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FOR THE GM ONLY:  Frank and Vito are good NPC soldiers to add to a PC crew, especially early on when only one or two of the players are made.  You can place them in whatever family you feel will work.

Set-up:  Frank DiFrillo is a soldier in your outfit.  He is friends with (random PC)’s biological family and has been a fixture at family functions for years.  Frank’s a good guy that always comes through for his friends.  It was Saturday night around midnight when you got a desperate call from Frank to meet you at New Milan General Hospital at 101 W. 48th Street.  Frank’s friend, Vito Bonnadella, a soldier from his crew, has his grandmother in the hospital.  It sounds bad.  You’d better get down there.  It’s the least you can do for Frank.  (PC’s with time-related weaknesses or addictions can make a weakness check at +2 not to be late or diverted.)
New Milan General:  You find Frank in a waiting room.  In the background, laying on a stretcher, is Vito.  A nurse is giving him oxygen and trying to calm him down.  Frank pulls you aside.  “Fellas, thanks for gettin’ down here so fast.  I need yer help.  Don’t get the wrong impression, Vito’s a stand-up guy, but this is just too much for him.  For anybody really.  His grandmother was coming out of bingo and got mugged.  The doctors say she’s got blood on the brain.  She might never wake up.  This ain’t right fellas.  You gotta help me make this right, huh?  Vito’s a good friend.  What do ya say?”  (PC’s with Sentimental weakness must make an immediate check.  If they fail, they dedicate themselves to avenging Vito’s grandmother.)
Likely questions for the PC’s:

What’s in it for us?  “C’mon, you’re kiddin’ right?  This ain’t about money.  It’s about honor and respect.”  (Any PC that turns down the job now loses 50 points of Respect.)
Who did this?  “I’m not sure yet.  The cops said it was two guys.  I’m still making inquiries.”
When did it happen?  “About two hours ago.”

Where did it happen?  “Mrs. Bonnadello was coming out of Fire Station #6.  They use it as a Bingo Hall.  It’s at 3403 N. Raspberry Ave.  She wanted to stop at an all-night market before she hopped a cab.  At her age, you think she’d have more sense late at night.”

What are we going to do?  “Take care of it.  Like she was our grandmother.”

When do we do this?  “Make your inquiries and we’ll meet up early.  Let’s meet for coffee tomorrow at Iago’s at 8am.  (Area I on the New Milan City Map.)
Vito Bonnadella (30): 2nd level Tough Mook/4th Level Family Associate/Wiseguy/1st level Soldier 

Str: 14/+2, Int: 13/+1, Wis: 11/+0, Dex: 12/+1, Con: 16/+3, Cha: 13/+2, Defense 16, 52 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +3, Skills:  +5 Bluff, +4 Knowledge (streetwise), +2 Listen, +3 Cheat, +4 Bribe, +3 Shake Down, +5 Beat, +5 Sense Motive, +4 Exploit, +3 Hide Motive, +5 Professional Criminal, +3 Disable Device, +3 Sense Motive, +5 Diplomacy, +7 Intimidate, +3 Gamble, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Legitimate Businessman, Weaknesses: *Over Emotional, Vindictive, Talent:  Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 700, Bank: 150, Wealth Bonus: +16 (Vito is a good soldier, but he sometimes let’s his emotions get the better of him.  His motto is, “Don’t get mad, get even”.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Frank DiFrillo (34): 2nd level Dedicated Mook/4th Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Booking Agent”

Str: 12/+1, Int: 13/+1, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 12/+1, Defense 15, 32 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Skills:  +10 Gamble, +6 Bluff, +1 Knowledge (streetwise), +6 Cheat, +5 Shake Down, +3 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Sleight of Hand, +3 Sense Weakness, +4 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Deceptive, Personal Firearms Proficiency, Police Connection, Weaknesses: Gambling Addict, Sentimental, Talent:  Skill Emphasis: Gambling, Know Respect, Balls, Absolute Loyalty, Respect: 675, Bank: 100, Wealth Bonus: +5  (Frank spends almost as much time betting money as he does collecting it from bettors.  He always takes care of his friends.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

NEW WEAKNESS:

*Over Emotional: (Con) You feel things more than most people and you find it almost impossible not to express these strong emotions when they come to you.  Whenever you are threatened, angered, confronted by bad news, given great news or in any situation in which your emotion might overcome you, you must make a check.  If you fail, you are overcome with emotion, whatever it is.  During this time, you make all Spot, Listen and Search checks at -4 and suffer -1 on all combat rolls.  If the cause of your emotion is involved in the disturbance, you get a temporary bonus of +1 to all combat rolls.  This display will cause you to lose 1 point of Respect multiplied by your level and the number of people that see this display.  Made guys can subtract the number of “supporters” in the room from the number people that see the display.  The GM will have to determine who is considered a supporter.  The outburst will last 1d6 rounds.  At the end of the outburst the PC gets another check at -2.  This continues until the check is succeeded.  The GM may add modifiers depending on the circumstances.  If the check is over 13, the die roll is 1d6 hours.  If the check is over 17, the die roll is 1d6 days.
Tracking Down the Muggers:  Mrs. B. was robbed within a block of the bingo hall.  Inquiries into that area produce the following results:
Police Connection:  The report says that at approximately 9:55pm, the victim was approached by two men in hooded sweat shirts.  They demanded money from the victim and attempted to take her purse.  When she refused, the suspects became belligerent and assaulted the victim with a metal bar of some kind.  The suspects stole the victim’s purse and a necklace with a picture of Saint Gerome.  The suspects are described as medium height and weight, Caucasian or light skinned Latino.  The incident was witness by a shop clerk named Manfred Wong.  His shop is located at 3504 N. Raspberry Ave.  He was closing for the evening.

DC 16 Knowledge Streetwise:  The area near the bingo hall has been in a steady decline for the last two decades.  It was once a nice neighborhood.  The Chalet Apartments is an apartment complex nearby that is at the center of much of the crime in the area.  It is likely the muggers live there or hang out there.  There is a new, growing street gang made up of Latino and Slavic teenagers.  It’s led by an overweight Russian kid.
DC 13 Investigate:  Two muggers matching the general description of the perps have mugged several easy targets in the area over the last three weeks.  At the center of the muggings is a run down apartment building call the Chalet Apartments.  Witnesses from two different attacks say that the muggers fled in the direction of the apartment complex.
DC 14 Gather Information:  According to the cousin of a friend of yours, about a dozen people have been mugged in the same area as Mrs. B.  Most of the targets were poor, working class people and most of the incidents were not reported.  The whole area is becoming run down and most of the crime is coming from the Chalet Apartments.  Some kind of gang may be operating out of the apartment complex.  There was a witness to Mrs. B’s beating.  He is a shop clerk at Wong’s Grocery.
Talking to Manfred Wong:  Manfred is very willing to talk.  (He will refuse money if the PC’s attempt to bribe him.)  “I saw the whole thing.  It was awful.  I heard a loud noise and I see two people beating on that poor old lady.  I scream at them and they run.  Then I call the police and wait for the ambulance.”

Likely questions for Manfred:

What did they look like?  “I did not get good look.  It was too dark, but I think they were teenagers.  They were skinny and ran fast like teenagers.  Medium height and build.”

Where did they run?  “That way, towards the Chalet Apartments.  I hate the people there.  They come into the store and try to steal from me.  They are all thieves.”

What’s the deal with the Chalet Apartments/the people?  “I am not prejudice, but the people there are trash.  They do not work.  Some are Latino and some are Slavic.  None speak English.  Their children are always loitering and never in school.  There is a big, fat Slavic kid.  Bosses the others around.  You should talk to him.  He didn’t do it, but I bet he know who did.”
What about the police?  “The police are worthless here.  They too busy eating my donuts and coffee to do anything.”

The Chalet Apartments:  The apartment building is located at 3617 N. Raspberry Ave. and it is indeed rundown.  Built in the late 60’s, the ugly, square-shaped complex looks to be about 25 floors.  There are kids loitering in and around the building at all hours.  Most are drinking beverages out of brown paper bags.  (The locals require a DC 13 Shake Down or a DC 15 Intimidate to find Fat Ivan.  The locals will direct the PC’s to Apartment 6G on the 6th Floor.  Ivan is 75% likely to be here.  The other 25% of the time he’ll be roaming the halls or the streets in the immediate area.  The PC’s can make a DC 20 Spot check every hour to find him.)
Fat Ivan:  (Ivan lived with his father in the apartment until his father was arrested.  His gang has now taken over the place.)  Ivan could be a linebacker.  He’s huge for his age.  He wears a stained hoodie and sweatpants.  He, as always, is accompanied by 1d6 of his boys.  (Negotiating with Ivan requires a DC 14 Shake Down or to beat Ivan in an Intimidation contest.  If faced with superior firepower or fighting skills, Ivan’s guys will abandon him if they succeed a weakness check.)
Fat Ivan Vlotsky (17): 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), +3 Destroy Evidence, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +3 Disable Device, +4 Drive, +3 Sense Weakness, +3 Diplomacy, +7 Intimidate, +2 Run a Crew, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearms Proficiency, Stealthy, Other Family Connection (the 105’s), Weaknesses: Aggressively Dominant, Fat, Glutton**, Talent: Ignore Hardness, Know Respect, Balls, Respect: 500, Bank: 45, Wealth Bonus: +7 (Ivan is a bully.  He demands obedience from his gang.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag. 

Average Chalet Apartments Punk (16): 2nd level Strong Mook:

Str: 15/+2, Int: 12/+1, Wis: 13/+1, Dex: 13/+1, Con: 14/+2, Cha: 10/+0, Defense 12, 19 HP, Attack Bonus: +2, Fort: +2, Ref: +0, Will: +0, Skills:  +5 Hide, +5 Move Silently, +3 Bluff, +2 Knowledge (streetwise), +2 Destroy Evidence, +2 Sense Motive, +2 Exploit, +3 Hide Motive, +2 Disable Device, +3 Sense Weakness, +4 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Stealthy, Weaknesses: ***Follower, Talent: Ignore Hardness, Respect: 200, Bank: 10, Wealth Bonus: +3 (The punks at Chalet Apartments like following Ivan and doing his bidding.  They think he’s cool.)  Weapon of Choice:  switchblade 1d4, baseball bat 1d6 and 1 in 6 are armed with a Skorpion machine pistol, D2d4, 40ft range, 20 mag. single or automatic.

NEW WEAKNESSES:

** Glutton (Fort): You eat constantly.  At regular meals, you eat double.  Whenever you have spare time, you have to make a check.  If you fail, you’ll get something to eat.  You like to eat until all the food is gone too.  If there is food left at a meal, you must make a check or you’ll stay until it’s gone.  You’ll also have to make a check to resist the temptation of the last piece.  New restaurants that open up are a temptation too.  You have at least one favorite dish.  While in its presence you make this weakness check at –4.

***Follower (Int):  You prefer to follow rather than lead.  In your mind, life is just easier that way.  After all, how can you be responsible if you’re only following orders?  Being put in a leadership position makes you very uncomfortable and you’ll actively avoid it.  If you are forced into the position, you must make a check or you’ll abandon the post at the first opportunity.  If you want to disobey an order from a superior you must make a check, even if that order is against you’re best interests.

Giving up the ghost:  “All right, all right!” says Ivan.  “I know who it was.  It was Milos and Jesus.  Milos lives in 12F and Jesus lives in 14E.  Jesus isn’t even in the gang, man!”  (If sufficiently motivated, Ivan will betray them both.  There’s only one problem, like everyone else in the building, Ivan only assumes Jesus did the mugging.)
Milos in 2F:  The apartment of Milos is strewn with trash and smells bad.  (Milos’ mother is a drug addict and she’s never at home.)
Milos’ Room:  Inside Milos’s room, you find a few posters, a stolen CD players and sitting right on the nightstand is a purse with its contents strewn all over the floor.  (Milos actually committed the robbery with Jesus’ sister, Maria, but he loves her and would never give her up.  There is a 20% chance Maria is already here.  She is about the same height as Milos.  Milos has 4 Wealth in cash in his pockets.)
Milos Gregoroff (16) 2nd level Fast Mook Str: 13/+2, Int: 10/+0, Wis: 8/-1, Dex: 17/+3, Con: 15/+3, Cha: 10/+0, Defense 13, 16 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +3 Bluff, +2 Drive, +5 Hide, +6 Move Silently, +2 Sense Motive, +5 Hide Motive, +3 Listen, +2 Spot, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Streetfighting, Weaknesses:  Love Addict (Maria), Talents: Evasion, Respect: 180, Bank: 16, Wealth Bonus: +4 Weapon of Choice:  fists
Jesus in 14E:  Jesus lives in a halfway decent apartment with his mother and sister.  (The mother is gone 85% of the time.  She is constantly working.  Maria is here 80% of the time and the rest of the time, she’ll be at Milos’ room.)
Jesus’ Room:  Jesus is a tall, lanky Latino kid.  He wears a basketball jersey and is carrying some books.  He’s wearing a necklace with a picture of Saint Gerome.  (Jesus has no idea what happened with the robbery and he doesn’t get along with his sister.  She has become a drug addict and is already stealing to feed her habit.  Maria gave him the necklace as a peace offering.  Since Jesus is religious, he decided to wear it.)

Maria’s Room:  Maria’s room contains a lot of girly knick knacks.  (DC 14 Search reveals the Mrs. B’s credit cards hidden under her jewelry box.)

Maria Ramerez (19) 3rd level Charismatic Mook Str: 13/+2, Int: 15/+3, Wis: 6/-2, Dex: 10/+0, Con: 10/+0, Cha: 17/+3, Defense 11, 15 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +8 Bluff, +5 Sex, +5 Craft (pharmaceuticals), +5 Seduce, +6 Knowledge (streetwise), +5 Make Up, +4 Bribe, +7 Diplomacy, +5 Craft (Cooking), +3 Disguise, +5 Sense Motive, +5 Hide Motive, +5 Search, Feats:  Simple Weapon Proficiency, Run, Personal Firearms Proficiency, Weaknesses:  Drug Addict, Talents: Coordinate, Inspiration, Respect: 220, Bank: 0, Wealth Bonus: +2 (Maria is addicted to crystal meth and she’ll do anything to get some more.  She’s using Milos as a means to an end.  She’ll lie to save her own skin.) Weapon of Choice:  metal bar 1d6

Jesus Ramerez (17) 2nd level Fast Mook Str: 13/+2, Int: 10/+0, Wis: 8/-1, Dex: 15/+3, Con: 13/+2, Cha: 12/+1, Defense 13, 17 HP, Attack Bonus: +1, Fort: +0, Ref: +2, Will: +0, Skills:  +3 Bluff, +2 Drive, +3 Gather Information, +3 Search, +2 Sense Motive, +4 Hide Motive, +3 Listen, +3 Spot, Feats:  Simple Weapon Proficiency, Run, Athletic, Weaknesses:  Religious Guilt, Talents: Evasion, Respect: 200, Bank: 30, Wealth Bonus: +5 (Jesus is deeply religious and a perfect patsy.  He was at a basketball game the night of the attack.  Jesus is 6’ 3”.) Weapon of Choice:  fists

Good Wrap Up:  If the PC’s killed the right people, two days later, Frank delivers the PC’s a car to use for “work”.  The car includes phony insurance, title and driver’s license with the name Francis Banner from Ohio.  The car has Ohio plates.  The paperwork and plates are expertly forged and require a DC 28 Forgery check to uncover.  The driver’s license has no picture.
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Bad Wrap Up:  Two days later, Frank delivers the sad news.  Jesus was not the guy.  He was at a basketball game the night of the mugging.  The cops are looking into the murder.  He was a high school basketball star.  It will be hard to find the real mugger now.  “Vito has no idea we capped the wrong guy, so let’s just keep this between us, huh?”  If the PC’s agree, they all acquire the weakness “Dangerous Secret”.  If Vito ever uncovers what they did, he’ll stop at nothing until their careers are ruined in New Milan and Maria is dead.
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