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Set-up:  (The GM should pick one of the PC’s regular contacts or informants in the Family.  A Dominant Parental Influence could also stop by.  Otherwise, use Harry the Mook that runs either Stugotz, Elegant Entertainment’s bar or the Breadbasket OTB.)  You are sitting in the Keystone Diner having coffee, when in walks Harry (or whoever).  “Hey fellas, how’s it goin’?” greets the Mook.  “I gotta grab my lunch and get back to the shop, but how’d you like to buy me lunch?”  (Wait for the PC’s to ask why, if they don’t continue anyway.)  

“This’ll be worth a lunch to yas.  Y’know, Pipi, right?  Epiphany Cannuli, they call ‘em Pipi, runs that modeling agency full of the models everyone likes to bang?”

You know that Pipi runs the high-end brothel that is used by most of the men in your Family.  Pipi is not a made guy, but he is well-respected and connected.

“Anyhow, word is Pipi lost a lot of girls this year: police stings, retirement, stuff like that.  I’m sure you heard he’s looking to expand with the help of your relatives.  I hear he’s payin’ good money if you can bring him some girls.  Lures ‘em in usin’ that Chicks Gone Nuts video.”

Chicks Gone Nuts is a series of cheaply produced videos and DVD’s of college girls exposing themselves in public and having sex.  The appeal is that the girls are actually “real”, but most are recruited as strippers, porn stars and/or prostitutes.  You’ve seen similar videos advertised relentlessly on late night television.

“I guess Pipi wants to go mainstream with his porn,” laughs Harry.  “Anyhow, I thought you’d guys would like to know.  I’d do it myself, but what college cutie is gonna give the time of day to a dried up geezer like me, huh?  You should give Pipi a call.  I’m sure he’ll be looking for something specific.  So anyway, how’s about that lunch, huh?”


(If the PC’s do not buy Harry lunch.  He makes a face, pays for it himself and leaves muttering to himself.  If the PC’s don’t buy him lunch, he won’t give them the next tip and they’ll have to find out the information from that tip on there own or struggle to think of their own places to find girls.  Assuming the PC’s buy him lunch he adds the follow information:)


“Remember that guy Julio Rodriegez, the cameraman?  (The PC’s may remember Julio from the “Assistant Holy Roller” adventure.)  I hear he’s the cameraman for CGN.  Came by the other day.  Said he was goin’ up to NMU for their annual Greek Week Festival.  There should be lots of hot little college sluts there.  These girls today, they’re practically whores already.  Not like when I was a kid.  I’ll see you guys around.”

Calling Pipi:  The Wiseguys with the talent “Know Respect” will already know of Pipi.  He is a smooth operator, but a bit of an elitist.  He prefers the company of made men and tends to shun other wiseguys unless they are elevated to lofty positions.  He doesn’t tolerate any bullshit and everything he does is with “class”.  Pipi has an office at 25th and Oxford, but you have the phone number.  (The PC’s can either call for an appointment or try to get Pipi on the phone.  It will take a Diplomacy check of 15 or better to get Pipi’s secretary to put him on the line.  Otherwise, the PC’s get his voice mail and will have to wait two days to get a call back.  If they make an appointment for today, Pipi will meet with them.  He’ll be especially impressed if the PC’s bring him a high-quality gift like homemade canolis or cigars.)
Visiting Pipi:  Pipi’s office is located in an upscale office building at Seidman Plaza (Area JJ on the map).  The walls of the lobby have subdued paintings of beautiful women.  Pipi’s secretary, Allison, a beauty in her own right, offers you a seat in the waiting room.  Pipi’s escort business is called Discreet Companions and his video division is called Excitement Video.  (Allison’s heard just about every come on there is.  She has had a long-term affair with Pipi and is very happy.  A Seduce check against her should be made at –6 if the PC’s are foolish enough to attempt it.  Pipi’s dialogue below can be augmented for a phone conversation or a face-to-face meeting.)  

“Gentlemen,” greets Pipi.  “How can I help you?  Or better yet, how can you help me is the question.  I’m looking for beautiful girls.  Willing beautiful girls for my various entertainment projects.  Let me stress that the girls must be willing.  I do everything above board.  It is very important in this business the girls be of legal age.  That’s 18 or above.  No exceptions.  For the videos, they need to sign releases.  Save yourselves some aggravation check the girls out ahead of time.  Now, there are two types of girls: Those that like to get naked on camera and those who also like to have sex on camera.  The first type does not automatically mean she is the second type believe me.  If you can get the girls to be naked on camera, chances are we’ll be able to recruit her for the strip clubs.  If you can get her to have sex on camera, chances are she’ll be able to work as an escort.  Certain girls work better than others.  Just follow this simple guide and you should be all right”.

To get the girls to appear naked on camera, you must make a successful Seduce, Diplomacy or Bribe.  Intimidation may work, but its obvious Pipi does not want to the girls bullied.  The check is vs. a DC of 16 and +2 for every weakness you successfully detect.  An attempt can be made once per 1d4 hours, depending on the circumstances.  Any girl with a weakness can appear on camera.

To get the girls to have sex on camera requires a successful Sense Weakness and Exploit check vs. a 14 and a 16 respectively.  It takes 1d4 hours to make an attempt and +1 hour for each additional girl in simultaneous attempts.  The girls do not have to be intimidated, just led down the path to a seemingly “better” life of easy money.  Pipi only wants girls with a 16 or higher charisma and certain weaknesses to groom them as high-end escorts.  He will pay for women that augment their looks with the Make Up Skill as long as he doesn’t see them without make up.

Desirable Weaknesses

Undesirable Weaknesses
Unacceptable

Drinking Addict


Power Addict


Drug Addict

Gambling Addict


Excess Addict


Sociopath

Sex Addict



Love Addict


Violent Temper

Approval Addict


Code of Honor

Uncontrollable Temper

Smoking Addict


Fat



Physical Flaw

Aggressively Dominant

Family Guilt


Dangerous Secret

Low Self-Esteem


Bitter



Old Age

Magnanimous



Depression


Predator

Pushover



Braggart

Greedy




Short Fuse

Oblivious to Danger


Compulsive Liar

Over Protective


Bad Rep

Weird




Cheap






Untrustworthy






Wise Ass






Miserable






Paranoid






Vindictive

Pipi will pay the following for girls:

On-camera strippers with desirable weaknesses:  5

On-camera strippers with undesirable weaknesses or weakness unknown:  4

On-camera strippers with unacceptable weaknesses:  3

On-camera sex performers with desirable weaknesses:  11

On-camera sex performers with undesirable weaknesses:  10

On-camera sex performers with unacceptable weaknesses:  0

Add +2 for every five levels of the Sex Skill rounded up.  The only way the characters can figure out the skill is by having sex with the girl.  Pipi will not pay for girls with unacceptable weaknesses to be escorts.

The Camera Man:  If the PC’s are respectful to Pipi or if they bought Harry lunch, they’ll be given the contact information for Julio if they do not already have it.  Otherwise, the must hire their own cameraman or do the work themselves.  Hiring their own cameraman costs 8 Wealth per day.  Renting a camera costs 6 Wealth per day, but the PC that operates the camera will have to make a skill check in an applicable skill to capture quality video.

“Oh, sure, you guys work for Pipi?  What a classy guy!  Working for him is better than working at the TV station!  Plus the fringe benefits!  Don’t worry, I know the best places to find these girls.  They’ll all be at the Greek Week festival and they’ll all be drunk and loose!  Don’t forget your condoms!”

2nd level Fast Mook: Julio Rodreigez

Str: 9/-1, Int: 10/+0, Wis: 10/+0, Dex: 17/+3, Con: 12/+1, Cha: 12/+1, Defense 14, 14 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +5 Minor Con, +6 Disable Device, +3 Gather Information, +4 Drive, +5 Hide, +5 Move Silently, +5 Diplomacy, +4 Drive, +4 Escape Artist, +5 Craft (mechanical), +5 Knowledge (pop culture), Feats:  Simple Weapon Proficiency, Run, Creative, Weaknesses:  Oblivious to Danger, Respect: 190, Bank: 10, Talent: Evasion, Wealth Bonus: +8 (Julio plays way too many video games and has become desensitized to violence.  Depending on how the PC’s may have treated him in “Assistant Holy Roller” may influence how he acts here.  If he was killed or poorly treated, you may have to change Julio to another Fast Mook with the same stats.) Weapon of Choice:  fists

Greek Week at NMU:  The campus of NMU is begins at 53rd and Walnut and extends to 53rd and Cranberry.  The campus is one block wide, but balloons at certain points and certain buildings have also been used beyond the radius of the college for housing.  Most of the college hangouts are strung along 52nd street parallel to the campus.  During the week, 52nd and 53rd street will be closed to cars as the streets fill-up with drunken frat kids.  The neighborhood around the campus is considered fairly dangerous, but you still have to go a few blocks north to get to the really dangerous areas.  It is technically the turf of the Camorra, but they hold very little sway over the campus.  You have seven days to recruit the girls and the action usually starts in the evening around 8 or 9pm and goes until the after hours club closes at 4 am.  The PC’s should have about eight hours a night to cruise for girls.  If they are well coordinated they could recruit anywhere from 1 to 3 girls per night.

The Hangouts along 52nd Street:  52nd Street between Walnut and Cranberry has long since been an area where college students can unwind.  When the University was founded back in the 1800’s, it was a cultural Mecca.  It is now more like a cultural wasteland.  Roll on the chart once per hour.  Once a girl is used, the PC’s cannot meet her again on the same day.  If they recruit her, skip to the next nearest girl.  If the result is a girl, pick the closest one on the list.  If the PC’s do not encounter a girl after four hours, roll randomly and pick the girl that is nearest the number.  If the PC’s give up on a girl before they learn her name keep her in the mix on the next roll.

Cruising for College Chicks Chart

Roll 1d100 each hour

0-4

Sausage Party:  No girls to be found.

5

“Maxine” Stabler
6-9

Tightly knit:  Couples with boyfriends and groups out for some sort of 

celebration (birthday, anniversary, etc.)

10

Melissa Zazzi
11-14

Older crowd: There is a mix, but it’s older clientele.

15

Victoria Hughly

16-19

Rock band: Very loud music, a few girls, but they are occupied.

20

Heather Lange

21-24

Frat boys and their girlfriends.  Very rowdy, but girls are insulated.

25

Faire O’Brien

26-29

Standard bar scene.  There are a few girls, but none with the looks.

30

Allison Gaber

31-34

Rowdy Sports crowd watching the game.  No girls with the looks.

35

Amy DeNullio

36-39

Drink specials, lots of mingling.  A few decent girls, but not hot enough.

40

Bonnie Arlington

41-44

Standard bar scene with some dancing.  Plenty of girls.  10% chance of



on of the girls in this list.

45

Cindi Rosemont

46-49

Bar event: the bar is jammed for Greek Week.  Very noisy.  20% chance 



of one random girl.

50

Evette Thompson

51-54

Mob scene, very crowded with drink special and dancing.  30% of one 

random girl.  1 in 4 chance of Drunken Idiots (see below).

55

Lucy Lee

56-59

Capacity.  Bouncer must wait for others to let out.  Loose 1 hour, but 40% 

chance of one of the girls.

60

Melanie Freidman

61-64

Dance night.  Plenty of girls.  75% chance of one of the girls here.

65

Summer Halosanam

66-69

Greek Week Sorority Party:  All girls.  85% chance of one of them.  All 

Seduce, Diplomacy and Bribe rolls here will automatically fail on the girls if they attempt to do so inside the bar.

70

Teresa Cunningham

71-74

Over Capacity:  Bouncer forces you to wait at least 1 hour. 50% chance



of one of the girls.

75

Tiffany Cochrane

76-79

NMU Students only.  Must bribe or Intimidate bouncer for entry.  Roll 

again.

80

Victory Dolenz

81-84

Singles Night:  Organized by the bar.  95% chance of one of the girls, but



all Diplomacy and Bribe rolls here will automatically fail on the girls 

inside the bar.

85

Yuki Somo

86-90

Two Average Beat Cops question the PC’s to their motives and why they 

have the camera.  They will be satisfied with most simple explanations 

and a Diplomacy check vs. 10.

91-95

Roll Twice

96-100

Roll Twice and pick at least two girls

Current Condition of the Girls roll 1d20

2 or less
Girls are sober and heading home to study or whatever.

3-5

Annoyed:  The girls had a rotten time being hit on and will leave unless 

the PC’s make an immediately Diplomacy check vs. 25.



6-7

Boyfriend: The target girl is with a man she considers a boyfriend.  The 

PC’s will have to either intimidate him or appease him in someway.

8-12

With friends: The target girl is with 1d6 friends.  With each friend there is 

a 60% chance they are female and a 10% they are one of the other target girls.  All rolls to influence the girls made at –2 until she is away from them.

13-16

With rowdy friends:  Same as above, but the girls are rowdy.

17-18

With drunk friends:  Same as above, but the girls are drunk and 

encouraged to commit acts of lewd behavior.  All rolls to influence +2.

19

Target girl is alone.

20+

Target girl is alone and drunk. All rolls to influence at +4.

Drunken Idiots:  For every hour the PC’s are on the street there is a 1 in 6 chance they draw too much attention to themselves and get caught up dealing with drunken frat kids.  If they don’t make a Diplomacy check vs. 15, they either start a fight or lose 10 points of Respect backing down.  While inside the bar, this chance goes down to 1 in 8 each hour.  

Average Drunken College Student

1st level Fast Mook: 

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Diplomacy, +2 Sense Weakness, +5 Hide Motive, +2 Knowledge (Current Events), +5 Research, +3 Drive, +3 Sex, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Oblivious to Danger, Respect: 70, Bank: 0, Talent: Evasion, Wealth Bonus: +5 (Loud, drunk and boisterous, the college students of NMU know how to party.) Weapon of Choice:  fists

Senor Paquito’s 158 W. 52nd Street: Cruise Modifier –20:  A Mexican bar with sombreros on the walls, Senor Paquito’s serves eight different brands of tequila and offers Mexican bar food.  The place is kind of a dive and attracts freshman from NMU.  (The place has been busted for underage drinking many times.  There is a 15% cumulative chance the police will bust the place during Greek Week each day.  There is one bouncer.  If the police arrive, they will consist of a force of ten Average New Milan Cops.)

Sharko’s  103 W. 52nd Street:  Cruise Modifier +10:  This is a large college hang out with brightly lit margarita dispensers, loud music and a surfer motif.  It’s one of the main areas for Greek Week and it will be stuffed to the gills with Frat and Sorority members.  (Sharko’s has four bouncers on hand at all times.)
Neal’s Place 87 W. 52nd Street:  Cruise Modifier –10:  Neal’s is two floors with two bars, although the second floor is only open during the busier nights.  Neal’s has been a fixture in this area since the early 1900’s and has a slight Irish theme.  The menu is limited, but palpable.  Over the years, the clientele in this place has gotten a little older than the regular college crowd, but freshmen tend to try this place due to the cheap beer and the waitresses who are willing to look the other way for I.D.  (They have one bouncer.)
New Orleans Brew Pub 1 W. 52nd Street: Cruise Modifier +10:  Designed in a Mardi Gras style and known by college students as “the NOB”, this pub is at the epicenter of the street and temporarily extends its borders all the way to the sidewalk with a temporary fence.  (There will be six bouncers on duty and they don’t take shit from anyone.  When the characters bring the camera to the door, they’ll attempt to throw them out.  The PC’s will either have to make a Diplomacy roll at 23 or Bribe the manager at a DC of 17.)
Orb 17 E. 52nd Street: Cruise Modifier +10:  Orb is an upscale, sushi bar/nightclub.  It is so expensive most of the college students can only afford to stay in for a short time.  They have a Greek Week Special on sake drinks.  (They have no bouncers and the sake will be gone if the PC’s don’t order some when they get in.  After that, they’ll be harassed to order a meal.  Meals range in price from 7 to 11 Wealth.  The manager will come out to shake the character’s hands in a pathetic attempt to get on camera.  He still will not comp them anything.)

Sluggo’s Sports Bar 120 E. 52nd Street: Cruise Modifier 0:  Sluggo’s is a total sports bar.  It’s in a good spot, but its clients tend to be mostly men that watch football.  The place has plenty of pool tables, pinball games, dartboards and air hockey tables.  During Greek Week, the place is full of Frat guys hitting on the jaded waitresses.  (The have only two bouncers, but if there is trouble, a group of 1d4 patrons equal to bouncers will step in to help fight.)
TGI McDrunky’s 160 E. 52nd Street: Cruise Modifier -10:  McDrunky’s is part of a chain of restaurants that has a bar and a bunch of crazy crap on the walls.  The employees have to wear humiliating pins and suspenders while serving customers.  (There are no bouncers here.  If there is any trouble, the bartenders will call the police.  Despite Greek Week, the restaurant will still contain a few stalwart families out to eat.)
Flash 251 E. 52nd Street: Cruise Modifier +20:  Flash is a bar and dance club.  It has four bouncers working the door and there is a long line to get inside.  (Under no circumstances will the bouncers let the characters in with the camera.  However, if the characters hover outside, they can catch girls coming out.  If the characters insist, there are four more bouncers inside that will be called to break up the fight.)
Rudolfo’s Roost 252 E. 52nd Street: Cruise Modifier 0:  This is a typical college bar and it has a lot of wood paneling and model ships on the walls.  It has drink specials and decent cheap bar food.  Rudolfo’s is small and it will be crowded at all times during this week.  (Rudolfo’s has one overworked bouncer.)
The Steel Eagle Tavern 340 E. 52nd Street:  Cruise Modifier –5:  The Steel Eagle is a very old, but large bar that is struggling to compete with the other bars in college town.  It was very fashionable for college students to come here during the 20’s.  Now it’s just a dusty old place that serves cheap bar and bad bar food.  (There are three bouncers on duty, but the place is so big that it will take 1d6 rounds for them to get to any incident.  It will take the characters 20 minutes just to scour the entire place.)
Tattooed Betty’s 400 E. 52nd Street:  Cruise Modifier +5:  This place has the decor of a biker bar, but it’s just for show.  A few bikers do hang out here, but they avoid the place like the plague during Greek Week.  Most of the cooler Goth kids hang here.  (There are no bouncers, but if anyone gives Betty, the own, a problem, 1d6 patrons equal to bouncers will rush to her aid.)
Average Bouncer

3rd level Strong Mook: Rocco, Dirk, Rick, John, etc.

Str: 17/+3, Int: 13/+1, Wis: 11/+0, Dex: 11/+0, Con: 14/+2, Cha: 12/+1, Defense 12, 22 HP, Attack Bonus: +3, Fort: +2, Ref: +1, Will: +1, Skills: +4 Bluff, +4 Sense Weakness, +3 Spot, +3 Hide, +2 Move Silently, +5 Sense Motive, +6 Diplomacy, +2 Seduce, Feats:  Simple Weapon Proficiency, Athletic, Brawl, Toughness, Defensive Martial Arts, Weaknesses:  Tough Guy, Respect: 200, Bank: 50, Talent: Extreme Effort, Improved Extreme Effort, Wealth Bonus: +8 (Bouncers are usually local tough guys.  If faced with deadly force they will back off and call the police.) Weapon of Choice:  fists

Average Beat Cop

2nd level Tough Mook/3rd Level Detective

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 15, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +6, Search +3, Listen +1, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +6  (The cops in New Milan have a long history of corruption.  The lawsuits that resulted from this corruption nearly bankrupted the city, but despite that some cops are still on the take.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

THE GIRLS

2nd level Strong Mook: Allison Gaber (20)

Str: 16/+3, Int: 13/+1, Wis: 11/+0, Dex: 11/+0, Con: 14/+2, Cha: 16/+3, Defense 12, 18 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +4 Bluff, +2 Sense Weakness, +3 Hide, +5 Make Up, +3 Swim, +1 Sex, +1 Sense Motive, +3 Diplomacy, +3 Seduce, Feats:  Simple Weapon Proficiency, Athletic, Long Memory, Toughness, Archaic Weapon (bow), Weaknesses:  Braggart, Respect: 200, Bank: 35, Talent: Extreme Effort, Wealth Bonus: +4 (Allison is on the archery team at school.  She is talented, but thinks she is smarter than she really is.  She talks endlessly about her favorite topic: herself.) Weapon of Choice:  fists

2nd level Charismatic Mook: Amy DeNullio (22)

Str: 13/+1, Int: 15/+2, Wis: 10/+0, Dex: 12/+1, Con: 14/+2, Cha: 16/+3, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Bluff, +6 Diplomacy, +7 Knowledge (Current Events), +5 Swim, +4 Climb, +4 Knowledge (Civics), +4 Knowledge (business), +8 Bluff, +4 Seduce, +2 Sex, +6 Sense Motive, +4 Hide Motive, +6 Sense Weakness, +4 Make Up, +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Brawl, Enthrall, Other Family Connection (the Magoladro Family), Gorgeous, Weaknesses:  Short Fuse, Respect: 190, Bank: 15, Talent: Fast Talk, Wealth Bonus: +6 (Amy is a Political Science Major that is attending NMU for fun and possibly to find a husband.  She’s got a temper and has wrecked more than one relationship over it.  She dreams of traveling the world to go mountain climbing, but can’t afford it.) Weapon of Choice:  fists

2nd level Charismatic Mook: Bonnie Arlington (21)

Str: 13/+1, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 11, 13 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +8 Bluff, +6 Exploit, +6 Seduce, +7 Sex, +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +6 Make Up, +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Media Connection, Golden Girl, Deceptive, Weaknesses:  Sex Addict, Respect: 160, Bank: 0, Talent: Fast Talk, Wealth Bonus: +5 (Bonnie is a Communications Major in the middle of an internship at WLCN.  She’s a voyeur and gets sexually aroused when videotaping her own sexual escapades.) Weapon of Choice:  knife D1d3.

1st level Charismatic Mook: Cindi Rosemont (18)

Str: 13/+1, Int: 12/+1, Wis: 8/-1, Dex: 12/+1, Con: 13/+1, Cha: 18/+4, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +6 Bluff, +5 Drive, +2 Sex, +4 Diplomacy, +4 Sense Motive, +5 Research, +7 Computer Use, +3 Knowledge (arts), +4 Disable Device, +4 Climb, +5 Knowledge (Technology), +5 Hide Motive, +5 Make Up, +6 Craft (mechanical), Feats:  Simple Weapon Proficiency, Gorgeous, Gearhead, Weaknesses:  Approval Addict, Respect: 70, Bank: 0, Wealth Bonus: +5 (Cindi is a beautiful computer nerd that longs for acceptance.  She wants to be cool.  Becoming a CGN girl might just do the trick.) Weapon of Choice:  fists.

2nd level Charismatic Mook: Evette Thompson (21)

Str: 12/+1, Int: 15/+2, Wis: 16/+3, Dex: 11/+0, Con: 10/+0, Cha: 16/+3, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +9 Diplomacy, +9 Gather Information, +4 Knowledge (business), +8 Bluff, +6 Exploit, +6 Seduce, +7 Sex, +10 Sense Motive, +4 Hide Motive, +9 Sense Weakness, +6 Make Up, +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Enthrall, Police Connection, Trustworthy, Weaknesses:  Power Addict, Respect: 190, Bank: 15, Talent: Fast Talk, Wealth Bonus: +6 (Evette is already bored with college and looking for something more challenging.  If she’s convinced to be a part of CGN, she’ll ask a lot of questions about the operations, who is in charge and how things work.  She’d make an excellent future mob mistress, Madame or babe.) Weapon of Choice:  Pepper Spray (Fort save vs. 15 or blinded 1d4 rounds).

2nd level Smart Mook: Faire O’Brien (21)

Str: 13/+1, Int: 16/+3, Wis: 12/+1, Dex: 13/+1, Con: 15/+2, Cha: 16/+3, Defense 11, 16 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +4, Skills:  +8 Bluff, +6 Bribe, +8 Ride, +7 Seduce, +7 Sex, +8 Knowledge (History), +5 Sense Motive, +8 Move Silently, +4 Hide Motive, +3 Craft (pharmaceutical), +4 Computer Use, +6 Sense Weakness, +8 Performance (singing), +8 Make Up, +6 Craft (cooking), Feats:  Simple Weapon Proficiency, Political Connection, Iron Will, Lightning Reflexes, Creative, Weaknesses: Drug Addict, Respect: 190, Bank: 30, Talent: Savant, Knowledge (History), Wealth Bonus: +5 (Faire is a pothead, but doesn’t do anything stronger.  She is constantly stoned and will be stoned when the characters meet her.  She’s an unreliable flake and will agree to almost anything if the characters agree to score her some weed.  Her uncle is a councilman, but he has all but disowned her.  If Faire agrees to be an escort, she’ll never show up for it.  If the characters set up a time and place to video tape her, she’ll either be incredibly late if they promise her weed or forget to show up all together.) Weapon of Choice:  fists.

3rd level Tough Mook/1st level Family Associate: Babe: Heather Lange (40*)

Str: 13/+1, Int: 12/+1, Wis: 14/+2, Dex: 12/+1, Con: 13/+1, Cha: 14/+2 (currently 18/+4), Defense 13, 28 HP, Rep: +2, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +2, Skills: +6 Bluff, +4 Sense Weakness, +7 Hide, +7 Move Silently, +4 Knowledge (streetwise), +9 Make Up, +4 Sex, +3 Sense Motive, +4 Diplomacy, Feats:  Simple Weapon Proficiency, Brawl, Stealthy, Legendary Rep, Entertainment Connection, Other Family Connection (Vodka Mob), Personal Firearms Proficiency, Weaknesses:  Low Self-Esteem, Drinking Addict, Approval Addict, Respect: 340, Bank: 205, Talent: Remain Conscious, Robust, Trophy Girl, Wealth Bonus: +10 (Heather looks much younger and is adept with make up to increase her charisma.  When the PC’s see her, her charisma is 18.  She is desperate for attention and will waste the PC’s time as long as they are willing to indulge her and buy her drinks.  It requires a Spot check vs. 22 to notice the lines in her face, but only vs. 15 if they specifically pull her into good light.  Heather will stay in the darker sections of the bar.  She likes to date young guys and have wild, sexual liaisons with younger men.  She had a boyfriend that worked for Tony “Face”, but he was killed by an angry Russian from the Vodka Mob eight years ago.  Rumor is that the same said Russian met with a “mysterious accident” that cost him his life courtesy of Heather.  Any Family Associates of the Jordano Family can make an Intelligence check vs. 17 to know Heather’s story.  Heather would be happy to latch onto any of the PC’s once she finds out they are working for a Family.  She’ll never admit to her real age and claim to be 25.  She’ll even attempt to exploit a PC to let her appear in the video before she’ll admit her real age.) Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag., fists

1st level Fast Mook: Lucy Lee (19)

Str: 14/+2, Int: 13/+1, Wis: 11/+0, Dex: 15/+2, Con: 14/+2, Cha: 16/+3, Defense 13, 10 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +4 Bluff, +2 Sense Weakness, +5 Hide, +2 Knowledge (Law), +5 Make Up, +3 Swim, +6 Sex, +1 Sense Motive, +5 Diplomacy, +5 Seduce, Feats:  Simple Weapon Proficiency, Acrobatic, Defensive Martial Arts, Stealthy, Corporate Connection, Weaknesses:  Oblivious to Danger, Respect: 100, Bank: 12, Talent: Evasion, Wealth Bonus: +3 (Lucy thinks that almost everything can be overcome with force of will.  She is a pre-law student, but sees no problem breaking the law in order to achieve her own personal goals.  Lucy is a red belt in a form of Korean Karate.) Weapon of Choice:  fists

2nd level Strong Mook: “Maxine” Stabler (25)

Str: 15/+3, Int: 15/+2, Wis: 11/+0, Dex: 14/+2, Con: 12/+1, Cha: 16/+3, Defense 12, 16 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +7 Bluff, +2 Sense Weakness, +5 Make Up, +11 Disguise, +5 Sex, +1 Sense Motive, +4 Performance (acting), +4 Seduce, Feats:  Simple Weapon Proficiency, Nimble, Deceptive, Brawl, Streetfighting, Weaknesses:  Dangerous Secret, Respect: 200, Bank: 19, Talent: Extreme Effort, Wealth Bonus: +5 (Max is really a man.  He managed to get himself breast implants, but can’t afford the sex change.  He’ll anxiously participate in CGN flashing his breasts, but knows he can’t go all the way.  He’ll hope to talk the PC’s into letting him be an escort anyway and he’ll do anything to achieve this end if he sees it as quick money.  Once the PC’s discover his secret, he’ll assure them that they shouldn’t be so “uptight”.  It’s unlikely the PC’s will see things the same way especially if they allowed themselves to be seduced by Max.  Use Max’s Disguise check to offset any PC attempt to notice that he’s a man.  Max was attacked by and angry, unobservant man before, so he carries a taser in his purse.) Weapon of Choice:  taser, D1d4 Fort save vs. 15 or paralyzed 1d6 rounds.

1st level Charismatic Mook: Melanie Freidman (18)

Str: 13/+1, Int: 8/-2, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 10, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +5 Bluff, +5 Exploit, +7 Sex, +8 Diplomacy, +5 Sense Motive, +2 Knowledge (Technology and Philosophy), +4 Hide Motive, +6 Make Up, +4 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Deceptive, Weaknesses:  Disrespectful, Respect: 30, Bank: 0, Wealth Bonus: +5 (Melanie will automatically agree to be on CGN because she thinks the videos are funny, but she’ll refer to the PC’s as “whoremasters” and “pimps”.  She’ll do it jokingly, but loudly and obnoxiously enough for them to lose 1d6 points of respect every time.) Weapon of Choice:  fists.

1st level Charismatic Mook: Melissa Zazzi (14*)

Str: 10/+0, Int: 14/+2, Wis: 9/-1, Dex: 12/+1, Con: 13/+1, Cha: 18/+4, Defense 10, 6 HP, Attack Bonus: +0, Fort: +1, Ref: +1, Will: +0, Skills: +7 Bluff, +6 Exploit, +6 Seduce, +2 Sex, +8 Diplomacy, +5 Sense Motive, +3 Knowledge (streetwise), +4 Hide Motive, +4 Ride, +5 Sense Weakness, +3 Make Up, +4 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Deceptive, Weaknesses:  Dysfunctional Family, Respect: 10, Bank: 0, Wealth Bonus: +2 (Melissa looks like she is 20, but is actually only 15.  She is the daughter of a law clerk for the Assistant Attorney.  She has a fake I.D., but a Forgery check vs. 10 will reveal that it is fake.  She’ll eagerly join in the PC’s plan to turn her into a porn star.  She’d love to punish her uncaring mother.  Using Melissa in a video will be an unmitigated disaster for the PC’s and Pipi if the video becomes public.  It will become the top news story for weeks and set off a major investigation involving no less than a dozen detectives.) Weapon of Choice:  fists.

2nd level Charismatic Mook: Summer Halosanam (21)

Str: 12/+1, Int: 10/+0, Wis: 12/+1, Dex: 15/+2, Con: 10/+0, Cha: 16/+3, Defense 11, 14 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +0, Skills:  +6 Diplomacy, +3 Drive, +7 Knowledge (art), +7 Bluff, +6 Knowledge (Popular Culture), +7 Sex, +6 Sense Motive, +6 Hide Motive, +3 Jump, +3 Tumble, +7 Sense Weakness, Speak Language (French), +6 Make Up, +5 Performance (Dance), +5 Craft (cooking), Feats:  Simple Weapon Proficiency, Gorgeous, Nimble, Other Family Connection (Summer bets through a Cavaliere bookie), Run, Weaknesses:  Gambling Addict, Respect: 190, Bank: 15, Talent: Fast Talk, Wealth Bonus: +2 (Summer is a gorgeous beauty from a very tradition family from India.  She has a gambling problem and is almost broke.  She loves to talk about betting on professional sports and if she suspects the characters are bookies, she’ll attempt to place a bet even while drunk.  Her brother, Sanji, will blow a gasket if he finds his sister in one of these videos and, if he can find the PC’s, he’s likely to attack them, harass them or worse.  If the PC’s convince Summer to become an escort, Sanji will not rest until he’s killed the man responsible to turning his sister into a whore.) Weapon of Choice:  fists.

1st level Dedicated Mook: Teresa Cunningham (18)

Str: 12/+1, Int: 13/+1, Wis: 16/+3, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 11, 7 HP, Attack Bonus: +0, Fort: +1, Ref: +0, Will: +1, Skills: +6 Sense Weakness, +5 Knowledge (Physical Sciences), +5 Make Up, +4 Sex, +6 Sense Motive, +4 Craft (pharmaceutical), +5 Diplomacy, +10 Treat Injury, Feats:  Simple Weapon Proficiency, Golden Girl, Gorgeous, Medical Expert, Corporate Connection, Weaknesses:  Code of Honor (always be honest), Respect: 100, Bank: 25, Talent: Skill Emphasis (Treat Injury), Wealth Bonus: +5 (Teresa is a freshman from Indiana that is studying medicine at NMU.  She’s very innocent, but not naive.  The life of an escort will be a tough sell to her, but she might flash her cans with enough drinks in her.  It will take a particularly heartless PC to work her.) Weapon of Choice:  fists

2nd level Dedicated Mook: Tiffany Cochrane (24)

Str: 14/+2, Int: 13/+1, Wis: 16/+3, Dex: 14/+2, Con: 10/+0, Cha: 16/+3, Defense 12, 13 HP, Attack Bonus: +1, Fort: +2, Ref: +0, Will: +2, Rep: +1, Skills: +6 Sense Weakness, +8 Knowledge (Visual Arts), +9 Make Up, +5 Sex, +6 Sense Motive, +6 Craft (structural), +6 Diplomacy, +4 Treat Injury, +6 Investigate, Feats:  Simple Weapon Proficiency, Defensive Martial Arts, Gorgeous, Creative, Corporate Connection, Weaknesses:  Aggressively Dominant, Respect: 200, Bank: 60, Talent: Skill Emphasis (Make Up), Wealth Bonus: +6 (Tiffany just got out of a long-term relationship with her high school sweetheart.  She can be talked into the life of an escort if the PC’s tell her it’s a way for her to take control of her sexuality.  Tiffany is an architecture major, but she’s thinking about dropping out and getting a job just to make money.  She is pessimistic about the job market.) Weapon of Choice:  fists

2nd level Fast Mook: Victoria Hughly (22)

Str: 12/+1, Int: 9/-1, Wis: 11/+0, Dex: 15/+2, Con: 12/+1, Cha: 17/+3, Defense 14, 15 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills: +5 Escape Artist, +5 Disable Device, +4 Drive, +4 Bluff, +2 Sense Weakness, +2 Knowledge (streetwise), +3 Make Up, +4 Sex, +5 Hide Motive, +3 Sense Motive, +5 Diplomacy, +5 Seduce, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Long Memory, Brawl, Quick Draw, Weaknesses:  Sociopath (Uncontrollable Temper), Respect: 80, Bank: 8, Talent: Evasion, Wealth Bonus: +7 (Victoria was sexually abused as a young girl and has developed a problem controlling her temper, especially around men.  She is fine and friendly when she gets her way, but as soon as she doesn’t, she begins to make demands and orders.  If they are not followed, she’ll make as much noise and trouble as possible until she gets her way or the target of her rage leaves.  She had an ex-boyfriend arrested on trumped-up rape charges and only dropped them after he agreed to give her his car.  If anyone uses any violence against her, she’ll shoot first and ask questions later.  She will say and do anything to get her way.  She prefers Diplomacy to Bribes and will insist on an extra 1d4 hours of prompting before giving an answer to whether or not she’ll appear in a video.  She’ll also attempt to put down the PC’s and make them lose a little Respect.  Victoria does not go to college, but likes to hang out with people her own age.  She has a mammoth rack and works in a local deli.) Weapon of Choice:  .22 Pathfinder, 20 ft. range, 6 cylinder, single shot, D2d4 and fists.

2nd level Smart Mook: Victory Dolenz (20)

Str: 13/+1, Int: 16/+3, Wis: 12/+1, Dex: 13/+1, Con: 15/+2, Cha: 16/+3, Defense 11, 16 HP, Attack Bonus: +1, Fort: +0, Ref: +0, Will: +2, Skills:  +5 Bluff, +3 Hide, +6 Bribe, +8 Swim, +8 Seduce, +5 Sex, +8 Knowledge (Business), +7 Sense Motive, +8 Move Silently, +3 Hide Motive, +3 Concentration, +4 Computer Use, +7 Sense Weakness, +8 Diplomacy, +8 Make Up, +8 Gather Information, Feats:  Simple Weapon Proficiency, Know Someone’s Heart, Gorgeous, Enthrall, Gearhead, Weaknesses: Greedy, Respect: 190, Bank: 30, Talent: Savant, Knowledge (Business), Wealth Bonus: +5 (Victory is named after V-Day in honor of her grandfather who died that day.  She has expensive tastes and prefers that her boyfriends pay for them.  The idea of making a lot of money quickly will greatly appeal to her.) Weapon of Choice:  fists.

1st level Tough Mook: Yuki Somo (21*)

Str: 11/+0, Int: 14/+2, Wis: 11/+0, Dex: 10/+0, Con: 16/+3, Cha: 16/+3, Defense 11, 12 HP, Attack Bonus: +0, Fort: +3, Ref: +0, Will: +0, Skills: +6 Bluff, +2 Sense Weakness, +7 Craft (visual art), +5 Knowledge (Technology), +3 Make Up, +4 Sex, +2 Sense Motive, +4 Diplomacy, Feats:  Simple Weapon Proficiency, Excellent Blood, Creative, Great Fortitude, Religious Connection, Weaknesses:  Magnanimous, Respect: 100, Bank: 35, Talent: Remain Conscious, Wealth Bonus: +3 (Yuki appears very young for her age, but is in fact 21.  She is a cousin of David Futamaki, the Yakuza boss that currently runs Chinatown.  This may spark a reprisal from David to “avenge” Yuki’s honor or he may ignore his cousin’s slide into sleaze, GM’s choice.  The PC’s can discover Yuki’s connection by doing a Gather Information check vs. a DC of 14.  Yuki has a very generous nature and wants to experience everyone’s “free spirit”.  She is very open sexually and may see the job of escort as an opportunity to have more time to pursue her art career.) Weapon of Choice:  fists

(If the PC’s run into the boyfriend of one of the girls, use Sanji’s stats.)

3rd level Tough Mook: Sanji Halosanam (21)

Str: 16/+3, Int: 11/+0, Wis: 13/+1, Dex: 10/+0, Con: 16/+3, Cha: 10/+0, Defense 12, 26 HP, Attack Bonus: +2, Fort: +4, Ref: +1, Will: +1, Skills:  +6 Bluff, +2 Sense Weakness, +2 Sense Motive, +4 Diplomacy, +4 Gather Information, +2 Knowledge (streetwise), +3 Disable Device, +3 Computer Use, Feats:  Simple Weapon Proficiency, Brawl, Streetfighting, Great Fortitude, Personal Firearms Proficiency, Weaknesses:  Vindictive, Respect: 260, Bank: 75, Talent: Remain Conscious, Robust, Wealth Bonus: +11 (Sanji works in his family’s mini-mart and as a part time lineman for the phone company.  If the characters retaliate against him in an extreme way there is a chance Sanji will become a Vigilante.  It is very likely the PC’s will hear Sanji is looking for them before he finds them.  If they take steps to avoid him and/or send him in the wrong direction it is unlikely Sanji will find the real men who corrupted his sister.) Weapon of Choice:  fists

Aftermath:  A week later you are invited to Pipi’s office for a special screening of “Chicks Gone Nuts”.  Pipi gives you all a complimentary DVD and an envelope with your money.  (If Melissa was recruited, Pipi is furious with the PC’s and refuses to pay them.  It requires a Diplomacy roll vs. 30 to negotiate a settlement to the situation.  If a Made Guy arbitrates it, the PC’s get 50% of their money.)

Awards:




Experience
Respect Points
Suspicion Index Points

Successful use of skill



100

Recruiting a girl for the video


200

5


+1

Recruiting a girl for sex on the video

500

10


+2

Having sex with one of the target girls
300

20

Having sex with one of the girls on video
100

-10


+2

Getting two of the target girls to have sex

with each other on video


500

+20


+2

Recruiting “Maxine”



100

-30


+1

Recruiting Melissa





-50


+5

Recruiting more than 5 girls


500

10


+3

Recruiting more than 10 girls


1000

20


+4

Buying Pipi a gift



100

1d6

Buying Harry lunch



50

1

Getting the extra info by Intimidating Harry
100

5


+1

