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Dicks & Dames
A Noir RPG
Scenario 001
‘Mole Hunt’
And other miscellaneous stories
For the Master of Ceremonies eyes only

Players required: 2-6 (if you feel comfortable doing more it’s up to you)
Resources required:
Character sheets (x1 per player) Remember there can only be one of any class in a party at a time.
Basic Moves & Battle Moves sheets (x1 per player) They’ll need these for quick reference.
Particular classes required: None
Slang sheets are optional. The racial slang sheet must be agreed upon by all parties before used.
MC’s required: 1 (that’s you. Reading this)
Resources required:
MC’s rules (x1) You’ll need these, you might want to have a copy of the Basic/Battle moves too.
Threat map (x1) You’ll need to keep this updated and write the locations below. 
Harm document (x1) You’ll need this for Player, NPC & Enemy harm conditions.
MC Preparation 
Threat Map: 
In the square in the most North Western corner, mark ‘Police Station’.
In the square between South and fully South-East, mark ‘Warehouse’.
In the square immediately to the North-East of the players, mark ‘Joey’s apartment’.
In the square immediately West of the players, mark ‘Salvatore’s diner’.
In the square underneath fully West, mark ‘Crime Scene’.
The rest of the squares are up to your discretion and any mini-adventures the players may find themselves in. Don’t be afraid to throw a police chase or a traffic jam or whatever you want into the story. These aren’t rules, they’re merely guidelines, and if you want to drastically alter them then it’s entirely up to your discretion. 
If you even want to make one of the players the ‘Mole’ in this ‘Mole Hunt’ story, do so, but discuss it with them either before the session or during a break. 
TIPS: Remember if you’re unsure on the players doing something, roll a dice and ask the players odd or even. If they get the dice roll correct then it should be possible, if not then hard luck for them.

Mole Hunt

Have Players do their HX, backstories, gauge their characters, if you think you can work their backstories into the narrative, do it. Make it all seem natural, don’t force things that don’t fit. If one of your characters grew up in a Greek family diner, well, have I got a treat for them later on. 

If a player is playing as a Godfather, inform them of the following:
One of your underlings (give them a name and a personality, for this example we’re going to call him Steve), so Steve knocks on their office door. He waits to be called to enter. (Steve is a professional, but he’s also super terrified of the Godfather.) After being beckoned in, Steve will relay this information:
“Joey’s cover has been blown, he’s been nicked by the Feds. Someone tipped them off that he was our rat down in the precinct. What do you wanna do Boss?”
At this point you can brief the Godfather that Joey was a plant they had inside the Police Department who’d been causally supplying the police with either false trails, information on rival families or just keeping general tabs on any situation. 
Fortunately before his arrest he was able to destroy most of the evidence tying you to any major crimes, so you should be able to actively partake in any plan to discover who blew his cover. Steve suggests that you take a few of your crew over to Joey’s apartment since that seems like the logical step forward. But ultimately let the players decide, your job isn’t to direct them, just nudge them in directions you want them to go.
If no players are playing as the Godfather class, inform them all of the following: 
Each one of you receives a phone call, on the other end is the Godfather of the mob you’re in (hopefully you’ll all have decided on a name for your mob family and for your Godfather if no-one is playing as one, but for this example we’re going to call him Jerry) So ol’ Jerry calls each one of the players, the message varies slightly but the general gist of it is this: 
“So my boy Steve comes to me and he says to me that Joey’s cover’s been blown and the feds are all over him like cranberry on a stuffed turkey. Now I can’t get within 100 yards of any coppers seeing as how my face is plastered all over their wanted board like … well … like cranberry on a stuffed turkey, so I need you and a few friends to go and find out how his cover got blown. But don’t go causing no witch hunt ‘til you got some cold, hard evidence. Got it? If you want a place to start, head up to Joey’s apartment. It’s on the North-East Boulevard.” 

Now players are crafty little buggers, and they can try anything to delay the main story line. This is why you need to fill out your threat map, in case they decide to go off course. I’m not saying it’s a bad thing, but thinking on the fly can be difficult. If you go to the final pages of this document, you’ll find some templates for ‘random encounters’ that they might come across in the threat map squares if you didn’t fill them out, or on the last page of this document there’s the ‘Miscellaneous Situation’ page.
They might also decide to go to another key location, the only other one mentioned currently is the Police Station so be prepared, especially if you have a player playing as The Lip, who specialises in getting criminals out of jail. If they’d sooner go to the Police Station, then let them. There’s a page in this guideline which has details for there too so don’t worry. Most of the story inter-connects or has guides for if the players wanted to do something else first.  
Another thing you’ve got to remember to do is reward your players. Not just for completing objectives, but for thinking smart, or for being brave. Let them know how awesome they are.
Anyway, now that we’ve addressed that, back to the story. 
Joey’s Apartment

The Players make their way to Joey’s apartment, (what is it like, is it run-down, middle class, a posh penthouse?) and make their way to Joey’s door. 
Inform them that Joey’s door is locked. See how they react. If they need prodding here are some examples:
· A player might have known Joey well enough to know where a spare key is.
· A player might possess the brute strength capable of knocking down the door.
· A Can-Opener has the right tools to open the door if they’re willing to do it. 
· Perhaps his landlord/landlady has a spare key? 
· Rescue Joey from police custody and he’ll just let you in.
Of course, how they get in might arouse suspicion. If they knock down the door or threaten the landlord/landlady you might want to consider putting a timer until the police show up. Make the timer obvious, just don’t tell them what it’s for. It’s more fun that way. 
Now, inside Joey’s apartment, (describe it. Is there a well-weathered leather sofa? Is there a dehydrated pot plant in the corner? How do you want the apartment to look, what rooms can you see? Maybe they’ve walked into the living room with a kitchen in the back corner, maybe they’ve walked into a long corridor with doors on either side.) What’s important here is that they are looking for two things:
· Disturbance in the living quarters.
· An antique desk.
These here are the story parts.
The disturbance was caused some nights ago, before Joey’s arrest. Some food is spilled on the floor in the kitchen and there’s a broken plate with some blood on it. The blood is dried and at least a few days old. (MC Knowledge: The disturbance was caused when Joey and his girlfriend, Salvatore’s daughter Alessia, got into a fight about Salvatore’s shitty business practices.)

The antique desk has three drawers, the first contains some pens and papers. The middle drawer contains a loaded revolver. The final drawer is seemingly empty. (MC Knowledge: The bottom drawer has a false bottom. Underneath it is a file containing business records from Salvatore’s diner. It appears he’s been getting large payments from someone, which is weird considering he’s meant to be on your side.)
The players are then free to explore the rest of Joey’s apartment. If you’re not sure what to put in there, here are a few suggestions:
· Joey’s cat (name it, give it a breed and a fur colour). You can make it an angry cat or a cuddly puss. Just let it get up to some shenanigans that’ll keep the players entertained.
· Joey’s ‘secret safe’ hidden behind a picture of his grand-mama. Oh he did love his grand-mama, she made the best ravioli, possibly still does. Was anyone close to Joey? Did anyone know her? Inside can be anything from a few dough, to a weapon, to just grand-mama’s ravioli recipe. 
· Searching in between the cushions of Joey’s couch could expose treasures untold. A few dough or maybe his car keys. Because they’re just always down there aren’t they.
· Joey was arrested before he could cash his winning lottery ticket and it’s sitting on his desk, it’d be a shame if it went missing and a player ended up a lot richer, right? 
· Some of Joey’s neighbours can be a little loud, maybe they’re just arguing, maybe there’s an actual domestic incident happening. They won’t know unless they investigate. 


Police Station

In case those sneaky players decided to go to the Police Station first, here is this segment for before and after certain parts.

You arrive at the Police Station, it’s almost like a fortress (or is it, you decide). You enter into a (busy?) waiting room where the receptionist at the desk ask you to take a seat while she fetches a Detective for you.

· If there’s a Lip in the party, they can claim to be Joey’s lawyer and try to get him release. 
· Alternatively, if there’s a goon in the party, they can sneak into the evidence room and destroy and evidence that has been gathered on Joey. (Suspicion might arise from this activity, but don’t let them know that.)
· Otherwise the other players can pay his bail which equates to 8 dough. Detective Macintosh (my example, you can use whoever you want, but keep him in mind, because this Detective is actually Duck, the big bad boss, but keep that a secret and don’t be too obvious about it) will be suspicious of you but he’s got more important things to worry about. He will leave at this point making mention of an incident unfolding that he has to go and take care of (the crime scene you should have marked on your threat map, don’t worry, it comes into play) he has to get to and will leave shortly afterwards. 
· If the players hadn’t been to Joey’s apartment by this point, Joey offers to give them something (the files from the bottom drawer) for their trouble if they come back to his place.  At the apartment, he can also relay that he was dating Salvatore’s daughter Alessia, and that after she discovered him poking into Salvatore’s secrets she flipped out and attacked him with a plate.
· If the players have already been to Joey’s apartment and gotten the files, Joey will tell the players that Salvatore has been receiving large sums of money from some unknown individual. Joey had been courting Salvatore’s daughter Alessia for a few months but she’s very family-oriented and so was not best pleased when she learned Joey was just using her to get information on Sal. ‘She just flew at me with a plate when I ask ‘er about her dad y’know.’ (This a reference to the scuffle found in Joey’s kitchen.)
· If the players have already been to Joey’s apartment and to Salvatore’s diner then they know Alessia’s side of the story. They also know that Salvatore has gone missing with only the vague cryptic clue of ‘Duck’. If mentioned to Joey, he knows this information:
“Duck? Oh jeez. Ain’t heard that name in a long time. Used to run with the Irish mob but went rogue from what I hear. I really hope he ain’t involved, because Duck is a dangerous enemy to have. I don’t know where you’d find him though.”

At this point, regardless of how far the party has progressed, the police radio will start going haywire with reports of ‘shots fired’ in the West part of town. Large squadrons of officers begin leaving the station to go and address the issue. The players don’t have to go to the crime scene right away though. If they want to hang around here are some mini-adventures for them:
· Police wanted posters – It’s not a good reputation to get, working for the police, but they do offer generous bounties if you can bring them their target.
· An arrested individual could get loose and force the party into conflict about whether to help him escape or knock him out and hand him back over to the police.
· Talking with some of the other people in the waiting room might open up smaller missions. Maybe while destroying Joey’s evidence, you could destroy evidence for another person too. Or maybe someone is willing to pay the lip handsomely if they’d get their brother off the hook for opening a speakeasy.
· One of the party could be on a wanted poster and have to (hopefully hilariously) bluff and lie their way through. (Maybe that’s their identical twin.)
Salvatore’s Diner

Welcome to Salvatore’s Diner! Authentic Italian cuisine served from 10 until midnight. Also closed. (At like 2pm on a Wednesday or whatever time it is, but it’s closed during opening hours.) 
In theory, players should only come here after either ‘Joey’s apartment’ or ‘The Police Station’ and both have very differentiation plots.
 The party goes to the diner to find it closed. Knocking on the doors or windows doesn’t do anything. It appears that no-one is here and it might appear to be a dead-end. 
· A Miller in the party might realise that owners of establishments usually don’t live very far away from them so they could try asking around the neighbourhood. 
· A Squeeze might be able to pry information from the local community about Sal’s place of residence through a charming display of affection. 
· If neither of these roles are in play, then players could either break in to Sal’s or try and use common sense by asking members of the community. 
AFTER JOEY’S APARTMENT:
Eventually the party learn that Sal lives above the diner in an apartment with his wife and daughter. When the party go to the apartment (make sure you describe it, keep it vivid) only the daughter Alessia is home. The players might have to try and convince her to open the door, (she’s in her mid-twenties but when a group of unknown people show up at your door asking questions, you might also be resilient to let them in,) but when they get in they can ask her about the documents they’d retrieved from Joey’s apartment. Alessia tells the party:
“Joey and I, we’d been an item for seven months, then I find out he’s only using me to get a look at my pap’s records? Of course I was mad. I broke a plate and tried to cut him with it. I loved that goofball and it was just horrifying to think he’d betrayed me like that!”
When she’s pushed on anything else she knows, she can relay this:
“Look, I don’t know much. But I did hear my pap on the phone earlier with someone. All I heard him mention was the word ‘Duck’ and a meeting downtown in the West-Bronx. Ask Joey, he’d probably know more. Besides, he can probably use all the help he can get right about now.”
AFTER POLICE STATION: 
Eventually the party learn that Sal lives above the diner in an apartment with his wife and daughter. When the party go to the apartment (make sure you describe it, keep it vivid) only the daughter Alessia is home. She is visibly upset. When the players convince their way inside, Alessia can relay this information to players:
“Sorry … I just got off the phone with the cops. My dad … he … he’s been killed. Down in the West-Bronx. He was meant to be meeting with some guy called Duck and now he’s … he’s gone. Please, please leave. I don’t want to see anyone.”
At this point the players should all leave the house, mainly because Alessia threatens to call the police if they refuse to leave. If the players do refuse to leave, have Alessia call the police. 
Extra jobs here? Sure why not.
· Help a little old lady cross the road, or mug her. Player’s choice
· If any characters have some liquor, one of the homeless community will swap a trinket for it.
· The Croaker (if present) might be asked by some of the residents to check on a sick relative.
· The Squeeze might be able to 
Crime Scene

Flashing blue police lights. Sirens. Crowds of gawking civilians stand around. In the middle of the street, surrounded by police cars and an ambulance is Salvatore. Riddled with bullet holes. If the players want to get close they’re going to have to get through a whole bunch of police. 
If The Croaker is present then they may be able to pass by easier seeing as how they’re a medical professional. 
If a Croaker is able to get close to the body they’ll notice that Sal was shot at close range with multiple shots. They’ll also notice tyre marks leading away from the body and given the angle of trajectory they’d assume that Sal was shot by a person or people from within a vehicle. The Croaker might also realise that there is far too much blood here for just one person and may notice a slim trail leading away from the crime scene which will lead them to finding Ana. (See Below). 
Now the Bronx aren’t a particularly nice place, lots of run down buildings (how run down is up to you) however, there is a large homeless community here. 
The Bindle-Broker might be able to get additional information from them. You can make the players jump through hoops for this information if you’re feeling particularly mean, but it’s up to you. Maybe it just requires a little dough, maybe it requires pledging allegiance to the garbage king. If they manage to pry the information from the homeless then the can be told this:
“Oh yeah, that guy, real shame. Him and his lady were meeting with some guy in a black car. Next thing I know he’s being shot and his lady friend is running. She got shot too but she ain’t dead. I can take you to her if you want.”
If there is no Bindle Broker then the party will be approached by one of the homeless people (who knows this homeless man, ask the party, let them do your job for you, if none of them have met him before then he’s heard of them through their reputation. He will relay the same information to them.
The party is led into a dark alley where Ana, Salvatore’s wife, who is bleeding heavily from her shoulder, is located. If The Croaker is there then they can heal her, players can attempt to staunch the bleeding or get her to an ambulance, but she passes on this information:
“The man, in the car, I’ve seen him before. Back when our restaurant was robbed, he was the detective in charge of the case. Macintosh I think his name was. When Sal found out that Joey had broken our little girl’s heart and that he was looking into Sal’s business practices, he went straight to his superior. I don’t even think Sal knew Joey was a plant. Joey’s in trouble. You’ve gotta warn him …”
If medical treatment had been given or if she was being taken to an ambulance then she’s whisked away to the nearest hospital. If not then she dies in the alley after having lost a lot of blood. 

No miscellaneous jobs here, mainly because it’s an active crime scene and people are super scared.

Back to Joey’s Apartment
When the players are rushing back to Joey’s apartment, they’ll be followed by a car-full of corrupt cops under the employ of Macintosh. This is The Iron-Jockey’s time to shine. Once the threat has been neutralised, the players can get to Joey’s apartment. They find the door smashed open, and an empty apartment. Everything appears chaotic, all that beautiful furniture you described earlier is probably tossed about. Anyway, a thorough search of the apartment will uncover a clue. Joey has left a map in the bottom drawer for the players. Circled on the map is the Warehouse in the south part of the threat map. Let’s call it the South Beach, remember naming conventions are entirely up to your discretion MC. These are just here as a guideline.
The Warehouse

The players make their way over to the warehouse (what is it like, where is it in the South Beach area), they attempt to enter the warehouse, let’s call it Francis & Sons Fish Stock, first thing that they’ll notice is that the front doors and the side door are both guarded. The main door is guarded by 4 armed police officers. The side door is guarded by a single officer having a cigarette break.
The Enforcer could make short work of that single guard with a well-timed strike.
Or The Squeeze could charm her way in. 
Or maybe everyone just goes in guns blazing.
Regardless, gunshots will alert everyone close by, but don’t let the players know that unless they specifically ask you. Depending on how the situation was solved would obviously affect how the people inside would be.
If the party manage to sneak their way in by knocking out an officer or bribing or charming him then nobody inside would be ready for them.
If they went in guns blazing then expect that to continue. Inside the warehouse is Macintosh, he’s got Joey down on his hands and knees with a gun to his head. If he’s alerted then he’ll pull Joey up to use as a human shield, if he’s not alerted then he’s monologuing as all evil villains do. 
“Oh the mob did me wrong, so I showed them, I joined the enemy. I ripped their operation apart. They were arrested, jailed or executed depending on how they’d treated me. Of course, then you began dating Sal’s daughter. It wasn’t until I did some digging that I found something weird, because as it turns out Joey, you’re on the books of some notorious characters. So I began paying Sal to keep tabs on you, meanwhile you were keeping tabs on him. Then he comes to me and tells me how you had broken his daughter’s heart and how he was going to go public about police corruption. Couldn’t let that happen, so I erased him and his little wifey. That left you as a loose end Joey, because I don’t know what you knew about me, but it doesn’t matter anymore. Because you won’t be alive much longer.”
Let them fight it out. Reward players for smart thinking, but don’t go easy on them.
If they save Joey then he’ll be super grateful and will go and express his true feelings to Alessia. 
If not then, he’s dead. Simple as. There ain’t no necromancy in the 1920’s. 
If The Godfather is a player then you can inform them that this solves the problem they had with the mole. If the Godfather is an NPC, have them return to him for, what I can expect, are bountiful riches. End by setting up for another job. Maybe a heist, maybe Steve from the beginning needs help getting revenge on an ex-lover who stole secrets about your organisation. Whatever you do, just leave your players hanging and I guarantee they’ll come back wanting more.

And that’s that. That’s ‘Mole Hunt’. Now remember, no players are the same so the chances of getting the same results out of this scenario with different groups are slim. If you want to change things then do so, you want to change the mole then do it, you want to add more areas to explore, do it. This is merely designed as a guideline for you to get into the world. If you want to play without using a scenario I encourage it greatly, on the page below you’ll find a bunch of miscellaneous situation ideas.
I hope you’ve had fun MCing this scenario. Remember to take things slow, build the world, build characters, and build the story. And from one MC to another, remember; make notes, constantly ask your players questions, gauge their reactions and build on them, and last of all, enjoy yourself.

Miscellaneous ScenarioThe Blabber
The Players encounter either a member of the public or a member of their own organisation who seems to know an awful lot. Maybe they approach the Players mid-discussion and begin interrupting by claiming to know everything about their predicament. Maybe it’s someone blabbing trade secrets all over town who needs a casual reminding that talking that openly is not tolerated. Or maybe it’s a characters relation who wants to tell you all about them.
The Long Lost Uncle
The Players are approached by someone claiming to be a long lost relative of one of the characters. Maybe they were mentioned in the characters backstory and are finally here to resolve something with the character. Maybe they’re a con-artist looking to graft the Players, maybe that specific character had too much money for your liking and this relative has a string of gambling debts that need sorting, lest they get a visit from some enforcers.
The Gypsy
The Players encounter a gypsy who claims to be able to see the future. Maybe they’re just a drug-addict who sees things in a drug-induced euphoria, maybe they’re an elaborate con-artist who sees the death of one of the players and then hires a hitman to hunt them down in a bid to appear genuine. Maybe the gypsy is the real deal but nobody ever believes them and there’s some supernatural element going on. Or maybe they’re a spy trying to get close to the Party.
The Singer
The Players encounter a singer, they could be a young singer hoping to start their career who ends up singing of the Party’s deeds at speakeasies all over town, maybe it’s an older singer who’s down on their last luck and just wants one final gig so that when they die they’ll at least be remembered. Maybe the singer is being oppressed due to their skin colour or sex and ask the Players to send a message to their former employers. 
The Legacy
The Players come across a veteran of the industry who wishes to work with them. Maybe in his older years he’s going blind and must rely heavily on the Party making him more of a burden at moments, maybe he is a fake who has merely adopted the identity of the industry veteran and knows little to nothing of how the industry works, maybe he begins to demand larger and larger shares from jobs as his ego begins to grow. Maybe he’d made some dangerous enemies and needed some new friends to help him out.
The Alliance
The Players are offered a choice to join their mob to another mob in an unholy alliance to fight a bigger threat. The entire thing could be a rouse in order to get closer to the heart of the Players’ mob, or maybe this new threat is cracking down hard on everyone and it’s for the best. Maybe the big bad is a previous nemesis of the Players so it makes logical sense for them to want allies to help take them down. Or maybe the alliance is against the Law. 
The Missing Kid
The Players might see on their milk cartons that a kid is missing, or find ‘Missing’ posters all over town. They might potentially seek out this child for monetary rewards, maybe once the child has been found they’re accused of kidnapping the child, maybe the characters witness the parent being an awful person and decide to rescue the child from that environment, sparking the incident. Maybe this is part of a larger kidnapping ring story. 
The Abandoned Car
.The Players come across an abandoned car. Maybe the car was mentioned on a news broadcast as being stolen and there’s a reward for returning it. Maybe the Party is accused of stealing the car. Maybe they find a body stashed in the car and either alert the police or it’s an elaborate set-up to frame the Players for murder. Maybe the car is a drop-off spot for money or drugs and the players can decide which they’d rather have. 
The Funeral
The Players come across a funeral procession. It might not be anything in particular. It might however be the funeral of a dearly departed NPC, or maybe even a retired main character should permission be granted. Maybe a member of the procession claims that one of the party is guilty of murdering this person which might lead to a larger story where the accused player must defend themselves from these accusations of murder, or maybe they did do it.
The New Recruit
The Players are approached by a teenager who wishes to join them in their adventures. Perhaps they want fame and glory, perhaps they have an abusive home life and want to be away from it, or maybe they’re part of a rich family but they merely want the thrill of the adventure. Perhaps in taking this teenager under their wing, the players suddenly find themselves with new enemies who want the teenage dead for something they’ve done. 
The Hard Sell
The Players are approached by some form of salesman. Now this could be anything from a newspaper boy who won’t take no for an answer, to a rug salesman selling ‘freshly acquired’ rugs. Always give it a spin, the newspaper boy is selling newspapers to afford his mother’s medication, and the rug salesman is stealing rugs from crime scenes and selling them off at a profit. Let the players decide how to handle things or discover these secrets. 
The Lost Wallet
The Players find a lost wallet in the street. The party could turn it over to the police, they could steal the contents, maybe the owner comes back and accuses the party of stealing their wallet, or maybe the person who originally stole it comes back looking for it. This scenario could lead into creating powerful rivalries with other gangs or the police. Or maybe it leads into creating new-found allies amongst a group of pickpockets.

The Diplomat
The Players encounter a Diplomat and realise it is probably good to have friends in high places. The diplomat could be looking for an escort to a particularly seedy area to possibly buy something less than legal. Maybe the Players simply encounter the Diplomat at a speakeasy and are given information about an upcoming political story and could act as an ally during that story. Or maybe he’s a relation to one of the characters and is conflicted by their new profession.
The Shop Keep
The Players encounter a shop keeper. Perhaps he’s a little snooty when they first meet him for he believes his shop will revolutionise the city and how the Players will never be able to afford his luxury wares. Maybe they find him drinking and learn he lost everything to an arsonist and asks the party to track them down. Maybe he’s just the owner of a shop but is really good friends with one of the Players and is always offering them discounts. 
The Drunk
The Players are approached by a drunk. The drunk could be anyone, from a belligerent piece of shit who makes baseless accusations against the Party or tries to start fights with them, to a former businessman whose life was ruined by a gold-digging wife who he hires the party to expose as the horrible woman she is. Maybe the drunk accidentally leaks information critical to a mission the party are working on thus making it easier for them to complete. 
The Mortician
The Players encounter a Mortician. The Mortician might appear innocent but could be constantly measuring Players for their height and weight and telling them about his rates on different coffins. Maybe the Mortician hires the occasional hitman to follow the Party for a bit of extra business, or maybe if the Players are ever in need of a specialist of dead bodies, the Mortician essentially steps out of the shadows, making him an unnerving presense. 
The Hired Gun
The Players encounter a hired gun. Maybe this hired gun is looking for work and asks the players if they want to hire them. This is especially handy for smaller parties. Maybe the hired gun has a score to settle or a life debt to one of the characters and offers to settle what they’re owed. Maybe the hired gun approaches the players and informs them of a job they messed up and requires help sorting, lest they end up on the other end of a gun and in exchange he’ll owe them.
The Angry Mob
The Players are approached by an angry mob out seeking justice. Being criminals it’s very likely that the mob will include wronged NPC’s from previous missions who are seeking retribution for the way the Players treated them. This might end in conflict or the Players admitting their wrong-doings and agreeing to be better in the future. The mob might not even be looking for the Players and ask them to join in the mob since the Players are armed.
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