points for arresting characters who are not guilty of the
crime they were arrested for. This is true even if the innocent
person is convicted in court The gamejudge should keep his
own record of experience points for law enforcement charac-
ters. He should not tell characterswhen or if they have arrested
the wrong person; he should simply tell them when they have
enough pointsto go up alevel, and how many pointsthey have
available to improve their basic abilities and learn skills.

Killing Suspects. If alaw enforcement officer kills a suspect
while trying to arrest him, the character earns experience
pointsasthoughhe had madethearrest The character doesnot
earn X.P.s if the suspect was not guilty or if thejudge decides
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LAW ENFORCEMENT X.Ps

Action
Arrest crimina for felony**

X.P.s Earned*
1,000 X.P.s x
level of crimina

Criminal you arrested is convicted Additional 1,000 X.P.s |
x level o fcriminal

Recover stolen property 1 X.P.foreach 31 of
property's value
Earn reward money for capturing 1 X.P. for each #1 of
criminals (F.B.I. agents cannot keep reward
reward money, but earn X.P.sfor it)
Close down ill, brewery or 1,000X.P.s x
speakeasy for one year leve of owner
Confiscate property used to 1 X.P. foreach 3100

violate Volstead Act
(prohibition agents only)

of property confiscated

* All honest law enforcement officers add 10% to their
earned experience points.

** A felony is any crime for which the penalty can bedeath

or more than oneyear in prison — see PART 9: LAW.

the character did not need to kill the suspect to protect himself
or the public.

Sharing X.P.s. When morethan one character isinvolved in an
investigation, arrest or conviction, thejudge must use hisown
discretion in awarding experience points.

Demotion. Any law enforcement character who makes a se-
rious mistake may be demoted to alower rank. Some examples
of serious mistakes are arresting apolitician without enough
evidenceto convicthim, killing innocent bystandersin ashoot-
out or getting caught taking bribes. The judge must use his
discretion in thisarea, and may alow theplayer to makea Luck
check to avoid the demotion.

CAREERS IN PRIVATE PROFESSIONS

Besides working in law enforcement, characters in a GANG-
BUSTERS campaign can work as private investigators or
newspaper reporters.

Private |nvestigators

Private investigators (P.1.s) are detectives who offer their s-
vices for hire to the general public. Private investigators can
take awide variety of cases, including running routine credit
checks, recovering lostor stolen property, obtai ning evidenceto
be used in lawsuits, solving crimes which have the police
baffled or which have not been reported to the police, and
finding missing persons.

Qualifications. All private investigators must be licensed by
the state where they have their office. Beginning private inves-
tigators can get alicenseby paying a850 licensing fee. Charac-
terswhohave been convicted of afelony cannot obtainaprivate
investigator's license.



Powers. Any character with aprivate investigator'slicensehas
the following powers and privileges:

1. He can carry a conceded weagpon;
2. He can arrest anyone who iswanted by the police;
3. He can arrest anyone he sees actually committing acrime.

License Revocation. A private investigator's license will be
revoked if the private investigator

1 Interferes with law enforcement officers performing their
duties;

2. Engages in gross misconduct, as determined by the chief of
police in the city where the P.l. isworking;

3. Is convicted of a felony.

Notethat 1 and 2 arejudged by theloca chief of police (whether
NPC or PC). The final decision concerning revocation of a
private investigator's license is | eft to the campaignjudge. Once
revoked, alicense cannot normally be restored.

Employment. Private investigators can operate as independ-
ents, as partners in a small agency or as employees of alarge
detective agency.

INDEPENDENTS. Anyincomeaprivateinvestigator keepsfor
himself must be earned by working on specia cases, as ex-
plained below.

PARTNERSHIPS. A partnership is a specia business arran-
gement. Each of the partners owns a certain percent of the
company, and is entitled to that percentage of the company's
earnings. A beginning private investigator can be offered apart-
nership by an NPC private investigator, at thejudge's discre-
tion. If a PC does form a partnership with an NPC, use the
following procedure to determine the PC's income each game
week:

1 Roll 1d10 and subtract two. Iftheresult is zero or less, treat it
as zero.

2. Multiply the result of the die roll by $25.

3. Add any money earned that week by the PC partner.

4. Multiply thesumfrom step 3 by the percent ofthe partnership
owned by the PC. Theresultisthe PC'sincome for that week.

Example: John Martin, an established NPC private investigator,
offers a 25% partnership to PC Nick Angelino, abeginning P.I.
Attheend of thefirstweek of play, the judgerolls1d10 and gets
aseven; subtracting two givesaresult of five Hemultipliesthis
by 25, getting 8125. During that week, Angelino made 850 on
acase. This is added to the 8125 for atotal of 8175. Nick's
earnings for the week are 25% of 8175 or (.25 x 8175 =)
843.75.

Expenses. Independent and partnership P.I.s must provide
themselves with an office, a secretary and a city business li-
cense. These cost between 850 and 875 per week, but dl P.l.s
are assumed to earn enough money in minor cases to cover
their office expenses. Ifany private investigator goes sx weeks
without aspecid case, and does not have at leest 8100 in cash,
that P.I. must get a special case the next week or he will be
unable to pay his expenses and will be kicked out of his office.

LARGE AGENCIES. A private investigator can try to get ajob
with alargedetective agency. Beginning detectives must makea
Presence check by rolling 1d10. If theroll isequal to or lower
than the PC's Presence, the PC has landed ajob. Private inves-
tigatorswho havereached thirdleved or abovecan get a job with
alarge detective agency automatically.

Beginning private investigators are paid 825 per week by their
agency. In addition, they may receive bonuses if their employer
(usually an NPC played by thejudge) is impressed with their
work. PCs must negotiate their own pay raiseswith their em-
ployer. Third level or higher detectives usually can command a
salary of 835 to 850 per week. Top detectives (seventh leve or
higher) can sometimes negotiate sdaries up to 8100 per week.

Private investigators whowork for large agencieswill befired if
they fail two assgnments in a row.

Special Cases. A specia caseis

1. Any case brought to aprivate investigator by aPPC; or

2. Any casebroughttoaprivateinvestigator that thegamejudge
decides is a specid case.

OBTAINING SPECIAL CASES. Private investigators can ob-
tain specid cases in the following ways:

1. Employees of large detective agencieswill dwaysbe assigned
to specid cases by their agency;

2. All cases brought to private investigators by other PCs are
specid cases,

3. A private investigator hasa 10% chance per level per week of
obtaining aspecia casg, if heor sheisnot adready working on
one (these must be made up by thejudge);

4. The campaignjudge can give aP.l. aspecia case at any time.

The campaignjudge must create gpecia cases for private inves-
tigators whenever they are supposed to have one, or should
have one for the good of the campaign. Such cases often can be
made up on the spot; see the example under How To Play A
Private Investigator.

FEESFOR SPECIAL CASES. | ndependent or partnership pri-
vate investigators must negotiate their own fees with the client
who bringsthem thecase. Firstlevel investigators shouldtry to
getatleast $10 per day plusexpenses. Thismay behigherifthe
caseinvolves specia dangers. Higher leve privateinvestigators
can command much higher fees.

Private investigators who work for a large agency are paid a
salary, sothefeetheagency chargestheclientisoflittle interest
to them. However, agency employees can negotiate with the
client for ahigher feefortheir agency if the case involves more
work than was expected. | n such cases, theinvestigator usually
will receive abonus in addition to his regular sdary.

Benefits Of Gaining L evels. Privateinvestigatorswho goupin
level gain the following specid benefits in addition to the nor-
mal benefits:

At Level 3 — the character's Presence score is temporarily
increased by two points (to a maximum of 10) whenever he
or she is dealing with NPCs of the opposite sex.

At Leve 5 — the character's Luck score is permanently in-
creased by 10 points.

AtLeve 7—thecharacter canlosehislicenseonly if convicted
of afelony; his prestige is enough to prevent locd officials
from removing his license.

At Leve 10 — the character gains the permanent friendship of
any congressman, senator, governor or judge of his or her
choice.
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How To PlayA Privatel nvestigator . Thefollowingaretips for
players with private investigator characters:

1. Become acquainted with as many PCsand NPCs as possible.

You never know when you might need atip or afavor. Private
investigators should make apoint of becomingacquainted with
thelocal police, ward bosses, politicians, crime reporters, boot-
leggers and secretaries in the offices of the high and mighty.
They are valuable sources of information.

2. Make good use of public information sources such as credit
bureaus, car license branches, city agencies which give build-
ing permits, zoning changes, business licenses, etc. They are
easy sources of fast and often very important information.

3. Always protect your license. Essentially, this means either
being on good termswith the chief of police, or havinginforma-
tion about him that he does not want the public to hear. You
may sometimes have to bend afew laws to get the information
you heed for acase.

4. Always get at least part of your fee in advance.

Example Of Play. Nick Angelino has set up an office as an
independent privateinvestigator. Nick is ill atfirstleve, sohe
has a 10% chance per week of getting a special case. On the
third week, Nick gets lucky and rolls 09 on percentile dice; he
gets a special case

The campaign judge tells Nick that a young blonde woman
comes to his office, sobbing over the disappearance of her
father, aprominent loca businessman. Hehas been missingfor
three weeks. The police are baffled. Can he find her father?
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Nick quickly negotiates his fee, and takes 8100 in advance. He
then questions the lady in detail, learning &l he can about her
father, his business and the circumstances surrounding his
disappearance. The campaignjudge, who is playing the daugh-
ter, makes up most of this information in response to Nick's
questions. Before the investigation gets very far, of course, the
judge will have to decide what really has happened to the girl's
father.

Nick learns from the woman that her father was the president
and founder of Fabco Manufacturing Co. He had an annual
incomeof $11,000 peryear. Hewaslast seen threeweeksago,
at 5:30 p.m. Friday, in his officeat the plant The last person to
see himwas his secretary. He never camehomethat night, and
has not been seen since. He had no known enemies and no
problems at home.

Nick begins his investigation by checking with afriend at the
police department to see what the cops have on the case. He
calls another friend at the local newspaper to seewhat he knows
about Fabco. He checks into the company's finances by asking
some discreet questions of local stock brokers and investment
anaysts.

WEIl end our example here; your character might have to work
on asimilar case in your campaign!
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Privatel nvestigator ExperiencePoints. Private investigators
gain experience points as shown on the following table:

~ PRIVATE INVESTIGATOR X.Ps

X.P.s Earned
1 X.P. for each $1 |

Action

Earned fee or bonus money
on special case

1,000 X.P.s x leved
of client

Solved specia case

2,500 X.Psx levd
of criminal

Criminal convicted due to
| investigator's work

10,000 X.P.Sx level
of politician ‘

| Poalitician convicted due to
J‘ investigator's work

Newspaper Reporters
Reporters are characters employed by newspapers to write
news stories. Their work involves finding as many major news
stories as possible and getting those stories printed before
competing newspapers hear about them. Their goa isto uncov-
er and make public as much informati on as possible about |ocal
crime and corruption.

Qualifications. A character must have an Observetion score of
60 or higher to begin a career as a reporter.

Resgtrictions. Reporters can own automatic pistols, revolvers
and rifles without violating any law. Reporters may not legaly
own an automatic weapon, and may not legaly carry any con-
cealed weapon.

Employment and Salaries. All first level reporters start their
careers by working as "cub" reporters for a daily newspaper.
Starting salary is 825 per week. PC reporters must negotiate
their own pay raises, but normally should get araise of 85 to
$10 per week each time they go up one level. Editors should
make 850 to 875 per week. Editors-in-chief earn at least
per week, up to a maximum of 8125 per week.

Beats (Optional). Reporterswho have reached second level or
higher can be assigned to beats, either by thejudge or by aPC
editor. A best is anews source that the reporter covers exclu-
sively. Examples of bests are listed below.

CITY HALL. Thecity hall beat includes covering the city coun-
cil, themayor, the school board, public works, city politicsand
city elections.

POLICE. Paliceand crimereporters handl e breaking police and
fire department news, as well as sifting through police arrest
records daily looking for interesting crimes.

SOCIETY. The society beat covers rich and famous citizens,
their romances, weddings, parties and problems, and dl other
gossip that can be discovered about their private lives.

BUSINESS. Business reporters follow major business deds,
sades of businesses, bankruptcies, stock scandals and other
financial news.

High Level Reporters. Reporters become eligible for more
important positions and higher salaries at higher leves.

FFTH LEVEL. Fifth levd reporters are digible for promotion
to editorial positions. Editors have charge over alarge number



of reporters. They assign reportersto stories and can edit what
the reporters write. The most important editor on most daily
papers is the city editor. He is in charge of dl loca news,
includinglocd palitics, and thereporterswho cover local news.

SEVENTH LEVEL. A seventhleve reporter canwriteadaily or
weekly column which will be syndicated and run in many
newspapers across the country. Obvioudy, the reporter must
have something to write about in each column. A columnist is
paid 8100 per week in addition to his regular sdary.

EIGHTH LEVEL. An eighth leve reporter iseligibletobecome
editor-in-chief of amajor daily newspaper, if an opening exists
(thisisup to the gamejudge). The editor-in-chief is responsi-
blefor the day to day operation of the newspaper's entire news
department. He controlsbeat assignments, raises, promotions
and the hiring and firing of reporters. A reporter who writes a
nationally syndicated column must give up the column if he
becomes an editor-in-chief; the editor-in-chief job will require
al the reporter'stime.

TENTH LEVEL. Tenth level reporters are the cream of their
profession. They are shown great respect, even by editors-in-
chief. They usually cover and associate with the upper levels of
society, such as congressmen, senators, cabinet members and
thevery wedthy. They can write freelance articles and books, if
they choose.

Major Stories. A major story is any news story the gamejudge
decides should befront page news. Ifthe city editor or editor-in-
chief is a PC, the PC can make this decision with the game
judge's approvd. The types of stories that qualify can be illus-
trated most easily with examples. Following are examples
which probably would be considered major storiesin awell run
campaign:

1. 17 Die In Sum Apartment Fire

2. Mayor Embezzled Campaign Funds

3. Bootlegger Says Payoffs To Cops Tota 8100,000!

4. Secret Documents Show Councilman Took Kickbacks!

5. Reporter Uncovers Boss of 81 Million Numbers Racket!
6. Sx Die In Gangland Massacrel

The following probably would not be considered major stories
in awell run campaign:

1. Planning Commission Approves Zoning Change
2. Council Passes New Dog Control Ordinance

3. Police Chief Vows War On Crooks...Again

4. Thieves Take 8120 Radio From Store

5. Boy Scout Jamboree To Be April 19

HOW REPORTERS GET MAJOR STORIES. There are three
ways reporters can get the information they need for a major
story: legwork, tips and assignments.

Legwork is going out and talking to people, asking lots of ques-
tionsand digginginto anythingthatisgoingon. Thisistheway
PC reporters will discover most of their major stories. Most of
the people the PCs tak to will be NPCs, s0 in many cases a
major story will be evolving in the gamejudge's mindjust one
Sep ahead of the PC's legwork.

Example: PC reporter Norm Rippom is assigned to the police
beat in the 1g¢ ward. While he is at the police station checking
theroutine arrest records for the day, apetty thiefisbrought in
and booked for an attempted burglary at Goldstein’s Jewelry
Store. Norm talks the desk sergeant into letting him look at the
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list of the prisoner's belongings. They include some burglary
tools, awallet with $359 dollars (mostly in 820 bills), three
driver's licenses in three different names and a dip of paper
with a telephone number on it. Checking the arrest report,
Norm notices that the prisoner's name matches none of the
driver's licenses. The report dso states that the prisoner was
inside the store for some time before being caught, but he had
not taken anything. In fact, thelist of belongings showsthat the
prisoner was hot even carrying a sack or suitcase to carry his
loot in. Norm asks to talk to the station's detective, Det O’'Mal-
lory. O’Mallory brushes Norm aside, sayingthe case is open and
shut; the guy is apetty crook and nothing more.

Norm has alot of unanswered questions and alot of legwork to
do. Why didtheprisoner havethreefakedriver'slicenses? How
did he get them?What is his real name? Whose phone humber
was he carrying?Why does apetty crook walk around with more
than 8300 in cash? What was he planning to take from the
jewelry store? Who ownsthe store? What's in there that might
be of value to someone, other than the obviousjewels? At the
very least Norm will be talking to thejewelry store owner, the
Bureau of Motor Vehicles and the county clerk’s office (to check
for abirth certificatefor the prisoner). Norm may aso check dl
the wanted posters he can find. He may develop acontact at the
phone company to find out whose phone number the prisoner
had. He may even decide to interview this petty crook, if the
manwill talk to him. Thiskind of legwork canturn an everyday,
dull story into a major one!

Tips are information given to a reporter by friends and other
contactsthat can lead to major stories. Thereisa 5% chance per
week per leved of the reporter that one of his contacts will cal
with atip. It is up to the reporter to meet and develop these
contacts.

Assignments are made by editors. Editors receive numerous
tips, and will sometimes assign reporters of second level or
higher to look into a situation they have heard about. The
chance a reporter will get an assignment is 5% per week per
level ofthereporter. Sometypical assignmentsare listed below.

1.“There’s arumor syndicateboss Al Tolinoistryingtofix the
welterweight championship fight next month. Check it out”

2. "A friend ofmine saysthis guy Antonelli who owns Antonel-
li’s Construction Company is acrook. Find out why he keeps
getting construction contracts from the city."

3. "You know that apartment building that burned down on
79th S yesterday? How come there weren't any fire escapes on
it when the city code requires them?"

4. “There was a traffic accident down at Dutton Court this
morning. Some guy plowed into a 816,000 imported car. The
guy who owns that car isa city health inspector who makes 830
aweek. Where'd he get a car like that?"

Writing Major Stories. In order to get amajor story printed in
his newspaper, a PC reporter must

1. Obtain dl the information he needs to write the story;

2. Givethe gamejudge alist of dl the information the story will
contain, and the sources of that information;

3. Tel the gamejudge how the story will be danted.

Santing Stories. Thesameset of factscan be usedtotell twoor
more different stories, depending upon how they are presented.
Theway areporter presents hisfacts is caled the slant or angle
of thereporter'sstory. For example, thisset of factsmight bethe
bassfor atypica news story:




1 Anapartment building at 1209 S. 13th . burned down this
morning.

2. Thefire department arrivedjust five minutes after receiving
the adarm.

3. Fire department workers were able to save 42 people.

4. 17 people were trapped on the fifth floor and died.

5. The building had no fire escapes

Thisstory could be slanted at least two ways. Onereporter could
write a story praising the city fire department for its fast re-
sponse and valiant efforts to save the people in the building.
Another reporter could use the same facts to write a story
emphasizing that 17 people died because the building had no
fire escapes. A little more digging would reveal that the city
requires fire escapes, that the building was inspected two
months ago by acity ingpector who reported no violations, and
that the building is owned by award bosswho is amember of
the party in power at city hall.

Scoops A scoop isamajor story that anewspaper printsbefore
any of its competitors hear about it. When a newspaper gets
such a gory, it is said to have "scooped” the competition.
Getting scoopsisthe best way for reportersto earn experience
points.

DEADLINES. A reporter must turn in his story by a certain
time to get it in that day's newspaper. The deadline for an
afternoon newspaper is 12 noon. The deadline for a morning
newspaper is 10 p.m. the evening before. This can be extended
to 2 am. if the editor-in-chief thinks the story is important
enough.

CHANCES FOR SCOOPS. Every major story written by a PC
reporter will fall into one of the following categories and have
the stated chance of being a scoop:

Breaking Srories. These are stories involving some obvious
event any reporter could find out about. Examples include the
robbery of the jewelry store and the apartment fire discussed
above. Ifthe PC journalist doessomelegwork to develop sucha
story, hehas a 5% chance per leve of scoring ascoop. To count,
the story must be filed by that day's deadline,

Assigned Sories. A reporter working on a story assigned by an
editor hasa25% chance of scoring ascoop if thestory isfiled by
deadline on the day the assignment is given. This chance de-
creasesby 5% each day thereporter works onthestory. Thus, if
the story is filed the day after it is assigned, there is a 20%
chance the reporter will score a scoop.

Personal Sories. Personal stories are stories the reporter devel -
opsonhisown, about events or situationsthat are not obvious.
There is a40% chance apersona story will be a scoop. This
chance decreases by 5% each day the reporter works on the
sory.

Exclusives. Stories itwould be impossible for another reporter to
get are exclusives. Exclusives are aways scoops. The game
judge must decide whether a story is an exclusive.

CHANGING TYPES OF STORIES. A reporter can, by hisac-
tions, change the category into which a story is placed. This
usualy happenswhen abreaking story isturned into apersonal
gory. For example, Norm Rippom's story about the jewelry
storeburglarwas abreaking story. Hehad a 5% chanceper levd
of scoring ascoop, because he did alittle extralegwork andwas
not satisfied with the easy answers given by the police. If Rip-
pom had decided to spend a few days finding answers to his
questions before writing the story, he would be working on a

personal story with higher chances for scoring a scoop. He
would still file astory about the arrest oftheburglar, but itwould
have no chance of beingascoop unless Rippom included dl his
unanswered questions. This could be risky, because it would
tip off dl the other reportersin town aswell astheburglar, the
police and everyone d<e that he would be investigating the
matter.

The gamejudge makes the final decision about what category a
story belongs in and what its chances are forbeing ascoop. The
gamejudge may rulethat astory has no chanceto be ascoopif,
in his opinion, the reporter did not include any information
beyond what could be found by a casua observer.

False Stories. Reporters sometimesmakemistakes. They may
be misled by others, they may misinterpret what others tell
them or they may be tempted to lie or make up afew facts to
scoreascoop or make a story moreinteresting. Thegamejudge
should use the following procedure whenever areporter files a
story containing false information for any reason.

WITH THIS Kinbd
OF INFO, | CAN

PuT THE maYoR
GEHIND BARS!

WHAT |F AL
TorLiNe LIED

1. Thejudge determines if the reporter's newspaper finds out
about the fase information. If the information is of vital
concern to aperson, corporation or the city government, there
is a 100% chance that the concerned people will cdl the
newspaper to complain. Ifthe information is not very impor-
tant, thereisa50% chancethat acomplaintwill becdledinto

the newspaper.

2. Ifacomplaint is caled in, the following things will happen:
a The PC will get a severe reprimand from his boss;
b. Ifthe information was completely fal se and made up by the
reporter, the reporter will be fired;

c. Ifthe information was used to severdy criticize someone,
thereisa50% chance the individual will sueforlibd. See
Civil Suitsin PART 9.

Reporters Experience Points. Reporters gain experience
points as shown on the NEWSPAPER REPORTER X.P.stable.

NEWSPAPER REPORTER X.Ps
| Action X.P.s Earned* ‘
' Scooping the competition 3400 at first levd;
\
\

5,000 at second level |
or above |

Providing information that leeds 2,500 x levd of

to the arrest and conviction of crimina, pluspoints |

|

|

“ any criminal for scoop, if any |
Providing information leading 5,000 x levd of

| tothearrest and conviction of politician, pluspoints |

- any politician for scoop, if any

* Reporterswho takephotographsto goalongwiththeir




CAREERS IN CRIME

Any character can pursue acareer in crime. This section ofthe
rules concerns characterswho earn their livingsthrough crime.
It does not cover characters with other careers who happen to
run afoul of the law.

Criminals can work as independents, as members or |eaders of
a gang, or as members or leaders of an organized crime
syndicate.

Independent Criminals

Independent criminals usually work aone, committing crimes
without help from other criminas. They may have contacts
with gangs or syndicates, but are not members of a gang or
syndicate.

Firs Level Criminals All first level criminas begin a cam-
paign game as independent criminals. They can try tojoin a
gang or a syndicate only after committing a |east one major
crime.

Specialigs Specidistsare experienced independent criminals
who commit only afew types of crimes. They usually have high
scores in the skills needed for their specidty. Typical specia-
ists are safecrackers, pickpockets, forgers and counterfeiters.
An independent criminal can become a specidlist during the
game by concentrating on one type of crime and learning the
specia skillsneededfor it.

FINDING JOBS. Specidists abovefirst leve will automatically
be offeredjobs by other criminals or persons in need of their
services. A specidist has a 10% chance per level per week of
being offered employment Thus a fifth level specidist has a
50% chance per week of being offered some type of job.

FEES. The fee charged by a specialist must be negotiated for
each newjob, and varies with the skill of the specialist and the
danger involved. Thefee may be either a set amount of money or
a percent of the profit from thejob.

Gangs

A gang is agroup of criminals who work together committing
crimes and who move around frequently from city to city or
gateto state. These criminal gangs shouldnot beconfusedwith
street gangs, groups of toughs who try to control an areawithin
acity. The gangs headed by John Dillinger and Ma Barker are
typical examples of the gangs covered by these rules. These
gangs roamed the Midwest in the 1930s terrorizing the citi-
zens, expecidly the bankers, of the states they visited.

Joining A Gang. Any criminal who has committed at least one
successful crime can try tojoin agang. Thereisa 10% chance
per week per level of the criminal that the character will meet a
gang member. In order tojoin the gang, the gang leader must
react favorably to the character. Ifthe gang leader isan NPC, the
NPC reactionrulesin PART 7 should be used to determinehis
reaction.

Forming A Gang. |ndependent player character criminals can
decide to cooperate and form agang a any time.

Independent PC criminals who have reached third level or
higherwill attract first level NPC criminalswho wanttojoin up
with them. There isa 10% chance per week per level of the PC
criminal that afirst level NPC criminal will ask tojoin the PC
crimina's gang. If there is more than one PC criminal in the
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gang, only the gangleader can attract NPC criminals thisway.
The gamejudge must create these NPC criminals.

Organized Crime Syndicates

An organized crime syndicate is agroup of criminal swho work
together to commit crimesand who usually limittheir activities
to onecity or even oneareawithin acity. Thisdefinition covers
everything from groups which are little more than organized
theft rings to groups which are commonly thought of as gangs-
ters and often referred to loosely as "the Mafia," "the syndicate”
or "the mob." The definition is intentionally broad, to reflect the
fact that modern criminal organizations evolved gradually dur-
ing the 1920s from less sophisticated groups of street toughs
and petty criminals.

Joining An Organized Crime Syndicate. In order tojoin an
organized crime syndicate, a PC must meet and get afavorable
reaction from another character (PC or NPC) who is dready a
member ofthe group. Such meetings are |l eft to the discretion of
the gamejudge. Ifthe gangster isan NPC, use the NPC reaction
system described in PART 7. No character canjoin an organ-
ized crime syndicate until he has successfully committed at
least one major crime asan independent. (Thejudge may decide
to let PCsjoin asyndicate without having committed acrime, if
it would benefit the campaign.)

Characterswhojoin an organized crime syndicate may begiven
a specific job with a set sdlary or they may be assigned to
various jobs and paid a percent of the profits from each. The
precise arrangements must be negotiated in either case.

Forming An Organized Crime Syndicate. PCs who have
reached third leve or higher and are attracting NPC criminals
(described under Forming A Gang) may decide to have their
gang settlein a city and thusbecome an organized crime syndi-
cate. Newly formed syndicates should realize that any syndi-
cates aready established inthe areawill notwelcomethem, and
will in fact fight to defend their territory.

Syndicate Or ganization. Thereisno set organization or struc-
turefor dl crime syndicates, nor isthere any set patterntotheir
activities. Some organized crime syndicates try to control only
onetypeof criminal activity in one section of acity; otherstry to
control dl criminal activity in an entire city. The following
characteristics, however, were common among many historical
organized crime syndicates. Players and judges may wish to
incorporate them into the syndicates in their campaign.

INSULATION OF TOPBOSSES. Thetopbossorbossesinan
organized crime syndicate seldom take part in illegal activities
themselves, especidly once they become wedlthy enough to
hire other peopleto do their dirty work for them. Ordersfrom top
bossestypically are passed through several subordinatesbefore
reaching the characters who actually carry out those orders.
This makes it difficultto trace acrime al the way back to atop
boss.

USE OF LEGITIMATE FRONTS. Organized crime syndicates
often gain control oflegitimate businesses, which are then used
as fronts or covers for illegd activities. Money earned through
illegd activities can be funneledthrough these legitimate busi-
nesses and, with sufficient accounting skill, made to look like
lega profit

USE OF FAMILY MEMBERS. Some organized crime syndi-
cates, especidly the type often portrayed in movies, are organ-
ized and run by families. Many of the members of the syndicate
are related to one another, with the top boss being the head of
the magjor family in the syndicate.



SEMI-INDEPENDENT OPERATIONS. Some operations are
not directly controlled by the organized crime syndicate, but are
financed by the syndicate in exchange for a percentage of the
profits. An example would be agambling or loan sharking opera-
tion "given" to a new son-in-law in the family.

PENETRATION OF GOVERNMENT. Organized crime syndi-
cates cannot exist for long without the silent cooperation of at
least some politicians, policemen andjudges. Syndicates typi-
cdly have several persons from each of these professions on
their payroll. In some cases, syndicate members were actually
elected to office and served on important boards, commissions
and agencies.

Criminal Experience Points

Criminals earn experience points solely by making money.
Players and judges must be very careful to award experience
pointsto criminals only for profits, not for grossincome. They
must aso be careful not to award experience points more than
once for the same money.

EXAMPLE: Firstlevel criminal Willy Johnson sticks up some
small businesses and putstogether the sum 0£$3,600. Accord-
ing to the CRIMINAL X.P.s TABLE below, he has earned 360
X.P.s. Willy takes his $3,600 and buys 100 cases of liquor for
$36 each. He sdlls those cases for 875 each, atotal of $7,500.
Willy doesnot get another 750 X.P.s; that woul d be counting the
same money twicetoward experience. Instead, Willy gets 7,500
minus 3,600 = 3,900; 3,900/ 10 = 390 more experiencepoints.

CRIMINAL X.P.s

Leve Of Criminal X.P.s Earned
1-3 1 X.P. per $10 profit
4-7 1 X.P. per $100 profit
8-9 1 X.P.per $1,000 profit
above 9 1 X.P. per $10,000 profit

Experiencefor Syndicate Businesses. PC criminalswhorun
an operation for a syndicate earn X.P.s for a percentage of the
profit from the operation and not for the money the syndicate
pays them. Thejudge can award experience points for 10% to
50% of the operation's profits, depending on the PC's level and
the amount of money and risk involved.

Experiencefor Stolen Items. Ifacriminal steals an item and
uses it to commit another crime, thejudge may award X .P.sfor
the item even though the crimina did not earn any money
directly by stealing it. For example, if acriminal stedls atruck
and then uses it to deliver bootleg alcohol to speakeasies, the
judge may award X.P.s for the truck the same as ifthe character
had sold it to afence (see Fencing Goods).

CRIMESCOMMITTED BY INDEPENDENTSAND GANGS

This section describes crimes usually committed by independ-
ent criminals or gangs. PC independents and gangs are not
limited to these crimes; they are given only as examples.

Armed Robbery

Armed robbery is stealing something from someone or some
place (such as abank) while using a gun or other weapon to
threaten the victims of the robbery.
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Value Of L oot. The amount of cash stolen from abusi ness cash
register or safe during an armed robbery can be determined by
consulting the ARMED ROBBERY TABLE.

ARMED ROBBERY TABLE

Type Of Business Cash Regigters Safe
or Tdler Windows,
per register or window F -
Average store 1d10 x $10 1d10 x 8100
or handbook
(see Bookmaking)
Large store 1d10 x $20 1d10 x $1,000
or speskessy
Luxury store 1d10 x $100 1d10 x $1,000
Bookie parlor or 1d10 x 8150 1dlOx $1,500
small bank*
M edium bank* 1d10 x $250 1d10 x $2,500
Large bank* 1dIOXx $1,000  Percentile dice
x $1,000
Super bank* 1d10 x $1,000 Percentile dice
x $3,000
Other businesses Percentile dice 1d10 x 3100
x $1
Mail truck** Number ofbags  1d10 x $1,500
=1d10 x 20 per bag

* Banksarerated for size by the number of teller windows they
have; 1-10 tellers is a small bank, 11-15 is a medium bank,
16-25 is alarge bank and over 25 is a super bank.

** Appliesto mail trucksgoing to or leavingfrom a post officein
amajor city.

All cash registerswill beempty at night. Thereisaso achancea
cash register or teller window hasjust been emptied, and con-
tains only 10% of the listed cash. This is left for thejudge to
decide.

Burglary

Burglary is the act of breaking into and entering a home or
business and stealing something from it.

Value Of Loot. The value of goods stolen from a home or
business can be found by rolling 1d10 and consulting the
STOLEN GOODSTABLE.

STOLEN GOODS

Goods Stolen From Multiply Roll of 1d10 by

Working classhome $10
Middle class home $30
Upper class home $100
Average retail business $500
Luxury retail business $1,000 (or more at

(fur shop,jewdry store, etc.) judge's discretion)

The campaignjudge uses this table only when the value of the
stolen goods is notknown. Ifamore precisevalue for the stolen



goods becomes available during the game, then that value
should be used.

The values on the table are actua retail values of the stolen
goods. In order to receive money for stolen goods, thieves must
| them to aspecialistknown asafence (see Fences, below). A
fence will pay no more than one-third of the retail value of the
goods and usually far less than that. The amount thefencewill
pay isleft to the discretion of the judge. Ten percent of theretail
value is suggested.

EXAMPLE: Two criminals randomly pick ahome in an upper
classneighborhood toburglarize. They break inwhen no oneis
home and randomly grab anything they can carry easily. Using
the STOLEN GOODS TABLE, the gamejudge rolls 1d10 and
gets aresult of 5, determining that the val ue of the stolen goods
is about 8500 (5 x 8100). The criminalswill be ableto sl the
solen items to afence for 8166 at most

EXAMPLE: The same two criminals notice a man buying a
$5,000 diamond necklace in ajewelry store. They follow him
home, break in and stedl the diamond. Thediamond isknown to
be worth $5,000, s0 there is no need to consult the STOLEN
GOODSTABLE. Theburglarswill be abletofencethisnecklace
forno morethan 31,600, and probably will get only 8500 for it.

Both burglars and armed robbers can try to get into safes. Use
the ARMED ROBBERY TABLE whenever a safe is robbed.

Loot taken in other types of robberies and burglaries can be
determined by the gamejudge, using the amounts shown onthe
ARMED ROBBERY and STOLEN GOODS tablesasguidelines.

Fencing Goods

A fence is a specidist who buys stolen goods from criminals
and resdlls them to people who do not mind buying stolen
goads, or to people who do not know the goods are stolen.

Fencing common merchandise usually is not difficult; some-
timesfences can befound in pawn shops or storesthat sell used
merchandise, with the store serving as a legitimate front for
fencingactivities. Fencing specid items, such asstolenjewelry,
art works, large gems, etc., ismoredifficult. Thefence musthave
extensive underworld contacts, which can only be developed
over along period of time.

A PC who becomes a fence with a legitimate front can earn
about 850 per week through his legitimate business. Earnings
from fencing stolen goods must be kept track of separately. The
retail value of stolen goods brought to a PC fence each week will
be 8500 x the level of the fence. PC fences who have developed
extensive contacts for handling specia items will be offered
goodswith aretail value equal to 82,500 x the leve of the fence
each week. The PC fence can negotiate apurchase price for the
goods with the criminalswho bring them in. The goods can be
resoldforany priceuptotheir retail value, subjecttothejudge's
discretion.

Players should remember that known fences are watched al-
most constantly by the police.

Murder

Most murders committed by independent criminals and gangs
occur during another crime and are neither intentional nor
pre-planned. However, someindependent crimina s specidize

in murder for money. These professional "hit men" are some-
times hired semi-permanently by organized crime syndicates.

Fees. The fee charged by a hit man depends on both his leve
andthevictim'slevd. Multiply the basefeeforthevictim'sleve
by the leve of the hit man to find the final cost

Victim's Levd Base Fee

0 8100
1 8200
2 8300
3 8600
4 81200
5 82000
6 83000
5
8
9
10

84000
85000
87000
89000
11 orhigher 810,000andup
Success. PCs who commit a murder for money must play out
the murder in the normal course of play. When NPCs are hired
to commitamurder, the gamejudge must determinetwo things:

1. Whether the murder attempt is successful;

2. Whether the hit man leaves behind any evidence that could
link the person who hired him to the murder (or, if caught,
whether he gives any information to the police).

To determine these things, the judge must calculate the hit
man's chancefor success. An NPC murder attempt has a50%
chance to succeed. This chance is increased by 10% x the hit
man's level, and decreased by 10% X thevictim'slevel. Thus a
fifth level NPC hit man has a 10% chance to kill aninth level

victim.

After calculating the chance of success, thejudge rolls percen-
tile dicetwice. Thefirstroll determineswhether thevictimwas
killed. The second roll determineswhether evidencewas found
linking the PC who hired the hit man to the crime. A dice roll
lessthan or equal to the hit man'schancefor successmeanshe
killed the victim (first check) or avoided tipping offthe police
(second check).

Bootlegging

It is difficult for independent criminals or gangs to make much
money in bootlegging; most bootlegging is controlled by crime
syndicates. However, independents and gangs can get small
amounts of bootleg acohol by

1 Hijacking trucks belonging to a syndicate;

2. Robbing a federal warehouse where confiscated acohol is
stored;

3. Finding caches of d cohol owned by bootleggers, steding the
acohol and resdling it;

4. Any other way the independent or gang can think of.

Theresdepricesforbootleg dcohol aregiveninthesectionson
bootlegging by organized crime syndicates, bel ow.

Petty Crime

Petty crime includes mugging, pickpocketing and other crimes
against individuals. The amount of money made from petty
crimes is left to thejudge's discretion. As ageneral rule, people
of lower or middle class will rarely carry more than #10 at one
time.
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CRIMES COMMITTED BY
ORGANIZED CRIME SYNDICATES

This section provides details and guiddines on some of the
crimes usualy committed by organized crime syndicates. Syn-
dicates are not limited to these crimes; they are given as exam-
plesonly.

Bootlegging

Bootlegging is a genera term referring to the manufacture,
transport and sae of acoholic beverages in violation of the
National Prohibition Act and numerous other state and local
laws. The Nationa Prohibition Act took effect Jan. 16, 1920,
and was in effect until December 5, 1933, During this period,
bootlegging was by far the most profitable syndicate crime. PCs
who bootleg must keep careful records of their purchases, pro-
duction and sales.

Obtaining Bootleg Liquor and Beer. Criminals can obtain
bootleg beer and liquor, referred to ssimply asbootleg or bootleg
booze, in three ways:

1 Buy itfrom Canadian, Caribbean or European manufacturers;

2. Sted itfrom legd manufacturers, government warehouses or
other criminals;

3. Manufacture it themsalves.

BUYING BOOTLEG. Genuine hard liquor, referred to as "the
real stuff,” can be bought from Canadian, Caribbean and Euro-
pean brewers at an average price of 36 for acase of 12 bottles.
Beer can be bought for 83 per barrel. PC criminals must make
their own contacts with manufacturers, and must make their
own arrangements for smuggling the bootleg into the country.
Higtoricaly, a tremendous amount of bootleg was smuggled
acrossthe Canadian border, and shipscarrying bootleg cargoes
from Europe crowded the waters aong the Atlantic coast

PCs may also buy bootleg from other criminals. The pricemust
be negotiated with those criminals, whether PC or NPC.

STEALING BOOTLEG. Under the prohibition law, afew dis-
tillers were dlowed to produce limited amounts of liquor for
medicinal purposes, and large amounts of pure acohol for in-
dustry. Thisliquor and a cohol was stored inwarehousesunder
the supervision of the Bureau of Prohibition. A large amount of
bootleg was stolen from these warehouses in the early years of
prohibition. Such warehouses should contain 1d10 x 1,000
cases of hard liquor. 1t isup to the PCsto discover thelocation
of such warehouses.

Government warehouses were established at the beginning of
prohibition to house huge amounts of confiscated liquor pro-
duced by legitimate manufacturersbefore the National Prohibi-
tion Act took effect. Almost every city with a population of
1,000,000 or more had at |east one of these warehouses, under
the supervision of the Bureau of Prohibition. By 1925, these
warehouses had been consolidated into only seven or eight
locations, due to the large amount of liquor being stolen from
them. Should PCs locate such awarehouse, it will contain at
leest 1d10 x 1,000 cases of hard liquor.

Bootleggers in the 1920s aso faced the constant problem of
having their shipments and truck convoys of bootleg stolen or
destroyed by other criminals. It is up to the PCs to figure out
whereriva syndicates are storing their bootlegbooze andwhen
they are shipping it

MANUFACTURING BOOTLEG. Criminascansetup tillsto
produce pure acohol and breweries to produce beer.
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A dill canbe set up in about oneweek for 8500. It requiresan
areaequal to eight squareson a 15’ scdemap. Thedtill requires
acrew of four workers who must tend it about eight hours per
day. Suchworkersarenormally paid $10to $15 per day. A till
this size will produce 100 gallons of alcohol per day, or 700
galons per week. The alcohol can be made from grain, potatoes,
corn, grapes or amost any other plant. This material will not
cost more than $10 per week, but <till operators must make
arrangements to purchase it and get it to the till. The acohol
produced can be used to make imitations of legitimately made
liquor or to cut legitimately made liquor (see Cutting Liquor,
below).

A brewery canbe setupfor $1,000. Ittakesninesquaresona

15’ scde map, and a crew of four men. These men must be
presentonly one hourperday, butare paid $10 to $15 perday. A
brewery will produce 100 barrels of beer per day. A brewery
requires 70 cents worth of grain per barrel ofbeer produced, or
8490 worth of raw material per week.

Cutting Liquor. Bootleggers commonly "cut" legitimately pro-
duced hardliquor with pure grain acohol and other ingredients
to add color and flavor. One case of the "real stuff” could be cut
and diluted into three cases. PCswho chooseto cut their “redl
stuff’will need nine galons of still-produced a cohol per case of
"red stuff." They must aso arrange to get bottles and forged
labds. These will cost 1% to 2% of the resale vaue of the
acohol.

Sdling Bootleg Liquor And Beer. Bootleg booze can be sold
to private citizens, to speakeasy owners, to the public through
speskeas es and to other criminal syndicates. Sdesto thegen-
erd public through speskeasies are covered in a separate sec-
tion. Saes to other criminals must be negotiated with those
criminals. Theremai nder of thi ssection coversbuilding aboot-
leg business with speakeasy owners and private citizens.

FIRST LEVEL BOOTLEGGERS. Firstleve bootleggers must
build their own list of clients through the normal play of the
game. This means they must visit speskeasy owners and
wealthy private citizens and try to sdl them their wares. Loca
ward bosses can beaval uabl e source of information concerning
possible customers, especidly if anice "palitical contribution”
is dropped in their hands.

HIGHER LEVEL BOOTLEGGERS. Bootleggers of second lev-
d or higher can hire two sdesmen per levd to handle extra
customers. These sdlesmen maybe NPCs or PCs. Theirwages
must be negotiated. If there is a gang war for control of the
bootleg business in certain areas of town, salesmen will want
significantly higher sdaries than normal.

Each salesman must specidize in serving either private citi-
zens or speakeasies. A sdlesman serving spesks will obtain a
number of speakeasy customers equal to his Presence score. A
sdlesman serving private citizens will obtain anumber of cus-
tomers equal to his Presence score x 10.

AMOUNTS SOLD. The volume and dollar amount of bootleg
sdes are determined each week by the bootlegger PC using the
following procedure:

1. Roll percentile dice and consult the TYPE OF WEEKTABLE
to determinewhether thiswas agood, average or poor week
forbusiness.

2. Check the BOOTLEG SALES TABLE to determine the
number of barrels of beer and cases of liquor sold to speak-
easy customers. Multiply theamounts shown by the number
of gpeak customers to get the total sdes.

3. Check the BOOTLEG SALES TABLE to determine the




number of barrels of beer and cases of liquor sold to private
citizens. The amounts shown on the table are sdes per 10
customers. To find the total sdles to private citizens, divide
the number of private citizen customersby 10, dropping any
fractions. Multiply the result by the amount shown on the
table.

TYPE OF WEEK TABLE
_DiceRoll Type of Week

10 - 20 Good

30 - 80 Average

90 - 00 Poor

BOOTLEG SALESTABLE
Typeof Type of Week
Customer Good Average Poor
Speskeasy 24B;20C 20B;16C 12B;12C
(Per Speek) (82,930) (82,300) (81,560)
Citizen 1B;4C 3C 2C
(Per 10) (8350) (8225) (8150)

B=Barrels of Bear; C=Cases of Liquor

The profits on the BOOTLEG SALES TABLE are gross in-
come. Players must subtract the cost of manufacturing or buy-
ing the bootleg, the cost of shipping, sdesmen's salaries and
payoffs to police.

Example: Eighth level bootlegger Al Tolino has 16 salesmen
working for him, producing atota of 140 customers per week.
Eighty of these customers are speakeasies;, 60 of them are
wedlthy individuals. At the beginning of the game week, Tolino
rollspercentilediceto determinethetype of businessweek. He
rollsa 64. Checkingthe TY PE OFWEEK TABLE, Tolino sees
thiswill be an average week. Next, Tolino checks the BOOT-
LEG SALESTABLE. He seesthat in an average week, each of
his spesk customerswill buy 20 barrels of beer and 16 cases of
liquor for atota of 82,300. He multiplies dl the figuresby 80,
the number of spesks he serves. The results indicate saes of
1,600 barrels of beer and 1,280 cases of liquor for a tota of
8184,000. Tolino checksthe table again and sees that forevery
10 privatecustomershewill sdl threecasesof liquor for atotal
of 8225. Tolino has 60 private customers. Dividing60by 10,he
gets six. He multipliesthree cases and 8225 by six. The result
issdesof 18 casesfor 81,350. Adding dl thefigurestogether,
Tolino seesthathistotal sdesfortheweck are: 1,600barrelsof
beer and 1,298 cases of liquor for atotal of 8185,350.

Competition. The above example shows why competition
among criminalsfor control ofthe bootleg market wasfierceand
bloody. In the game, PCs and thejudge must assume that any
bootleggers selling to spesks, and most bootleggers selling to
private citizens, are invading some other bootlegger'sterritory.
The spesks and citizens who are buying from PCs in a game
were buying from someone elsebefore, and that someonedseis
going to beunhappy about losing avery lucrativebusiness. Itis
worth noting, for example, that Chicago gangsters warring for
control of bootleg markets managed to kill about 215 riva
gangsters between September 1923 and October 1926

Just how often there will be trouble with rival syndicates, and
the nature of that trouble, is left to the discretion of the cam-
paign judge. PC bootleggers should be warned, however, to
expect alot of trouble alot of the time.
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Bootleg PriceSummary. TheBOOTLEG PRICESTABLEisa
genera referenceto determinethe going pricefor bootlegwhen-
ever sdes are being negotiated or locd prices are fluctuating.
The table shows the average prices that were used to set up the
BOOTLEG SALES, SPEAKEASY SALES and SPEAKEASY
INCOME table.

BOOTLEG PRICESTABLE
Liquor(Case) Beer (Barrel) Homebrew*
Wholesde from 83%6 83 NA
foreign manufacturer
Retail as sold to 875 $55 $4/gallon
Soesks, citizens or
and other criminas B75/case**

Notes:
*Homebrew isgrain acohol madein stills, as described under
MANUFACTURING BOOTLEG.

** Homebrew may besold as puregrain acohol for 84/gdlon. In
thisform, it is often used to cut "red stuff” as described under
Cutting Liquor. When homebrew is mixed with flavoring and
coloring chemicals and bottled and labeled, it can be passed off
as "red stuff’for 875 per case.

Other Forms Of Bootlegging. The bootlegging methods de-
scribed aboveare just a few of thoseactually usedinthe 1920s.
Thisrule book istoo small to describe all thebootleggers tricks,
but a few more will be mentioned sojudges and players can use
them if they want

NEEDLE BEER. Under the National Prohibition Act, it was
legd to produce a distasteful product caled "near beer" which
contained only one-half of 1% acohol. In order to make near
beer, however, abrewer had to make real beer first, then extract
the excess dcohol. There was aready market for this excess
acohol, especidly among criminals who would buy both the
acohol and the beer, then shoot the acohol back into the
bottled beer with needles.

NEIGHBORHOOD DISTILLERS. Mobstersin severd cities
paid ghetto residents to set up stills and cook acohol in their
homes. The gangsters collected the acohol each week. A home
gill could turn out 350 gdlons of raw acohol per week The
residents usually were paid 815 per week per family for their
efforts.

TAKEOVER OF LEGITIMATE BREWERIES. When prohibi-
tion came into effect, somel egitimate brewers struck dedswith
gangsters whereby the brewers would supply the equipment,
capital and brewing skill while the gangsters handled politica
protection, legd problems and sdes and distribution. Gangs-
tersacquired many formerlylegitimate brewing companies this

way.



Soeakeases

Speakeasesareillegd barsoperated in violation of the National
Prohibition Act and numerous other state andloca laws. When
the National Prohibition Act went into effect, speskeasies
sprang up like mushrooms in every large city in the country.
The name "speakeasy” refersto the factthat aperson needed to
know apassword or have a membership card to get into many
goeaks. Owners took this precaution to prevent undercover
federal agents from getting inside.

Types of Speakeasies. For game purposes there arethree types
of speakeasies.

1. Dives are very cheap, shabby, somewhat rough places that
cater to alower class of client;

2. Taverns are average bars that cater to dl dasses;

3. Nightclubs are high class bars that cater to wealthy clients.
They furnish aband and perhaps afloor show in addition to
serving drinks.

Owner ship Of Speakeasies. Some speaks are owned by inde-
pendent operators who buy their beer and liquor from organized
crime syndicates. Other speaksare owned by syndicatebosses.
Independent owners operate under the continual threat that
organized crime syndicates will try to take over their business.
Ownership often is shared, with the independent operator serv-
ingasamanager for asyndicatepartner who takesalarge cut of
the profit in exchange for liquor and protection from both the
law and other syndicates.

Space Requir ements. Spacerequirementsfor speaksaregiven
in numbers of squares on a 15-foot scale map. Remember that
one square on a 15-foot scale map equals nine squares on a
5-foot scale map.

SEATING CAPACITY. Spesks can provide seatingfor 20 cus-
tomers in one 15-foot map square. One such square is consi-

dered the basic unit of seeting capacity. The maximum seating
capacity for any speak inthegame is 20 units (400 customers).

OTHER REQUIREMENTS. In addition to seating, a speak
must provide space for the following additional aress:

1. All speskeasies must provide at leest one squarefor an office
or manager'sback room, and at leest one squarefor storage;

2. Nightclubs must provide at least one square for abandstand,
at least two squaresfor adance floor and at least two squares
for performers dressing rooms and lounges.

Speakeasy Profits. Speskeasy owners caculate their profits
each week by rolling on the TY PE OF WEEK TABLE and then
checking the SPEAKEASY PROFITSTABLE.

MODIFYING PROFITS. The SPEAKEASY PROFITSTABLE
shows profits after deducting liquor codts, rent, weges, payoffs
to law enforcement officers and miscellaneous expenses. The
profits shown are based on the assumption that the speak
owner is paying a minimum of 8300 per week to local cops,
politiciansand prohibition agents, and that the owner ispaying
amanager $150 per week torunthespeak forhim. If thecost of
buying offthe law goes up, the profits should be reduced accord-
ingly. Similarly, an ownerwho acts as hisown manager can add
$150 per week to the profits shown.

The Numbers Game

The numbers game is aform of illega gambling that has netted
huge profits for organized crime syndicates since it sarted in
the late 1800s

How The Numbers Game Works. The numbers game appedls
mainly to small wage earnerswho see itasachanceto makean
enormous profit on a smal wager. The person playing bets a
small amount, usually less than 50 cents, that a certain three-
digit number will be pickedin sometypeof lottery. If thebettor's
guessis correct he can win up to 600 times the amount bet

SPEAKEASY PROFITSTABLE

Dive 8Income Tavern
Sesting Sesating
Units  Good Avg. Poor Units  Good
1 -206 -0 4 1 -30
2 265 -5 -215 2 615
3 735 830 -75 3 1,260
4 1206 665 125 4 1906
5 1550 875 200 5 2,425
6 2,020 1210 400 6 3,070
7 2,490 1545 600 7 3715
8 2,960 1,880 800 8 4 360
9 3430 2215 1.000 9 5005
10 3,675 2,325 1,100 10 5425
11 416 2660 15 11 6,070
18 4615 2905 1875 12 6715
13 5085 3,330 155 13 7,360
14 5,555 3,665 1.775 14 8,005
15 5800 3875 1850 15 B5EH
16 6,370 4210 2,050 16 9170
17 6840 4545 2250 17 985
18 7S18 4 880 2450 18 10460
19 7,780 5215 2,650 19 11105
20 8,025 5325 2,625 20 11525
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8Income Nightclub 8lncome
Sedting
Avg, Poor Units  Good Avg. Poor
200 4% 11,650 10% 335
155 -1% 2 8975 2,785 1445

570 45 3 6300 4515 2508
985 285 4 8625 6,245 3,565
1215 400 5 10825 7,850 4,500
160 640 6 13150 9,580 5,860
2105 830 7 15475 11310 6,620
2,520 110 8 17800 13,040 7,680
2985 1.360 9 201288 14770 8740
315 135 10 22225 16,275 9,575
3,540 1655 11 24550 18,005 10,635
3955 18856 12 26875 19785 11695
4,370 2,095 13 29200 21465 12,755
4,785 2,335 14 31525 23195 13815
5075 2450 1R 23798 BABO0 14750
5490 2,690 16 36.050 26,530 15810
5,905 2,930 17 88375 28260 16870
6,820 3,170 18 40700 29990 17930
6,735 3410 19 43025 31,720 18990
6,925 3425 20 45125 33225 19825



Thewinning number is supposed to be picked randomly. It may
be picked in adrawing, or it may be the last three digits of the
U.S Treasurybaancefor the day, oritmay be thesumof various
oddsat agiven racetrack. All that isimportantisthatthepeople
making bets beieve the operator of the numbers game cannot
control the winning number.

In a fair game, the odds against picking the winning number are
1,000to 1. Ifthe bettor wins, he is paid offat only 600 to 1, at
most Thus, the person operating the numbers gamewill make
40 cents on eech $1 bet, on the average. If the operator of the
numbers game can control the winning number, he can make
even greater profits smply by picking the number with the
fewest bets on it as the winner.

How Criminals Organize The NumbersGame. The numbers
game usudly is set up in lower class neighborhoods with large
ethnic minorities. In such neighborhoods, there may be as
many as 1,000 people in a single block who play the numbers

every day.

The syndicate has a runner in each block. The runner is the
personwho contactsthebettorsinthebl ock, takesthe betsand
callectsthe money. The money isthen turned over to a bag man.
A bag man callects money from many runners andtakesitto a
central location, caled a "bank." At the bank, the money is
sorted and counted, and theamount that must gotothewinners
is set asde. The bag men then take the winnings back to the
runners, who ddiver it to the winners.

Any numbers game set up by an organized crime syndicatein a
GANGBUSTERS campaign must have one runner for every
block and one bag man for every 10 blocks. A bank can handle
any number of bagmen'sdeliveries. However, each bank should
have at leest two workers for each bag man ddivering to it

Income From The Numbers Game. Theweekly incomefrom a
numbers game can be determined by rolling 2dIO and consult-
ingthe NUMBERS INCOME TABLE. The amounts shown on
thetableareprofitsper block of territory inwhichthe syndicate
iS running its game.

MODIFIERS. The dice roll is modified as follows:

1 For ethnic minority neighborhoods +3
2. For lower dass ass milated neighborhoods +1
3. All other neighborhoods, except upper class -1

The numbers game cannot be set up in an upper dass
neighborhood.

LOSSES. If the rall to determine income from the numbers
gameis a 20 before the addition ofany modifiers, asecond roll of
2d10 mustbemade. Ifthissecondroll isalso a 20, the syndicate
haslost that day. The amount of money lost is 8500 per block
where the game isrun. Thislossmust be paid from the syndi-
cate's own funds. If the loss is not paid, thejudge must deter-
mine what will happen. At the very least, the syndicate's game
will fal apart in neighborhoods where the loss was not paid.

FIXED NUMBERS. It is sometimes possiblefor a syndicate to
control thesd ection of thewinning number. If, for example, the
winning number is selected by totalling odds at a given race
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track and a member of the syndicate owns that race track, the
odds can be manipulated to produce awinning number of the
syndicate's choice. Syndicatesthat fix the numbersdetermine
their weekly income by reading the Fixed column on the
NUMBERS INCOME TABLE.

NUMBERSINCOMETABLE

Modified
Dice Rall Normal Fxd

1 -8 22 8 20
2 8 6 8 90
3 3 3/ 8 160
4 8 62 8 230
5 8 90 8 300
{5 3118 ! 870
74 3148 s 40
8 8174 8 510
9 8202 % 580
10 $230 3 650
11 $258 B 720
WS o 2 790
13 8314 8 860
14 3342 8 930
1R 3370 #1000
16 3398 31070
17 8426 $1140
' @1910

A ——
20 8510 %1350
21 3588 A1480
23 8566 $1490
23 8A 81560

EXAMPLE: Al Tolino'smob has anumbersoperation covering
30blocksinan ethnic minority neighborhood and 25 blocksin
a lower cdass assmilated neighborhood. To determine the
weekly income from the numbers game, Tolino rolls 2dIO. The
resultis 11.Tolino uses this number for both neighborhoods.
First, Tolino finds the income from the 30 blocks in the ethnic
minority neighborhood. He adds the +3 modi-
fier for the neighborhood to 11, obtaining 14. Checking the
NUMBERS INCOME TABLE, he sees that the income per
block for this neighborhood is 8342. Multiplying thisfigure by
the number of blocks, Tolino nets $10,260 (30 x 8342 =
810,260). Next, Tolino finds the income from the 25 blocks in
the assmilated neighborhood. In this neighborhood the modi-
fier is +1, 0 the modified dice rall is 12. Again consulting the
NUMBERS INCOME TABLE, Tolino sees that the income per
block is 8286. Multiplying thisfigure by the number of blocks,
Tolinorakesin 87,150 (25 x 8286 = 87,150) from this neigh-
borhood. Thus Talino's total income from his numbers game
for thisweek is 810,260 + 87,150 = 817,410.

Expenses. The expenses of operating a numbers game are
figured into the profitson the NUMBERS INCOME TABLE, 0
PCs do not have to deduct any further expenses. The expenses
assumed when setting up the table were a 30% total cut of the
profitsto runners, bag men and bankers, plus 850 per week per
block to pay offloca police.




Sarting A Numbers Game. A PC criminal cantry to starthis
or her own numbers game. The criminal must have a starting
bank of at least 8500 in cash per block, and must organize at
least 10 blocks. The PC must recruit his or her own runners,
bag men and bankers. The person in charge of each bank must
have accounting or bookmaking sKill.

Competition. Just as there often is bloody competition for
bootleg markets, there often isviolent competition for control of
numbers operations in profitable neighborhoods. The extent
and violence of this competition is l€eft to the discretion of the
campaignjudge.

Bookmaking

Bookmaking isa form of illega gambling. Bookmakerstake bets
on the outcome of avariety of events, with horse races, boxing
matches, ball games and other sports events being the most
popular.

An independent criminal with bookmaking skill can set up his
orherownbookmaking operation, but most bookmaking opera-
tions are set up as part of, or a least in partnership with, an
organized syndicate.

Requirements. A bookmaking operation requiresthefollowing:

1. One character with bookmaking skill per ward inwhich the
operation is being run;

2. A centrd office, preferably with ample room for bettors to
await the results of races and sporting events;

3. Atleast 20 handbooks (seebel ow) per level of thebookmaker;

4. Access to the racing wires.

Handbooks. A handbook is aplace where aprivate citizen can
make a bet. Many handbooks are legitimate businesses which
take bets on the side. Each bookmaker must have at least 20
such handbooks for each level he or she has attained. The
bookmaker must keep arecord of the name, addressand contact
person at each handbook. The handbook manager takes bets
and either phonesthem in to thebookmaker or deliversthemto
abag man sent by the bookmaker.

Racing Wires. A racing wire is a specid wire service that

flashes the latest track results, track odds and other racing
information to customers across the country. Theracingwires
themselves are a legitimate business. Control of the racing
wires in agiven city is afranchise that is purchased from the
parent company. There is only one racing wire service per city,
and only one franchise holder. Anyone can be connected to the
racingwire by payinga feetothefranchiseholder. Thisfeemay
be a fixed amount per week or, in the case of bookmakers, a
percentage of their profits. PCs must negotiate their own ded's
with the franchise holder in their city. The fee should never be
less than 5% of the bookmaking operation's weekly income.

A franchise holder can sl the franchise, but probably would
not unless he was under tremendous pressure.

Limits On Bookmaking. An organized crime syndicate may
have only one top bookmaker per ward. This means that the
syndicate rolls only once per ward on the BOOKMAKING IN-
COME TABLE.

Income. Income from bookmaking is determined each game
week by rollingpercentile dice and consultingthe BOOKMAK -
ING INCOME TABLE. Crossindex the result of the percentile
diceroll withtheskill score of the bookmaker intheward being
checked. Theresultistheprofit made per level of the bookmaker.

EXAMPLE: Al Tolino has alarge bookmaking operation in the
1¢t ward. It is headed by Joey “The Book™" Tolino, Al's clever
younger brother. To determine his income from bookmaking for
agivenweek, Joey rolls percentilediceand getsa 55. Joey |ooks
on the BOOKMAKING INCOME TABLE in the column
headed “51 -60” and moves down to the row with hisbookmak-
ing skill score, which is 73. The number listed there is $1,400.
Joey multiplies this number by his own level, which is four.
Joey and Al'sbookmaking operation has earned them atota of
4x 31400 = 85,600 in the 1¢ Ward.

Stings. A bookmaking operation hasbeen stung whenever the
dice roll used to determine weekly income is OL or 02. If a
syndicate has bookmaking operations in more than one ward,
dl of them suffer a sting if any one rolls 01 or 02. When a
bookmaking operation is stung, it loses money. The amount
lost isdetermined by rolling percentile dice and multiplying the
result by 81,000.

BOOKMAKING INCOME TABLE

G Dice Roll

|
Score  01-02 03-10 1120 21-30 3140 41-50 5160 61-70 71-80 8190 91-98 99-00
26-30 S 0 100 200 300 400 500 600 700 800 900 WF
31-35 S 100 JOO 300 400 500 600 700 800 900 1000 WF
86-40 S 200 300 400 500 600 700 800 900 1000 1100 WE
41-45 S 300 400 500 600 700 800 900 1,000 1,000 1200 WF
46-50 S 400 500 600 700 800 900 1,000 1,100 1200 1300 WF
51-55 S 500 600 700 800 o00 1000 1100 1200 .. 1800 1400 WF
56-60 S 600 700 800 900 1,000 1,100 1.200 1300 1400 1,500 WF
61-65 S 7@% 800 900 1000 1,100 1,200 1,300 1400 1500 1600 \T
66-70 S 900 1000 1100 1200 1800 1400 1500 1600 1700 WF
71-75 S 900 1000 1,100 1200 1,300 1400 1500 1600 1,700 1800 WF
76-80 S 1000 1100 1200 1300 1400 1500 1600 1,700 1800 1900 WF
81-85 3 1100 1200 1800 1400 1500 160 1700 1800 1900 2000 WwWp
86-90 S 1,200 1,300 1400 1500 1600 1,700 1,800 1,900 2000 2100 WF
91-95 S 1300 1400 1500 1,600 1,700 1800 1900 2000 2100 2,200 WF
96-00 S 1400 1500 1600 1700 1800 1900 2000 2160 2200 2300 WE

Notes:

S means the operation has been stung.
WF means the operation has had awindfall.

Double the profits shown if the events have been fixed.
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EXAMPLE: Joe Talinorollsforweeklyincomeandgets aresult
of 02. Joey has taken asting. He rolls percentile dice again and
gets 74. Joey haslost 74 x $1,000 or $74,000.

When a sting occurs, it is up to the campaignjudge to tell the
bookmaker who stung him and how it was done.

EXAMPLE: To continue the example above, the judge might
tell Joey that hetook abetfor 31,480 on ahorsethat wasasure
loser and gave the "sucker" making thebet odds of 50 to 1. The
bettor then fixed the horse race s0 his horse won. If thejudge
decides to give Joey a chance to get his money back, he might
simply tell Joey the name of the bettor. Joey will have to figure
out how the bettor beat him, but Joey, Al and some of the boys
will certainly be on hand to have a little chat with this bettor
when he comes by to pick up his winnings.

Windfalls. A bookmaking operation has a windfall (tremen-
dous profit) whenever the dice rall to determine weekly income
is 99 or 00. If a syndicate has bookmaking operations in more
than oneward, dl of them have awindfall if any one rolls 99 or
00. The amount of money made in awindfall is determined by
rolling percentilediceand multiplyingtheresultby 31,000. Itis
up to thejudge to tell the bookmaker what caused the windfall.

EXAMPLE: Joey Tolinoisrollingforweeklyincomeandrollsa
99, awindfall! He rolls percentile dice again and gets a43. He
multipliesthis by $1,000 andgetsatotal of $43,000. Thejudge
tdlsJoey that the heavily favored horse in amajorrace dropped
out of the race (scratched) at the last minute.

Fixing Events. A bookmaker can double his weekly income if
his syndicate can fix the major sporting events of the week in
their city. Fixing events must be done through the normal play
of the game. Thejudge must use his discretion in this.

Expenses. The expenses for bookmaking include

1. Payoffsto handbooksfor their services, usually 5% or 10% of
the take;

2. Payment to thewire services;

3. Payoffs to locd law enforcement officers.

All of these expenses must be negotiated. In addition, syndi-
cates must negotiate with bookmakers for their services.

Competition And Dangers. Like other forms of criminal en-
terprise, bookmaking can set off violent competition. However,
bookmakers run an additional risk. Whenever violence breaks
outbetween competing gangsand thelocd policeare pressured
into a temporary crackdown on vice and organized crime,
bookmaking offices usually are among the first places to feel the
results. Bookies often keep their records on chalkboards or light
paper so they can be destroyed quickly during a raid by police or
rival syndicates.

Cadinos

The types of gambling houses caled casinos varied so widely
prior to the appearance of the modern Las Vegas-style luxury
casino that it is not possible to give specific rules for casino
operations. The campaign judge must use his discretion in
determining the cost of setting up and operating a casino, and
the profits generated. Asaguideline, ahigh dass casino cater-
ing to the very wealthy would require at least twice as much
space as a hightclub and could generate as much as 1d10 x
85,000 per week in profits.

Yot Machines .

Sot machines are illegd in most states, but anyone willing to
make enough payoffs can get them placed in spesks, cigar
stores, candy stores and other businesses. The machine must
be purchased from a manufacturer, and manufacturers usually
will deal with only one syndicate in aterritory (aterritory isthe
size of amajor city). Prices for the machines and exclusive
rightsto place them in aterritory are negotiable, but should not
be less than 8500 per machine. Each dot machine placed will
produce 1d10 x 810 per week. PCs should smply roll 1d10,
multiply theresultby 310 and then by the number of machines
in operation. Payoffs to loca officials and law enforcement
officers are higher than normal for dot machines, because of
their high visibility.

Loansharking

Loansharking is loaning money at higher interest rates than
those offered by legitimate loan sources and often higher than
those alowed by law. Loansharks find customers in debt-
ridden businessmen who cannot get bank loansand in gamblers
who have suffered heavy losses.

A loanshark’s first loan to a customer usually is made at 10%
interest, compounded weekly. The money isloaned for ashort
time, often only four weeks. If the customer cannot repay the
loan and the interest at the end of that time, he or sheisforcedto
takeanew loanto pay fortheoldloan. Thisnew loan usually has
ahigher interest rate, sometimes 15% or 20%. Thisborrowing
of money at higher and higher interest to pay off the origina
loan continues through two or three cycles. If the customer
cannot repay the loanshark after thethird loan isdue, theloan is
"enforced." Enforcement starts with verbal threats, followed by
violence to the borrower, his business and/or his family.

Setting Up A L oansharking Oper ation. PC criminal scan set
up a loansharking operation if they have a starting bank of
$100,000 or more. PCs who want to shark loansbut who do not
have such abank can work for ahigher level "banker." Making
the contacts to get such ajob isup to the PC.

A PC who is sharking for ahigher level banker normally pays
that banker 5% interest per week on the money he is using.
Interest rates may fluctuate at the discretion of the campaign
judge.

PC Sharks. A PCloanshark who works forahigher level banker
will beableto loan out 1d10 x 31,000 perweek. Theinitial loan
should be at 1% interest for a period of four weeks. The
amount the loanshark should collect at the end of those four
weeks can be calculated from the LOAN SHARK TABLE. The
table shows the amount owed on a #100 loan at various times.

LOAN SHARK TABLE

Week 5% 10% 15% 20% 50%
1 10600 110.00 11500 120.00 150.00
2 110.25 121.00 18285 14400 225500
3 11576 13310 15209 17280 83750
4 121.55 146.41 17490 207.36 56.25
5 127.63 16106 20114 £i8.85 75089
6 18401 17716 231831 20860 113908
7 14071 194 87 26600 35832 170859
8 U475 21436 33BNV 408 552 89
mm 15518 28579 85179 51598 884434
10 16289 25037 40456 61917 5766.50

EXAMPLE: Pete Di Lucaisasmall-timeloansharkworkingfor
ahigher level banker. In his first week in business, Pete rolls
1d10 and getsaseven. Pete hasl oaned out 87,000. Fourweeks



later, Pete is ready to collect on those loans. Consulting the
LOAN SHARK TABLE on the “10%” column and the "4
weeks' row, Peteseesheshouldcollect $146 41 forevery 3100
loaned out Pete has loaned out 7,000 / 100 = 70 hundreds of
dollars. Heisdue70x 314641 =310,248.70. Heborrowedthe
87,000 from his banker at 5% interest, SO he owes the banker
$121.55 per $100 he borrowed. This comes to atota of 70 x
8121.55 = 88,508.50. Pete'snet profitis 810,248.70 - 8850850
=81,740.20.

PC Bankers. A PC running a loanshark bank (minimum of
8100,000 needed to start) will be able to loan out up to 1d10
times$10,000forevery $100,000inhisbank perweek. ThePC
loans this money to lower level loan sharks a 5% interest
compounded weekly, usualy for four weeks.

EXAMPLE: Al Tolinouses someof hisearningsfromgambling
and bootlegging to run aloanshark bank. At thebeginning ofthe
week he has 8355,000 in the bank. Al can roll 3dlIO to deter-
mine how much hecanloan out thisweek. Herollsatotal of 17.
Multiplyingthisby 810,000, Al seesthat he canloan outupto
8170,000 this week at 5% interest. After four weeks, those
loans will come due. Consulting the loan shark table, Al sees
that he should collect 1,700 x 8121.55 = 8206,635. Thisisa
profit of 836,635 in four weeks. The week after loaning out the
8170,000, Tolino's bank is temporarily reduced to 8185,000,
0 he can roll only 1d10 to determine the amount he can loan
out that week. Tolino could, of course, decide to put more
money into the bank from his other sources of income.

Bad Debts. Ten percent of dl the money PC loansharks and
bankers loan out will not be repaid. When weekly payments
come due, the PC and thejudge should determine 10% of the
amount due. Thisamount is deducted from the PC's collections
for the week. The judge should give the PC the name of the
borrower or borrowerswho owe him this money so the PC can
try to enforce the loan. How theloan isenforced isup to the PC,
provided the borrower can be found.

EXAMPLE: When Al Tolinotriesto collect the 8206,635 owed
him in the previous example, he finds that he comes up
820,663.50 short. Thejudgetdlshim thisdebt is owed by one
of his loansharks. Al takes some of his boys to cdl on the
loanshark and instruct him in the virtues of timely payment.
Theloanshark isnot home, however, and Al learnslaterthat he
bought aticket on thetrainfor Mexico City. Al probably will call
up an "enforcer” friend of his in Texas.

NPCsAnd Bad Debts. Most bad debts owed to PC loansharks
and bankers will be owed by NPCs. Smart loansharkswill take
steps to prevent these NPCs from leaving town. If this is the
case, most NPCswill try to raisethe money owed in someway.
If they cannot raise it legdly, they probably will try something
illegd. Thejudge can decide what they will do, based on the
NPC's character.

BUSINESS TAKEOVERS. When independent businessmen
areunabl eto pay money they owetoloansharks, theloansharks
will often take part ownership of the business instead of pay-
ment. This isone of the means most frequently used by syndi-
cates to take control of legitimate businesses. This option is
open to PC loansharks and bankers.

Racketeering

Racketeering is using or threatening to use violence to extort
money from legitimate businesses.

The Protection Racket. The protection racket is the most
basic form of racketeering. It isbrutal, direct and often effective.

The organized crime syndicate sendsrepresentativesto various
businesses, usually in a specific territory. These representa-
tives tell the owner of the business that he has two choices:

1. He can pay the syndicate a specified amount of money per
month for protection; or

2. He can expect acts of violencewhich will harm hisbusiness,
his hedlth, his family and perhaps his life.

The acts of violence help "persuade” the businessman that he
should pay protection money to the syndicate, and serveasan
example of what will happen to other businessmen if they
refuse to pay.

Union Racketeering. Inthe 1920sand 1930s, organized syn-
dicates began infiltrating labor unions with three intentions:

1. Contralling the unions made it easier to extort money from
businesses. An employer who refused to pay the syndicate
could have strikes and other |abor problems;

2. The unionsthemsel veswere asource of money that could be
taken from workers directly through payroll deductions and
indirectly by embezzling pension funds.

3. By controlling the unions, the syndicate could sometimes
force legitimate businessmen to trade only with other com-
panies the syndicate controlled.

INFILTRATING UNIONS. Syndicates were able to gain power
in someunions, especialy after 1929, because the unionswere
very poor. Unions need money to organizemoreworkers, strike
for recognition and other goals, and support political action.
The syndicates were a source of large amounts of cash for the
unions. In return for their money, the syndicate leaders were
sometimes ableto put their own peoplein powerful positionsin
the unions.

PC ACTIVITIES. PC syndicate bosses in a GANGBUSTERS
campaign may attermpt uni on racketeering. The campaignjudge
must determine what unions are set up and their financial
conditions. Some guidelines are given in PART 10.

Income From Racketeering. Due to the wide variety of
rackets, there are no complete guidelinesfor determining how
much money a syndicate can make from racketeering. The
income PCs earn from racketeering will depend on the type of
businesses the PCs victimize and thejudge's estimate of how
much those businesses could afford to pay. For large scae
rackets, profits running into millions of dollars per year are
certainly realistic and possible.




PART 7. DEALING WITH NPCS

Most GANGBUSTERS campaign games will have three to ten
players. Most campaigns are st in citieswith popul ations of at
least 500,000. It is obvious PCs will spend alot of their time
dedling with non-player characters (NPCs). The game judge
playsthe parts of dl NPCs in the game.

Quick NPC Creation

No matter how well prepared the gamejudge isfor an evening's
play, there dways will be times when he or she must create an
NPC quickly. Two methodsfor doing this are suggested:

1 In the appendices to thisbook is alist of typical NPCs the
game judge can use as the situation demands. The judge
should fed free to modify the scores given for these NPCs; it
wouldbe agtrange city ifdl thebartendersor store clerkshad
identical abilities!

2.If anNPC hasonly aminor roleinthegame, thejudgecanroll
up scores for that NPC as they are needed.

NPC L eveds

NPCs who are criminds, law enforcement officers, private in-
vesdtigators or reporters should be given a level by the game
judge when they are created. They may have any leve thejudge
decides is reasonable for his or her campaign.

NPCswho do notfall into one of the above classes usuadly are
assumed to be first levd for purposes of the game. However, a
gamejudge may assign these NPCs higher levels as he seesfit.
In generd, the more important, wealthy or powerful an NPCis,
the higher hisorherlevel shouldbe. An NPC'sleve determines
how many experiencepointsPCs getfor arresting or convicting
him or her; NPCs who are hard to capture or convict should
have high levd.

Here are some guidelinesfor assigning levelsto NPCs:

NPC's Position

Ward boss

City councilman
Mayor

Didrict attorney
Judge

Smdl business owner
Wedlthy businessman
Lawyer

Doctor
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NPC Skills

Most first level NPCs do not have any specid skills. NPCs do
not acquire skills unless the gamejudge decidesto let them. If
the gamejudge decides an NPC should have one or more skills,
he may give whatever skills and skill scores he chooses to the
NPC, up to amaximum of one skill per level of the NPC.

NPC Reactions

Therewillbe many timesduring GANGBUSTERS gameswhen
thejudge must decidehow an NPC will reactto somethinga PC
does or says.

EXAMPLE: PC criminal Joe Sullivan waksinto atailor shop.
The NPC store clerk approaches Joe, asking if he can be of help.
Joetdlstheclerk about a new “Tailor’s Protective Association”
being formed. Joe says the tailor shouldjoin this association
immediately, and that the dues are 850 per week. The associa-
tion assures that no "unfortunate accidents' happen to the
shops, their owners or their customers. How will the store
clerk, who isthe shop owner, react to thisattempt at extortion?

Reaction Priorities. The gamejudge can determine an NPC's
reactionin one of four ways. Thesearelisted below in the order
thejudge should consider them.

PLANNED REACTIONS. Often the game judge will have de-
cided before play begins how certain NPCs will respond in
certain situations. He bases this decision on the personality
and abilities of the NPC in question.

Example: Joe Sullivan has been running his protection racket
for severd weekswithout any difficulty. The gamejudgedecides
it is about time one of these tail ors stood up to Joe. He decides
before play begins that the next tail or Joe gpproacheswill refuse
to pay, will try to get Joe out of the store and will cal the police.

REACTIONSACCORDING TO PERSONALITY.NPCs dways
reactin amanner consistentwith their intelligence, personality
and own best interests. NPCs have goads and desiresjust like
PCs. They are not stupid (usually) and will act inteligently to
defend themselves, their property and their gods. In some sit-
uations, the gamejudge may have ageneral personality in mind
for the NPC, but no specific responses to situations. In such
cases, the gamejudge should let the NPC respond in amanner
consistent with his persondlity.

Exampl e: The gamejudge has decided that thebouncer at Little
Augi€'s speekeasy is afdlow with anasty temper who happens
to hatethe Irish. If Joe Sullivan (whoislrish) walksinto Little
Augi€'s, there isagood chance the bouncer will at least insult
him, if not try to start a fistfight.

PROFESSIONAL REACTIONS. NPCs will act in a manner
consistent with their professions or careers. For example,
policemen will not stand around quaking with fear when they
see an armed robbery taking place, politicianswill not normally
getinvolved in gunfights and police who have been bribed will
not normally close down the speskeasies paying them off.

RANDOM REACTIONS. When the gamejudge cannot decide
how an NPC will react in agiven situation, thejudge canroll a
reaction on the NPC REACTION TABLE. The table does not
give specific reactions; it would be impossible to lig dl the
reactions NPCs could have to any given situation. Instead, the
table gives general guidelinesto the degree of hostilityor friend-
linessthe NPC showstoward the PCinvolved. Thejudgecanfit
the behavior of the NPC to the specific situation.

Example: Joe Sullivanwalksinto another tail or shop and makes
thesamedemandfor protectionmoney. The gamejudgerollsfor
the NPC'sreaction and getsa diceroll of eight Hemodifiesthis
by adding Joe's Presence score of four, subtracting the tailor's
Presence of seven, and adding onebecause Joemadeabdieva
ble threat Thefinal result is sx, indicating hostility. The game
judge decides thetailor will agree to pay the money, butwill try
to talk Joe into comingback later to pick it up. In the meantime,
he will cdl the police.



NPC REACTION TABLE
Modified
Dice Rall Resction of NPC
(2d10)
2orless Violent and hodlile; attacks regardless of
Situation
3 -4 Abusive and hodtile; attacks if provoked
5-6 Hostile, but will not attack immediately; may
plot revenge at alater time
7 -8 Annoyed, mildly hostile, but will not attack
9 -13 Uncertain, hesitant; make another offer, roll
ain
14 - 15 Pleasant, but will take no action to help; may
answer questions
16 - 17 Friendly, likes the PC; probably will help
18- 19 Very friendly; will go out ofhis way to be
hel pful
20 or more  Extremey friendly; will risk own life to help

Modifiers To NPC Reaction Table

PC's Presence + Presence score
NPC'sPresence - Presence score
Someone has drawn weapon +1 if PC; -1 if NPC

Someone makes bdlievable threat* +1 if PC; -1 if NPC
* The gamejudge decides what counts as abelievable threat

Wheninterpreting theresultsof an NPC reaction roll, the game
judge should note that an attack is not necessarily a physica
attack; it may be verbal, political or economic, and it may be
delayed. A roll of two, however, means the NPC has completely
lost hisor her temper andwill attack physically regardiessof the
circumstances. Also, afriendly reaction doesnot mean an NPC
ishappy, for example, about being held up. It smply meansthe
NPC will try to be as pleasant as possible until the hold up is
over. A roll of 20, however, meansthe NPC has forsomereason
taken an instant likingto the PC, and will cooperatewith dmost
anything the PC wants to do.

L oyalty

In some situations an NPC'sreaction is determined using the
Presence score of another character rather than the Presence
score of the NPC himsalf This will happen if the gamejudge
decides the NPC has a sense of loyalty to another character,
such as agang leeder.

Conditions of Loyalty. The gamejudgeisthefinal authority in
determining whether an NPC is loyd to some other character
(PC or NPC). The gamejudge should consider the following
factors when making his decision:

BLOOD RELATIONSHIP. Members of the same family (hus-
bands, wives, sons, daughters, uncles, aunts, etc.) usualy will
feel some loyalty to other family members.

CRONIES. Croniesarefriends of PCs. They usually areloyd to
one another.

EMPLQOY EES. Employeeswill in many cases be loyd to their
employer, if for no other reeson than to keep theirjobs.

INTIMIDATION. Some NPCs will be intimidated by other
characters to the point where they will act loyd to them regard-
less of their personal feelings.
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Example: Federa agent John Burns is trying to get atailor to
give information about Joe Sullivan's protection racket The
tailor hates Joe Sullivan and is a decent law abiding citizen.
However, heisscared to death of what the Sullivan gang will do
tohimifhetaks. Thejudgedecidesthetailorisintimidated and
treats him as if he were loyd to Joe Sullivan.

Handling Loyalty. An NPC who is loyd to another character
uses that other character's Presence score rather than his own
when he is checked for NPC reaction. This isdone only if the
NPC isbeing asked to do something that would be against his
loydlty to the other character.

EXAMPLE: Continuing the previous example, the gamejudge
decidestoroll an NPCreactionfor thetailor. Rather than modify
thediceroall by thetailor's Presence score and Burn's Presence
score, thejudge modifies the dice roll by Joe Sullivan's Pres-
ence score and Burns' Presence score,

Persuadon

Persuasion is the use of physical violence in an attempt to
change an NPC's reaction.

Procedure The character using persuasion tdls the game
judge he is doing so, and then inflicts injury on the character
being persuaded. The character being persuaded loses one
point from his or her Presence for each five points of wounds or
bruisesinflicted. A new NPC reaction check can be made every
timethe character being persuaded loses at least one point from
his or her Presence.

Limits on Persuasion. The following limitations apply to the
use of persuasion:

1. Persuasion stops automatically when the character being
persuaded has lost three points from his or her Presence.

2. Persuasion stops automatically if the character being per-
suaded becomes unconscious or dies.

3. A person or group of people can try to persuade an NPC only
once. Ifthe attempt fails, then that particular NPC isjust too
tough to be forced into submission with physical violence.

EXAMPLE: Al Tolino, gangster boss, has captured NPC Rico,
the partner of federal agent John Burns. Tolino wants to know
what Burns has found out about Tolino's operations, but Rico
won't talk. Because Rico is loyd to Burns, the gamejudge is
using Bums' Presence rather than Rico's when checking for
reaction. Bums has a Presence of 10. Tolino decides Rico
should be persuaded to talk, and has one of his thugs start
beating Rico. The thug hits Rico for five points of bruises.
Rico's Presence modifier for NPC reaction drops to nine. A
check ismade forNPC reaction. Rico till will nottalk. Thethug
hitshim for five more points of bruises.Rico'smodifier dropsto
eight and another reaction check is made. Rico tells Tolino to
rot. Thethug hitsRico athirdtime, and Rico'smodifier dropsto
seven. Thethird reaction check showsthat Rico still won'ttalk.
Tolino has failed to persuade Rico to tak.

Honesty

Thereisa 30% chance that any NPC randomly met by PCswill
be completely honest These NPCs will dways cooperate with
law enforcement officers regardless of their personal loyalties.
They will dways try to obey the law, report crimes, oppose
criminds, and generally perform their duties as citizens. Such
NPCs can never be bribed, but they can sometimes be per-
suaded by criminals.



Police Honesty. Law enforcement officersare morelikely to be
honest than the generd public (this is not ahistorica state-
ment, but anecessary element of the game system). The chance
that an NPC law enforcement officer is completely honest is
given on the following table:

POLICE HONESTY TABLE

Type Of Officer Chance Officer Is Completely Honest

Locd policeman 40%
Prohibition agent 35%
F.B.I agent 95%

Thistable isincluded to provide balance for the game. Gamers
and judges who are experienced with role-playing games and
knowledgable of the period should feel free to adjust the percen-
tagesforlocd police and prohibition agents to more accurately
reflect the redlity of the times.

A policeman who is not completely honest is not necessarily
wholly dishonest. A cop can be willing to take abribe without
being in league with a crime syndicate.

Bribery

Bribery played a major role in the relations between police,
politiciansand criminal sinthe 1920sand 1930s A prominent
Pennsylvaniamachi neleader inthe 1920sdefined a good poli-
tician asonewho "stayed bought" once hewas paid off. This
section of the rules provides guidelines for minimum bribes
and limitations on the use of bribery.

Minimum Bribes. PCs can be bribed if they are willing to be
bribed. The amount of money involved is entirely up to the PCs
in the situation. When PCs try to bribe NPCs, however, the
following minimums must be observed:

MINIMUM BRIBES

NPC Minimum Bribe NPC Will Consider

Beat policeman $40 per incident

Police Lt or $50 per leve of the policeman
higher rank

Prohibition agent 875 per leve of the agent
Palitician 81,000 per leve of the palitician
Judge 82,000 per leve of thejudge

All others As determined by the gamejudge

The game judge can raise these minimums if the situation
involvesspecid riskstotheNPC.

Limitations On Bribery. Police officers and politicians who
are not honest can generally be bribed to overlook bootlegging
and gambling. They usually cannot bebribed to overlook crimes
of violence or any crimes which cause an adverse public reac-
tion. (Seethesectionin PART 8 on PUBLICREACTION AND
HEAT.) NPC reporters, private investigators and F.B.1. agents
cannot normally be bribed.

Bribery Procedure. To determinewhether an NPCwill accept
abribe, the gamejudge rallsfor an NPC reaction. In addition to
dl other modifiers, modify thedice rollby +1 for each multiple of
the minimum bribe offered.

EXAMPLE: Offering apoliceman 840 to overlook a truckload of
beer dlows a modifier of +1. Offering the policeman 8120
dlows a modifier +3.

This procedure is not used if the game judge has some other
way to determinethe NPC'sreaction to thebribery attempt. For
example, agamejudge should know automatically that abeat
cop cannot be bought off bya criminal in the middle of an armed

robbery, etc.

Encounters

An encounter isany situation involving ameeti ng between PCs
and NPCs. The gamejudge must decide how many NPCs are
present in most encounters, using common sense and exper-
ience as his guide.

EXAMPLE: A PC waksinto alarge downtown bank intending
to commit armed robbery. The gamejudge notesthat itis 10:30
am. on aweekday, and that the bank is one of the largest in
town. He tdls the PC there are about 50 people in the bank
building, about 20 of whom are customers.

Encounters During Crimes. When a crime is being commit-
ted, the gamejudge must check to determine:

1 The number of witnessesto the crime, if any;

2. Whether any of the witnesses can identify the criminals
involved;

3. Whether any of the NPC witnesses or bystanderswill try to
cdl the police or stop the crime;

4. Whether apoliceman or police patrol car happensto come by
while the crime is being committed.

Obvioudy, not dl thesethingsneed to bechecked fordl crimes.
Anaccountantwhoisaltering somebooksaoneinhishomeat
night need notworry about a beat cop dropping by fora chat The
game judge must use his discretion to decide when these
checks are necessary.

Witnesses. The number of witnesses who may notice acrime
in progressdependsonthetime of day and location of thecrime.
Thefollowing is given asagenera guideling; it may be modified
by the gamejudge to suit circumstances:




WITNESSESANDBY STANDERS
Time Of Day Chance For Witnesses Number of Witnesses
Rush hour 5% 2 - 20 (2d10)
Daytime 50% 1-10(1d10)
Night 15% 1 - 5(1d10+R)

Witnesses may include customers inside a business, people
passing by outside, or the guy whojust happens to be looking
through the window, dl at the discretion of the gamejudge.

RECOGNITION. The chance that awitness to acrime will be
able to recognize a criminal and give a description to the police
is determined as follows:

1 If the witness saw the criminal from a distance of 10 feet or
less and spoke to the criminal or was given orders by the
criminal, there is a 95% chance the witness will be able to
describe the criminal, pick him or her out in aline-up, etc.

2. If thewitnesssaw the criminal from adistance of greater than
10feet, the percent chance the withess can accurately describe
and recognize the criminal is equal to the criminal’s Presence
score x 10. For example, acriminal with aPresence offive hasa
50% chance of being recognized and identified by a witness.

3. A criminal's Presence isreduced by one point during night or
ifitis dark when the crime is committed. This applies specifi-
caly to 2 above.

4. Criminals using Disguise skill who make a successful dis-
guise check will not be recognized by witnesses other than
close friends or relatives.

WITNESS REACTIONS DURING CRIMES. The gamejudge
does not need to roll an NPC reaction for each witness observ-
ing or involved in a crime situation. Instead, the judge can
determine the reaction of dl witnesses using the following
guidelines:

1.1f any witnessesarefreeto do s0, thereisa90% chancethat at
least onewill try to call the police or otherwiseraise an alarm.

2. Witnesses who are not free to move, such as customersin a
store during an armed robbery, usually will obey orders.
Thereisa 10%chance that oneout of every 10witnesseswill
try to interfere with the criminals' actions.

Poalice Patrols. The chance that abeat patrolman or squad car
will come by the scene of a crime while the crime is being
committed is 5% cumulative each minute the crime is in pro-
gress up to a maximum chance of 50%. If a crime takes five
minutesto commit, thereisa 5% chancethe police will come by
during the first minute, a 10% chance during the second min-
ute, and so on, up to 25% during the fifth minute. The chance
that the police will come by never is greater than 50%, regard-
less of the time involved in committing the crime.

Cronies

CroniesareNPCswho aredosefriendsofaPC. At thestart ofa
campaign game, a PC is assumed to have a number of cronies
equal to his or her Presence score.

Playing Cronies A player runningacharacter may, atthegame

judge'sdiscretion, also play his orher character's cronies. Con-
trol of cronies can be taken back by the gamejudge at any time.
Thejudge should do this if a player is abusing the privilege of
playing cronies by using them to take risksthe character him-
fwill not take, failing to play them as separate personalities,
ea
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Crony Advancement Cronies can earn experience points and
advance levels a one-half the rates given for PCs. All cronies
will guard their chances to earn experience pointsjust asjeal -
oudy as a PC would.

Crony Reactions. The persondlities of cronies should become
well enough developed during the course of play that it will
sddom benecessary to roll an NPC reaction for them. However,
if this should be necessary, the crony uses the PC's Presence
and adds abonus of +1. A roll oftwo or less meansthe crony has
decided to abandon the PC and perhaps betray or attack him or
her.

Hired Help

NPCscan behired by PCsfor varioustasks. Hired help usually
will obey normal orders from PCs as long as those orders
pertain to their work. Hired NPCs do not earn experience
points and do not advance levels. In dl other respects, hired
help are treated as normal NPCs. Note that they do have a
tendency to continually ask for raises or higher fees for their
services.

NPC Pdliticians

Most organized criminals, law enforcement officials, reporters
and private investigators will quickly find themsalves involved
with a number of NPC politicians. This section of the rules
outlines the types of politicians likely to be encountered in a
campaign game.

The chief official of any city is its mayor. A mayor has control
over city jobs. For game purposes, he awards these jobs to
people who worked for him in the last election. The mayor
appoints important city officials like the chief of police, the city
attorney and the heads of the various city departments. These
include the street department, which spends lots of money
building and repairing streets; the transportation department,
which handles city buses and trains; the water and sewer utili-
ties, which handle vast sums of money; and, in a
GANGBUSTERS game, the schoal board.

Each city dso hasacity council. The city council passes laws
forthe city and approvesthecity budget. A city council conssts
of two members from each ward in the city. Lakefront City has
28 wards as shown on the ward map. In addition, each city
council has three members dected at large.

Finaly, there are the ward bosses. Each party hasaward bossin
eachward. The ward boss |ooks after the party'sinterestsin the
ward, recruits campaign workers, recommends people for city
jobsand generally triesto ensurethat peoplewho support hisor
her party are treated well by the city.

Political corruption was a major factor in the rise of crime
syndicates in the 1920s. Payoffs to high level policemen and
politicians often were arranged through ward bosses. Ward
bosses could influence the awarding of important city con-
tracts. Some ward bosses were so powerful that even mayors
from their own party would not risk offending them. Of course,
many mayorswere corrupt themsel ves and worked with crooked
ward bosses to stay in power and make money. A lot of money
could be made by taking bribes from syndicates; this was a
major reason why organized syndicates were able to grow so
powerful.

An imaginative gamejudge can easily construct some adven-
tures involving NPC politicians. This will add considerable
interest, as well as redlity, to the game.



PART 8: SPECIAL RULES

This part of the rules covers public opinion, banks, churches,
newspapers, jobs, hospitals, explosives and hand grenades.
These rules are general guidelines for the gamejudge. The one
exception isthe section on PUBLIC OPINION AND "HEAT."
Therulesin that section are essentia to the proper running of
any GANGBUSTERS campaign game.

PUBLICOPINIONAND “HEAT”

Public opinion is the reaction of the hundreds of thousands of
peopleliving in acity to the eventsthat happen inthecity. Itisa
powerful force that can influence the actions of dl PCs.

When Public Opinion I's Checked

The gamejudge must determine public opinion about an event,
issue or situation whenever a major event is made public dur-
ing the campaign game.

Major Events

A major event is any incident that would normally make front
page news in the city daily papers. Examples of major events
include

1. Exposure of crime or corruption in loca palitics;

2. Scandals involving PCs or important NPCs;

3. Gangland murders;

4. Bank robberies;

5. Any violent crime committed by a PC;

6. Any violent crime that injures law enforcement officers, the
ederly, children or any other group the public usualy is
sympathetic toward.

How Public Opinion |s Checked

The gamejudge determines the public's reaction to an event by
rollingonthe PUBLIC OPINION TABLE. Thejudgerolls2dI O,
appliesany modifiersforthesituation, and getsageneral result
from the table. The game judge then trandates this general
result into specific actions based on the situation in the
campaign.

Minimum And M aximum Results

When checking for public reaction to a crime, the maximum
result that can be obtained onthe PUBLIC OPINION TABLE is
11.Amodifieddiceroll greaterthan 11 shouldbetreatedas 11.
If the event is some law enforcement activity, the minimum
result that can normally be obtained is 11. The judge may
modify thisruleto handle specia situations, such asthe arrest
of a crooked but popular politician.

Inter preting Public Opinion

The gamejudge mustuse common sensewhen interpreting the
results of apublic opinion check.

EXAMPLE: Two children areaccidentally killedby agangster's
bomb aimed at another gangster. A public opinion check shows
thatthepublicisangry. Two weekslater thebomber isarrested
and public opinion is checked again. The game judge should
ignore any result indicating the public is indifferent, since
people were angry j ust two weeks ago.
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PUBLIC OPINION TABLE

Modified
Dice Rall
2 orless

Result

Public enraged, demands immediate action;
vigilante or action groups forming; violence
likely. Public officials who fail to act will au-
tomatically lose any eection held within the
next sx months.

3-4 Public angry, demands action; will make this
event amajor issue in any eection held in the

next six months.

Public hostile, wants some action; event has
50% chance of becoming an issue in any elec-
tion held in the next sx months.

~
o

Public annoyed; would like action, but expects
none.

9 -18 Public indifferent; attention diverted to other
issues.

14 - 15 Public mildly favors but will not actively sup-
port the issue, event or situation.

Public favors the issue or event; will support
attempts at further action; will remember as an
issue in any eection held in next sx months.

Public strongly aroused, demands action in fa-
vor of the issue or situation; thiswill be an
issue in any eection in the next sx months.
20 Public wild with enthusiasm, takes to street in
support; politicians who actively oppose will
automatically lose any election held in the next
six months.

Modifiers To Public Opinion Dice Rolls

Situation B Modifier
Gangland murder -1
Two or more gangland murders -3
Police officer killed -4
Federa agent killed -5
Violent crime affecting children, elderly, etc. -5
Unnecessary killing by police -1
Action to stop bootlegging in city -3
Action to stop bootlegging in rural areas +3
Newspaper campaign* +1or-1
Church campaign* +1 or -1

* Seerules sections below.

Tendencies. Prior to 1929, public opinion tends to favor big
business and the Republican party. It tends to disfavor labor
unions, strikes and Democrats. After 1929, public opinion
tends to favor the working classes, the Democratic party and
labor unions. It tends to be distrustful of big business.

Politicians And Public Opinion

NPC politicians will take public opinion very serioudy. They
will aways try to curry public favor. Specificdly, if the public



reaction to a crime is sx or less on the PUBLIC OPINION
TABLE, the paliticians in control of the city will order acrack-
down on crime. Thiswill mean at least rounding up suspects,
closingmany loca speskeasiesand attemptingto visibly harass
criminals. Thestronger the public disapproval of acrimeis, the
stronger the crackdown or "heat" generated will be. Itis even
possible that gangsters will help local police solve certain
crimesjust to get the heat turned of f

NEWSPAPERS

Each big city in a GANGBUSTERS campaign game should
have at least two daily newspapers. Newspapers can affect pub-
lic opinion by mounting crusading campaigns.

Newspaper campaigns can be started three ways:

1 At least one city newspaper will start acampaign whenever
thereaction to an event on the PUBLIC OPINION TABLE is
eight or less.

2. A PC can influence an NPC publisher to start a campaign
using the normal NPC reaction system.

3. AnNPC caninfluenceeither a PC or NPC editor or publisher
to begin a newspaper campaign.

Newspaper campaigns have the following effects:

1 Each week of the campaign, the gamejudge should check
public opinion with amodifierof +1 or -1, depending on the
position taken by the newspaper.

2. All politicians should be harassed constantly by the press
until the issue or situation is resolved.

3. An NPC politician with the power to do so will dways
maintain at least a mild crackdown as long as a newspaper
campaign concerning crime is going on.

A newspaper campaign will continue until the event or situa-
tion that sparked the campaign is resolved to the newspaper's
satisfaction or for three months, whichever comes first

CHURCHES

Churches and clergy organizations played an important partin
the socid and politicd life of the 1920s and 1930s In a
GANGBUSTERS game, churches have the power to mount
public opinion campaigns the same way newspapers do. This
represents the effects of hundreds of ministers thundering from
their pul pits about loca events. The rulesfor newspaper cam-
paigns apply to dl church campaigns.

HOSPITALS

Hospitalswill admit patients at any time through the emergen-
cy room. However, hospitasand doctors are required to report
to the police dl gunshot wounds or other suspicious "acci-
dents." Pricesformedical treatment arelistedin Appendix Two.

JOBS

Characters may need to get jobs outside their normal career
areas for various reesons. The types of jobs available include
amost anyjob that could have been foundin a city in the 1920s
or1930s

Before 1929, any character hasa 100% chance of finding some
job that will pay at least 820 perweek. No PC should everfind a
job that pays more than 335 per week outsde their normal
career area.

After 1929, a character's chance of finding anyjob at dl is 5%
per point of the character's Presence. A character canrall to find
ajob once per week.

BANK LOANS

Banks are an important source of extramoney for PCs. Banks
will make loans to PCs at interest rates between 3% and 5%
(gamejudge's discretion). To qualify for aloan, the PC must

1 Have no criminal record;
2. Havecdllaterd equal totheamount of money being borrowed,;

3. Be able to make adown payment in cash of at least 10% fora
piece of red estate or 20% for acar or other consumer item;

4. Have asteadyjob with enough income to meet the monthly
payments.

Loan Payments

The BANK LOAN PAYMENTS TABLE can be used to deter-
mine the monthly payments fora loan ofany amount To usethe
table, follow these four steps:

1 Determinethetime period fortheloan. Thisisat thejudge's
discretion. Most consumer loans are for three to five years.
Loansfor real estate purchases usually arefor 10, 20 or 30
years.

2. Determine the interest rate for the loan.

3. Cross index the time period with the interest rate. The
amount shown is the amount which must be paid each
month for each #100 borrowed.

4. Cdculate the total monthly payment by multiplying the
amount obtained in step 3 by the number of hundreds of
dollars borrowed.

EXAMPLE: A PC borrows $1,500 from a bank for five years at
4% interest. Cross indexing five years with 4% on the BANK
LOAN PAYMENTSTABLEgivesaresult of $1.84. Thecharac-
ter has borrowed 15 hundreds of dollars (81,500 / 100 = 15).
The amount of the character'smonthly paymentis 15x $1.84 =
827.60.

BANK LOAN PAYMENTS TABLE

Yeas 3% 4% 5% 6% 7% 8% P 10%

5 168116861691169617.0117.0617.1117.16
1 8.47 851 856 861 865 870 875 8.79
15 560 573 878 582 587 591 596 601
2 430 434 439 443 448 452 457 461
25 346 3.51 355 3.60 364 369 3.73 3.78
3 L
3.5 251 256 2.60 2.65 2.69 2.74 2.78 2.83
4 2.21 2.26 2.30 2.35 2.39 244 249 2.4
45 LN BRI B R R e R R B A
5 1801841.891..031..982.032.082.12
152 15% 161 166 170 1.751.801.85
1 137 141 146 151 156 161 166
117 122 127 131 13 14 147 152
106 110 115 120 125 130 13 14

55 61 66 72 78 84 90 97

6
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8
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(=3 97 101 106 111 116 141 127 1882
20 !
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EXPLOSVES

The most common explosives in a GANGBUSTERS game are
dynamite and nitroglycerine. All characters can use explosives
in the campaign game, but the game judge should note that
characters who do not have explosives kill have only a 20%
chance to use them correctly.

Obtaining Explosives

Law enforcement characters can get al types of explosves
(within reason) through their police department or agency.
Other characters can get explosivesby buying them legdly orby
acquiring them illegdly. Explosives can be bought only by per-
sons with apermit issued by the state. Known criminals and
personswho cannot demonstrate aneed for explosiveswill not
be given a permit.

Effects Of Explosives

The effects of nitroglycerine and dynamite are summarized
below.

EXPLOSIVESTABLE

Injury Within
Type Blagt Radius  Injury In Radius 20’ of Radius

Dynamite 10’ + 5' per 3 wound points 1 wound point
(1 stick) additional stick per stick per stick

Luck check;
passordie

Nitro- 15"+ &' per
glycerine additiona
(1 ounce) ounce

3 wound points
per ounce

Bombs

Characters can use explosves to make various types of bombs.
The types of bombs that can be made and their effects are so
variable that they areleft to the discretion of thegamejudgeand
the ingenuity of the players.

HAND GRENADES
Gangsterswere sometimesknown to use hand grenades, called
"pinegpples,” to intimidate other gangsters and everyone dse
nearby. Hand grenades usualy can be found in U.S. Army
Reserve armories. Getting them out is | ft to theingenuity of the
players.

Grenades have the following effects:

1. All characterswithin 30 feetof an exploding grenade mustbe
checked for surprise;

2. Characters within 10 feet of an exploding grenade will take
2dIO points of wounds;

3. Characters within 20 feet of an exploding grenade will take
1d10 points of wounds;

4. Characters within 30 feet of an exploding grenade must make
a Luck check. Thosewho passare notinjured; thosewhofail
take 1d10 points of wounds.

PART 9: THE LONG ARMOF THE L AW

Criminalswho are arrested will be brought to trial unlessthey
can convince the district attorney to drop the charges against
them. Thisisnot normally possiblewithout political influence.
If the charges against a criminal are not dropped, the criminal
must go through the following steps:

1 Arraignment hearing

2. Peabargaining

3 Trid

4. Sentencing (if found guilty)
ARRAIGNMENT HEARINGS

An arraignment hearing usually is held within 48 hours after
thearrest of acriminal. At anarraignment hearing, thecriminal
is told what he is being charged with and he enters a prelimi-
nary plea Bail may aso be et

Prdiminary Pleas

A preliminary pleais a statement by the criminal asto whether
he is guilty or not guilty. Most criminals plead not guilty at

arraignment hearings. Criminalswho plead guilty waive their
right to trial byjury. They are instead given ahearing before a
judge. Their lawyer may be present. The criminal usudly is
sentenced after such a hearing.

Bail

A character who wants to be released fromjail before his tria
must pay alarge sum of money (bail) to the court The amount
of bail is sat high enough to ensure that the character will
appear at histria, since the money is returned to the suspect
after the trial. The amountwill depend on the crime the suspect
is charged with and his orher criminal record. Criminalsusual -
ly can pay abail bondsman 10% of the bail amount, and the
bondsman will pay the rest. The bondsman does not return the
10% fee.

Criminalswho post bail are released into the custody of some-
onethecourttrusts, usually arelative orthe criminal's attorney
(see Lawyers, below). Criminalswhojump bail (leavetown or
hide) will be pursuedby the police and by the bail bondsman, if
they used one. Criminalswho cannot post bail must stay injail
until after their trid.



The gamejudge decideswhether the suspect will be released on
bail. The amount of bail depends on the crime the suspect is
charged with and his or her criminal record. The following
suggestions are given for setting bail:

Offense Bail

Burglary 81,000

Armed Robbery $10,000

Murder 850,000

Murder of a Law Officer Nobail

Kidnapping Nobail

Violation of the Volstead Act  Released without bail

Bail can be set substantially higher for criminalswho have been
arrested or convicted before. Bail maybedenied if the suspect is
charged with aparticularly brutal or ruthless crime; bail will be
denied if the public opinion reaction to the crime was four or
less

Trial Dates

Attheend of thearraignment hearing, thejudge setsadatefor
the crimina's trial. Criminals charged with more than one
crimewill betriedfor only one atatime, unlessthey are charged
with severa counts of the same crime, such as three counts of
armed robbery. Trid dates usually are set within four to eight
weeks after the arrest of the criminal.

PLEA BARGAINING

Criminals can try to plea bargain with the district attorney
(D.A)) orwithfederal prosecutors. In pleabargaining, the crim-
inal agreesto plead guilty to a less serious offense, usual ly with
apromise of alighter sentence, andtheD. A. or federal prosecu-
tor is spared the trouble of preparing for atrial. The following
rules apply to pleabargaining:

1. Loca prosecutors can be bargained with using the usual
NPC reaction system.

2. Federa prosecutors usually will not bargain over pleas. They
might bargain if the crimina can provide evidence against
another crimina the federal officers are more interested in
convicting.

3. The Presence score of acrimina who is pleabargaining is
reduced by two when rolling for NPC reaction from prose-
cutors.

TRIALS

Most cases will be tried before a 12-memberjury. Thejury
determines the guilt or innocence of the crimind.

Lawyers o . oo

Criminalsareawaysdlowed to havealawvyer representthemat
atrial. NPC lawyers can be hired for the price shown in the
Appendix. Ifthe criminal cannot afford alawyer, the court will
sometimes appoint one to defend him; this is entirely at the
judge's discretion.

NPClawyershavelegd skill. Thisskill isavailableonly toNPC
lawyers. The game judge determines the lawyer's legd skill
score by rolling percentile dice, or by smply assigning a
number. A lawyer'slegd skill score affectshisclient's chance of
being found not guilty.

Trial Procedure

All criminalsstart their trial with a50% chance of being found
Not Guilty. This chance is modified as follows:
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TRIAL MODIFIERS

Situation Modifier
Each point of prosecutor's legd skill score -1
Each point of defense lawyer's legd skill score +1
Each piece of 0lid evidence used against the

defendant -5
Each piece of 0lid evidence used for the

defendant +5
Each witness testifying for the prosecution -10
Each witness testifying for the defense +10
Each eyewitness to the crime testifying for the

prosecution -20
Each "dibi" witness or eyewitnessfor the

defendant +10

After dl witnesses have been caled and al evidence introduced,
the gamejudge caculates the defendant's percent chanceto be
found not guilty. Percentile dice are rolled. If the number rolled
islessthan or equal to the defendant's percent chance of being
foundnot guilty, thedefendantgoesfree. If thediceroll ishigher
than the defendant's chance of being found not guilty, the de-
fendant is convicted.

Evidence

Solid evidence is physica evidence that can prove or disprove
the defendant's innocence. Examples of physica evidencein-
clude fingerprints, a weapon, abit of clothing, etc.

Witnesses
Witnesses can be cdled to give testimony regarding

1 The facts of the casg, if the witness is aware of them;

2. The location of the defendant at the time of the crime;

3. Expert opinions regarding the evidence;

4. The defendant's law abiding nature (limit of two character
witnesses per trid).

Finding Witnesses. In smple cases involving hold-ups, bur-
glaries and so forth, the gamejudge will have noted the number
of people who witnessed the crime. In more complex cases
witnesses may include accountants who examined bookkeep-
ing records, agents who have run wiretaps, etc. All witnesses
must be approved by the gamejudge. A character's husband or
wife cannot be forced to testify against him or her.

Value of Witnesses and Evidence. Somewitnesses testimony
and some pieces of physical evidence may be more important
than others. The gamejudge can change the modifier for any
witness or piece of evidence. The gamejudge may also decide
that the evidence against adefendant is o overwhelming there
is no chance the jury will not convict him. Thejudge smply
ignoresthe trial procedure in such cases.

JURY TAMPERING

Anyone can try to bribe or influence members of a civil or
criminal tria jury. Players must use their own ingenuity to
figure out how they can accomplish this. However, if even one
juror is successfully influenced, the tria will resultin ahung
jury; in such casesthereisonly a20% chancethe criminal will
be retried for the same offense.

Jury tampering isafel ony and carriesapenalty of 10to 15 years
in prison.



SENTENCES

Sentencesfor crimesvaried widely from state to state and year
to year during the 1920s and 1930s The following typical
sentences should be used as guidelines by judges and players.
The gamejudge must use some discretion in imposing sen-
tences.

TYPICAL SENTENCES

Sentence
Crime (Minimum to Maximum)

Armed Robbery 5to 25 years
Arson 1 to 15 years
Assault 3to 15 years
Auto Theft 1to 5years
Bank Robbery (F*) 5to 25 years
Bribery, offering 1to Life
Bribery, accepting 1to 25 years
Burglary 3to 7years
Conspiracy to Commit a Crime 3to 25 years

(the maximum sentence was

given only if the crime was

committed.)
Crossing State Lines to

Avoid Prosecution (F*) 1 to 15 years
Election Fraud 1 to 15 years
Espionage (F) 15 to Life / Death
Forgery 3to 15 years
Fraud 3to 15 years
Harboring a Fugitive 1 to 15 years
Jury Tampering (State or F) 10 to 25 years
Kidnapping an adult (F*) 1 to 15 years
Kidnapping aminor (F*) Life(80%) / Death
Loansharking (Usury) 1to 7years
Murder, 3rd degree (accidental) 1to 15years
Murder, 2nd degree (in passion) 10 to 25 years

Murder, 1¢ degree (premeditated) 15 to Life / Death

Murder of a Law Officer Death
Possession of Illegd Weapon 6 monthsto 1 year
Racketeering (F*) 10 to 25 years
Sabotage (F) 10 to 25 years
Tax Evasion (F) 3to 15 years

+ 310,000 fine

+ back taxes
Transport of Solen Car

Across State Lines (F) 1 to 15 years

F = Federd Offense
F = Federd Offense after 1934; F.B.1. cdled in automatically

Sentences are given out in arange of years, as listed above. A
sentence of 5 to 15 years means the character will not spend
morethan 15yearsin prison, and will bedigiblefor parole after
one-third offiveyears (see Parole). Ifacriminal isconvicted on
severa charges, the gamejudge decides whether the sentences
are added together (served consecutively) or if the criminal
sarves only the longest sentence (served concurrently).

Repest offenders should expect maximum sentences. Senten-
ces for misdemeanors (very minor offenses ) range from fines of
810 to 81,000 and 10 to 60 days injail.

Sentences for violating the National Prohibition Act are given
in the section The National Prohibition Act

PAROLE

All sentencesfor seriouscrimesaresarvedinastateprison (for
violating state laws) or a federal prison (for violating federal
laws). Parole is rdease from prison before the sentence is
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finished. A prisoner isdigiblefor parole after serving one-third
of theminimum timeofhissentence. A criminal sentencedto 5
to 15 yearsbecomes dligiblefor parole after serving one-third of
five years, or one year and eight months.

Getting Parole

A criminal can win parole by getting areaction of 15 or better
froman NPC parole board. When checking forthe parole board's
reaction, use the normal NPC reaction modifiers. In addition,
the prisoner can get a+2 modifier if the prison warden recom-
mends that parole be granted. A criminal can check for parole
once per yedr.

Being On Parole

A criminal released on parole must report once each week to a
parole officer. He or she must get ajob, earn a steady living and
stay free of criminal associates. The criminal will be returned to
prison if he violates any of these regul ations.

CIVIL SUITS

Civil suits are lawsuits brought by PCs or NPCs against other
characters. They usually involve adispute over money. Instead
of having atria to determine if a crime has been committed,
thereisatrial to determineif onecharacter should pay money to
another. Thetrial procedure outlined under criminal trials can
be used for civil suits.

THE NATIONAL PROHIBITION ACT

TheNational Prohibition Act, dso known asthe Volstead Act,
went into effect at midnight, Jan. 16,1920. It continued in force
until December 5, 1933. Theactmadeitillega tomanufacture,
transport or sdll alcoholicbeveragesintheUnited States. Some
production for religious and medicinal purposes was alowed
under specia permits granted by the commissioner of prohi-
bition.

Prior to March 2, 1929, the penalties for violating the act were

— First Offense, manufacturing or sdling: afine of not more
than $1,000 or imprisonment for not more than sx months;
— Second or Subsequent Offense, manufacturing or selling:
fine of not lessthan #200 but not morethan 82,000 and impri-
sonment for not less than one month but not more than five
years,

— Other Offenses, first offense: a fine of not more than 8500;
— Other Offenses, second offense: afine of not less than 8100
andnotmorethan $1,000 andimprisonmentfornot morethan
90 days,

— Other Offenses, third or subsequent offense: a fine ofnot less
than 8500 and imprisonment for not less than three months
but not more than two years.

After March 2, 1929, the pendtieswere increased so the maxi-
mum penalty for any offense was a fine of not more than
$10,000 and/orimprisonment for notmore than fiveyears. The
minimum penalties were not changed.

Speskeasy customerswho are arrested in a raid may be charged
with Visiting a Common Nuisance, amisdemeanor.

Players will notice quickly that the penalties for violating the
Volstead Act were hardly severe enough to deter professional
criminals like Al Caponewho, by violating the act, was putting
8300,000 or more into his pockets every day.




PART 10: FOR THE GAME JUDCE

Judging a GANGBUSTERS campaign game is alot of fun. It
dsoisabigresponsibility. Thispart of therulesisforbeginning
judges. It explains what thejudge must do to start acampaign,
how to keep a campaign running and how to keep the game
lively, interesting and fun!

THE JUDGE'SROLE
The campaign gamejudge is responsible for

1. Designing the city where the campaign will take place and
credting the people who live there as they are needed.

2. Making decisions for dl the NPCs in the game;
3. Creating the starting adventure for the campaign;

4. Beingtheeyesand earsof hisplayers. They can see, hear and
know only the things you tell them about;

5. Being the final authority on the outcome of dl events in the
campaign, and the final authority on dl interpretations or
modifications of the game rules.

As thejudge of a campaign game, you are like the author of an
exciting adventure novel. You have a big advantage over most
authors, though, because some of your major characters, the
player characters, will be eager and willing to help you work out
the details of the plot!

GETTING STARTED

Thehardest step for abeginning gamejudge often is getting the
campaign game started. Y ou can be sure that if you get your
game off to a successful start, you are well on your way to
months of enjoyable play. There are four things to consider
when starting your campaign game: therules, the setting for the
campaign, getting the players ready to play, and setting up the
first adventure. Y ou probably will findthat after the first evening
of play, the campaign will take offand practically run itself as
your player characters build new adventuresthrough their own
actions!

TheRules

As agamejudge, you should be familiar with dl the rules you
use in your campaign. This meansyou should befamiliar with
PARTS 1 through 9 of this rule book. After dl, you are thefinal
authority on the rules in your game!

This does not mean you must memorize the rules; that would
not be possible for abeginningjudge. It does mean you should
know them well enough to know whether something is wrong,
and where to look in the rule book to find the correct rule. The
index should be very helpful in this regard.

Remember that you are an interpreter and adaptor of the rules
not a dave to them. No set of rules could possibly cover every
situation that could arise in either real life or in a
GANGBUSTERS campaign game. If the rules do not cover a
situation peculiarity in your campaign, just think about the
problem and decide how you want to handle it.

The Setting — Lakefront City

Thehardest part ofthe judge’s job hasalready been done foryou.
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The maps included with the game give you a prepared city in
which to set your campaign. Lakefront City is not based on a
particular city, but istypical of any Eastern or Midwestern city
with apopul ation ofabout 2,100,000 inthe 1920s. Itisalready
mapped out, although you probably will want to add more de-
tailed maps asyour campaign expands. Itisready to be populat-
edwithall thepolicemen, federal agents, private eyes, reporters,
politicians and crooksyou will need to get your campaign game
started. For more information about Lakefront City, including
morethan 100pre-rolled NPCs, seethe module GB 1, Trouble
Brewing, available from TSR Hobbies, Inc.

Lakefront City can also serve as amodel for designingyour own
campaign setting if you choose to do so. Players may enjoy a
campaign set in their own town, as it was in the 1920s

Preparing Your Players

Before starting your campaign game, it isagood ideato have an
initial meeting with your players. At this meeting you should

1.Have each player create acharacter. Explain theability scores
as the players roll them.
2. Play ashort gunfightor encounter usingthebasic rules so the
players can learn how to move, shoot and fistfight.
3. Using the same characters or new ones, havetheplayerspick
careersfor their characters.

After this initial meeting, you will be ready to set up the first
adventure which will start your campaign.

The First Adventure. The first adventure your PCs encounter
should be carefully planned. Y ou should try to set it up so that
the following things happen:

1. Each and every PC should have something important and
exciting to do right away. Y ou should have at least one planned
encounter for each beat cop, a case for each federal agent and
private investigator to work on, astory or tips on astory for the
cubreporters, someleadsfor prohibition agents, etc. Theexcep-
tionto thisiscriminal PCs. They must maketheir own oppor-
tunities from the very start.

2. The casesand adventuresthevariousplayersareworkingon
should be designed s0 the PCs will meet each other naturally
and start working with (or against) one another.

EXAMPLE: A campaign game has one reporter, one beat cop,
one F.B.I. agent, one private investigator and one criminal. The
gamejudge sets up afirst adventure involving a murder mys-
tery. The murder takes place on the cop'sbeat. The cub reporter
is told that his "nose for news" tells him there is more to the
story than meets the eye. A relative of the murder victim hires
the private investigator to look into the case, and the F.B.1. is
caled in because the murder suspects were seen leaving the
scene of the crimein acar stolen from acrossthe state line. The
criminal PC is left to his own devices in determining what he
wants to do first.

MAKING THE GAME MORE FUN

A good gamejudge should always remember that the reason his
or her friends are playing is to have fun! The following tips will
help you make your campaign as much fun asit can be for your

players.



Flow Of Play

The gamejudge controls the pace of the game, and it isimpor-
tant that the game bekept moving. Playersdonot likelongtime
periods with nothing to do.

Handling M any Events At Once. Therewill be times when you
will have severa PCs dl trying to do differentthingsin different
placesatthe sametime. Don’t panic! Resolvethe situationsone
at atime, taking care to move from situation to situation if you
findyou are spending too much timeonjust one PCsactivities.

EXAMPLE: A PC private investigator goesto interview apros-
pective client, abeat cop iswalking hisbeat and acriminal is
getting ready to pull arobbery. Thejudge runsthe robbery first
If the robbery takes more than afew minutes of red time, the
judge moves on to one of the other players and then switches
from one to another, giving each player a chance to do
something.

Confused Situations. Gunfights or fistfights involving many
characterscan getvery confusing. Again, don't panic! Follow the
sequence of play carefully eachturn, resolving each action atthe
correct time.

Game Time. It is crucial that you, as thejudge, keep careful
track of gametime. Itisin your power to slow the action down or
speed it up. You must dways know what day and time it is
during the game. When characters are interacting with eech
other, and especidly if they areworking against each other, you
cannot let one player get very far aheed of the others in game
time.

Balance

Itisvery important for the gamejudgeto ba ancetheabilities of
the player characterswith the problems or challenges they face.
Asa game judge, you areneither for nor against the PCs,you are
absolutely neutral. The judge can control the balance of the
game by adjusting the numbers of NPCs encountered and the
levels of NPCs. As ajudge, you must be prepared to handle
players who blunder foolishly into problems as well as those
who plan their actions wisely and avoid trouble.

Numbers of NPCs. It is important that you, asjudge, control
the number of NPCs the players encounter in gunfights and
other deadly situations. A PC crimina who walks into abank
intending to rob it only to find half the police force inside
depositing their pay checks will have no chance of escaping
dive. On the other hand, if six prohibition agents raid a till,
there should be more than one or two criminals on hand to
protectit. This doesnot mean you should pull characters out of
trouble if they act foolishly; it does mean that when they play
well, they should have a fighting chance against fair odds.

Levels. Levd is another key to balance in the game. It isvery
important that PCs seldom meet or associate with characters of
higher levels. High level characters have greater ability scores,
more skills, more friends and more power. All these things
make them too tough for lower level charactersto handle. Gear
your encounters to the level of your characters. Note that most
citizensarefirstleve, and dways will be, 0 as PCsgo up levels
they will become more powerful than average citizens. How-
ever, they should then spend most of their timeinteractingwith
the higher leve characters in the city.

Wise and Foolish Play. Some players will play their characters
with intelligence, while others make rash and foolish mistakes.
Those who make mistakes should be alowed to suffer the
natural conseguences.
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EXAMPLE: On the very first evening of play in a campaign
game, aPC criminal decidesto rob Goldstein’s Jewelry Store.
Tocreateadiversion, hegedsadtick of dynamiteand throwsit
into the candy store around the block. He then robs the jewelry
store, using no mask or disguise, and returnsto the hotel room
whereheisstaying. Two children arekilled by theexplosionin
the candy store. The criminal has committed aneedlessdouble
murder, he has been seen by dozens of people on the street and
he has taken no precautions to concedl his location after the
robbery. It is very likely that he will be caught quickly. In fact,
there is achance the policemen in the areamay decide achild
killer is not worth the expense of atrial; he may be shot down
"resisting arrest” The game judge is not stacking the odds
againstthe criminal by over-reacting to the crime; the PC made
a foolish mistake and the judge is letting him suffer the
consequences.

What Characters Can Know

It is necessary for you as a campaign gamejudge to prevent
players from using information their characters would not
know. Players will often hear things during the game that their
characters would have no way of knowing. You must not let
their charactersact onthebasisof suchinformation. For exam-
ple, a beat cop cannot runtothesceneof arobbery if noonehas
reported it yet. Usually afriendly reminder like "No, your char-
acter would have no way of knowing that" is sufficient

Improvisng

From time to time you will need to make up events or NPCs as
you play. You will never be able to predict or plan ahead for
everything your players might do. Do not be afraid to improvise
as you go. Just be sure to keep notes so you do not forget
important details as you develop a story or adventure in the
middle of playing it out!

Player Interaction

Thejudge should take every opportunity to encourage PCs to
interact with one another. Player characters should aways be
encouraged to ded with other PCs. Suppose, for example, thata
reporter PC wants to hire a private detective. There may be
dozens listed in the Lakefront City phone book, but it is much
better for the game if he decidesto hire the PC private investiga-
tor. It may be difficultto give criminal characters much interac-
tion with the other characters at the beginning of the game.
Once the criminals advance past first leve they should start
makingdeaswithafew crooked NPCpoliticians, whoprobably
are involved with other PCs.

Encouraging Role-Playing

Whenever possible, you should encourage your players to "act
out" thepartsof their charactersrather than simply announcing
what the character is doing. The players will get the ideafrom
you, if youdo a goodjob acting thepartsof important NPCs. Try
to give each NPC adistinct persondlity.

EXAMPLE: Thisis an example of poor role playing:

PC F.B.I. AGENT: I'm asking Al Tolino to tell me where the
stolen money is hidden.

JUDGE: (Makes areaction check) Hewon't tell you.

This is an example of better role playing:

AGENT: Okay Tolino, you know weve gotyou red-handed this
time. Why don't you make it easy on yoursdf and tell us
where you stashed the dough?

JUDGE: Take ahike, G-man.



PART 11: CPTI ONAL EXPERTRULES

Theexpert rulesareintendedf or experiencedplayerswhowant
more detailed, redistic movement and fighting. All of these
rulesare optional, so players should agreewhich onesthey will
use before the game garts. All basic game rules apply when
using the expert rules unless the new rule specificdly dates
otherwise.

EXPERT GUNFIGHT RULES

The following rules explain firing while moving, new range
effects, shooting through solid objects, hit locations and varia-
ble injury.

Firing While Moving

In the basic rules, characters could not combine agunfighting
actionwith any other action. Inthe expert rules, characterscan
fire a gun while moving or performing any other action the game
judge decides is possble. Firing while moving will affect a
character's Agility as explained beow.

A character who fires a gun while performing another action
has a modifier to his Agility because of the action. In most
cases, this modifier is the same as the one that would apply if
thetarget character was performing the additional action. This
modifier is added to any normal modifiersfor target movement
or action.

EXAMPLE: A PC is standing on the roof of a one-story build-
ing. He decides to jump from the roofto the ground whilefiring
aburst from atommy gun at arunning target The target is at
dose range. The modifiersthat apply are:

-30for firing aburst;
-20 for firing at arunning target (see Bursts, below);

-20 for firing while jumping (the same as if the target was
jumping).

Thetotal modifier for thisshotis-70.

Special Cases. There are three new gunfighting movesthat do
not have target modifiers lisged on the GUNFIGHT MODI-
FIERSTABLE. These are listed below.
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ADDITIONAL GUNFIGHT MODIFIERS

_Firing Character's Action Modifier
Drawing and Firing -10
Turning Around and Firing -10
Turning Around, Drawing and Firing -20

The gamejudge should feel freeto setup modifiers forany other
specid or unusual casesthat arise.

Range

Thebasic ruleslargely ignore the range from the firing character
to the target In the expert rules, each type of weapon has four
ranges — point blank, short, medium and long — and specific
modifiersfor each range. These ranges and modifiersarelisted
on the EXPERT FIREARMS DATA chart //you use thisrule,
ignore the +10 modifier for riflesfrom the basic game.

EXPERT FIREARMS DATA
Pistals
Wesgpon Point Blank Short  Medium Long
5orless 6 -15 16'-75" 76'to max.
22 +10 0 -10 -20
38 +10 0] -10 -20
A4/ 45 rev. +10 +5 0 -10
9mm/.38 +5 (0] -10 X
45 auto +5 0] -10 -20
Rifles and Thompson submachine guns
Wesgpon Point Blank Short Medium Long
25 orless 26'-100' 101'-300" 801'-max.
Any rifle * +20 +10 +5 0
Thompson SMG +5 0 -10 X

Notes:
* includesB.AR.
X Beyond maximum range

Shotguns are not affected by range; use the basic rules for
shotguns. Maximum ranges are listed on the FIREARMS
DATA TABLE.



Bursts

When a character fires aburst, use the foUowing procedure:

1. Thefiring character roUs percentile dice to see ifthe target( s)
are hit. The modifiers that apply are
-30 for firing a burst

Any expert rules modifiersfor cover
All modifiers for the firing character's actions
All target modifiers

2. Ifahitisindicated, divide 10 (the number of bullets fired) by

the number of targetsin the area. Drop dl fractions. Theresult
is the number of buUets that hit each target

3. Each buUet that hits causes seven points of wounds. Ifyou
are using the Hit Locations and Variable I njury rule, roU hit
location and injury separately for each buUet

Players should note that these expert rules make it more diffi-
cult to hit targetswith aburst, but such hits are more deadly.

Hit Locations And Variable Injury

Inthebasicrules, onediceroll determineswhetherthetargetis
hit In the expert rules, the dice must be roUed a second time to
determine where the target is hit and how badly the target is
injured. Thefiring character must roU percentile diceagain and
checktheHIT LOCATIONSAND INJURY table. Ifaburstwas
fired, roU separately for each buUet that hits the target.

HIT LOCATIONS AND INJURY

Dice Roll  Location Injury
01 - 05 Head Full

06 - 10 Head 3 points
11 - 12 Neck Full

13 - 14 Neck 3 points
15 - 25 Chest Full

26 - 30 Chest 3 points
31 - 35 Right Shoulder Full

36 - 37 Right Shoulder 3 points
38 - 42 Left Shoulder Full

43 - 44  Left Shoulder 3 points
45 - 48 RightArm Fuu

49 - 50 RightArm 3 points
51 - 54 Left Arm Fuu

55 - 56 Left Arm 3 points
57 - 58 Right Hand Fuu

59 - 60 Left Hand Fuu

61 - 75 Abdomen Fuu

76 - 80 Abdomen 3 points
8l - 8 Left Leg Fuu

86 - 90 Left Leg 3 points
91 - 95 RightLeg Fuu

9 - 00 Right Leg 3 points

Wound Effects. Wounds restrict a character's actions. The
exact effect must be decided by the gamejudge. Some examples
ae
1.A character shot in the hand cannot hold agun in that hand.
2. A character shot in the leg or abdomen cannot run.
3. A character shot in the shoulder wiU have difficulty firing a
rifle.

A wound that has full effect should be more crippling than one
that causesonly three points. These pendtiesarein additionto
the effects of having more wounds than one-half of your Hit
Points.
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Partial Cover

In thebasic rules, thereisa-30 modifier to hit atarget behind
partial cover. In the expert rules, this modifier is changed to
-10. Ifthe target is hit, check the hit location. If the hit location
isa part of thetarget'sbody that isbehind cover, the shot misses
unless the buUet can penetrate the cover (see Penetration).

Full Cover

In the basic game, atarget that is completely hidden behind
s0lid cover cannot be hit In the expert rules, a character can
shoot at a hidden target with a modifier of -30. The character
must know where the target is. If the target is hit and the buUet
can penetrate the cover (see Penetration), roU on the HIT
LOCATIONSAND INJURY tableasusud.

Penetration

Gunfire can penetrate certain types of cover to hit whatever is
behind it. Guidelines for different types of weapons are given
below.

Pistols and Revolvers. Automatic pistols and revolvers can
penetrate soft cover when fired at point blank range.

.22 CALIBER. Handguns of .22 caliber can penetrateup to 12
inches of soft wood (pine, for example) and stiU inflict fuU
damage.

.38 CALIBER. Handguns of .38 caliber wiU penetrate up to 2
inches of soft wood if fired at point blank range. The buUet wiU
iU inflict fuU damage.

45 CALIBER. Handguns of .44 or .45 caliber wilU penetrate up
to 2% inches of hard wood or 4 inches of soft wood if fired at
point blank range. The bullet wiU <tiU inflict norma damage.

Other Weapons. Rifles of greater than .22 caliber, B.A.R.S and
Thompson submachinegunswiU penetratemost wood or plas-
ter walls, floors or ceilings when fired at short range or less.
Rifles of .22 cdiber are treated as .22 caliber pistols for
penetration.

Specid Cases. |n any uncertain cases, it is left to the game
judge to decide whether abuUet wiU penetrate a specific type of
cover. Bullets that do not penetrate a target's cover miss the
target automatically. The penetration limits given ebove are the
maximum penetration for the weapons listed.

EXPERT FISTFIGHT RULES

The expert rules add two new fistfight actions; boxing and
martial arts.

Boxing

Boxingisaskill. It givescharactersthefollowing advantagesin
fistfights:

1. A character with boxing skill can make aboxing skill check
instead of an Agility check when trying to hit an opponent in a
fistfight

2. A successful check means the boxing character has hit his
opponent twice in the same turn. One hit causes normal injur-
ies, the second hit causes double injuries.

3. Ifaboxing character fails hisboxing check, that character can
stiU try to hit his opponent normally by making an Agility check.



4. All modifiers that apply to a character's Agility score in a
fistfight dso apply to a character's boxing score.

5. A character with boxing skill who rolls 05 or less when
making aboxing check has knocked out his or her opponent

Martia Arts

Martial arts such asjudo and jiu-jitsu were just becoming
known intheUnited Statesin the 1920s. The deadlier forms of
the martial arts, such askarate, were amost unheard-of during
this period. Characters who have martia arts skill gain the
following advantages in fistfights:

1 Martia arts actions are resolved before dl other actions
except closing in a fistfight.

2. Charactersusing martial arts make askill check instead ofan
Agility check.

3. A successful check means the character with martial arts
skill has accomplished two things:

a) he has caused any attack being made by hisopponent to miss
automatically;

b) he has either gotten ahold on his opponent or thrown his
opponent to the ground, causing injuriesequal to hispunching
score. Characters thrown to the ground must spend a turn
standing up.

4. Iftwo characterswith martial arts skill fight one another and
both make successful martia arts checks, neither inflicts any
damage on the other.

EXPERT CARRULES

The expert rules contain new rules for movement in cars, car
crashes, specia driving manuevers, traffic density and gunfire
at vehicles.

M ovement Rates

In thebasic game, cars move at either dow or fast goeed. Using
the expert rules, cars can move at any speed that is an even
multiple of 10 miles per hour (10, 20, 30, 40, etc.).

A car moves 15 feet per turn for every 10 mph of its speed. For
example, a car traveling at 40 mph will move 60 feet per game
turn (4 x 15 = 60).

Accderation And Braking

V arious types of cars can accelerate and decelerate at different
rates. These are shown on the EXPERT CAR DATA TABLE.
The numbers shown on the table are the numbers of turns
needed to accderate 10 mph or dow down 10 mph.

EXAMPLE: The table shows that a standard five-passenger
sedan has an accderation rate of 5 and abraking rate of 2. This
meansthe car must travel atthe same speed forfive turnsbefore
increasing its speed by 10 mph and for two turns before de-
creasing its speed 10 mph. If the driver of this car wanted to
accelerate from a dead stop to 40 mph, it would take 16 turns;
the car must travel at 10 mph for five turns, at 20 mph for five
turns and a 30 mph for five turns. It would hit 40 mph at the
start of the 16th turn. The driver then could decelerate to astop
in nine turns; the car must travel at 40 mph for two turns, at 30
mphfor two turns, at 20 mph for two turnsand at 10 mphfor
two turns. It stops at the beginning of the 9th turn.

Car Crashes

When using the expert rules, drivers must check for car crashes
inthesamesituationslisted in the basic game. Any speed of 30
mph or faster is considered fast goeed.
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EXPERT CARDATATABLE
Standard Cars and Trucks
Type Psngrs Price HP__A/B Top Spd
Coupe 2-3 8800-1,200 12 5/2 50mph
Sporttouring 2-3  8900-1,300 12 5/2 60mph
Touring 57 815002000 1416 5/2 60mph
Sedan 57 82,000-3500 1618 5/2 60 mph
Limousine 5-7 82500 + 1820 5/2 70 mph
Light Truck 2-3 8300-1,300 1418 6/2 50mph
Heavy Truck 2-3 81,000-1,500 1620 6/3 50 mph
Super Luxury Cars

Type Psngrs  Price HP A/B Top
1929 Mercedes

Benz 99KL 2 $12,000 15 4/2 120mph
1929 Dusenberg

Mode J 57 85000+ 16 4/2 100mph
1932 Roalls Royce

Phantom 11 4 $18000 15 4/2 90 mph
1932 Packard

Phaeton 57 83990 18 3/2 90mph
Notes:

Psngers = number of passengers

HP = hit points (see Shooting At Cars)

A/B = acceleration / braking

Top Spd. = top speed

A coupe is atwo-door car with one seat and a hard top.

A touring car has an open or canvas top.

A sedan isatwo- orfour-door carwith two seatsand a hard top.

How to Check for Crashes. When checking to see if a car
crashes, use the following procedure:

1 Note the driver's Driving score;
2. Add 20 to that score;
3. Subtract the speed of the car in miles per hour;

4. Roll percentile dice. A result greater than the driver's modi-
fied Driving score means the car has crashed.

Crash Damage. With the expert rules, dl vehicles have a
number of hit points which are used just like character hit
points. Damage caused in an accident is subtracted from the
vehicle's hit point total. Vehicles that are reduced to zero hit
points are totally destroyed and beyond repair. The number of
hit points avehicle has is given on the CAR DATA TABLE.

To determine the effect of a car crash, roll 2dlO and add the
speed of thecar in milesper hour totheresult. Find thisnumber
on the EXPERT CRASH RESULTS TABLE.

EXPERT CRASHRESLLTS TABLE
Modified Vehicle Ciritical Passenger
Dice Rall Damage Damage Wounds
12 - 18 2 points 10% none
19 - 25 4 points 20% 2 each
26 - 32 6 points 3% 4 eech
3 -39 8 points 40% 6 each
40 - 51 10 points 50% 8 each
52 - 58 13 points 60% 12 each
59 - 65 15 points 70% 16 each
66 - 72 18 points 80% 22 each
73 + Totd 100% Killed



TheEXPERT CRASH RESUL TSTABL E showsthenumber of
points of damage a vehicle takes in an accident, the percent
chance that the vehicle will not run until repaired (Critical
Damage) and the number of wounds suffered by passengers.
Passengers who should be killed are dlowed to make Luck
checks as in the basic game.

Repairing Damaged Cars

Repairing adamaged car costs 825 to $50 per point of damage.
The exact price depends on how expensive the car was
originaly.

Traffic

Traffic is not considered in the basic game. In the expert game,
players can take into account varying densities of traffic at
various times of day. The amount of traffic found in downtown
aress at various times are shown on the TRAFFIC DENSITY
TABLE.

TRAFFIC DENSITY TABLE
Time Of Day Type Of Traffic
1001 p.m.to 6:00am. Light
6:01am.to9:30a.m. Heavy
931 am. to 12:00 noon Moderate
1201 p.m.to 130 p.m. Heavy
1:31 p.m.to 330p.m. Moderate

331 p.m.to 6:30p.m. Heavy
631 p.m. to 10:00 p.m.

Effects of Traffic Density. Traffic density affects the chance
that a driver will crash. A character's Driving scoreismodified
by the types of traffic as follows:

Light traffic +10
Moderate traffic + 0
Heavy traffic -20

Driving Maneuvers

All specid driving maneuversfrom thebasic game areincluded
in the expert rules. When making Driving checks during ma-
neuvers, ignorethe Driving score modifiersfrom thebasic rules
and use the procedure given under How To Check For Crashes.

Jumps. Jumping isanew driving manuever. Drivers can try to
make their cars jump over obstacles under the following
conditions:

1. There must be aramp angled at 45 degrees or lessfor the car
tojumpfrom. Theramp mustbe at least fivetimeslonger than
the car.

2. The car must be traveling at least 50 mph.

DISTANCE JUMPED. A car making ajump will clear vertical
obstacles that are lessthan 10feet higher than the ramp. 1t will
travel 5 feet horizontally for every 10 mph of speed.

DRIVING CHECK. The driver of a car making ajump must
make a Driving check using the procedure given under How To
Check For Crashes. However, thereis an additional modifier of
-20 for this check. Failing the check means the car crashes
when it lands.

Shoating At Cars

Shooting at cars is handled exactly as in the basic game with
one exception. When aburst from an automati c weapon hitsa
car, the attacker must check to see where each bullet hits.
Bullets that hit the windshield or a window will wound one
passenger each. The gamejudge determines which passenger
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each bullet hits, either choosing randomly orby consideringthe
angle of the shot and the arrangement of the passengersin the
.

Bulletproofing. Bulletproofing increases a car's Hit Points by
10 and reduces its top speed by 20 mph. The windshield and
windows of a bulletproofed car can withstand five single shots
or one burst before shattering. Bulletproofing costs one-half as
much as the car being bullet-proofed. Touring cars cannot be
bulletproofed. Without bulletproofing, no stock car can have
more than 20 Hit Points.

PART 12: APPENDICES

Appendix One TYPICAL NPCs

Followingisa list of typical NPCs. The gamejudgecan usethem
as he needs them. The ability scores given are considered
average for that type of character. The gamejudge can modify
these scores to suit the needs of his or her game. Thejudge
should assign levelsand skillsto the NPCs ashe or she seesfit.

NPC Mu Ag Ob Pr Dr Lu HP
F.B.l. Agent 8 8 90 7 8 330 22
ProhibitonAgent 50 60 54 5 57 12 16
Patrolman 75 65 63 5 64 23 19
Police Sergeant 8 67 72 6 70 25 20
Police Captain 78 66 8 7 76 33 20
Detective 8 72 8 6 8 28 21
Private Investigator 73 68 89 6 78 42 20
Newspaper Reporter 55 60 93 4 77 16 17
IndependentPunk 60 65 8 3 75 18 18
Gangster 73 58 57 5 59 14 19
Gangster Enforcer 98 72 43 8 58 12 22
Gangster Driver 37 92 8 3 9 0 18
Gangster Hit Man 717 8 8 5 86 1 21
GangserGunMoll 3 75 78 7 77 13 16
Syndicate Boss 62 5 8 9 72 39 17
District Attorney 51 48 90 8 69 40 15
Judge 45 3B 9% 9 68 26 14
Defense Lawyer 48 43 90 7 67 22 15
Store Clerk 5 5 45 3 50 14 16
Store Owner 48 52 656 6 59 16 15
Corporate Executive 47 53 74 8 ©64 37 15
BlueColladWorker 83 62 4 6 53 20 20
Career Girl 28 43 8 5 63 22 13
Flapper 31 62 73 7 68 11 15
Ward Boss 61 49 83 8 66 24 16
Derelict 4 32 28 1 30 48 13

Appendix Two: PRICELISTS

The following lists show typica prices from the 1920s for a
variety of goods and services. Players and judges should note
that pricesfluctuated dramatically between 1920 and 1939;asa
genera rule, deduct 40% from the prices shown after the 1929
stock market crash.

Weapons

Handguns, rifles and shotguns can be bought in gun shops or
through criminal suppliers. Gunsboughtfrom gunshops will be
registered with the locd police. Automatic weapons (Thomp-
sons and B.A.R.S) can be bought through military surplus
stores under severe restrictions, or from criminals. The prices
shown for wegpons are genera guides, the game judge can
adjust the prices as he sees fit, due to circumstances or the
quality ofthe weapon sought Guns bought from criminals may
cost as much as twice their listed vaue.



WEAPONS
.22 revolver $25 or more
38 revolver $40.0r more
44 or 45 revolver $45 or more
'9 mm or .38 automatic 850 or more
45 automatic 875 or more
Any rifle 850 or more
Thompson submachine gun 8200 or more

BAR.

Rifle, pistol and
tommygun ammunition

Shotgun ammunition

815 or more

$2 per.box of 100
32 per box of 24

CLOTHES and ACCESSORIES
Man'ssuit, plain 812
Man's suit, well-made 815 to 840
Man's suit, excellent 8200 or more
Shoes 8310 860
Woman's dress, plain 83
Woman's dress, well-made $5 to 810
Woman'sdress, excdlent 8100 to 84,000
Fur coat 8200 or more
Fur stole 8500 or more
Silk ties $10 to 850
Jewery 8250 or more
Finewatch 840 or more

RENT and REAL ESTATE

Room, cheap hotel

Room, good hotel

Room, best hotel

Suite, best hotdl

Apartment, tenement
Office, cheap

Office, luxury suite

Rent, 2 or 3 bedroom home
Residential lot, cheap area
Residentid lot, average area
Residential lot, exclusive
Industria land

Commercial lots

2 bedroom house and lot
Lakefront mansion
Construction, new building

82 per night
85 to 87.50 per night
825 or more per night
8100 or more per night
$10 to 15 per week
830 per week
or more per week
820 to 840 per week
8300

8350 to 8500
$1,000 or more
8500 or more per acre
8500 to 85,000
83,500 or more
850,000 or more
8150 or more per
square foot of space

WAGES (Per Week)

Factory worker

Secretary

Waitress

Store clerk

Low level manager

Middle level manager

Corporate executive

Lawyer

Doctor

Sdesman

Smadl business owner

Executive below cabinet
leve in Washington, D.C.

Top leve gangsters

$20

$25 to 830
820 to 825
$25 to 830
835 to 845
845 to 855

8100 to 8200 or more

875 to 815
860 to 815
350 to 8l0
840 to 875

8175

8350,000 or more, per week

MISCELLANEOUSEXPENSES

Car: gas, oil and maintenance 85 per week
Lawyer's fees.
Criminal defense 825 or more,
negotiable
Civil suit 50% or more of any
settlement
Doctor's fees:
Office cdl 81 or more
House cdl 8150 or more
Movies 50 cents to 81.50

$15 to 320 for best

in town
Radio (large crystal set) 835
Furniture, cheap $100 or more per room
Furniture, quality 8150 or more per room
Hospital room $15 to $35 per day

Mesdl in fancy restaurant

Note on Expenses. The gamejudge must determine costs for
itemsthat are not listed, using the prices above as aguide.

Appendix Three: ROGUESGALLERY

This section gives stetistics for famous gangsters, gangs, pro-
hibition agents and F.B.1. agents. Many of these people were
active from the 1920s through the 1950s but the dtatistics
given are only for the 1920s and 30s

The first seven characteristics are the NPC’s basic ability
scores: Muscle(Mu), Agility (Ag), Observation (Ob), Presence
(Pr), Driving (Dr), Luck (Lu) and Hit Points (HP). The eighth
number isthe character'sleve (Lv). The ninth number (Re) is
areaction modifier. This number is added to or subtracted from
the NPC'sreaction roll when meeting a PC. For example, ifa PC
meetsAlbert Anastasia, thejudgedetermines Anastasia’s reac-
tion to the character by rolling 2d10 and subtracting 2, Anasta-
sds reaction modifier. The last two numbers are the lowest
(M n) and highest (M x) reactionsthe NPC can haveto aplayer
character. No minimum is given for Anastasia, s0 his reaction
to aPC can be aslow as 2. However, hewill never have abetter
reactionthan 17.1ngeneral terms, thismeansAnastasiamight
didike a player character strongly, and will never redly like
anyone.

CRIMINAL CLASS
Higtorical Characters
Name MuAgOb Pr Dr LUHP Lv ReMn MX

AlbertAnastasa 81 77 56 7 67 2921 7 -2 17
1903-1957. Allegedly one of the murderers of Joe "the Boss'
Masseria. Alleged head of Murder, Inc., and dly of Lucky

Luciano.

ArizonaBarker 44 37 89 8 63 24 14 5

1872-1935. "Mad' Barker. Organizer of the Barker Gang, con-
sisting mainly of her sons. The gang specialized in robbing
banks and kidnapping.

Arthur Barker 52 745 6653 18 5
1899-1939. 'Duc’ Barker. Skill: auto theft 5%

Fred Barker MM 7157 6642518 5

1902-1935. Skills: lockpicking 25%, alarm systems 24%.

Herman Barker 53 64 51 6 61 23 17 2
1894-1927. Skills: 1ockpicking 28%, alarm systermns 19%.




Name Mu Ag Ob Pr Dr LuHP Lv Re Mn MX

Clyde Barrow 578 5 6 70 14 17 2 -3 15
1909-1934. Small-time robber and murderer. SKkill: auto theft
64%.

Louis Buchalter 59 63 92 9 78 34 18 9

1897-1944. “Lepke” Buchalter. Controlled many New Y ork
garment district unions. Ally of Lucky Luciano. Killed Little
Augie Organ. Skills smuggling 61%, gambling 50%.

Alphonse Cgpone 87 74 90 10 82 32 21 9

1899-1947. “Scarface” Al Capone. Gained control of Chicago
rackets after extensive gang wars. Believed to have killed Big
Jim Colosimo. Skills smuggling 94%, public relations 86%.

Vincent Call 70 7948 7 64 17 20 4 -2
1909-1932."MadDog" Coall. Hiredkillerwhotriedtotakeover
from Dutch Schultz and failed. Skill: smuggling 62%.

John Thomas

Diamond 689374 98 5022 7

1896-1931. "Legs' Jack Diamond. Bodyguard and killer.
Fought afour-year war with Dutch Schultzfor control of various
territoriesinNew Y ork, butlogt. Skills: lockpicking47%, darm
systems 45%, smuggling 79%, public relations 57%.

John Dillinger 65695 72 834 B 21 5
1908-1984(?). Bankrobber who led threedifferentgangs. Some
people till question whether heredly waskilled in ashootout
with F.B.I. agents in 1934. Skills auto theft 83%, darm systems
37%.

CharlesA. Floyd 94 86 60 7 73 35 23 3

1901-1934. "Pretty Boy" Hoyd, "Chock” Floyd. Bankrobber
and murderer. Mistakenly accused of taking part in the Kansas
City Massacre, where four law enforcement agents were killed.
Skill: auto theft 67%.

Vito Genovese 65 67 96 9841 18 7 -1 18
1897-1969. "Don Vitone” Genovese. One of Lucky Luciano’s
partners, rumored at onetimeto havebecome Capo di tutti Capi
— "Boss of All Bosses' — for the mafia. Helped kill Joe "the
Boss' Masseria. Skill: smuggling 94%.

George Kdly 922 71 46 458 15 22 2
1897-1954. “Machinegun” Kely. Small-time bootlegger whose
wife goaded him into becoming a successful kidnapper.

Meyer Lansky 43 57100 8 78 50 15 9 4
1902- . One of the founders of anationa crime organiza-
tion, aong with Lucky Luciano. Skills: auto theft 72%, auto-
body work 74%, smuggling 35%, accounting 55%, gambling
63%.

Charles Luciano 59 64 99 10 82 50 17 10

1897-1962. "Charlie" Luciano, "Lucky" Luciano. Most power-
fulbossin the U.S. from 1932 to 1936. Controlled all vice in the
New Y ork area. Setup aloosaly organized national crime syndi-
cate. Skill: smuggling 97%.

Salvatore

Maranzano 62 63 77 9 70 28 18 7

1868-1931. Successfully fought Joe "the Boss' Masseriafor
control ofthe New Y ork rackets in the “Castellamare War." He
was murdered shortly after on the orders of Lucky Luciano.
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Name Mu Ag Ob Pr Dr LUHP Lv Re Mn MX

Jack McGurne 91 99 68 7 8 42 24 4

1904-1936. "Machinegun" Jack McGurme. Ex-prizefighter.
Ace hit man for Al Capone, killed more than 20 men. Kill:
boxing 76%.

George Moran O 7 78 8 7749 22 7

1893-1957. "Bugs' Moran. Inherited control of the Chicago
North Side gang and its war with Al Capone from Deanie
O'Bannion and Hymie Weiss. Drifted into obscurity after the St.
Valentine's Day Massacre. SKills lockpicking 58%, darm sys-
tems 45%, safecracking 37%, smuggling 74%.

Dion OBannion 63 74 83 10 79 35 19 7
1892-1924."Deani€" O'Bannion. Formed agangto control the
rackets on Chicago's north side. His murder, ordered by Al
Capone, started a five-year gang war in Chicago. Skills lock-
picking 72%, darm systems 56%, safecracking 44%, smug-
gling 89%.

Bonnie Parker 49 73 51 762 13 18 2 -3 15
1911-1934. Murderess, Clyde Barrow's accomplice. Skill: auto
theft 43%.

Arnold Rothstein 78 81 74 8 78 48 21 8
1882-1928. Big-time gamblerwho made a fortuneby financing
crime. Allegedly fixed the 1919 World Series. Skill: gambling
98%.

Morris
Rudsensky 76 87 80 8 84 47 22 4
1908 . "Red" Rudsensky. Master safecracker and burglar

who often worked alone. Later reformed completely. Skill: lock-
picking 87%, stedlth 74% , alarm systems 78%, explosives 73%,
safecracking 91%.

Dutch Schultz 77 79 8 108 2921 9 -1 18
1902-1935. Arthur Flegenheimer. Controlled beer bootlegging
in New Y ork and the numbers racket in Harlem. Murdered by
rivas after he threatened to kill the reform district attorney,
Tom Dewey. Skills lockpicking 59%, adarm systems 53%,
smuggling 88%, gambling 57%.

Benjamin Segedd 73 76 77 9 77 21 18 5

1906-1947. “Bugsy” Segd. Gangster and murderer, junior
partner with Meyer Lansky. Originated syndicate gambling in
Las Vegas. It is believed he was killed for stealing 83 million
from the syndicate. Skills auto theft 75%, autobody work 71%,
smuggling 73%, gambling 78%.

John Torrio 57 64 99 10 82 45 18 8
1882-1957. "Johnny" Torrio. Al Capone's mentor. A careful
gangster who preferred negotiation to violence. After being shot
in 1924 he went into semi-retirement.

Joseph Weil 72 79 9 10 8 46 21 6 8 16
1877-?2.“Yellow Kid" Weil. Master confidence man. Heretired
from the con game in 1934 because publicity had made his
picturetoo familiar to prospective victims. Skills: stealth 74%,
disguise 38%, public relations 89%.

Famous Gangs

Dillinger " Super Gang" — bankrobbers

John Dillinger, Harry Peirpont, Homer Van Meter, “Three-
fingered Jack" Hamilton, "Fat Charley" Mackley and Russall
Lee Clark.



Druggen-Lake Gang — rackets and bootlegging
Led by Terry Druggen and Frankie L ake. Staunch Caponealies
on the west side of Chicago.

Egan's Rats — rackets, bootlegging and vice
Organized by “Jellyroll” Egan, led by Dinty Colbeck. Lostawar
with The Green Ones over control of & Louis.

GennaBrothers — bootlegging

Chicago Little Italy gang led by sx brothers: "Bloody Angelo,”
“Tony the Gentleman," Mike “The Devil," Pete, Sam and Vin-
cenzo "Jm" Genna. Started as dlies but became rivals of Al

Capone.

The Green Ones — rackets, bootlegging and vice
Won control of crime in & Louis after wars with Egan's Rats
and The Cuckoos.

Lamm Gang— bankrobbers

Firgt bank robbers to use organized methods. Led by "Baron”
Herman K. Lamm. Other members were Walter Dietrich,
"OklahomaJack" Clark and “Dad” Landy.

O’Donnell Brothers— bootlegging and rackets

Two differentChicago gangs led by two unrelated familieswith
the samename. The South Side O’Donnells were led by " Spike"
Seve, Water and Tommy O'Donnell. The West SdeO'Donnells
were led by "Klondike," Bernard and Myles O'Donndl. Both
gangstook sdes against Al Capone and logt

“Owney” Madden Gang — bootlegging and rackets
New York gang ledby "Owney" Madden. Feuded with the Waxey
Gordon gang.

The Purple Gang — bootlegging, rackets and vice
Led by Abe Bernstein. Ruled the Detroit rackets until incor-
porated into the national crime syndicate.

"Waxey" Gordon Gang — bootlegging and rackets

New Y ork gang led by Waxey Gordon. Feuded with the Owney
Madden gang. The feud was hated on the orders of the national
crime syndicate.

LAW ENFORCEMENT CLASS
Historical Characters

The Untouchables. The Untouchableswere aspecid squad of
10 men who worked for the Prohibition Bureau in Chicago.
Theirjobwasto"dry up" the source of Al Capone'svast crimi-
nal income by shutting down hisbreweries and distilleriesand
arresting his men. The Untouchables got their nickname be-
cause they could not be bribed. Finding an entire squad of
prohibition agents who were uncorruptable was so unusual
that the event made nationwide headlines. The leader of the
Untouchables was Elliot Ness.

Name Mu Ag Ob Pr Dr LuHP Lv Re Mn MX
Elliot Ness 87 82 8 10 84 50 22 10 +2* &

1903-1957. Leader of the Untouchables. Afterward named
chief investigator ofprohibition forces in Chicago. In 1935 he
wasd ected director of public saf ety for Clevdand. Skills martid
arts 74%, public rdations 70%, shadowing 60%, stealth 66%.

Marty Lahert 86 82 71 8 77 B2 4 +2* &
Sill: martial arts 72%.
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Sam Seager A8 70 776 0 23 4 +2¢ &
kill: find smuggled goods 62%.

Barney
Cloonan 95 7968 769 37 23 4 +2* 8
Skill: find smuggled goods 61%.

Lyle Chapman 8 7784 78 4221 4 +2* &
ill: fingerprinting 67%, accounting 93%, chemica analysis
41%.

Tom Friel 67 78 66 7 72 11 21 4 +2* &
Murdered in the line of duty by the Capone mob in 1930. Skill:
find smuggled goods 76%.

Joe Leeson 688 87 78 B 21 4 +2* &
Driver for the Untouchables. Skill: shadowing 92%.

Mike King 64 67 79 7 7338 19 4 +2¢ &
Skills shadowing 83%, stedlth 82%.
Paul Robskey 6368 78 8 733 19 4 +2* &

Skills shadowing 81%, stealth 80%, wiretapping 85%.

Bill Gardner 9% 91 70 781 3B 24 4 +2F &
Skill: find smuggled goods 58%.

* Reaction to non-criminals only. Members of the Untouch-
ables react normally to criminals. Their reaction should be
tempered by their desire to see dl criminals convicted and
Ssentenced.

Special Citizens Groups. Citizens did not dways meekly ac-
cept crimeintheir cities. To fightthe high rate of crime caused
by prohibition, citizens sometimesjoined together to dect re-
form candidates and put pressure on public officiads to stop
crime and corruption. These groups of citizens often remained
anonymous to avoid retaiation from gangsters.

Perhapsthe most famouscitizens anti-crime organization was
formed by six influential businessmen in Chicago. The organi-
zation was known as The Secret Six. It was headed by Robert
Isham Randol ph. The Secret Six was responsible forthe forma-
tion of the Untouchables, among other things.

FBI Agents

Name Mu Ag Ob Pr Dr LUHP Lv Re Mn MX
Earl J. Connelly 67 72 73 8 73 41 19 8 +2* 8*
1892-1957. Specid agent in charge in Cincinnati until 1934.
Specid agent in charge in Chicago from 1934 until 1940. L ater
served as field assgtant director. Skill: martid arts 74%.

Samuel P.

Cowley 638 71 877 12 19 7 +2* &
Specid agent in charge in Chicago until his death. Helped
arrange the demise of John Dillinger (if it really was Dillinger
who was killed outside the Biograph Theatre). Killed in agun
battle with Baby Face Nelson in 1934. Skill: martia arts 71%.

Melvin Purvis 8 7863 871 2521 5 +2* &
Speciad agent serving throughout the midwest Helped arrange
the demise of John Dillinger. Killed Pretty Boy Floyd in agun
battle in 1934. Skills. martial arts 76%.

* Reaction gppliesto non-criminalsonly. Reactionto criminals
is normal, tempered by a desire to see dl criminals convicted
and sentenced.
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SEQUENCE OF PLAY OUTLINE HREARMS DATA CHART

Weapon
Revolvers.

3
AL/ 4B
Automatics:
9mm/.38 75
45 150/
Rifles *
22
80/.80-06
BAR.
Specid:
Thompson SMG
Shotgun

Notes

Step 1: Check to see if any characters weresurprised by actions
in the previous turn.

Step 2: Playersdeclare what action each character will perform
this turn. These can bejotted down on a sheet of paper
and reveded smultaneoudy, if the players want.

Step 3: Characters who are closing with an opponent for a
fistfight are moved. Some characters may be able to fire
a thistime— sse Gunsin Fistfights.

Step 4: All other characters who are moving compl ete one-half
of their movement.

Step 5: Fistfighting actions are resolved.

Step 6: Gunfighting and other actions are resolved.

Step 7: Characters finish moving.

Range Damage Rate

150
150’
225’

1800
1800°
1800

N~ o ogbs

Special

300’ 7 Specid 20/50**
SURPRISE TABLE 25/75/225 15/5/2 1 2
D100 minus Observation:

1-20

21-40

41+

Surprisedfor:
1 turn
2 turns
3 turns

Range = Range in feet

Damage = Injury in wouncls
Rate = Rounds fired per turn

Ammo = Rounds weapon
: can hold
* All rifles add 10 to Agility of firing character

FOOT MOVEMENT TABLE **Thompson SMG carries a 20-round clip or a 50-round drum

Distance Moved During One Turn:

Gy GUNFIGHT MODIFIERSTABLE
Fest & squares 18’ squares_
Walking 5 1 1/3
Running 15 3 1
Crawling 2l 1/2 1/6
Leaping 15 & 1
Jumping 10+ -- --
Closingfor 10 2 2/3
fistfight

Situation
Target is
..Standing Still -0
...Crawling, Walking or Prone -5
...Running, L eaping or Jumping -20
...Dropping behind Cover -20
...Behind Cover -30
...Car Moving Slow -10
..Car Moving Fast -30
...Locked Door +20

Modifier

CARMOVEMENT TABLE

Distance
__Fea

30

75

15'Map
2 sguares
5 squares

Firing character is

...Prone

..Firing any type of rifle

...Firing after an aiming turn

...In acar moving dow

...In a car moving fast

...Firing aburst
...FiringaBAR on semi-automatic

8 Map
6 squares
15 squares

+5
+10
+10

-10

-30

-30

-10 (2nd shot)
-20 (3rd shot)
-30

-40

NPC REACTION TABLE

Modified
Dice Roll
(2d10)

2orless

Reaction of NPC

...Hringtwo pistols

Violent and hostile; attacks regardless of At

Situation

3-4 Abusive and hostile; attacks if provoked

5-6 Hosgtile, but will not attack immediately; may

ADDITIONAL GUNFIGHT MODIFHERS

-8
g 13

14 - 15

16 - 1/
18 - 19

20 or more

plot revenge at alater time

~ Annoyed, mildly hostile, but will not attack

Uncertain, hesitant; make another offer, roll
an
Pleasant, but will take no action to help; may
answer questions
Friendly, likes the PC; probably will help
Very friendly; will go out of his way to be
hel pful
Extremely friendly; will risk own life to help

Modifiers To NPC Reaction Table

PC's Presence

NPC's Presence

Someone has drawn weapon
Someone makes believable threat

088-R-7009

+ Presence score
- Presence score
+1 if PC; -1 if NPC
+1 ifPC; -1 ifNPC

Firing Character's Action

Modifier

Drawing and Firing:
Turning Around and Firing
Turning Around, Drawing and Firing

HAND WEAPONS TABL
Weapon

-10
-10
-20

E

Extra Injury

Wooden Club, Basebdl Bat, Billy Club
Lead Pipe, Blackjack, Gun as Club
Brass Knuckles, Coin Roll Inside Fist
Smal Knife

Large Knife

Broken Bottle

Axe, Sword

+5 points
+7 points
+4 points
+3 points, wound
+5 points, wound
+2 points, wound
+6 points, wound




