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Any game that features the drug culture and
illegal narcotics trade is going to have a very
different mix of characters than the typical
modern action game. Presented here are two new
advanced classes for PCs and NPCs dike: the
Pusher, the man ultimately responsible for
bringing the product to the users, and the Candy
Man, the scientist who designs the drugs and
manufactures them.

PUSHER

Without the Pushers, the drug problem in Haven-
indeed, in the whole world-would almost disap-
pear overnight. Pushers run the gamut from
regional suppliers who move millions of dollars
in narcotics across borders and through check-
points, to small-time dealers who keep a small
stable of junkies hooked on their stuff. Pushers
must have good socia skills, both to bargain with
the local gangs who control the drug trade on
their turf and to keep the supply flowing past the
cops, Coast Guard, and DEA.. A little charm, a
little graft, and the occasional car bomb or drive-
by are the Pusher's tools. Most Pushers prefer to
avoid violent solutions to their problems, as all
murder and mayhem accomplishesis to get the
cops involved, but afew take a sadistic delight in
roughing up those who cross them. While not as
directly powerful as mob bosses or gang lords,
Pushers exercise a great deal of influence on the
criminal underworld in their region, as they
control one of the most vital elements of black-
market trade.

The fastest path into the Pusher advanced classis
through the Charismatic hero base class, but other
paths are possible.

REQUIREMENTS
To qualify to become a Pusher, a character must
fulfill the following criteria.

Skills: Diplomacy 6 ranks, Knowledge
(streetwise) 6 ranks.

Feats: Persona Firearms Proficiency
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HIT DIE

The Pusher gains 1d8 hit points per level. The character's
Constitution modifier applies.

ACTION POINTS

The Pusher gains a number of action points equal to 6 + one-
half his character level, rounded down, every time he attains a
new level in this class.

CLASS SRHILLS

The Pusher's class skills are as follows.

Bluff (Cha), Craft (chemical) (Int), Craft (pharmaceutical) (Int),
Diplomacy (Cha), Disguise (Cha), Drive (Dex), Forgery (Int),
Gamble (Wis), Gather Information (Cha), Knowledge (current
events) (Int), Knowledge (popular culture) (Int), Knowledge
(streetwise) (Int), Sense Motive (Wis), and Speak Language
(none).

Skill Points per Level: 5 + Int modifier.

CLASS FEATURES

The following features pertain to the Pusher advanced class.

Art of the Deal: The Pusher is the master of closing a deal,
whether it's scoring exclusive distribution rights or just
convincing some kids to buy the "specia" smiley-face stickers.
Whenever the Pusher makes a Charisma-based check related to
buying or selling drugs, he gets a +2 bonus on the roll. This
bonus increases to +4 at 5th level and +6 at 9th level.

Go On, Take It!: Pushers are adept at slipping bribes to other-
wise honest cops and officials. Any time a Pusher offers a bribe
to alaw enforcement officer, customs official, or the like that
would ordinarily refuse the bribe, the official must make a Will
save (DC 10 + the Pusher's class level + the Pusher's Charisma

bonus) or accept the bribe. Rules for bribery may be found on
page 58 of the modern Core Rulebook.

Posse: At 3rd level, the Pusher may attract a gang of followers
that will serve him in whatever capacity he desires. The Pusher
may have any number of followers, but no follower may have
more character levels than the Pusher, and the total levels of al
followers may never exceed the Pusher's Reputation bonus.
Ordinary levels count as one-half levels for this purpose.

For example, Julius acquires his 3rd level in the Pusher class
and decides it's time to get himself a posse. Juliusis a 3rd-level
Charismatic hero/3rd-level Pusher, with a Reputation bonus of
+3. He decides on a pair of 2nd-level Tough ordinaries as
general muscle, a 1st-level Smart ordinary as an accountant and
number-cruncher, and a 1st-level Charismatic ordinary as his ho.
The two Tough ordinaries add up to 2 levels, and the Smart and
Charismatic ordinaries each count as one-half alevel, for atotal
of 3levels.

Special Shipment: Once per week, the Pusher can secure an
emergency shipment of drugs, whether to cover supply needs or
for some other nefarious purpose. The Pusher makes a level
check (1d20 + his Pusher level)-the result of the check isthe
total purchase DC worth of drugs the Pusher can call in. The
drugs arrive via ship, plane, or whatever means is most appro-
priate within 1d4+3 days.

Don't Get High on Your Own Supply: At 6th level, the Pusher
has become inured to the dangerous effects of his own drugs.

He gains a +4 bonus on all saves to resist addiction or overcome
withdrawal.

Drive-By Attack: Sometimes, you need to apply alittle force to
make your point. At 7th level, the Pusher acquires this feat for
free, regardless of whether or not he meets the requirements.

Brand Loyalty: At 8th level, the Pusher is such a persuasive
salesman that he can convince his customers that only he can
supply them their fix. Any addict who has bought from the
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Class Attack Fort Ref Will Defense  Reputation
Level Bonus Save Save Save Special Bonus Bonus
1st +0 +1 +0 +1 Art of the deal +2 +0 +1
2nd +1 +2 +0 +2 Go on, takeit! +0 +1

3rd +2 +2 +1 +2 Posse +1 +1

4th +3 +2 +1 +2 Specia shipment +1 +2

5th +3 +3 +1 +3 Art of the deal +4 +1 +2

6th +4 +3 +2 +3 Don't get high on your own supply +2 +2
7th +5 +4 +2 +4 Drive-By Attack +2 +3

8th +6 +4 +2 +4 Brand loyalty +2 +3

Oth +6 +4 +3 +4 Art of the deal +6 +3 +3
10th +7 +5 +3 +5 Crew +3 +4

\ There are only 10 levels to this class j
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Pusher more than three times must make a Will save (DC 10 +
the Pusher's class level + the Pusher's Charisma bonus) any
time she feeds her addiction with a drug not purchased from the
Pusher. If she fails, the drug still has its normal effects, but does
not count toward staving off addiction. If she passes the save,
she shakes off the psychosomatic effects and her fix holds off
withdrawal alittle longer.

Crew: At 10th level, the Pusher's fame in crimina circles
becomes legendary and lesser thugs flock to his banner for a
chance to work with the best. The Pusher may attract a posse
with total levels up to double his Reputation score. He still may
not have any single follower with more character levels than he
has himself.

CANDY mAn

"Who can take a rainbow, sprinkle it with dew?"

Pushers, mules, dealers and drug barons-they'd all be out of
work without the Candy Man. A chemist par excellence, the
Candy Man is the one who engineers the latest drugs, from
designer "club drugs' popped by rave-going teenagers to street
junk that makes crack look about as addictive as coffee. Most
Candy Men spend their time sequestered in underground |abs,
hidden away from the prying eyes of the authorities so they can
perfect the design and manufacture of their products, but occa-
sionally one will venture out into the field to personally obtain
some rare chemical agent or drug ingredient.

The fastest path into the Candy Man advanced class is through
the Smart hero base class, though other paths are possible.

REQUIREMENTS

In order to become a Candy Man, a character must fulfill the
following requirements.

Skills: Craft (chemical) 6 ranks, Craft (pharmaceutical) 6 ranks,
Knowledge (earth and life sciences) 6 ranks, Research 6 ranks.

HIT DIE

The Candy Man gains 1d6 hit points per level. The character's
Constitution modifier applies.

ACTION POINTS

The Candy Man gains a number of action points equal to 6 +
one-half his character level, rounded down, every time he
attains a new level in this class.

CLASS SEILLS
The Candy Man's class skills are as follows.

Computer Use (Int), Craft (chemical) (Int), Craft (pharmaceu-
tical) (Int), Drive (Dex), Investigate (Int), Knowledge (earth
and life sciences) (Int), Knowledge (physical science) (Int),
Profession (Wis), Read/Write Language (none), Research (Int),
and Speak Language (none).

Skill Points per Level: 7 + Int modifier.

CLASS FEATURES

The following features pertain to the Candy Man advanced
class.

Master Druggist: No one knows the arts of drug making like
the Candy Man. He gains a +2 bonus on al Craft (chemical)
and Craft (pharmaceutical) checks. This bonus increases to +4
at 4th level, +6 at 7th level, and finally +8 at 10th level.

On the Cheap: The Candy Man knows that sometimes you
have to cut corners to ensure a profit. By using inferior mate-
rials and greatly diluting the drug he can reduce the Purchase
DC of adrug prototype by one-quarter (which also reduces the
purchase DC of the mass-produced dosages). These drugs only
last half as long as normal, however.

Quick Synthesis: Sometimes you just need to whip up a batch
of super-soldier serum in a hurry. Once per day, the Candy Man

Base

Class Attack Fort Ref Will Defense  Reputation
Level Bonus Save Save Save Special Bonus Bonus
1st +0 +1 +0 +1 Master druggist +2 +0 +0
2nd +1 +2 +0 +2 On the cheap +1 +0

3rd +1 +2 +1 +2 Quick synthesis +1 +1

4th +2 +2 +1 +2 Master druggist +4 +1 +1

5th +2 +3 +1 +3 Discount prices +2 +1

6th +3 +3 +2 +3 Powdered magic +2 +2

7th +3 +4 +2 +4 Master druggist +6 +2 +2

8th +4 +4 +2 +4 Oversee lab +3 +2

oth +4 +4 +3 +4 Bodyguards +3 +3
10th +5 +5 +3 +5 Master druggist +8 +3 +3

\ There are only 10 levels to this class j
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may spend an action point and make a Craft (pharmaceutical)
check to synthesize 1d4 doses of adrug in 10 rounds (1 minute).
The DC of the check is determined by the prototype purchase
DC of the drug (see The Little Black Drug Book at
RPGNow.com). The Candy Man must have access to a chemist's
lab or other appropriate source of chemical supplies, Bunsen
burners, and similar necessary accoutrements.

Discount Prices. At 5th level, the Candy Man knows where to
get the best ingredients for the lowest prices. Whenever he
designs a drug, he reduces the cost of all benefits are reduced by
1. The cost of a benefit may never drop below 1, however. Drug
benefits, side effects, and costs are explained in The Little Black
Drug Book at RPGNow.com.

Powdered Magic: At 6th level, the Candy Man can create
drugs that are more powerful than his competitors, but not
without risk. By spending an action point during the prototype
creation process, he may create a drug with double the normal
effectiveness (any numerical bonuses provided by the drug are
doubled; if the drug has no numerical benefit, its duration is
doubled instead). The downside is that anyone using this
"powdered magic" must make a Fortitude save (DC 20) or die
of ahorribly painful overdose.

Oversee Lab: Even the best Candy Men can't do everything
themselves. At 8th level, the Candy Man may make a
Diplomacy check (DC 15) to direct a crew of workers up to
double his class level in size. Each of those workers may add
one-half the Candy Man's Craft (pharmaceutical) bonus to his
own Craft (pharmaceutical) check as a competence bonus for
the purpose of synthesizing new drugs.

Bodyguards: At 9th level, the Candy Man may attract a gang of
followers that will serve him in whatever capacity he desires,
usually as bodyguards or enforcers. The Candy Man may have
any number of followers, but no follower may have more char-
acter levels than the Candy Man, and the total levels of all
followers may never exceed the Candy Man's Reputation bonus.
Ordinary levels count as one-half levels for this purpose.

All text on all-pagesis Open Game Content as

defined by the:Open-Gaming-License. See
page-4-to=morenfornatian:
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OPEN GAME LICENSE version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (8)"Contributors' means the copyright and/or trade-
mark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including deriv-
ative works and trandlations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content" means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior art
and any additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but
specifically excludes Product Identity. () "Product Identity” means
product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, story-
lines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio represen-
tations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and specia abilities; places,
locations, environments, creatures, equipment, magical or supernat-
ural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos,
names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indi-
cate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder's name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product |dentity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compati-
bility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it isimpossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14. Reformation: If any provision of this Licenseis held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
Inc.

Modern System Reference Document Copyright 2002-2003, Wizards
of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, Eric Cagle, David Noonan, Stan!, based on material by
Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.

Drug Fiends, Copyright 2004, Louis Porter Jr. Design, Inc.




