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PLAYERS INTRODUCTION

It's 2020 and the benevolent Corporation DMS has decided to hold a Jazz and Blues festival to try and improve the city's cultural image.
Musicians from all over the world are gathering to hold the biggest Jazz & Blues Festival ever. The star of the event is the world-renowned Blues guitarist “Jagged Tooth” Tam Wickerstone. Wickerstone, along with several other famous musicians, was staying in the exclusive Arasaka Excelsior Hotel. However, two days before the Festival, Wickerstone has gone missing. He was last seen leaving the hotel for a nighttime stroll through the district. DMS have heard that Wickerstone may have been kidnapped or "iced" by another Corp. They are hiring you as a Detective Agency to find Wickerstone and bring him back to the hotel so that he can perform at the Festival's opening night. The Festival is scheduled to last for 3 days. Ideally they want Wickerstone to close the opening night, but they want him to perform his 2-hour set before the Festival ends. No one knows when Wickerstone is going to perform as the order of musicians has been kept secret.
DMS are prepared to offer you $100,000 each to retrieve Wickerstone in time for the Festival.



GM INTRODUCTION

Although DMS want Wickerstone to be the star of the Festival, Wickerstone has wanted to retire for a few years now and his contract with DMS is finally drawing to a close. Wickerstone has in fact retired and has left the hotel for a walk and was picked up by some buddies of his who have spirited him off to the suburbs to stay with some friends. Wickerstone doesn't really want to be found as he doesn't want to dance to DMS tune anymore.


HARD DAYS NIGHT

The stars shine in the clear night sky, a gentle warm breeze stirs the air and the city is filled with the buzz of excitement over the new Festival. Night City is going to try and show the world that it has a cultured, sophisticated side and isn't just a den of degenerates and violence.
Malcolm Brunswick from DMS is eager for you to find Wickerstone. If questioned by the players, he will insist the players keep this quiet, but DMS believes a rival company Buzzsaw records may have kidnapped him to make DMS lose face.
Malcolm doesn't know much about what happened to Wickerstone but will try to persuade to the PCs that Wickerstone is a B-I-I-G star in the Jazz and Blues Scene and that the players should try to gain an appreciation of other forms of music before handing out copies of Wickerstone's latest music chip. He promises the PCs a signed holoposter from Wickerstone if they get him back. If the PCs continue to give him hassle, Brunswick will refuse to be questioned by the hired help and will demand the PCs do what they are paid to do.

The players should decide to go check out the hotel Wickerstone was staying at, and if they seem lost have Brunswick, we suggest they start there.



Arasaka Excelsior Hotel

The hotel is a very expensive luxury hotel in the middle of the Corporate zone. 
Security, as you can imagine, is very good; provided by Arasaka’s best security personnel.
There are three people whom the group can meet at the hotel. The concierge can be found in the lobby behind the front desk; the bell boy can be found in a quiet corner outside enjoying a smoke when not bringing customers bags to their room or serving room service; and the third person that can be met is Lilly Fontaine who is getting comfortable in the hotel bar.

The Concierge is a tall thin man with a very fashionable haircut and wearing fancy clothes. He exudes style and taste, he does however have a very pinched mouth and will smile benevolently when one of the guests approaches him and speak to them in a pleasant fashion. If left alone with the PCs, he will look down on them, sneer at them, and bitterly complain they are lowering the tone of his hotel. He will introduce himself as Monsieur Dulavay (pronounced Dew-la-vae), and refuse to assist the players as the hotel has a strict privacy policy (the players should note that no other employees seem aware of this policy) and he cannot confirm or deny anything about Monsieur Wickerstone.

The bellboy Martin Roberts will be most reluctant to speak to the PCs at first, but if one of them slips him a generous tip he'll happily tell them anything he knows. At first he'll tell the PCs all kinds of gossip about the hotel, in which famous people are staying, and about who's been seen entering whose room at night. If the PCs ask him about Wickerstone, however, he will cheerfully explain he was told by Wickerstone that he was going for a walk As Martin was also finished his shift, he asked if he could join Mr Wickerstone on his walk. Wickerstone accepted and the two headed off into the night for a brisk walk. They had gone for about two blocks when a large purple car pulled up and Mr Wickerstone disappeared inside the car. Martin will insist Wickerstone was pulled into the car by two muscular men, but if pushed, will be unable to describe the men in any detail. Martin knows that some of the musicians liked to drink in The Mississippi River a Jazz bar a few blocks from the hotel.

In the hotel bar there is one more informant, a tall young woman with long blonde hair, beautiful face and curvaceous figure. She is sitting at the bar drinking a martini, looking bored, lazily watching people come and go. She will introduce herself as Lilly Fontaine, she’s in town for the festival but she doesn’t know her way around town. 
Lilly knows nothing about Wickerstone and cares even less; she just wants a man for the evening and will go to any lengths to get one. Lilly will run her eye over the group and see if any of them are suitable prey. She will try her best to seduce any member of the group that she thinks she can safely hook. She likes to trick her targets into taking a room at a posh hotel and when they go to sleep she steals everything of value she can find. The theft will not be apparent until the PC has left the hotel, and if they return, Ms Fontaine will have vanished.
If none of the group look like likely prey Lilly will ignore them and go back to her drinks.


THE MISSISSIPPI RIVER - A RUN-DOWN JAZZ BAR

The bar appears to be a run down building, designed to look like a shabby bar in the American Deep South. However because it is located in the posh part of the corporate zone the building is unlikely to be that run down and has probably been designed to look that way at the request of its owners. The bar is famous for the quality of its blues and jazz performers, all the leading names have played there at some point in their career. There is quite a queue to enter the bar as the city is filling up with jazz aficionados but the group should be able to get in easily, especially if they slip the bouncers a few bills to let them jump the queue.

At the bar the PCs will meet 3 Musicians, and the barman.
The Musicians are “Meatpie” Patton (a Jazz pianist), Lola Fourman (Blues singer), and Eddie Lips (Blues saxophone player). “Meatpie” is average size, fat, bald, and very black middle-aged man with short grey hair. He speaks with a southern drawl and seems a bit upset over the disappearance. Eddie is a tall thin man, in his mid thirties with a full head of black hair, and piercing blue eyes, he speaks with a French accent but speaks perfect English. If forced to he'll admit he only speaks in a French accent from spending too much time in New Orleans and picking up the accent. 
“Meatpie” and Eddie Lips were drinking with Wickerstone on the night he left. Lola will be a small, proud woman with golden blonde hair, a fair complexion and looks much younger than the rest of the musicians with a fondness for dressing in outfits that reveal her feminine charms. She's also a notorious slut and an alcoholic. No-one knows how old she is but rumours abound she's been under the knife a few times to stay so young looking.

Lola was also drinking with Wickerstone and after a few drinks left the bar with Eddie Lips and went back to her place for a "jam session.” Lola will also attempt to hit on any man in the group who shows the slightest interest in her. She'll gladly explain that her name comes from the fact that she's only loved four men in her life, all of whom broke her heart, and now she loves no-body but ‘ha-seff’. “Meatpie” will share a few drinking tales about his wild exploits with Wickerstone when they were younger: drinking all night and partying with women till dawn. “Meatpie” will be genuinely upset that his friend is missing, as he was hoping to perform with his buddy Wickerstone and try and revive his flagging career. French will be quite vague about what occurred that night, blaming it on excessive drink, but if Lola is present she'll wink at him and make him blush.

GM Note: If questioned about a purple car, “Meatpie” remembers a friend of Wickerstone used to own a car like that. It was nearly ten year ago when he last saw the car and he doesn't know what became of it. It might be worth looking for a man called Big Mike Foster.
 
The barman will introduce himself as Stewart Wilson, who's been barman here for the last 5 years. Wilson is a middle-aged man. He'll ask the players to call him Stu when the padded suits aren't around. He liked Wickerstone, who drank like a fish, swore like a sailor, smoked like a factory and womanised like a buck rabbit in spring. Wickerstone was also a good customer buying drinks for the house several times a night. Stu will have no idea who would want to harm Wickerstone, but if the players ask him nicely, he will give them all a free drink in honour of his missing friend.



The Search for the Purple Car.

The group will be a little stuck as there aren’t many leads for them to investigate and things are looking grim for poor Mr Wickerstone. The group will need to find the purple car if they are going to get to the truth. If they don’t have a name or anything to go on the group will have to wander the city looking in Jazz bars and talking to Jazz fans, security people and all sorts of informers to try to find the Purple Car.

IF the group managed to get the name of the last owner of the purple car, they could search through electronic databases to find out what happened to Big Mike Foster.

A successful INT + Library search  roll will uncover the following.

There is a report that 5 years ago Big Mike Foster was dying from throat cancer and sold everything he had to pay his medical bills. His treasured possession was a large purple car named Doris which was sold at auction to a Miss Emily Greene.

A further INT+ Library Search roll will be needed to locate the address of Miss Emily Greene.


The Home of Emily Greene.

Miss Greene lives in a modest detached house with a small garage in a small respectable suburb of Night City. The house is surrounded by a sturdy wall about 5 feet high with a solid steel gate in line with the front door of the house.
The players will have to press a buzzer at the gate and identify themselves to be admitted to approach the house. 
GM NOTE
The players could try hopping the fence but this would trigger the house alarm, notify the local police station of a break in and generally attract a lot of bad attention. If players suggest they are considering it immediately on arrival have children from a nearby house a few doors away lose a toy over the wall to their neighbours. When the children go to recover the toy, one of them jumps the wall, gets hit with a stun dart, gets covered in what looks like dye and a loud alarm sounds for several minutes before a squad car turns up and escorts the wounded child to the station for questioning.   

The intercom will be answered by a cautious but well educated voice asking what the business the players have with the homeowner. If the group can provide a calm reasonable excuse they will be admitted entry, if the group cannot provide a reasonable answer or they attempt to force their way in they will get no further. The more extreme the players actions the faster the police will arrive to investigate the incident.
Wise players will try to avoid dragging the police into this affair to avoid insulting their employer.

When the players gain admittance to the house the door will be answered by an attractive woman in her early forties, with under stated but expensive clothes, a stylish hair cut and a panic button clearly visible in her left hand. She will not let the players enter the house as she does not know who they are or what they want and is clearly suspicious of them.

The woman will want to know what the players want from her but will gladly talk about the car and Big Mike Foster. It seems she did buy the car and she loved driving it around town but she felt that it was too big and too old for her to keep running so she sold it  a year or so ago to a car dealer and bought a newer car that her house keeper is using at the moment to get the groceries. She doesn’t know anything about Wickerstone except she has heard of him as a well respected Blues guitarist.

When the group run out of questions to ask Miss Greene will bid the players good bye and will  buzz the gate open for them to leave. She will remain at the front door watching them leave, if they approach her in an aggressive manner she will slam the door and press her panic button repeatedly to summon help from the corporate police.


The Car Chase Scene

A few minutes after leaving the estate where Miss Greene lives the group will spot a large purple car driving towards them. Naturally the players will recognise the car and will attempt to tail the car. The driver of the car will appear to be alarmed by the sight of the players approaching them and will attempt to escape.
The car will drive as fast as the driver can control the car and will attempt to lose the tailing players by taking random turns at speed, braking suddenly and then changing direction and trying to hide behind larger vehicles, road signs or by cutting through multi storey car parks. 

There isn’t much for the GM to do at this point except to keep the chase short and thrilling for the players. The group will have a lot of difficulty catching the purple car but it won’t get away for long if the group are determined to follow it.

The chase ends in one of 3 ways.

1) The group manage to trap the car and force the driver to surrender.
2) The group make a complete mess of the car chase and the purple car escapes completely.
3) The group allow the car to escape them and then more discretely follow it back to its lair.

If the group manage to corner the car successfully they will find out that the driver is a young man in his late twenties who thought the players were the police trying to capture him for dangerous driving. He didn’t want to get into any more trouble so was trying to get away from them. If the players look inside the vehicle they will see a few grocery boxes piled on the back seat. Some of their contents will have spilled out all over the back seat. The players won’t have a lot to hold the young man for but they can attempt to hold him for questioning.

If the group lose the purple car they will have nothing else to go on and will be forced to either go back to base and admit defeat or return to question Miss Greene.
Perhaps Miss Greene has seen the car being driven in the area before and might have some information on who the driver is. *Hint Hint* If the group do return to question Miss Greene they will catch a glimpse of a purple car entering the gates of her house and parking in her garage. The doors of the garage will close before the players can identify the driver. This is a little too suspicious to be ignored.

If the group allow the driver of the purple car to seemingly escape the group and follow it back the car will return to the home Miss Greene and will pass through her gate and park in her garage. This is a little too suspicious to be ignored. 


Return to the Home of Miss Greene


By now the players will know that Miss Greene knows something about the purple car as it was able to pass through her gates and park in her garage.
Naturally the group are going to want to put a few questions to Miss Greene. 
The security system will have to be tackled however.
The group could attempt to override the electronic security system and so get access to the house without raising an alarm.
They group could also try to talk their way to the front door and interrogate Miss Greene through charm and diplomacy. They could even deliberately trip the alarm and see if the purple car will reappear to flee the scene.

…..
Invent way to get the truth out of Miss Greene.
Have Wickerstone attempt to bribe group to forget they found him.
Start end sequence.




