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FOR THE GM ONLY:  This adventure eliminates soldiers in the PC’s Family.  The GM may want to substitute the soldiers in the adventure for ones that the PC’s are more familiar with.  For the sake of drama, it would be good that the soldier that gets killed in the first scene is someone that PC’s know and respect.  Alternatively, ahead of time, the GM might want to include Pablo at the end of a previous adventure.  He should do something good for the characters, like help them find a crime doctor or hide from the cops.

Set-up:  You are dining with a group of your associates at Morelli’s.  Every year the capos of all the families treat the soldiers to dinner.  This is a time to network and reconnect with old friends.  As always, Morelli’s is considered neutral territory.  Even the most bitter of old rivalries are set aside in this restaurant and no New Milan made guy in his right mind would settle a score in here.  Over by the window, a soldier from your outfit, Pablo Buco (The GM may want to substitute a soldier more important to the PC’s.) buys a round of drinks for the whole room.  Pablo has a reputation for being a party animal.  He stands up, a little unsteady, with a drink: a shot of Sambuca with a coffee bean in it.

“Fellas,” he toasts.  “Here’s to life.  Other people, outside our life, they don’t understand how great it is.  Sure it’s dangerous sometimes and sometimes some of our friends have to go away for a while, but let’s face it:  It’s the best!  Am I right?!”


The room bursts into applause and cheers for Pablo.  The noise almost drowns out the sound of a bullet coming through the window and right through Pablo’s head.  The guys at his table are sprayed in red and everyone ducks under their table.  What do you do?  (Give the PC’s an opportunity to react to the situation.  If they do something smart, award them 5 Respect points.  If they do something stupid or cowardly, knock off 5 or more Respect points.  All the guys in the room are ducking and pulling out their guns.  There is a lot of shouting, but the shooter is already gone by the time anyone gets into the parking lot.)
The Aftermath:  For the next hour, the restaurant is in chaos.  A patrol car just happened to be driving by when you and your associates and half the restaurant went running outside with their guns drawn.  Needless to say, this caused some concern amongst the local cops.  Fortunately, the two beat cops were friends of the family, but unfortunately the delay in explaining the situation probably gave the assassin a few extra precious minutes to escape.  By the time the dust settle, you and your associates found yourself answering questions of the cops.  (Everyone gains 3 Suspicion points.)  Fortunately, about an hour later, one of Pablo’s friends, Artie Menezzi finds what everyone agrees was probably the spot where the assassin fired the shot.  It’s on the roof of a little cantina just down the street called Regina’s at 3911 N. Torrence Ave.


“This has gotta be it,” says Artie to his capo from the roof.


Artie climbs down from the roof.  There is a sturdy rain spout that supports his weight on the climb.  There appears to be no other way to get to the roof.


“It’s perfect.  The shooter must’ve laid down behind the cantina’s sign, popped Pablo through the window and then jumped down here.  Not too many guys that can make that shot,” notes Artie.  “I also found this on the roof.  Looks like a Black Betty.”

You known that Black Betty is a term for a little black methamphetamine pill.  “The shooter must’ve been hopped up when he took the shot,” concludes Artie.


(Have the PC’s all made a DC 22 Spot check, if they all succeed, they notice motorcycle tire tracks in the gravel near the rain spout.  The PC that succeeds gains a compliment from Pablo’s capo, Anthony and gains 10 Respect points.  If they all fail, Capo Pete notices it.  Read the next description.)


“Hey, look at this,” says Capo Pete.  “Probably belongs to the shooter.  He jumped right down onto his motorcycle and took off.  Pretty slick.  Probably had one of those sniper rifles with the collapsible butt.”

“Ya throw that into a dufflebag,” suggests Artie.  “And you take off.”


Pablo’s capo, (choose a current capo from the PC’s family or use the one provided) Anthony, takes charge of the situation.  He addresses a large group of angry made guys.


“All right fellas, we got us a serious situation here that must be immediately rectified,” says Anthony grimly.  “We just had one of our own soldiers whacked right in front of us in broad daylight in neutral territory.  This is a terrible dishonor not just to us, but to all the families of New Milan.  I want this guy found and very dead by the end of today.  Pablo was in my crew and he’s got a lot of friends here, but I think I speak for all of them when I say that it is most important that we take care of this fast.  If we do not find this dead man first, to whomever did the job for us, we would be eternally grateful.  Let’s face it, Pablo would’ve done the same for us, right?” says Anthony.

(Wait for the PC’s to agree.)


“All right then, leave no stone unturned.  We’re lookin’ for a guy with a sniper rifle, a bike and a beef with Pablo.  Start with the people in the cantina and in the area.  They must’ve saw somethin’,” advises Anthony.

FOR THE GM ONLY:  What really happened:  Pablo was killed by a vigilante know as “Black Betty”.  Betty has been slowly tracking down the guys responsible for helping kill the man she loved.  Pablo was involved in a drug shipment of Methamphetamines that went to Philadelphia and New Milan.  “Black Betty” named herself after the old street name for the drug.  So far, she’s managed to kill all the men responsible, save one.  Pablo was the next-to-last guy on her list.  She has one more victim and then she must pick a new target for her vigilantism or give it up entirely.  If the PC’s get in her way, they will be added to her list.
Investigating Pablo:  (This requires a DC 12 Gather Information or Investigate check.  This takes six hours.)  Like most made guys, Pablo has a long list of enemies, but most of them are mooks who probably don’t have the guts or the resources to pull off something as bold as a hit in broad daylight.  You’ve known Pablo to be a stand up guy.  He spent most of his time working the family business.  (For the Jordanos it’s escort services, for the Cavalieres it’s sports gambling and for the Magoladors it’s union busting.)  Pablo was in good standing with the guys in the family.  If anything, his failing was that he wasn’t aggressive enough.  He didn’t work any harder than he had to.  His biggest score was a shipment of methamphetamines that he split with a family in Philadelphia.  It was a big score four years ago.
Investigating the Methamphetamine Shipment:  (This requires a DC 22 Gather Information check or a DC 25 Investigate check or a Police Connection.  This takes 24 hours.)  Pablo cut a deal with five other guys.  Two of them were members of a family in Philadelphia, one was a wiseguys with connections to get the stuff and the other two were Manny Georgio and Sal Alevito.  The two made guys from Philadelphia were both shot in what appeared to be normal family business in that region.  The wiseguy got ripped off by one of his buyers and got clipped.  Manny Georgio, a wiseguy from New Milan, got knifed by a prostitute six months ago.  Finally, there’s Sal Alevito.  Sal was a made guy in the Magoladro Family, but he disgraced himself with his drug addiction.  He blew a deal for Don Ernesto.  As punishment, he was made to take the fall for the family.  This spared his life, but he is no longer considered a made guy.  After doing his two years, he was released.  Word on the street is that he runs a meth lab somewhere in Russian territory.  (If the PC’s decide to follow this lead, skip to “Tracking down Sal.”)
Tracking down the killer:  Most of the guys close to Pablo question the employees and customers at the cantina.  You’re left with the people on the street that might’ve seen something.  Use your connections and skills to find out some information:
DC 21 Gather Information Check:  A cab driver saw someone on a motorcycle carrying a dufflebag drive away from the cantina very quickly.  The motorcycle was blue with gold flames, probably a custom bike.  He does not remember the license plate.  (If the PC’s search for custom bike shops in the area, they can use a DC 18 Computer Use check or a DC 15 Investigate check to track down the appropriate bike shops.  Failure means they don’t find any bike shops that make bikes like that.  Success means they can use either a Corporate Connection or a DC 20 Bribe check to find out the owner of the bike.)
DC 25 Spot Check:  You spot a surveillance camera across the street from the back of the cantina.  This was probably looking directly at the parking lot where the motorcycle left.  (To get the tape requires a Corporate Connection to the warehouse that owns the security footage or a DC 18 Bribe check with the security guard that has access to the tape.  If the PC’s get this, they’ll have the license plate of the motorcycle.  This takes a minimum of 24 hours.  Next, they need a Police Connection to run the plates.)
DC 19 Investigate Check:  Witnesses say that the motorcycle traveled east at a high rate of speed.  After several hours of interviewing potential witnesses, you stumble upon an old lady that says she was nearly run down by the driver.  She remembers the license plate began with a “2” and an “F”.  This is probably enough for the cops to run a check considering the bike is custom made.  (A Police Connection will reveal six potential bike owners.  The PC’s can eliminate all but two by using a Corporate Connection or they can go house to house all over New Milan looking for the bike.  Only one of the bikes is gold and blue.  The other bikes are different colors, although the second potential bike is light orange and blue, very close to yellow.  Checking the wrong bike takes 1d4 hours.)
If the PC’s succeed:  The bike is registered to a Mark Regan of 606 N. Newbury Ave.  Maybe you should pay Mr. Regan a visit.  (If the PC’s decide to go it alone, skip to Regan’s place, otherwise, Artie will be closest and easiest to get a hold of.  Anthony and the other guys are spread out over the city tracking down bogus leads.)
If the PC’s fail to come up with any leads, read the next description:  Your (the lead PC) cellphone rings, it’s Artie.  “Hey, Paisan.  We found this fucker.  We’re going over to his house right now.  Anthony and the guys are all over the city.  I’ve left messages, but they must be chasin’ down leads.  I need somebody now.  Me and Bobby Terolla are heading over.  You know Bobby, right?”  (Bobby is from the adventure, Sunday Dinner.)  “The address is 606 N. Newbury, Apt. 3A.  It’s in Chinatown, so let’s be discreet until we don’t have to.  Cabishe?”
Artie Menezzi (29): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/7th level LCN

Str: 14/+2, Int: 14/+2, Wis: 12/+1, Dex: 16/+3, Con: 11/+0, Cha: 10/+0, Defense 17, 26 HP, Attack Bonus: +8, Fort: +6, Ref: +5, Will: +4, Skills:  +12 Bluff, +9 Knowledge (streetwise), +10 Bribe, +6 Knowledge (business), +7 Disable Device, +6 Sleight of Hand, +15 Sense Weakness, +10 Sense Motive, +10 Exploit, +11 Hide Motive, +8 Destroy Evidence, +16 Diplomacy, +12 Intimidate, +12 Investigate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Legitimate Businessman, Legendary Rep, User**,  Advanced Firearms Proficiency, Educated, Weaknesses: Impatient, Squeamish*, Violent Temper, Talents: Evasion, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Influence the Law, Respect: 1200, Bank: 320, Wealth Bonus: +18  (Artie is a sharp guy that’s destined to become a boss, but he has little patience.  Artie’s big problem is that he can’t stand the sight of blood, but if anyone point this out he’ll blow his top and temporarily forgets as he beats them.  Artie and Bobby have been good friends for years.) 
Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

NEW WEAKNESS

*Squeamish (Fort): The sight of blood and other bodily fluids makes you sick.  You find it difficult to torture people, especially if there is blood involved.  If you fail a first check and are forced to touch or be near blood, bodily fluids or a dead body, you must make a second check or you will vomit.  At minimum, you should lose 5 points of Respect per person present, but the GM may modify the result up or down depending on how gruesome the scene is.  Particularly grisly scenes means a lower loss because those around the PC understand his reaction and vice versa.    

NEW FEATS

**User

Prerequisite: none

Normal: +2 Sense Weakness, +2 Exploit

Special: n/a

You know how to exploit people for your own personal benefit.  You watch for signs of weakness so you can manipulate your targets.

Bobby Terolla (33): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level LCN

Str: 12/+1, Int: 10/+0, Wis: 11/+0, Dex: 16/+3, Con: 11/+0, Cha: 14/+2, Defense 17, 26 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Disable Device, +6 Sleight of Hand, +3 Sense Weakness, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Destroy Evidence, +6 Diplomacy, +5 Intimidate, +3 Gather Information, +2 Computer Use, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Run,  Weaknesses: Dysfunctional Family, Family Guilt, Drug Addict (pot), Talents: Evasion, Know Respect, Balls, Make Contacts, Respect: 560, Bank: 0, Wealth Bonus: +12  (Bobby is a burnout and smokes pot to forget his family woes.  He likes a hands-on approach to stealing and still pick pockets people.) 
Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Regan’s Place:  Regan’s apartment is located on a fairly busy street in Chinatown.  It has a private garage and the apartment is located over a row of stores and Chinese food places.  You are forced to park at least three blocks away and walk up to his place.  There are dozen potential witnesses on the street and in the stores and restaurants right below him.  “What are we waiting for?” says Artie.  “Let’s do this.”  (The PC’s may want to wait or have a better plan of attack to get at Regan.  The PC’s need to make a DC 25 Diplomacy check or a DC 20 Intimidate check.  If anyone mentions the blood, Artie will agree to any alternative course of action.  A DC 12 Search check of the area reveals a fire exit in the back of the building.  This leads to a dark alley way.  The exit only opens from the inside and the alley is just wide enough for one vehicle.)
Inside Regan’s:  The hallway outside Regan’s apartment looks like a standard hallway.  (The lock on Regan’s door is reinforced and brand new.  It requires a DC 24 Disable Device to open or a shattering blow because it has a hardness of 4.  Unfortunately, the door only has a hardness of 2.  Mark has set up a small end table with a glass poised precariously on the edge.  It can be disarmed if the PC makes a DC 20 Disable Device check, but only if he bothers to check the door for traps.)
Windows:  The windows to Regan’s apartment have bars, but there is a fire escape leading up to them.  (If the PC’s climb the fire escape they need to make a DC 12 Climb check to get the ladder down.  Assuming Mark does not hear them, he will be asleep from 2am to 10am.  PC’s can get off a shot through the bars, but getting off the bars is next to impossible.  Even with tools, it would take hours to take them off.  The PC’s can shoot through the bars with a normal chance to hit.  If they succeed, the first wound is automatically rolled on the Critical Bullet Hit chart and the Defense of Mark is 10.  It’s dark and Mark tosses in his sleep, so they still have to make a roll.  Mark gets three Listen checks as the PC’s climb to his window.  He gets one every time they say something too.  If he succeeds the check he wakes up and then must make a Spot check.  He won’t go back to sleep once he’s up.)  
Mark Regan (28): 4th level Tough Mook/5th level Soldier (See the d20 Modern rulebook for more details)

Str: 17/+3, Int: 12/+1, Wis: 14/+2, Dex: 16/+3, Con: 16/+3, Cha: 10/+0, Defense 16, 75 HP, Attack Bonus: +6, Fort: +5, Ref: +4, Will: +2, Skills:  +4 Craft (Cooking), +5 Sense Motive, +5 Profession (soldier), +10 Knowledge (tactics), +8 Intimidate, +10 Survival, +7 Spot, +6 Swim, +7 Demolitions, +7 Jump, +6 Knowledge (history), +5 Knowledge (current events), +6 Drive, Feats:  Simple Weapon Proficiency, Improved Initiative, Personal Firearms Proficiency, Run, Advanced Firearms Proficiency, Combat Martial Arts, Combat Reflexes, Improved Combat Martial Arts, Far Shot, Weaknesses: Paranoid Talents: Remain Conscious, Damage Reduction 1, Weapon Focus (+1 to hit with assault rifles), Weapon Specialization (+2 damage with assault rifle), Tactical Aid, Improved Critical, Respect: 820, Bank: 0, Wealth Bonus: +6  (Regan is an Iraq war vet that was psychologically scarred by his tour of duty.  He is incredibly paranoid and is extremely wary about his own security.  He collects guns and is considered by most to be a “paranoid gun nut”.  Regan tripped and fell down the stairs two weeks ago.  He broke his wrist and is wearing a cast.  He gets -2 to hit and couldn’t have climbed on top of the roof of the cantina.) 
Weapon of Choice:  M16 assault rifle, D2d8, 80ft range, 30 box, single and automatic, Colt Double Eagle, D2d6, 30ft range, 9 box, single, knife 1d4, crossbow D1d10, 40ft range, 1 shot, single and in an ankle holster Walther PPK .32 autoloader, 2d4, 30ft range, 7 box, single shot.
Waiting for Regan:  Artie wants to get the guy immediately.  He’s talking crazy and suggests a hand grenade or burning down the whole building.  (The PC’s need to make a DC 15 Diplomacy check or he will call one of the crews from “100 NPC’s” to do the job depending on the PC’s family.)  

FOR THE GM ONLY:  Regan’s Strategy:  The most likely course of events is that the PC’s will try and open the door or lure Regan to open it with a pizza ruse.  Regan must make a check, if he fails, he’ll answer the door with his M16 in his hands.  Negotiation is impossible with Regan unless the PC’s somehow manage to call him.  He won’t know a thing about the shooting.  Black Betty dated Regan long enough to get access to his motorcycle and helmet.  She is setting him up to take the fall for the hit.

FOR THE GM ONLY:  Artie’s Strategy:  He wants to get the PC’s to burst in, kill Regan and take the body out the alley.  He thinks Regan is an assassin and assumes the guy will have silencers on his weapons.  He figures, if the PC’s do the same, no one will be the wiser.  He’d also rather not get shot.

FOR THE GM:  The Cops:  The cops in Chinatown are fairly jaded, but if Regan fires his M16 the bullets will go through the entire apartment building.  Several other people are shot and call the cops.  Due to the traffic, the cops won’t show up for 25 rounds after Regan fires.  If the PC’s shoot less than 2 times, they don’t come for 50 rounds.  Two patrol cars arrive with two cops each.  Two take the fire exit and two go through the front door and let them in that way.

Investigating Mark Regan:  Regan is not connected in any way to any family.  He doesn’t even have a police record.
DC 15 Gather Information:  The locals reveal to you that Regan is an Iraqi war vet that is really into guns.  He works at a Chinese food place as a cook, but he’s on thin ice with his boss because he yells alot.  He owns the flashy motorcycle and has an equally flashy girlfriend.  (If the PC’s ask for the girl’s name, they contact tells them “Betty”.)
DC 20 Investigate or Computer Use:  Mark Regan is a decorated Iraqi war vet.  He was honorably discharged, but has a reputation for erratic behavior.  He owns several guns including an M16 assault rifle.  (This is NOT the gun that Pablo was shot with.)
Military Connection:  (same as above plus) Regan shot up a carload of Iraqis at a check point in Mosul.  He killed a family of six and was never the same after that.  He was part of an infantry unit that conducted raids in houses.  He was not a sniper, but had training in that area.

Tracking Down Sal:  Sal’s meth lab is rumored to be in Russian territory west of the map.  It is likely he pays a street tax to the Vodka Mob.
Other Family Connection (Vodka Mob):  “Oh, sure, Salvatore.  Very reliable for a meth head.  He has his lab here, yes.  You go to 4302 N. Peterson Ave.  You find him in an abandoned Hoagie Hole.  Don’t hurt him.  I like Sal.”
DC 22 Gather Information check:  Sal’s lab is located near 43rd and Peterson in an abandoned restaurant.  Some of the Russians buy their meth from him.  He has a good rep with them.

DC 16 Knowledge (Streetwise):  There are at least four meth labs in Russian territory.  One is operated by the OMC (Outcasts Motorcycle Club), two others by the Russians themselves, so the fourth one must be Sal’s.  It’s located at 4302 N. Peterson.

DC 25 Investigate check or Police Connection:  There is a meth lab located at 4302 N. Peterson in the Russians’ territory.  It is run by an ex-Mafiosa.  Word is, the Russians allow the lab because if they ever need to throw the cops a bone, they’ll sacrifice this meth lab to keep the others open.

Sal’s Meth Lab:  At 4302 N. Peterson Ave. stands an abandoned Hoagie Hole.  The doors and windows are boarded up and the plastic letters in the word “Hoagie” are falling off the front.  The parking lot was once chained off to prevent cars from parking in the lot, but someone ran over the pole that held one of the chains.  Long sickly strands of grass grow between the crack in the asphalt and there is a well-worn path to the back door of the building.  Two nervous looking men loiter near the corner.  Every once in a while, someone approaches the building and they intercept them or greet them knowingly.  These are probably Sal’s guards.

The Guards:  (The two nervous men are meth addicts and ex-wiseguys that ended up following Sal on his way into the gutter.  They are both addicted to meth, but reasonably loyal to Sal.  They are a little desperate to earn respect with their old families, so they’ll be very cordial to the PC’s as long as the PC’s don’t talk down to them.  If the PC’s do that, they’ll give them as much trouble as they can, trying to shake them down for bribes.)  “Hello gentlemen,” greet the two men.  “What can we do for you?”
Stan Victors (34): 2nd level Fast Mook/2nd Level Family Associate/Wiseguy:

Str: 13/+1, Int: 12/+1, Wis: 11/+0, Dex: 16/+3, Con: 9/-1, Cha: 12/+1, Defense 15, 23 HP, Attack Bonus: +3, Fort: +2, Ref: +2, Will: +0, Skills: +7 Hide, +6 Move Silently, +4 Craft (pharmaceuticals), +8 Bluff, +6 Knowledge (streetwise), +6 Sense Weakness, +6 Destroy Evidence, +3 Exploit, +3 Hide Motive, +5 Sense Motive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Brawl, Streetfighting, Weaknesses: Drug Addict (Meth), Untrustworthy, Talent: Increased Speed, Know Respect, Respect: 280, Bank: 0, Wealth Bonus: +3 (Stan is a drug addict and he’d do almost anything to feed his habit.)  Weapon of Choice: TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

Carmine Post (32):  2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy:

Str: 10/+0, Int: 13/+1, Wis: 10/+0, Dex: 13/+1, Con: 12/+1, Cha: 15/+2, Defense 13, 23 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +9 Bluff, +5 Knowledge (streetwise), +6 Knowledge (current events), +5 Sense Motive, +4 Exploit, +4 Sense Weakness, +3 Hide Motive, +4 Destroy Evidence, +4 Sense Motive, +4 Drive, +6 Intimidate, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Streetfighting, Weaknesses: Drug Addict (Meth), Untrustworthy, Talent:  Fast Talk, Know Respect, Balls, Respect: 390, Bank: 0, Wealth Bonus: +2 (Carmine plays at being in the Mafia, but he’s just a junkie that knows how to use his looks to his best advantage.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

The Interior:  The inside of the old building reeks of chemicals and body odor.  Sitting in the middle of the smoky room is Sal Avelito.  He has a table full of bottles and tubes balance precariously over a stove.  Meth labs are notoriously stable and the contents are explosive and/or sometimes poisonous.  Sal doesn’t seem to mind.  His clothes are worn and his hands have burn scars all over them.  “Hey, fellas,” he smiles with a mouth full of rotting teeth.  “That’s a nice suit.  I used to have one like that.  What can I do for you?  Anything for old friends.”  Sitting around the room on collapsing furniture are several other junkies.  They look strung out and unwashed.  “You see anything you like,” smiles Sal gesturing to the junkie girls.  “They’ll do anything for a little meth.”  Most of the girls look pretty emaciated. 
If the PC’s tell Sal about Black Betty:  “Oh, God!  Oh, God” says Sal standing up unsteadily.  When Sal stands up he bumps into some of the bottles and tubing cooking on his stove.  One of the bottles starts to bubble violently.  (The PC’s need to make a DC 20 Reflex save to get Sal away from the stove.  To stop the chemical reaction, they need to make a DC 22 Knowledge (pharmaceuticals) check or a DC 25 Intimidation check against Sal to focus him.  If the reaction isn’t stopped, the stove top explodes in 1d6 rounds for 2d20 points of flame damage.  If Sal isn’t moved, he’s temporarily blinded and scarred.  The fire continues to burn.  There are no fire extinguishers.  In 1d4 rounds, the entire Hoagie Hole goes up in flames.  Anyone inside takes 3d6 points of damage unless they make a Reflex save.  Sal won’t tell the PC’s anything until they get him to a hospital unless they Torture him.  One of the junkie girls is passed out on the couch.  She will not get up and needs to be dragged out.  Anyone with Code of Honor has to make a check.  Anyone in the Hoagie Hole after the second fire needs to make a DC 18 Fortitude check or pass out because of the fumes.  Anyone that stays passed out in the Hoagie Hole more than four rounds dies.)
Sal Alevito (40): 2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/6th level La Costra Nostra

Str: 10/+0, Int: 14/+2, Wis: 16/+3, Dex: 12/+1, Con: 8/-1, Cha: 14/+2, Defense 17, 45 HP, Attack Bonus: +8/+2, Fort: +7, Ref: +3, Will: +5, Skills:  Bluff +7, Diplomacy +6, Run a Crew +6, Sense Weakness +7, Joke +4, Exploit +4, Cheat +3, Drive +5, Intimidate +8, Gather Information +5, Gamble +5, Beat +4, Knowledge (Streetwise) +4, Sense Motive +9, Destroy Evidence +5, Craft (pharmaceuticals) +11, Hide Motive +7, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Other Family Connection (Vodka Mob), Police Connection, Lasting Threat, Low Profile, Weaknesses: Drug Addict (Meth), Magnanimous, Tough Guy, Bad Rep, Physical Flaw (Sal has weakened himself because of his long-term addiction.) Talent:  Skill Emphasis: Craft (pharmaceuticals), Make Contacts, Network Contacts, Capo, Respect: 905, Bank: 0, Wealth Bonus: +8  (Sal used to have a weakness called “Dangerous Secret”, but it was replaced with “Bad Rep”.  Made guys avoid Sal like the plague, but the Russians have no problem using him.  Although he still maintains his level, he can no longer gain experience as a made guy.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.

FOR THE GM ONLY:  Black Betty’s strategy:  She killed Pablo first because of two reasons: 1) Sal’s death will be easy since he’s a junkie and a meth lab cook.  People in that profession die in accidents all the time.  2) Sal was the lead of the meth ring and personally helped Betty’s boyfriend get hooked.  After Pablo’s death, there is a 1 in 20 cumulative chance Betty will show up disguised as another meth junkie.  She’ll smuggle a bomb into the Hoagie Hole and blow Sal up.  If the PC’s happen to be inside when this happens, the bomb does 12d6 points of damage to anyone within 30 feet of Sal.  Betty will set off the bomb with remote control.  If she’s cornered, she’ll happily sacrifice herself to kill Sal.  If the PC’s save Sal from the bomb, they’ll make Betty’s list.  If the PC’s take Sal to the hospital, she’ll bide her time until she can kill him.  If the PC’s don’t guard him, she’ll steal a car and run him over the day he gets out of the hospital.  If Betty kills Sal, the PC’s will find a burned out Hoagie Hole and a handful of Black Betty’s near the scene.  Betty will retire to Colorado and take up skiing, having killed everyone on her list.
Betty’s Combat:  Betty will shoot the characters as efficiently as possible.  If she’s caught in melee, she’ll disarm her opponent and kill him with his own gun.  If she gets a PC at her mercy, she has no problem torturing them.  If she decides to let them go, she hold them long enough to get him addicted to meth.  She always has a small bag of black bettys with her.  She’s not above bribing a PC as long as the PC has nothing to do with the sale of drugs.
Betty “Black Betty” Ruzinski (27): 4th level Fast Mook/7th level Vigilante: 

Str: 13/+1, Int: 15/+2, Wis: 13/+1, Dex: 16/+3, Con: 12/+1, Cha: 18/+4, Defense 22 (23 with vest), 73 HP, Attack Bonus: +10/+5, Fort: +8, Ref: +4, Will: +4, Skills: +10 Disguise, +7 Seduce, +9 Escape Artist, +7 Disable Device, +3 Repair, +4 Drive, +8 Make Up, +4 Treat Injury, +6 Climb, +6 Sense Weakness, +6 Craft (Electronics), +7 Spot, +3 Sense Motive, +5 Sex, +8 Knowledge (streetwise), +6 Hide, +6 Move Silently, +5 Survival, +8 Demolitions, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Combat Reflexes, Combat Expertise, Improve Disarm, Combat Martial Arts, Criminal Demolitions, Dodge, Agile Riposte, Advanced Firearms Proficiency, Police Connection, Far Shot, Dead Aim, Weaknesses:  Love Addict (her late boyfriend), Tough Girl, Sociopath (Bitter), Respect: 1100, Bank: 120, Talent: Evasion, Uncanny Dodge 1, Ruthlessness, Gain Informant, Focused Anger, Righteous Fury, Wealth Bonus: +26 (Betty’s anger is directed at drug dealers, especially the ones that hooked the love of her life.  She has vowed to never love again.  Her boyfriend was a cop and her skills were taught to her by his ex-partner.  The partner was disabled trying to apprehend the drug dealers.  Betty would rather die than let her boyfriend’s killers live.) Weapon of Choice:  Barrett Light Fifty, D2d12, 120ft range, 11 box, single shot with a collapsible stock, Uzi sub machine gun, D2d6, 40ft range, 20 box, single/auto, Glock 20, D2d6, 40ft range, 15 box, single, knife 1d4, hand grenade D3d6, light bullet proof vest.
Vehicle
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Finding Black Betty:  Betty is tough to track down and if she kills Sal, she’ll leave New Milan unless the PC’s give her a reason to stay.  She may return at the GM’s discretion for reasons that must be consistent with the vigilante character class.  Betty has several safe houses in New Milan.  They are all temporary.  They contain weapons, first aid kits, disguise kits, spare bombs, tools and are paid in rent in full for a month.  Betty does not expect to be in New Milan any longer and she disguised herself with different wigs at each safe house.  For the PC’s to begin to track her down, they need to ask specific questions to their contacts:
Who bought sniper weapons from you in the last month?:  This question is only good for the arms dealer she purchased from.  If the GM doesn’t have one in mind, use Chris Green from 100 NPC’s for your Complete Mafia Campaign.  It requires two days and a DC 20 Gather Information check to find him.  “Aw, yeah, I sold some sniper rifles.  A whole case of six.  Hot broad bought them.  Beautiful red head!  Man, what a piece!  She bought some hand guns and uzis too.  She came to me and paid in cash.  She was driving a black pick up truck.  I don’t remember the plate.”

Who was asking about Pablo?:  This question requires a DC 25 Gather Information check and Knowledge (streetwise) check.  It takes three days to get this information, but one of the mooks that was shook down by Pablo says, “This hot blonde came in asking for Pablo.  She said she was his girlfriend, but I knew different.  Pablo was bragging about some brunette stripper he was bangin’.  She said she worked as a cocktail waitress at Toppers at 4122 N. White Ave.”  (This is a lie that Betty told the mook.)
Who was asking about Sal?: This question requires an Other Family Connection (Vodka Mob) or a DC 25 Knowledge (streetwise) or a DC Gather Information check.  “One of Nikoli’s men asked about Sal.  Peter Storvalink.”
Questioning Peter:  The GM should adlib the dialogue, but Peter has no reason to talk to the PC’s.  He likes Betty and had sex with her several times for the info.  If the PC’s threaten him, Peter’s entire crew will come after them or it may even spark a war.  If Peter gets involved before Betty kills Sal, she may attempt to spark that war using a Russian weapon against the PC’s as a warning.  The entire crew is outlined under 100 NPC’s for your Complete Mafia Campaign.  

Peter Storvalink (26): 2nd level Tough Mook/3rd Level Family Associate/Wiseguy/1st level Soldier:

Str: 12/+1, Int: 12/+1, Wis: 11/+0, Dex: 13/+1, Con: 15/+2, Cha: 14/+2, Defense 16, 44 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +1, Skills: +2 Hide, +2 Move Silently, +6 Bluff, +3 Knowledge (streetwise), +3 Cheat, +4 Shake Down, +5 Run a Brothel, +4 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Minor Con, +3 Destroy Evidence, +2 Sense Weakness, +4 Diplomacy, +7 Intimidate, +4 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Improved Brawl, Personal Firearms Proficiency, Toughness, Weaknesses: Gambling Addict, Sex Addict, Talent: Remain Conscious, Know Respect, Balls, Absolute Loyalty, Respect: 720, Bank: 0, Wealth Bonus: +7 (Peter used to do some boxing back in Russia.  He likes the life of a gangster because he can indulge his excesses.  He is out of control with his gambling and typically steals from his girlfriends.)  Weapon of Choice:  TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag., SITES M9, 9mm autoloader D2d6, 30ft range, 8 mag.

Awards:




Experience
Respect Points
Suspicion Index Points

Successful skill check



100
Using a Connection successfully

500

Killing Mark Regan



1200

25


+6
Blaming Regan for Pablo’s murder

500

10


+2

Tracking down Sal



350




+1

Killing Sal




800

25


+4

Saving Sal




400

5




Saving the junkie



200

10


-1

Staking out Sal



500

Finding Betty




1000

10

Killing Betty




2500

50


+5

Gaining one scheme



1800

25


+9

Gaining the second scheme


3000

25


+10

Aftermath:  If the PC’s clip Regan and he is blamed for the murder, the family awards the PC’s one of Pablo’s schemes.  If the PC’s eventually track down Betty and kill her, they are awarded the second scheme as well, although if Betty actually survived this will definitely give her a reason to come back and kill them all.

Extortion/Protection Racket for Illegal Business (Drug Dealers)

Type:  Regular (Monthly)

Who:  One Made Guy or more
Pay-off:  18 Wealth to split between the group
Division:  3 for a capo, 2 for the underboss and 2 for the boss.
Prerequisite:  Weed dealers in the PC’s territory
Skill check required:  DC 15 Intimidation check x 3
Time:  1 day per week
Pablo shook down the weed dealers in your territory.  The guys who grow and sell the weed are pretty low key and jaded.  They work out of a Gas n’ Gulp 4200 N. Mulberry Ave and grow the weed in the suburbs.  The cops in the area are paid off and the money is fairly steady.  Each week the PC’s gain 9 points of Suspicion for this scheme.
Narcotics Smuggling

Type:  Regular (Monthly)

Who:  One Made Guy or more

Pay-off:  30 Wealth to split between the group + 1d6 Wealth

Division:  3 shares for a capo, 2 shares for the underboss and shares 2 for the boss.

Prerequisite:  Other Family Connection (Philadelphia), Craft (pharmaceuticals)

Skill check required:  DC 15 Craft (pharmaceuticals), DC 12 Drive, DC 20 Camouflage

Time:  1 day per month

This is a regular scheme Pablo set up with “friends of ours” from Philadelphia.  Pablo supervised the meth and other drugs from Philadelphia to New Milan.  The amount of month fluctuates between month to month.  This is an extremely lucrative scheme that soldiers in the PC’s family would really like to get their hands on.  Each month the players gain 10 points of Suspicion for this scheme.

