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Set-up:  Alonso Piturno (40) is a soldier from your outfit.  (Alonso last appeared in “Da Usual Prospects”, if he is dead, substitute a new soldier with equal stats named Dom Iverra.)  Alonso stops by your place of business one September afternoon.  “Hey!  Fellas!  There they are!” greets Alonso.  “Good ta see ya.  How ya been, huh?”  (The first PC to offer Alonso a chair, drink or whatever gets 5 Respect points.)  After some small talk, Alonso gets down to business.

“Fellas, I need a hand with some work and I thought of you.  You want to make some money?  I mean, its work, real work, I won’t lie to ya.  I need someone to do some collections.  The Family has a few outstanding debts, it bein’ football season and all.  (Although the Cavaliere Family is the primary source for gambling in the city, all the families have bookies, take bets and make loans.)  To be honest, I got too much money hanging out there in the ether if ya know what I mean.  I need to collect so I can cover more bets.  Some guys, they just need a quick reminder.  Other guys, they need a more strenuous reminder.  I’m lookin’ to clean house.  If you want to make some real money, I’ll let you buys some of these debts from me.  I don’t know if you got that kind of cash, but could be the sorta thing that looks good to the higher ups.  Ya know, takin’ real responsibility.  I got a short list of eight guys.  Four of those guys are standard.  Won’t give you any trouble.  The other four are the ones that mind need arm-twistin’.  Do this for me and I’ll pay ya 12 Wealth.  What do ya say?”

FOR THE GM:  If the players express any interest in buying debts, Alonso will try to sell them on one or more of the four, depending on how much money they have.  He will even sell them one of the good mook’s debts just to get rid of one of the bad ones.  They PC’s may or may not have enough money.  Alonso only takes cash.

Like questions:
How much do we get paid?  “12 Wealth.  Clean the shit out of yer ears.”  (Loose 2 points of Respect for not listening.)

How much do these guys owe and who are they?

Name



Total owed


Minimum payment

“George Sancawich*

22 Wealth


6 Wealth

Zach Waiterson

20 Wealth


5 Wealth

Terry Friedman*

18 Wealth


5 Wealth
Sara Pratt*


15 Wealth


4 Wealth

Larry Alder


10 Wealth


3 Wealth

Harold
Fender*

9 Wealth


9 Wealth

Uriah Kraven


7 Wealth


7 Wealth

Benny St. Bivens

6 Wealth


6 Wealth”

Can we take something other than money as payment?  “If you do, make sure that it’s worth it.”

What is worth it?  “Nice cars, nice electronics, nuthin’ cheap.  Computers, uh.  Stuff I can get quick cash for.  I emphasize, quick.  I don’t even want to see it.  Cars, take to the chop shop.  Anything else, right to the pawn shop.  You get stuck with somethin’ I don’t want and that’s your problem.”  (Alonso gives you the name and address a Family chop shop and pawn shop that will buy the merchandise.  The addresses should be in the Family’s territory.)
How much can we “buy” your debt for?  “What they owe minus 2.  The mook pays every week and you add interest until he’s completely paid.”  (This translates into 1 point of Wealth per week as interest.  As long as the mook pays at least ¼ of the amount owed, he can subtract 2 Wealth points from his debt.  The ¼ is always rounded up.  Once the debt is below 10 most mooks will pay off the entire debt if they can.  Alonso had his mooks on an installment plan that was slightly different than the one outlined under the scheme “Loansharking”.  Alternatively, the GM may opt to run the debts as outlined in “Complete Mafia for d20”.)
What if they can’t or won’t pay?  “Make sure they are sufficiently motivated.”
What does “sufficiently motivated” mean?  “Make sure they can work, but leave them something to remember your visit by.”

Like what?  “What do I gotta draw ya a map?  Break something on da mook, but make sure he can work.”
Where can we find these guys?  “I got a list of names and addresses, but some of them will be harder to find than others.”

What’s wrong with George Sancawich?  “George is in deep and he has a real drug problem.  His family’s got money.  They may have cut him off, I don’t know.  He don’t work.”
What’s wrong with Terry Friedman?  “He’s duckin’ me.  Thinks he’s slick.  He’s been skimming from the drug store he works at to cover his gambling debts.  I don’t know, maybe they finally fired him.”

What’s wrong with Sara Pratt?  “She can’t pick a team to save her life.  A real degenerate gambler.  Ruined her life.  She works as a waitress.”

What’s wrong with Harold Fender?  “Harold thinks he’s a tough guy just because he did a stint in the joint.  He ain’t no choir boy, but he knows the rules.  He works as a mechanic.”
How long do we have?  “End of the week.  I can grant an extension for unusual circumstances, but they’d better be unusual.  And hey, don’t walk around with my money.  If you collect, I’m gonna know and once you collect, I hold you responsible.”

(If the PC’s ask for more specific information, just inform them that they have the basics and they are expected to use their skills to fill in the rest.)

2nd level Smart Mook/3rd Level Family Associate/Wiseguy/2nd level American Mafia Consigliere: Alonso Piturno (40)

Str: 11/+0, Int: 15/+3, Wis: 14/+2, Dex: 10/+0, Con: 12/+1, Cha: 12/+1, Defense 15, 43 HP, Attack Bonus: +5, Fort: +4, Ref: +3, Will: +1, Skills:  +5 Bluff, +7 Knowledge (streetwise), +6 Destroy Evidence, +4 Bribe, +10 Forgery, +7 Sense Weakness, +5 Exploit, +5 Hide Motive, +4 Torture, +6 Craft (Cooking), +5 Craft (Electronics), +5 Repair, +7 Drive, +8 Sense Motive, +10 Diplomacy, +4 Treat Injury, +8 Intimidate, +5 Gather Information, +5 Knowledge (Technology), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Builder, Surface Vehicle Operation (Semis & Tractor Trailer Trucks), Corporate Connection, Weaknesses:  Love Addict (Mary), Sentimental, Dominant Parental Influence, Code of Honor, Respect: 700, Bank: 230, Talent: Savant (Forgery), Know Respect, Balls, Air of Legitimacy, Wealth Bonus: +14 (Alonso is an old fashioned mobster.  He’s okay with having a mistress, but not with using prostitutes.  He has an uncle that was once a soldier in the family and often confers with him on important matters.  Alonso is madly in love with his wife and tends to let her boss him around.  Alonso is loyal to his friends, usually to a fault.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

The Good Four:  Zach, Larry, Uriah and Benny will be in their addresses.  These should be located in the PC’s family territory.  The first three require a DC 10 Diplomacy check to convince them that they represent Alonso.  If the check fails, they insist on calling him to confirm.  Benny is not in his apartment, but the PC’s need only make a DC 12 Gather Information, DC 10 Investigate or a DC 10 Diplomacy against his girlfriend to find that he is at a party in the same building.  Picking up the money from these mook takes approximately six hours.

George Sancawich:  George lives at 780 E. 38th Street, Apt. 3C.  He lives above a pan-Asian restaurant called the Noodle Hut that has the same address.  (George is 55% likely to be home.  If he is, he won’t answer the door.  The PC’s should make a DC 12 Listen check between the hours of 1pm and 4am if George is here.   Otherwise, he is asleep.  Getting his phone number requires a Corporate Connection or a DC 20 Computer Use.  He only has a cellphone.  If George is not here, he can be tracked to an abandoned house/heroin shooting gallery at 9903 N. Mulberry Ave.  You can use the drug house map from “Finding Nino”.  There are no dealers here, only junkies and none will help George.  He requires a DC 15 Shake Down or DC 18 Intimidate to come through with a payment.  He needs to make a weakness check.  If he fails, he spends the money on drugs.  He’ll have to borrow from his folks.  They live in a nice house in Bianca Meadows one block from a police station.  Tracking George to his parent should be extremely risky.)
George Sancawich (27): 2nd level Charismatic Mook/1st level Mook: 

Str: 13/+1, Int: 12/+1, Wis: 9/-1, Dex: 13/+1, Con: 13/+1, Cha: 15/+2, Defense 12, 18 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +8 Bluff, +6 Exploit, +4 Craft (pharmaceuticals), +6 Minor Con, +7 Performance (writing), +3 Sense Motive, +4 Hide Motive, +4 Sense Weakness, +6 Sleight of Hand, +5 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Combat Martial Arts, Media Connection, Entertainment Connection, Long Memory, Weaknesses:  Drug Addict, Respect: 80, Bank: 0, Talent: Fast Talk, Earn, Wealth Bonus: +3 (George is a true junkie.  He blames others for his problems.  George has nothing worth stealing, but his folks do.  Their security system on their house requires a DC 20 Disable Device or DC 18 Craft (electronics).  The house will have 14 Wealth worth of antiques and electronics.  It requires a truck to move and a successful DC 15 Hide and Move Silently.  For each check failed, the PC’s gain +10 Suspicion points due to the neighbors nosiness.) Weapon of Choice:  fists

Terry Friedman:  Terry lives at JC Apartments at 3010 N. Torrence Ave., Apt. 9D.  The apartment building is run-down and crime-ridden.  You know of at least two apartments that are actually drug houses.  (A DC 12 Knowledge (Streetwise) check reveals that there is a local street gang that dominates the building called the “JC’s”.  They have about two dozen members and none of them are older than 20.  Terry is only 20% likely to be in his apartment and he only comes to sleep.  He is afraid of the JC’s and they have mugged him twice.  He’d like to move, but he doesn’t have the money to do it.  The JC’s only know him from description, not by name.  They don’t like him, but they will like the characters even less.  During the day, they’ll leave the PC’s alone, but look them up and down.  At night, they will mistake them for cops.  If the PC’s are foolish enough to attempt to bribe them, they’ll be robbed.  If the PC’s show any weakness, they’ll be robbed.  They initially be approached by two JC’s, but another will join every 1d6 rounds.  If shots are fired, they scatter, unless they have guns, in which case, they start shooting.  They JC’s won’t take cover during the fire fight.)
Average JC Soldier: Lester, Jerome, “Tu-Wac”, “DFA” (Death From Above), etc.
2nd level Fast Mook/3rd Level Family Associate/Wiseguy: Occupation:  “JC’s for life!”

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 14/+2, Con: 12/+1, Cha: 14/+2, Defense 17, 22 HP, Attack Bonus: +4, Fort: +2, Ref: +3, Will: +1, Skills: +6 Hide, +6 Move Silently, +5 Bluff, +6 Knowledge (streetwise), +3 Sense Weakness, +4 Shake Down, +2 Sense Motive, +3 Sleight of Hand, +3 Hide Motive, +7 Intimidate, +4 Gamble, Feats:  Simple Weapon Proficiency, Streetfighting, Personal Firearms Proficiency, Stone Faced, Run, Weaknesses: Short Fuse, Oblivious to Danger, Greedy, Talent: Increased Speed, Know Respect, Balls, Respect: 500, Bank: 70, Wealth Bonus: +2 (The JC’s have less of a hierarchy than even the 105’s.  Their leaders are a loose coalition of older kids that are vying for the eventual top seat.  They are hotheaded and defensive.)  Weapon of Choice:  .38 Special, D2d6, 30ft.  (Only 1 in 3 of the JC’s have guns, the rest have improvised knives that do 1d3.  If the first two JC’s do not have guns, the next one encountered automatically does.)
Terry’s place:  As you walk out of the stairwell, you see two black teenagers in oversized jackets and knitcaps.  They eye you warily.  “What the fuck do you want?” they demand.  Terry’s apartment is a few doors down.  (If the PC’s back down to this encounter, they lose 50 Respect points.  If they bribe these kids, the JC’s will leave and plan an ambush as the PC’s exit with six members.  If the PC’s are robbed, they lose 100 Respect points.)
Finding Terry:  Terry looks up from his beer and betting stubs.  “Hey, fellas, pull up a seat.  You want a beer?” he says friendly.  (To find Terry, the PC’s need to make a DC 18 Gather Information check, a DC 20 Investigate check or a DC 22 Knowledge Streetwise check.  A PC who is a member of the Cavaliere Family gets +2 to the check.  Anyone that uses “Other Family Connection (Cavaliere)” or “Police Connection”, finds Terry at the Breadbasket OTB, Area M on the New Milan city map.  If these checks fail, the PC’s have to wait 24 hours to try again.  When found, he’ll try and weasel his way out of the situation, asking to go to the bathroom or anything that will get him out of view long enough to escape.  When cornered, he has no money.  After a DC 14 Shake Down or DC 16 Intimidate, he’ll be sufficiently scared to come up with it, but he has to make a weakness check to get to the characters.  The PC’s can cut him off from other gambling avenues with a few phone calls.  Terry has nothing worth stealing.)
Terry Friedman (34):  4th level Fast Mook/2nd level Mook

Str: 11/+0, Int: 12/+1, Wis: 11/+0, Dex: 16/+3, Con: 11/+0, Cha: 12/+1, Defense 17, 19 HP, Attack Bonus: +4, Fort: +1, Ref: +3, Will: +2, Skills:  +9 Hide, +11 Bluff, +3 Minor Con, +10 Drive, +8 Knowledge (streetwise), +8 Sense Motive, +6 Exploit, +5 Hide Motive, +7 Bribe, +8 Sense Weakness, +10 Diplomacy, +9 Move Silently, + 9 Craft (pharmaceuticals), Feats:  Simple Weapon Proficiency, Run, Stealthy, Streetfighting, Trustworthy, Good Earner, Dodge, Legitimate Businessman, Weaknesses: Gambling Addict, Talent:  Skill Evasion, Uncanny Dodge 1, Earn, Respect: 570, Bank: 50, Wealth Bonus: +1 (Terry is a friendly guy and a smooth talker.  If given the opportunity, he will bolt.)  Weapon of Choice:  fists


Sara Pratt:  Sara lives at 3408 Market Ave. Apt. 2B.  Her apartment is above a furniture store called Congo Bob’s Furniture.  (Sara is in her apartment 25% of the time.)
Sara’s Job:  Sara works at the Keystone Diner (Area T on the New Milan city map.).  The Keystone has been a fixture in New Milan for years.  There are always cops eating there and the place is never empty.  (A DC 15 Gather Information check or a Corporate Connection check reveals that Sara works the 8pm to 4am shift.  To find her at the various OTB and other gambling places in the city, the PC’s need to make a DC 20 Gather Information check.  She sometimes sleeps with men to get money to feed her habit.  Sara has nothing of value to steal.)
Finding Sara:  Sara turns to you, trying to look sexy.  “Hey, c’mon.  Isn’t there someway we can work this out?  Let me do you to call off the debt.”  (Sara has no problem having sex to cancel some or all of her debt.  Anyone that has sex with her gets crabs.  The target itches for two weeks and during that time, his combat-related checks are made with a -1 penalty.  With treatment, the crabs go away in one week.)
2nd level Strong Mook: Sara Pratt (25)

Str: 15/+2, Int: 15/+2, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 12/+1, Defense 12, 16 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills: +7 Bluff, +2 Sense Weakness, +5 Make Up, +7 Diplomacy, +4 Cheat, +5 Sex, +1 Sense Motive, +4 Gambling, +4 Seduce, Feats:  Simple Weapon Proficiency, Nimble, Deceptive, Brawl, Streetfighting, Weaknesses:  Gambling Addict, Respect: 103, Bank: 0, Talent: Extreme Effort, Wealth Bonus: +4 (Sara can make an immediate Wealth check if the PC’s pick her up at the diner, otherwise, she has to go to the bank during day.) Weapon of Choice:  fists

Harold Fender:  Harold lives at Diamond Estates at 385 E. 40th Street, Apt. 8B.  It’s a fairly decent apartment building and has its own garage.  (There is a 30% chance Harold is in his apartment, a 10% chance he’s in the garage tuning his motorcycle and a 60% chance he is at work.)
Harold’s work:  (To find out Harold’s work place requires a DC 13 Gather Information, DC 17 Investigate, a DC 21 Knowledge Streetwise or a Corporate Connection.)  Harold works at a Big Red Garage at 4805 N. Mulberry Ave.  He has a beautiful 2002 custom-made, Harley-Davidson motorcycle with flames on the gas tank.  Harold is a large, bald man that vaguely resembles a famous wrestler named Steve.  (Harold will attempt to intimidate the characters into giving him another “month or two” to pay off his debt.  He’ll claim he’s busy.  If the characters attempt to intimidate him, he needs to make a weakness check.  The PC’s will probably have to beat him and take his bike.  He has little money on him.  If the PC’s beat him down to below 5 hit points, he’ll capitulate and even sign off the bike.  He’ll claim to be a member of the Outcasts Motorcycle Club, but this is a lie.  He’s only a candidate to join.)
Harold Fender (28): 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, 40 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +5 Repair, +5 Knowledge (streetwise), +5 Bluff, +3 Knowledge (technology), +3 Destroy Evidence, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Craft (mechanical), +6 Drive, +3 Sense Weakness, +3 Diplomacy, +7 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Vehicle Expert, Personal Firearms Proficiency, Toughness, Weaknesses: Gambling Addict, Tough Guy, Aggressively Dominant, Talent: Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 120, Wealth Bonus: +1 (Harold is a bully and he doesn’t like it when people order him around.)  Weapon of Choice:  fists, brass knuckles.

Awards:



Experience
Respect Points
Suspicion Index Points

Collecting from the good four

400

40


+8 (2 each)
Successful Skill check


100

Use of Connection


500

Buying a debt



400

10


+3

Collecting debt that was bought
100

10


+3

Assaulting a debtor


100 per level
15


+3

Killing a debtor


50 per level
25


+5

Having sex with Sara


50

-25


+2

Killing a JC



50 per level
20


+5

Stealing Harold’s bike


300

15


+3

Collecting all money within 24 hrs.
1000

20


+2

Collecting all money within 3 days
500

10


+1

Losing Alonso’s money



-50


-1
Replacing Alonso’s money w/o his knowledge
negates Respect loss
