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Set-up:  It’s about 10pm in the evening and you are riding in the car of Benny “Four Eyes” DiNuncini, a well-known soldier in the Cavaliere Family.  Benny runs several brothels for the Cavalieres and, in general, he’s a funny guy to hang out with.  You ran into him at Nino’s Place (17th Street and Conner Ave., Area C on the New Milan city map) around 8pm and he started busting the balls of (chose random PC).  After a few friendly jabs, Benny apologized and invited you out.  (If the crew is all guys, he invites them to a brothel, otherwise, he invites them out to a nightclub.)  While you were laughing it up at Nino’s, Benny got a phone call on his cell, but ignored it.  After piling into his car, Benny started to drive.  About halfway to your party destination, Benny said, “I gotta make a quick detour.  Won’t take long.”  (If the PC’s complain, he makes fun of them.  Any PC with the Impatient weakness should make a check.  He’ll say something like, “Keep yer dick in your pants.  You’ll have plenty of time to jerk-off when you go home alone tonight!”)  After a short drive down a side street, you spotted police cars.  The smile drained away from Benny’s face.  “Oh, fuck,” he says with dread.  “Oh, Christ Almighty, don’t let it be them!”  Benny pulls over and gets out of the car.
2nd level Smart Mook/4th level Family Associate/Wiseguy/7th level American Mafia La Costra Nostra:  Benny “Four Eyes” DiNuncini (55)

Str: 12/+1, Int: 15/+2, Wis: 15/+2, Dex: 14/+2, Con: 12/+1, Cha: 14/+2, Defense 18, 82 HP, Attack Bonus: +9, Fort: +6, Ref: +3, Will: +7, Skills: +5 Hide, +4 Move Silently, +3 Gamble, +8 Exploit, +13 Bluff, +10 Streetwise Knowledge, +4 Knowledge (pop culture), +7 Seduce, +3 Shake Down, +8 Bribe, +8 Diplomacy, +8 Search, +8 Intimidate, +8 Drive, +7 Gather Information, +6 Minor Con, +6 Major Con, +10 Run a Crew, +12 Sense Weakness, +12 Run a Brothel, +11 Sense Motive, +9 Hide Motive, +7 Run a Family, +6 Disable Device, +6 Sleight of Hand, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Lasting Threat, Legitimate Businessman, Prison Veteran, Police Connection, Long Memory, Legendary Rep, Political Connection, Weaknesses:  Wise Ass, Physical Flaw (glasses, without them, Benny is -4 on ranged attacks), Smoking Addict, Sex Addict, Talent: Savant, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Influence the Law, Respect: 1300, Bank: 20, Wealth Bonus: +18 (Benny is a pimp who likes to “bust the balls” of his friends constantly.  He is a well-known soldier in the Cavaliere Family and friends with Donnie “Donnie Cheapo” Napoli.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Following Benny:  (If the PC’s ask what’s wrong, Benny says:)  “Some friends of mine were workin’ late.  I gotta check on ‘em, c’mon.”  You get to the edge of a police line, but two uniform cops bar your way.  


“I’m sorry, sir, this is a crime scene,” explains an officer.


“A crime scene?  What happened?” demands Benny.


“Some people got shot, now please move back,” says the officer.


Benny looks angry and may lunge at the officer.  What do you do?


(To look at the crime scene requires a DC 25 Bluff to convince the officers they are detectives, a DC 20 Diplomacy to have a look or a DC 10 Bribe for a quick look.  The use of a Police Connection automatically gains entry, but the officers warn the PC’s not to touch anything.  If none of these things work, the PC’s will have to wait six hours before the crime scene is abandoned by the cops and the bodies are removed.)

Upstairs:  On the second floor of the building are several offices for business.  One of them is called “Teddybear Delivery Service” (It’s exact address is 906 E. 31st Ave. 2nd Floor.  The logo, which features the letters “TDS” in teddybears, is riddled with bullets, along with the thin walls of the office.  Here and there are five taped outlines and pools of blood.  A set of bloody sneaker prints are tracked to the fire exit and inside one of the offices is an open, empty safe.
Benny’s Story:  (Benny will tell this story out of the earshot of cops.)  “Oh, Christ,” mutters Benny.  “The people that ran this shop, I fronted some of the money.  I know what you’re thinkin’, but it wasn’t like that.  I was an investor.  Richie Thomas was the owner.  His father and I go way back.  Richie was a good kid.  He always had ideas.  This was supposed to be a gift delivery thing.  You know, teddybears for all occasions?  Richie’s friends all helped him and now look.  This shouldn’t’ve happened!  He only had a few grand in the safe!  We gotta make this right.  We gotta find out who did this and make ‘em pay.  You do me this favor, I won’t ever forget.  What do ya say fellas?”  (PC’s with the weakness Low Self-Esteem, Vindictive or Sentimental should make a check, failure means they’ll immediately agree to help Benny.)
What’s in it for us?  “You don’t do nuthin’ for free, huh?  Suppose I shouldn’t be surprised.  We get the money back from the safe and you can have it, how’s that?”  (The money from the safe is only about 6 Wealth, Benny will negotiate up to 16.)
What do you mean by “make them pay”?  “We do to them, what they did to Richie.” (Kill them.)
Do you know who did this?  “No.  Richie only got the place set up a month ago.”
How do you want to do this? “I’ll ask around, you guys do the same.  The guys who did this had a lot of hardware.  Somebody had to sell it to ‘em.”

Obtaining the Police Report:  The easiest way is for a character to obtain the police report is to use a Police Connection.  Barring that, they can obtain information through Gather Information, Investigate and Knowledge (streetwise).

Police Connection:  According to the police report, there were at least four assailants.  One had an Uzi, one had a .22 Pathfinder and the other three had Baretta pistols.  According to a witness, there were several shots fired and a group of five Hispanic men were seen leaving the building in a black mini-van.  The mini-van was later found abandoned near a subway stop.  The van was stolen.
Gather Information (DC 18 check)

Good Information (Check made):  Word on the street is that an up and coming Latino gang that moved into New Milan committed the robbery.  The gang is lead by Martin Rohaz, a Mexican gangster that was kicked out of his Family out west in Las Deudas for stealing.  He moved into New Milan three months ago and tried to make a name for himself committing robberies.  A month ago, they pulled a job in Magoladro territory and paid the appropriate street tax to Peter Vanuchi, a capo for the Magoladros.  (Peter will not give any information to any one that is not made.  He’s not sure where they lived, but they know where they got the guns.)
Bad Information (Check missed by more than 5):  Word is on the street than an up and coming Mexican Cartel has moved in on the Columbians.  They killed the guys in the teddy bear place because they were smuggling drugs inside the toys.  (Benny will deny that Richie had any dealings with drugs.)

Investigate (DC 14 check)

Good Information (Check made):  According to a witness, there were several shots fired and a group of five Hispanic men were seen leaving the building in a black mini-van.  The mini-van was later found abandoned near a subway stop.
Bad Information (Check missed by more than 5):  According to a homeless man sleeping the alley near the scene of the crime, the place was crawling with Japanese men with Uzis.  They shot up the entire building and dragged away several bodies.
The Arms Dealer:  (If the PC’s investigate the recent purchases of guns via their connections, they find a local arms dealer that recently made a good sale.  If the PC’s use their Police Connection, it only takes three hours, otherwise it takes all day.)  You suspect the killers purchased guns from Louis Tyler.  Louis sells guns out of a place called Sportsmen’s Gear & Accessories on 3814 N. Blueberry Ave.  He’s an ex-jarhead and a “tough guy”.  It would probably be unwise to intimidate him.  He is, first and foremost, a businessman.  (Louis has not loyalty to Latinos that purchased guns from him, but he’ll try and get some money out of it.  Benny will order the characters to break his fingers until he talks, but this is going overboard and it will be obvious from the moment they meet Louis.  Louis will take any amount of bribe to tell the characters.  If he is told about the massacre, he’ll volunteer the information.  It requires a DC 10 Diplomacy to calm down Benny if he goes with the characters.  Louis has most guns available, but he doesn’t not deal in TEC-9’s, only high quality arms, especially military ordinance.  There is an 85% chance of any gun being available and 75% of specialized military items.  The items cost +2 Wealth, but are in excellent condition and don’t jam even on a roll of a “1”.  He can provide weapons with serial numbers changed at +4 Wealth.  He does not sell used weapons, but will sell explosives.)
Louis Tyler (53): 2nd level Tough Mook/7th Level Family Associate/Wiseguy:

Str: 14/+21, Int: 12/+1, Wis: 12/+1, Dex: 14/+2, Con: 16/+2, Cha: 10/+0, Defense 16, 82 HP, Attack Bonus: +5, Fort: +7, Ref: +1, Will: +2, Skills: +9 Hide, +9 Move Silently, +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +9 Destroy Evidence, +3 Exploit, +3 Hide Motive, +7 Sense Motive, +6 Repair, +7 Knowledge (tactics), +9 Craft (mechanical), +8 Craft (structural), +11 Intimidate, Feats:  Simple Weapon Proficiency, Police Connection, Military Connection, Personal Firearms Proficiency, Advanced Firearms Proficiency, Legitimate Businessman, Attentive, Weaknesses: Drinking Addict, Tough Guy, Aggressively Dominant, Talent: Remain Conscious, Know Respect, Balls, Legitimate Front, This Guy’s Good, Respect: 900, Bank: 400, Wealth Bonus: +13 (Louis is an ex-marine and is tough as nails.  He doesn’t take crap from anyone.)  Weapon of Choice: Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

What Louis knows:  “Latino guy, wanted five Uzis.  I got a bad vibe from him, so I told him I only had one in stock.  They wanted me to meet them in some dive motel, but I told him to forget it.  Do I look that stupid?  He showed up here with another Latino guy, really squirrelly.  Called themselves Juan and Pedro, but I think they made those names up.”
Like questions for Louis:

What did the guys look like? “Mid-20’s, Juan and Pedro could’ve been brothers.  Pedro had a scar on his face, almost like a question mark.”

Where was this dive hotel?  “The Trimark.  It’s at 4004 N. Victor Ave.  It’s a dump.”
What kind of car were they driving?  “Pick up truck I think.  A dark green Ford 150 that looked beat to shit.”

The Trimark:  (If the PC’s don’t find the Trimark on their own, Peter Vanuchi calls and gives the info to the characters.  He still won’t know the room.  In this case, the gang will be armed, with their guns out and read for the characters.  Otherwise, they are sitting around watching TV and Raymond is drunk.)  The Trimark was once a grand hotel that was built back in the late 30’s.  It used to have a ballroom and was a fancy place to hold a dance or a movie premiere.  These days, the place is falling apart.  The rooms smell dank and most of the guest either rent by the hour or the month.  The massive ballroom was converted to additional rooms back in the 70’s.  It has been the scene of many crimes and the police would love to see the place finally close down.  The front desk is surrounded by bars and the jaded hotel manager shifts the burning cigar in his mouth. (This is Clarence.  He’s an asshole and doesn’t like to answer questions about his guests.  The characters need a DC 20 Intimidation or DC 14 Bribe.  Benny will attack him if he doesn’t give up the information.  If a gun is fired, the gang is alerted and begins the encounter with their guns drawn.  The gang is staying in the suite on the 15th floor.  There are two stairwells inside the building and a ladder from the roof.  There are four elevators, but only two of them work and one is a freight elevator.  Clarence’s gun is buried under a pile of papers in his desk.  He won’t reach for it unless the characters attack him.  If the players grab the sign-in book, they’ll see there a Juan and Pedro in room 1503.  Clarence must be sufficiently Intimidated or Bribed or else he will warn the guys in 1503 and call the cops.)
Clarence Todd (52): 2nd level Dedicated Mook/4th level Mook: 

Str: 11/+0, Int: 13/+1, Wis: 16/+3, Dex: 13/+1, Con: 13/+1, Cha: 7/-2, Defense 13, 30 HP, Attack Bonus: +2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +6 Exploit, +6 Knowledge (business), +6 Intimidation, +9 Knowledge (current events), +5 Sense Motive, +5 Minor Con, +6 Hide Motive, +5 Sense Weakness, +5 Sleigh of Hand, +7 Craft (cooking), Feats:  Simple Weapon Proficiency, Corporate Connection, Personal Firearms Proficiency, Educated, Good Earner, Police Connection, Legitimate Businessman, Weaknesses:  Bad Rep, Respect: 525, Bank: 0, Talent: Empathy, Earn, Good Rep, Wealth Bonus: +10 (Clarence has a grating personality and he has a rep for selling out his guests.  It is partially undeserved.  The prostitutes don’t like him.) Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.
The Suite on the 15th Floor:  As you get to the top of the stairs, you can see a hallway strewn with trash.  A few of the rooms have no doors and it’s unlikely they are occupied rooms.  Room 1503 has a door and the three has fallen off.  You can hear a Spanish TV show blaring from behind the door.  (If the characters tracked down the gang and haven’t done anything stupid to alert them, they’ll be relaxing in the room drinking beer.  Raymond is already drunk and gets -2 to hit.  The characters can take a free attack as the gang scrambles to pick up their weapons, which are spaced around the room.  If the characters move for their guns, they can get a hold of the guns ahead of the gang.  Benny will start shooting and he won’t stop until everyone in the gang is dead.)
Martin Rohaz (28):  2nd level Smart Mook/3rd Level Family Associate/Wiseguy:

Str: 10/+0, Int: 15/+2, Wis: 10/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 13, 23 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +9 Bluff, +9 Knowledge (streetwise), +4 Exploit, +2 Sense Weakness, +3 Hide Motive, +8 Destroy Evidence, +6 Sense Motive, +10 Intimidate, +6 Escape Artist, +4 Repair, +5 Craft (mechanic), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Legitimate Businessman, Lasting Threat, Weaknesses: Sociopath, Greedy, Violent Temper, Talent:  Savant (Knowledge, Streetwise), Know Respect, Balls, Respect: 500, Bank: 250, Wealth Bonus: +9 (Martin is greedy and ruthless.  He’d sell out anyone to achieve his goals.  The other guys in the gang are afraid of him.  Martin is carrying a total of 7 Wealth, some from the robbery.)  Weapon of Choice:  Uzi, 9mm autoloader, single/auto, D2d6, 40ft range, 20 box.

Raymond Hacienda (25): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy:

Str: 17/+3, Int: 12/+1, Wis: 13/+1, Dex: 13/+1, Con: 16/+3, Cha: 10/+0, Defense 15, 36 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +3 Hide, +3 Move Silently, +7 Bluff, +6 Destroy Evidence, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +6 Drive, +3 Sense Weakness, +3 Diplomacy, +4 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Prison Veteran, Personal Firearms Proficiency, Prison Connection, Weaknesses: Drinking Addict, Low Self-Esteem, Talent: Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 45, Wealth Bonus: +7  (Raymond drinks too much.  He feels that his life is out of control and doesn’t know how to fix it.  He goes along with the gang because they are his friends.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Carlo “Loco” Rohaz (24): 2nd level Strong Mook/3rd Level Family Associate/Wiseguy:

Str: 17/+3, Int: 12/+1, Wis: 13/+1, Dex: 13/+1, Con: 16/+3, Cha: 10/+0, Defense 15, 36 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +5 Hide, +5 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +7 Destroy Evidence, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Disable Device, +3 Sense Weakness, +3 Diplomacy, +7 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearms Proficiency, Other Family Connection (Magoladros), Weaknesses: Tough Guy, Oblivious to Danger, Talent: Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 45, Wealth Bonus: +5 (Carlo is nicknamed “Loco” because he prefers to fight with her bare hands even in a gun fight.)  Weapon of Choice: .22 Pathfinder, D2d4, 20ft range, 6 cylinder, single shot.

Manny Triajo (26): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 15/+2, Int: 10/+1, Wis: 11/+0, Dex: 16/+3, Con: 14/+2, Cha: 12/+1, Defense 15, 27 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +7 Hide, +6 Move Silently, +8 Bluff, +8 Move Silently, +6 Sense Weakness, +6 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Corporate Connection, Personal Firearms Proficiency, Good Earner, Weaknesses: Religious Guilt, Smoking Addict, Talent: Increased Speed, Know Respect, Respect: 380, Bank: 10, Wealth Bonus: +5 (Manny likes to sneak up on opponents.  He will attempt to get behind the characters if possible.)  Weapon of Choice: Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Rico Venealo (24):  2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy:

Str: 10/+0, Int: 10/+0, Wis: 12/+1, Dex: 14/+2, Con: 12/+1, Cha: 16/+3, Defense 13, 23 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +9 Bluff, +5 Knowledge (streetwise), +5 Sense Motive, +4 Exploit, +6 Sense Weakness, +3 Hide Motive, +4 Destroy Evidence, +4 Sense Motive, +4 Sleight of Hand, +6 Intimidate, +3 Escape Artist, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Connection, Legitimate Businessman, Weaknesses: Bitter, Smoking Addict, Talent:  Fast Talk, Know Respect, Balls, Respect: 500, Bank: 30, Wealth Bonus: +4 (Rico resents the gang members for getting them kicked out of Las Deudas.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

The Gang’s Combat Strategy:  There is only one apparent exit from the suite, but unknown to the PC’s there is a door that goes to an adjoining room.  The gang will attempt to circle around the characters or escape this way if they can.  They emerge in 1505, an abandoned room one door down.  Rico’s truck is parked two blocks away and it is indeed a Ford 150, dark green.  He’ll only go for his truck if it looks safe, otherwise, he’ll abandon it.  It’s stolen anyways.  The walls in this hotel are extremely thin and easy to shoot through.  After four rounds of combat, the gang may attempt to shoot through the walls at the characters if they are pinned down.  The PC’s can do this to at -4 to hit.  The gang will use furniture as cover and this provides more than the walls (additional -2 to hit).
Benny’s Combat Strategy:  He doesn’t really have much.  He’s so pissed about Richie, he’ll agree to just about anything.  Even burning the hotel to the ground just to get them.  Benny will only leave if he sees or hears the cops coming.  The gang hangs together, so picking them off one by one is unlikely except in the day time.
The Cops:  If the PC’s did not take care of Clarence, he calls the cops after the first shot and stands outside to wait for them.  If Clarence is dead or incapacitated, the time for the police is increased by 50%.  The police arrive in 10 rounds, but it will take them 6 rounds to run up the stairs and surround the building.  They will not cover the ladder from the roof that leads to the ground.  Four average beat cops arrive, followed by an additional one for every round of combat four rounds later.

Average Beat Cop: 2nd level Tough Mook/3rd Level Cop

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

Awards:




Experience
Respect Points
Suspicion Index Points

Locating the gang



100




+1
Talking to Louis



100




+1
Intimidating Clarence



200

10


+2

Bribing Clarence



100

5

Hurting Clarence



50

5


+1

Killing Clarence



300

25


+5

Killing the gang members


100 per level
25 each

+5 each

Injuring gang members


50 per level
10 each

+3 each

Keeping Benny from getting killed

500
Completing the job





+1d10

Doing Benny a favor





+1d20

Following Benny’s instructions



+1d6
