Workin’ for Mr. C
A Complete Mafia Worlds: Horror adventure for two to four Family Associates or Made Guys.  

written and created by Tony DiGerolamo, copyright 2004

 (This adventure takes place in the yet-to-be-released Complete Mafia Worlds: Horror setting in southern New Jersey.  GM’s should feel free to augment the adventure for any Complete Mafia or Horror role-playing characters.  Additionally, dual stats have been provided to place the adventure either in the 1920’s or the present day.  GM’s that do not want to add supernatural elements to existing Complete Mafia campaigns should be wary about allowing any supernatural items into their game.  Present day characters will be unable to use their cellphones during the adventure, as they are too far from a tower to get a clear signal.)

Set-up:   (The PC’s should be prepared for a body disposal job.  Allow them to purchase weapons if they feel they need them, but nothing that can’t be concealed under a jacket.  If any of the PC’s are women, they are in a second car apart from the men.  They should not know the information about the body and the job, but Tony Canada is so loud, they overheard him ranting during a stop for gas.  Read all the players the following dialogue even if they are not in the same car.)  


You got a call last night from Tony Il Patrio, a soldier from your outfit.  They call Tony, “Tony Canada” on account of his premature escape to Canada following an aborted bank heist.  Tony has a rep for being a screw up and you have, more than once, had to cover for him.  Rumor has it that the only reason he got made was because he is distantly related to your boss.  But Tony is a good friend and you go way back, so it’s hard not to want to help the guy out.


Last night, when Tony called, he convinced you that he had a great opportunity.  His capo needed a body delivered pronto to the woods of New Jersey known as the Pine Barrens.  The capo was willing to pay 22 Wealth for the service, but the body has to be buried in a very specific place.  Tony did not go into details, but with that kind of money at stake, you did not inquire too hard.


Hours later, you find yourself speeding through the back roads of the Pine Barrens with Tony behind the wheel looking more and more lost.  He had the directions written down on a piece of paper, but his penmanship is so bad, he is unsure of his own directions.  You’ve been sitting in uncomfortable silence for sometime when Tony finally starts to speak.

“Easy job, easy job---  Fuck this!” rants Tony Canada.  “How the fuck do we go from 561 South to 561 Spur?!  What the fuck’s a spur?!”

Tony throws his directions into your lap.  About the only part of the directions that are readable is the address that appears to be “391 Munoz Road”.  It’s about midnight and Tony hasn’t given you any more information on what exactly the job is than when you left the city two hours ago.  The hostility in the car is palpable and you glance at the gas meter and realize that Tony may run out of gas at any minute.  Despite your friendship and the position he’s put you in, it’s time to get answers from Tony.  (Let the PC’s ask questions.)

Who is the dead body we’re carrying around?  “The capo wouldn’t tell me.  All he said was that Mr. C wanted it delivered to that address before midnight.  I caught a glimpse of it though.  Looks like he’s been dead a while, whoever he is.”

Who is Mr. C?  “How the fuck should I know?  I didn’t ask.”

Why can’t we just bury it in the woods?  “No, the capo said that Mr. C had a very specific spot for it and if we delivered it anywhere else he’d go oobatz!”

What is this place we’re goin’ to?  “I don’t know, I think it’s a farm or somethin’.  I think they want to do something to the body before they bury it.  Maybe pour acid on it or somethin’.”

How do we get paid?  “Once we drop the body to Mr. C’s representatives, they’ll give us the money. We don’t come back with that money, the capo’s gonna be pissed.  He gets a chunk of it too.”

Who are Mr. C’s representatives?  “Mook by the name of Caruthers.  He’s got blonde hair and a scar.  The capo said he’s kind of a wackjob, so stay alert when we meet this guy.”

Tony “Tony Canada” Il Patrio (33) 2nd level Charismatic Mook/4th Level Family Associate/Wiseguy/1st level American Mafia Soldier, Occupation:  “Construction”

Str: 12/+1, Int: 10/+0, Wis: 9/-1, Dex: 12/+1, Con: 10/+0, Cha: 14/+2, Defense 14, 33 HP, Attack Bonus: +5, Fort: +5, Ref: +1, Will: +5, Rep: +4, Skills:  +7 Intimidate, +6 Bluff, +4 Gathering Information, +2 Knowledge (streetwise), +3 Cheat, +2 Beat, +2 Sense Motive, +1 Exploit, +3 Hide Motive, +4 Minor Con, +2 Gamble, +4 Drive, +3 Sense Motive, +5 Diplomacy, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Media Connection, Heart of Stone, Deceptive, Personal Firearms Proficiency, Attentive, Weaknesses: Smoking Addict, Bad Rep, Short Fuse, Impatient, Talent:  Skill Emphasis: Gambling, Respect: 700, Bank: 180, Wealth Bonus: +14 (Tony has never lived down his “escape” to Canada after that aborted bank heist.  He will snap at any attempt to make him lose respect over his weakness and he’ll kill anyone that attempts to exploit him because of that.)   Weapon of Choice:  .44 magnum revolver, D2d8, 30ft. range, 6-cylinder.  Tony has a reloader in his pocket with another cylinder of ammo.  (For 1920’s scenario use a .45 Colt Model 1920, D2d6, 30 ft. range, single shot, holds 8 in the box.  He has one extra clip.  Tony’s car is one of the following depending on the year of the adventure.  The car was stolen in New Milan by Tony three days ago.
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It’s also very important to note that Tony has the Amulet of Imazz in his pocket.  He stole it from the corpse in the trunk.  It is worth 8 Wealth because of the materials, but to those who know its true value, its priceless.  It appears to be made of a strange jade that seems to glow and pulsate in the right light.  The Amulet has the image of a strange little octopus.  See the description of this supernatural item at the end of this adventure.)

(Tony Canada doesn’t have much to offer the PC’s in the way of information.  If they are Family Associates, he’ll just tell them to shut up if they continue to harass him.  He wrote the wrong address down.  It should say “397 Munoz Road”.  If they are made men, he’ll try to use Diplomacy and remind the PC’s that 22 Wealth is a pretty good payday just to deliver a body.  If the conversation becomes heated, in the middle of it, read the next description:)

The Mailbox:  Tony turns onto a dirt road to turn around when the headlights catch a glimpse of a mailbox and gate with the address “397 Munoz”.  (Let the PC’s point out the mailbox to Tony, but if they don’t he sees it just before he pulls away.)

“Jesus Christ!  I was just gonna turn around!” says Tony spotting the mailbox.  “It’s gotta be down this road.”

The House at 391 Munoz:  Passing by 397 Munoz, you see a large, walled estate in the middle of the woods with lots of pine trees.  After driving a few blocks down the dark road, it gets bumpier and bumpier.  Eventually you reach a rusty mailbox that says, “391 Munoz”.  The bumpy dirt road leads to an even bumpier dirt driveway with many potholes.  A recent rain has filled them with muddy water.  A rickety, handmade fence lines either side of the driveway and the farmhouse is situated on a small rise about 300 feet from the road.  There are no lights from the house.  Tony pulls the car up to the farmhouse, but the muddy rise prevents him from getting too close.  


“Wait here,” instructs Tony.  “I’ll go knock.”


Tony takes the keys out of the car, but leaves the headlights on so he can see.  (He broke the ignition lock when he stole the car.  It will start without the keys.)  As he climbs up the small hill to the house, he slips in the mud, ruining his pants.  


“Ah, fuck!” he snaps.  “Hillbilly, backwoods, motherfuck!”


Furious, Tony gets to the door and pounds it with his fist.


“Hey, we’re here!” he screams into the house.  “Turn on some fuckin’ lights!”


Several seconds go by, but there is no response.


“Hey, Caruthers!  Open up!  We brought your package!  C’mon!”


There is no response.  Tony moves to the window of the house and tries to see inside.  He cups his hands to block the light reflecting off the glass from the headlights.


“I can hardly see nuthin’!  Don’t look like no one’s home,” reports Tony, turning around to face you.  “Looks like someone piled furniture in front of the---“


BOOM!  (Shout this shotgun sound effect to scare the players.)


The front window explodes and Tony Canada goes down in a hail of blood and buckshot.  Someone from the other side of the window has blown open his chest with a shotgun from behind.  Blood splatters all over the headlights, hood and windshield of the car.  What do you do?

The Shooter:  (Inside the farm house is its owner, Jonathan Biggs.  Jonathan was attacked by what he calls “zombies” two days ago.  He destroyed both corpses, but one of the Minions of Imazz escaped destruction.  The Minions of Imazz resemble octopi with stunted tentacles and two large eyes.  They crawl inside the skulls of their victims, pushing the brain out through the eyes and replacing the victim’s eyes with their own.  Their tiny tentacles then “drive” the corpse like a shambling zombie, although with more of a sinister purpose.  The creatures cannot speak, but will know what the victim knows.  The creatures can act on that information and react and formulate plans.  Biggs trapped one of the creatures inside his toilet and placed a cinderblock over it.  When the PC’s come, he’s very Paranoid.  He shot Tony because he missed his roll.  As the PC’s are deciding what to do, Biggs is reloading in the darkness.  He’ll continuing shooting at the PC’s until he hears one of them speak.  He’s not sure if he heard Tony speak or not.  If he makes his Paranoid check and the PC’s talk to him, he’ll be more than happy to have allies against the zombies.  If the characters manage to shine a light or lure Biggs outside, read the following description.)  Your shooter is an old man of about 70 years of age.  He wears well-worn overalls, a flannel shirt, boots and a straw hat. 

Negotiating with the farmer:  “I didn’t mean ta shoot yer friend,” said Biggs sadly.  “I thought he was one o’ them!”  (“Who them?” the PC’s will most likely say.)  “Zombies,” replies Biggs.  “I got two of ‘em a couple o’ nights ago.  Blasted one ta pieces!  The other, I kinda winged.  When it fell over, it’s head split open and out popped this little critter!  It chased me all the way back to the house!  But I out smarted it!  I trapped it in the toilet!  Haven’t slept since.  You don’t forget a thing like that.”

Questions for Biggs:

Are you the one that ordered this body?  “Body?  What the Hell are you talkin’ about?  Got enough bodies walkin’ around here!  Didn’t you hear me?”

Who is Caruthers?  “Caruthers?!  You work for that sumnabitch?!”  (The PC’s need to make a Diplomacy or Intimidation check vs. 12 to calm Biggs.  Failure means he must make another Paranoid check.  If he fails, he starts shooting the characters until he or they are dead.  Assuming they don’t get killed, he continues.)  “That bastard tried to take my land!  I beat him in court, but now the bank’s gonna take it.  Now that fucker’s just waitin’ for me to die so he can buy it from the bank!  That’s why he sent the zombies!”

Where did the zombies come from?  “I told you, they came from Caruthers.  He’s a weird fucker, that one.  Always hostin’ fancy parties and such.  Reach people come all the way out here and for what?  Bullshit if you ask me.  He thinks he’s God or some such shit.  Keeps talkin’ about the Day o’ Reckoning.”

What’s “Reach people” mean?  “Reach Industries, that’s his company.  It’s a front for his cult.”

Do you have any gas?  “I guess there’s still some left in my tractor in the barn.  You can siphon it out of there.  I ain’t go much use for it no more.”

Do you have a phone?  “Naw.  Phone company cut me off months ago.  Ain’t got no water or electricity neither.”

The Farmhouse:  The farmhouse contains six rooms: a kitchen, a living room, two bedrooms, a bathroom and a large pantry.  There is also a basement and an attic.  

Living Room:  Biggs has stacked his furniture in front of the doors and windows.  He has a gas lantern sitting on a table, a box of matches and a box of shotgun shells.  There is a phone sitting on top of a phone book here.  (These are the remaining shells listed under Biggs’ stats.  The phone book will list Caruthers’ proper address: 397 Munoz.  His first name is Victor.)

Kitchen:  The kitchen is a mess and smells like Biggs has been using it as a makeshift toilet.  He only has a few scraps of food left and a couple of containers of homemade moonshine.  On the kitchen table is a pile of open mail.  (The moonshine is combustible and can be used to make torch or light something on fire.  The mail contains information about when the bank will foreclose on Biggs’ farm.  It also contains a threatening letter from a law firm known as “Coshner & Coshner” threatening legal action if Biggs does not stay away from the Caruthers Estate.)

Bedroom #1:  This is Biggs bedroom and it’s a mess.  His clothes are in the closet.

Bedroom #2:  There is no bed in here, just boxes full of old magazines and newspapers.

Large Pantry:  The pantry is also mess and is the home for several mice.  There is still some edible food here if the characters search around.

The Bathroom:  Biggs has put a chair underneath the doorknob of the bathroom.  He has also stuffed a sheet under the door.  The interior of the bathroom is moldy and smells musky.  Biggs has placed a large brick on top of the toilet.  (Hiding inside the toilet is a Minion of Imazz.  The creature has fouled the water so that it is murky.  It will wait until a character leans down and then attempts to jump on the victim’s face.  If it is unsuccessful, it scurries outside and crawls inside the skull of Tony Canada.  It animates his corpse and then tries to shoot everyone.  If any of the PC’s witness the minion crawling into Tony’s skull the PC must make a Fortitude save at a DC of 8 or gain the weakness Insanity: Nightmares.)
5th level Tough Mook: Jonathan Biggs, Occupation:  Farmer

Str: 14/+2, Int: 14/+2, Wis: 11/+0, Dex: 13/+1, Con: 10/+0, Cha: 10/+0, Defense 13, 26 HP, Attack Bonus: +5, Fort: +3, Ref: +1, Will: +1, Rep +1, Skills:  +4 Diplomacy, +6 Craft (mechanical), +3 Navigate, +7 Handle Animal, +3 Move Silently, +4 Hide, +4 Survival, +1 Treat Injury, +6 Spot, +4 Listen, +2 Search, +6 Knowledge (Earth and Life Sciences), Feats:  Simple Weapon Proficiency, Brawl, Trustworthy, Personal Firearms Proficiency, Animal Affinity, Weaknesses:  Old Age, Insanity: Nightmares, Paranoid (10), Respect: 500, Bank: 230, Talent: Ignore Hardness, Improved Ignore Hardness, Advanced Ignore Hardness, Wealth Bonus: +6 (Biggs was a bully all his life.  He used to have the weakness “Bitter” and spent most of his life driving away friends and family.  The farm is all he has.  Caruthers tried to take the farm and his land away from him, but Biggs successfully fought him in court.  Unfortunately, the bank has now seized the farm.  Biggs is broke and will never be able to pay the back taxes on the place.  He’s also dying of cancer.) Weapon of Choice:  Remington Model 1894 12-gauge Shotgun, D 2d8, 30 ft. range, single shot, 2 shots, Biggs has a box with 20 more shells.

The package in the trunk:  If the PC’s decide to open the trunk of Tony Canada’s car, read the following:  The moment you lift the lid, you realize this was a bad idea.  The smell that comes out of that trunk is nauseating.  (Fortitude check vs. a DC of 10 or throw up for one round.)  Inside is an emaciated corpse wrapped in an old rug.  The corpse was once wearing a suit, but it is rotting off its body.  The suit appears to be out of fashion by at least a decade or two.  There is a mark around the corpses neck that indicates it was once wearing a necklace.  (This is the body of Dr. Isaac Relphenstien, a Cthulhu Cult leader that was searching for immortality.  There are still five minions inside his torso, but they are currently dormant.  Dr. Relphenstien’s brain has long since rotted away and he will be at the mercy of the minions.  He is a creature known as a Thrall of Imazz.  Dr. Relphenstien will begin to awaken when the amulet is taken more than 10 yards away from it or the dark dimension portal is opened tomorrow night.  The doctor will punch his way through the trunk, push his way out and begin looking for the amulet.  If he finds it, he’ll head for the woods and the dark dimension portal on Biggs’ property.  Dr. Relphenstien speaks in a creepy, halting rasp.  “Where...is...amulet?!”  If the doctor is badly injured or the PC’s are not immediately nearby, he stumbles into the woods to find the dark portal.  Finding it closed, he’ll hide in the woods until it is opened.)
Biggs’ Property:  Biggs has a barn full of rotting hay and farming equipment (including pitchforks, scythes and other sharp implements, in the modern era, there is a chainsaw).  There is an old tractor that still has some gas.  He also has a set of tools here.  Biggs’ animals were sold off months ago.  (Deep in the woods, on Biggs property, there is a portal to the dark dimension.  Biggs doesn’t really know what it is or its exactly location, but he has seen Caruthers and some hooded guys creeping around.)

The Dark Dimension Portal:  Located deep in the woods about a mile from Biggs farmhouse is a stagnant pond that is indistinguishable from all the other stagnant pools of water in the area except at night.  During the night, the pond emits an eerie green glow.  There are footprints in the area that indicate a large number of people walked here and stood around the pond.  There are also stubs of candles. (This portal is only open during the summer equinox and only during the night.  Anything that falls into the portal gets sucked into the dark dimension, probably never to be seen again.  This is wear Dr. Relphenstien will go if he gets his amulet back.  During any other time, it is only a dirty pond of water.  If anyone sticks their head through the portal, they automatically gain an insanity weakness.  If someone steps in the pond and tries to pull themselves out they must make a DC check vs. Strength of 20 and a Fortitude check vs. a DC 25.  Failure of the first means the PC either gets sucked through or loses his leg.  Failure of the Fortitude check means the victim becomes tainted with the Dark Dimension.  His leg begins to mutate and the mutation slowly grows over his entire body.  He gains a Physical Flaw every two months.  At the end of a year, the character will return to the pond and voluntarily dive in through to the dark dimension, never to be seen again.)
Getting the PC’s to Caruthers:  If the PC’s kill Biggs before they talk to him and don’t see the letter on the kitchen table, they may decide to drive back to New Milan to check in with the capo.  Remind them that the capo is expecting his payment and he will probably hold the PC’s responsible.  They may decide to let Biggs lead them to the Caruthers estate or walk there themselves to get help.  The road in front of both houses eventually dead-ends in the woods.  Caruthers lost a few minion zombies.  They are lurking in the darkness hoping to stumble into a fresh potential corpse.  There should be one minion zombie for each PC.  If they continue through the woods, they eventually find a road the next morning.  Caruthers’ men come to investigate the farm house when the spot the abandoned car.  When the PC’s return to New Milan, the capo chews them out (for 25 Respect points) and demands that they pay him 20 Wealth.  If they avenged Tony’s death, he’ll be glad to be rid of him.  If the PC’s failed this, the capo will send them back to finish the job.  By that time, Caruthers will have the amulet and minion zombies will be under his control.  When the PC’s finally encounter Caruthers men, either by being buzzed in at the gate or caught in the woods behind the estate, reading the following description:

“You have been expected,” says a calm, educated voice.  “I’m Dr. Victor Caruthers, welcome to my estate, gentlemen.  I trust you have my package.”  The man speaking to you emerges from the shadows.  He is wearing an expensive suit and tie.  He has blonde hair and a scar on the side of his face.  His bodyguards emerge from the nearby landscaping.  They are hooded men in blood red cloaks, wearing gold medallions that feature an octopus.  Their faces are covered by their hoods.  Each man is carrying a machine gun.  

There are three possible event paths for this adventure.  The GM should use the event paths as a guide, but ultimately the PC’s may change the ebb and flow of the adventure.

Event Path #1) If the PC’s don’t have the amulet, read the following:  “Fools!  You call yourself men of honor?!  I paid your employer and now you try and rob me?!  Take their weapons!  We’ll find out what happened one way or another!”  (If the PC’s want to fight it out here, remind them that they will be in the path of 12 submachine guns and are unlikely to survive past the third round.  Assuming they surrender, the guards take their weapons and escort them inside.)
1A) You and your associates are escorted inside the estate.  The expensive house contains paintings, expensive furniture and wood paneling.  You are taken into a foyer, upstairs to the second floor, down a carpeted hallway right, right, left and to a room (Area 22Z).  “Gentlemen, perhaps you should think your situation over,” says Caruthers smugly.  “In the meantime, I will give you something to think about.  You.”  (Caruthers points to a random PC, probably one that has annoyed him the most.)  “Bring that one to the basement.  We’ll question him more closely.”  (While the chosen PC is taken into the basement and tortured, two guards are left at the doors to watch to watch the PC’s.)
1B)  (For the PC taken to the basement:) You are taken back down the hall, downstairs, through the foyer to your left underneath the stairs, right through the dining room, through the kitchen and downstairs into the cellar.  The guards sit you down and cuff your hands and legs to a heavy wooden chair.  Dr. Caruthers open a TV tray and places several nasty looking, sharp objects on it.  “Now my greasy friend,” says Caruthers sinisterly.  “I will ask you one more time and then I will show you how a doctorate in anatomy can be very useful in finding and exposing nerves.  Where is the amulet?”  (Caruthers with torture the PC making several checks until the poor PC tells him where the amulet is or passes out from the pain.  He’ll then have two guards throw the unconscious PC back in the room with the others and leave them locked up overnight.  The PC’s will have several hours to plan an escape.  Their best chance is to find the secret passage and sneak past Caruthers as he sleeps.  Caruthers thinks the PC’s will not be able to find the latch.  The other possibility is that they will over come the guards quickly and quietly enough.  If they wait until one of the guards goes to the bathroom, they’ll have a slim chance of breaking down the door and overpowering the remaining guard.  Their best option is to bide their time and wait.)
1C) The next morning:  The door opens abruptly.  It’s about 6AM.  “Gentlemen, I have a lot of things to do today, so I’ll make this quick.  Tell me where the amulet is and you’ll live, continue to lie to me and you’ll die quite painfully, as I’m sure your friend will attest to.”  (Unless the PC’s can convince Victor they’ll get him the amulet, he’ll torture another PC.  If a PC volunteers to “lead” Victor to the amulet, Victor will take two of his guards and go with him.  At the same time, Victor sends some of his men to retrace the path of the PC’s car.  Three hours later, the tortured PC’s is brought back and the guards return.  They find Tony Canada and the amulet.  If Tony is a zombie, he’s brought into the room with the PC’s and locked inside.  The zombie attacks them.)
1D) That night:  Caruthers, dressed in elaborate ceremonial robes and carrying a large dagger, has his men open the door to your room.  His guards enter and proceed to tie your hands behind your back.  (Rope is used if it is the 1920’s, plastic restraints are used if it is modern day.)  “Gentlemen, you’re in for a treat,” smiles Caruthers from beneath his hood.  “You’re about to witness history.  You’re about to meet the first immortal man.  Me!  Ahahahahaha!  Bring them!”  At gun point, you are escorted right outside the door, right down the hall, left down the hall, down the foyer stairs, behind the foyer stairs into a dining room and out onto the patio.  (If the PC’s have destroyed Isaac Relphenstien’s body, skip to event 1F.)
1E) As you make your way across the patio, escorted by Caruthers and six guards, you hear a loud crash from behind.  You turn around to discover the corpse from Tony Canada’s car smashing its way through the dining room.  “My...amulet!” it hisses.  “Bring...back...amulet!”  “Destroy it you fools!  Destroy it!” orders Caruthers.  The six guards open fire on the zombie.  (The PC’s will have three full rounds to either flee or attack.  Anyone that is the target of attack changes their target to the attacking PC’s.  At the end of the three rounds, Caruthers realizes his mistake.  If the PC’s are still visible, he orders his men to fire at them.  If they are not, he sends four of his men to fight Dr. Relphenstien and the other two to escort him to the portal.  Five rounds later, the other zombies controlled by the minions stagger outside.  They are not under Victor’s control yet, so they kill the guards, but the guards manage to destroy two of the corpses.  Relphenstien survives the attack with 2 hit points.  The horde then heads to the woods to follow Caruthers.)
1F) (If the PC’s have fled, Caruthers sends two guards to hunt them down.  The other six remain to guard the portal.  If any of the PC’s remain, read the following:) You have been led at gunpoint on a 20-minute walk through the woods to a stagnant pond with a weird eerie glow.  Caruthers and the guards begin chanting in a strange language and the pond begins to glow brighter.  Caruthers smiles.  “Behold gentlemen!  Witness history!  You’re about to see immortality!”  At that moment, seven the of the horrible little octopi come shooting out of the pond and all over Caruthers’ body.  At first he screams in surprises as the horrible creatures dig their way under his skin and begin to undulate unnaturally.  (The process takes 8 rounds.  The guards will be staring at Caruthers.  This is another opportunity for the characters to escape. They can make a Hide check to slip away with a DC of 12.  If the PC’s are still there after this event, skip to 1G.)
1G) Finally, Caruthers stops twitching.  Blood is dripping slowly from his ears and tear ducts, but he doesn’t seem to be bothered.  His voice is now unnaturally low and loud.  “A blood sacrifice is required!” he says.  “You!” (Point to the PC of your choice, preferably the PC with the Golden Boy feat or one of your choice or random.  Caruthers immediately starts stabbing the PC in the chest.  He gets +8 to hit and a successful strike means that the PC will bleed 1 hit point per round.  Before he can finish the job, read the next event in 1H.)
1H) Just as it looks as if Caruthers might finally finish you off, a group of shambling corpses stagger into the light.  “My...amulet!” hisses one.  (This is Dr. Relphenstien again.  This time, the characters have two rounds to flee or they can attempt to push guards and/or Caruthers into the pond.  If they hit, the target must make a successful Reflex check or fall into the pond and get sucked through the portal.  If they fail, they must make a successful Reflex check to avoid falling into the pond themselves.  The first check has a DC of 15 and the second a DC of 12.)
Event Path #2) If the PC’s have the amulet and no body, read the following:  “Well, this is a problem,” says Caruthers, half-smiling.  “I paid your employer quite a bit of money.  Still, you did bring me the amulet.  I’ll tell you what, why don’t you come inside, spend the night here and we’ll straighten all this out tomorrow?  I’ll have my chef prepare you something.  Oh and if you don’t mind, please hand your weapons to Hans.  He’ll make sure that they are secure.  I don’t allow weapons in the house, you understand.”  (The PC’s are permitted to keep their guns in their car if they want.  One guard will be assigned to watch it.  In this case, the PC’s will be brought inside the house and offered hospitality.  Caruthers was really after the amulet anyway, but since the PC’s may have seen walking corpses, he needs to figure out what to do with them.  He’ll let them spend the night, but have the guards patrol the corridors.  He’ll drug them in Area 22N the next day.  After that, follow events on event path 1D.)
Event Path #3) If the PC’s hand over the amulet and the body, read the following:  “Well done, gentlemen, thank you. Why don’t you come inside and have a drink while I get your money.  Oh and if you don’t mind, please leave your weapons with Hans.  He’ll make sure they are secure.  I don’t allow weapons in the house you understand.”  (While Caruthers secures the PC’s money in a briefcase, he’ll try and recruit them to his cult.  Any PC with the weaknesses Power Addict, Greedy or Pushover must make a check if Caruthers makes a Diplomacy check.  If the PC’s mention that they saw a minion or a zombie, Caruthers drugs them in Area 22N.  If the PC’s still want to leave, Caruthers offers them a 15 Wealth Bonus to make Biggs “disappear”.  He’ll let the PC’s spend the night in his estate, but the guards will watch the corridors.  The next morning, the guards will escort the PC’s to their car.  Caruthers instructs them to complete the job with Biggs and he’ll wire the money to their capo.  He tells them not to return to the compound this evening.  It is possible the PC’s may end up back in New Milan with some extra cash without the final confrontation.  Caruthers’ organization may continue to employ the PC’s to acquire strange and exotic items.  He is indestructible in his current form as long as he wears the amulet and should become a major player in a Complete Mafia: Worlds Horror campaign.  Eventually, Caruthers’ unnatural condition will be his undoing.  One year later, he disappears through the portal taking his entire cult with him.  He’ll try and trick the PC’s into walk into the portal after him.  If they are foolish enough to do so, take the characters sheets.  The characters are considered dead although they may return as monstrous creatures for your campaign at some point.)

The Caruthers Estate Interior:  (GM’s can use the map from the Vesper and the Gabelloti Campaigns of the Palazzu i Sordi.  If the PC’s know the layout too well, any large house map or manor house will do.)
The Grounds:  The grounds around the estate are exquisitely landscaped with shrubs.  There is a gravel driveway that extends from the gate and goes 50’ to the house and to the garages.  The grounds behind the house have an in-ground pool, patio and several acres of wooded area that borders Biggs’ farm.  The wall around the estate is 10’ high and topped with wrought iron spikes at the top.  The wall only goes across the front and sides of the estate.  The back opens up to the woods.  There are several paths leading into the woods.

The House:  The outside walls of the house are made of stone, but most of the interior walls and the floors and ceiling are made from wood.

Area 22A:  Garage:  This is the garage for Caruthers’ cars and a few cars belonging to his guards.  There are tools here for car repair and a small supply of gasoline in a container.  (Victor’s car is either the Pierce Arrow or the Cadillac De Ville, depending on the year.  Both cars are in mint condition.  The other cars belong to Caruthers’ men.  There are two of the Bearcat and Cadillac or four Fords depending on the year.  One of the Bearcats or the Fords has an extra pistol in the glove compartment left by a careless guard.)

New Weapons

Dam
Crit
Dam Type
Range
ROF
Mag
Size
Wt.
DC**
Avail*

.38 Smith & Wesson Model 10 Military and Police Revolver (the most popular handgun ever made)

(AKA: 38 special)

2d6
20
Ballistic
30 ft.
S
6 cyl.
Small
2 lbs.
14
1899

Vehicles

Crew
Pass
Cargo
Init
Man
Top
Def
Hard
HP
Sz
DC
Avail

Pierce-Arrow 66
1
6
600
-3
-3
185 (18)   6
5
34
H
33
1916

1914 Stutz Bearcat 
1
2
175
-3
-1
190 (19)   7
5
29
H
30
1914

Cadillac 4dr Suburban 1
6
400
-4
-2
170 (17)   6
5
33
H
33
1922


Chevrolet Model 

Cadillac De Ville
1
5
400
-3
-3
260 (26)   8
5
32
H
29
1988

Ford Focus

1
4
275
-2
-1
220 (22)   9
5
32
H
28
2004

Area 22B: Foyer:  This is a finely appointed foyer for greeting guests.  An ornate candelabra (4 Wealth Points) hangs from the ceiling here.  A staircase in the center of the foyer splits and leads to the second floor.  Beyond the steps is the dinning room and to the left and right are hallways and doors.  It smells like the stable is to the left.

Area 22C:  Dining Room:  This large dining room can seat twenty people comfortably and the large, open windows look out over a patio and an in-ground pool. 

Area 22D and E:  Bathrooms:  These are two bathrooms.  Each room contains a toilet, sink and a mirror.  

Area 22F:  Anteroom:  This is a small anteroom.  There is a small shelf here with a black and white picture of a man.  The inscription says, “Dr. Isaac Relphenstien, 1897”.  (This just happens to be a picture of Dr. Isaac Relphenstien when he was alive.  Cult members revere him as a powerful former leader.)
Area 22G:  Cloak Room:  This is a room used to the coats of guests.  There is a cabinet here that is locked.  (This is where the guards hold the PC’s weapons if they give them up.)
Area 22H:  Billiard Room:  This room contains a billiard table, several chairs and end tables.  There are glasses, bottles of brandy and boxes of cigars.  (Total value of amenities is 10 Wealth.)

Area 22I:  Kitchen:  This cramped kitchen is contains a variety of foodstuffs, utensils, knives, sink, oven, stove, etc.  
Area 22J:  Office:  This is Victor’s office and it contains an ornate, writing desk and matching chair.  There is a phone on the desk. (The furniture together is worth 10 Wealth Points.  Victor has a dagger hidden in one of the drawers that he uses as a letter opener.  If it is a modern day setting, the phone requires a code to get an outside line.).  

Area 22K:  Bedroom:  This is the bedroom of two guards.  There are two beds, two dressers, two end tables and two lamps.

Area 22L: Gathering Room:  This room contains a small podium and several rows of chairs.  The symbol of the Cthulhu Cult, a strange-looking octopus, is displayed on a blood-red banner with gold trim.  There is a book on the podium.  (This book contains the basic tenets of the cult, but there is nothing incriminating in it.  Cult members believe in the god, Cthulhu, and that one day he will return to rule the Earth.  This world is merely a “veil” and the “real” world is beyond in a “dimension of darkness”.)
Area 22M:  Library:  This cozy library has a large fireplace, a table, some smoking pipes and two chairs.  A statue of a hideous creature sits on the table.  It resembles a monstrous demon with a squid-like head.

Area 22N:  Guest Waiting Room:  This room contains several comfortable chairs and two tables.  On the walls are former cult leaders and a banner that reads “Reach Industries: Reaching for the Stars!”  (The PC’s will be escorted here if the gave Victor the amulet.  Victor will question them for a few hours and feed them.  At a prearranged signal, Victor’s servants will bring in glasses of brandy for everyone to drink.  The brandy is drugged and the PC’s must make a Fortitude save vs. a DC of 20 or fall unconscious for 1d6 hours.  This will only happen if Victor considers the PC’s a threat.  For instance, if the PC’s decide to blackmail him beyond the initial payment.  Suspicious PC’s should get a Decipher Script check vs. a DC of 14 if they suspect Caruthers’ treachery and are looking for signs.  If the PC’s convince him they’ve seen and know nothing, he may let them go.  It requires a Bluff check vs. a DC of 17 or so depending on the circumstances and what the PC’s told him.)
Area 22O:  Chapel:  This room is locked.  Inside is a dark chapel dedicated to Cthulhu.  In the corner, opposite the door is an altar made of black marble with gold flakes.  There is a wall containing several decorative knives.  (There is a secret passage in the altar that contains the real book of the cult’s ceremonies.  It is written in Latin and in code and requires a Decipher Script check vs. a DC of 18 to read.  The dark rituals include human sacrifices.  If the GM is running a supernatural campaign, the book may contain some basic spells.  Complete Mafia characters will have little use for the book and probably won’t be able to read it.)
Area 22P:  Guard Quarters:  This room holds four beds, wardrobe, a table and an empty washbasin.  There is a light in the center of the ceiling.  It is used for four of the guards.  

Area 22Q:  Office:  This room contains two desks, two chairs and several filing cabinets.  There are also office supplies for mailing things out and several phones. (If the adventure takes place during the modern day, it requires a code to dial out on the phones.  The filing cabinets contain information on the cult’s finances.  Caruthers has obtained “church status” for his group and has not paid taxes.  Evidence in these cabinets would suggest that they are more than a religious organization.  The secret passage is operated by a switch inside one of the filing cabinets.)
Area 22R:  Two Doors:  The door to the east leads to a linen closet, while the door to the north is the back entrance to the kitchen.  A set of stairs nearby allows the servants easy access to their rooms upstairs.

Area 22S:  Secret Corridor:  This corridor contains a ladder going up to a trapdoor in the ceiling and a door (that leads to a set of stairs that lead below the house to Area 22PP).  The door is made of metal and is locked from this side.

Area 22T: Second Floor Balcony:  This balcony over looks the front door.  Two pairs of doors with windows lead to the second floor.  The balcony’s railing is has a design on it that provides excellent cover to anyone firing a ranged weapon that crouches behind it (+6 to Def).

Area 22U: Reading Room:  This room is a classroom for cult followers.  Here they study about the coming darkness and how to best serve Cthulhu when he arrives.  There are several books and pamphlet urging cult members to remember that they are insignificant slugs next to the might of Cthulhu.

Area 22V:  Storage:  This room contains boxes of books, pamphlets and other literature on Reach Industries and joining something called the “Reach Out Program”.  (The pamphlets spin cult membership as being helpful to the community.  These programs are obviously meant for low-level members who do not understand what the cult is really about.)
Area 22W:  Guest Room:  This is a single, spare guest room with a bed, shelf, nightstand and lamp.

Area 22X: Storage Closet:  This room contains an extra chair, some old clothes and old bed linen.

Area 22Y:  Guest Room:  This is a single, spare guest room with a bed, shelf, nightstand and lamp. (One of Victor’s followers was killed by the window in this room.  There is still a bloodstain on the carpet here).
Area 22Z:  Guest Bedroom:  Any PC that appears to be a “leader” will be allowed to stay in this room.  It contains a large bed, wardrobe, lamp and nightstand.  There is also a dresser with three drawers.  (Inside the top drawer is a letter opener that can be used as a knife.  The secret passage is in the wardrobe.  It requires a Search check vs. a DC of 15 to find.)

Area 22AA:  Armory:  This room is always locked and only half o the guards and Victor have the key.  It contains equipment for gun maintenance, two more machine guns (just like what the guards have) and several boxes of ammo (enough for a1000 shots per gun.  In the modern day, there will also be four light bullet proof vests.)
Area 22BB: Guard Room:  This area contains a bed, nightstand and lamp.  The guards take turns sleeping here and are expected to guard the armory. 

Area 22CC:  Secret Corridor:  This is a secret corridor that leads from 22DD to 22Z.

Area 22DD:  Master Bedroom:  This is Victor’s bedroom and study.  There is a four-poster bed, a bookshelf, a nightstand, phone, portrait of a hooded man, writing desk, chair, table, three chairs and an easy chair.  (There is a safe behind the portrait.  It contains the 30 Wealth and two books.  The first is written in English by Dr. Isaac Relphenstien and is called, “Lifting the Veil from Humanity”.  It outlines how this world is but a veil and that the “dark dimension” is the real world.  It also talks about how one can achieve “ultimate existence” by the “gifts of Cthulhu”.  One of these “gifts” is an amulet that will make the wearer immortal.  The second book is extremely ancient.  It requires a Decipher Script check vs. a DC of 22.  Success means that the reader will be able to open a portal into the dark realm in the pond described on Biggs’ land.  However, what the spell really does is alert the creatures on the other side of the portal that something or someone is on the other side of the portal.  There are spells that will keep the minions bound to a specific area, but once the amulet arrives these spells will be broken.  The GM can add as many spells as he wants if he’s running a supernatural campaign.  Otherwise, Complete Mafia characters have little use for the book and over time, the person that uses the book will develop the weakness: Insanity: Megalomania.  The book is of great value to other cult members and they will pay handsomely for it.)
Area 22EE:  Fitting Room:  Victor has several rows of clothes and shoes in this room.  (He also has his various ceremonial robes.)
Area 22FF:  Private Summoning Room:  This room is locked.  It contains a pentagram on the floor, candles and containers of spell components.  (Victor is working on his demon summoning.  It is up the GM whether or not he actually has the power or if he’s just crazy.  There is a stack of books here with instructions on summoning demons.  The books are ancient.  They may or may not contain spells at the GM’s discretion.  Complete Mafia characters will have little use for them.)
Area 22GG: Bedroom:  This room has two beds, nightstand, dresser, mirror and a lamp.  (The doors lock from the outside.  This is where two of the PC’s will be locked up if they are captured.)

Area 22HH: Bedroom:  This room has two beds, nightstand, dresser, mirror and a lamp.  (The doors lock from the outside.  This is where two of the PC’s will be locked up if they are captured.)

Area 22II: Bedroom:  This room has a bed, nightstand, dresser, mirror and a lamp.  (The doors lock from the outside.  This is where one of the PC’s will be locked up if they are captured.)

Area 22JJ:  Bedroom:  This room has a bed, nightstand, dresser, mirror and a lamp.  (The doors lock from the outside.  This is where one of the PC’s will be locked up if they are captured.)

Area 22KK:  Hallway:  This hallway is carpeted.  

Area 22LL:  Guard Bedroom:  This is the bedroom of four of the guards.  There are four beds, four nightstands and four lamps.

Area 22MM:  Guest Bedroom:  This is the bedroom for four people.  There are four beds, four nightstands and four lamps.

Area 22NN:  Dining Room:  This finely appointed dinning room with a long table and enough chairs for twenty people.  The walls have paintings and there is a china cabinet with extra plates and utensils.  (The utensils are silver and worth 9 Wealth.)
Area 2200:  Wine Cellar:  The wine cellar is full of empty racks where bottles could sit.  There are several chairs, including a heavy chair made of wood and fitted with arm and leg cuffs.  There is a box containing several sharp implements for torturing people and a TV tray.
Area22PP:  Secret Hidey hole:  This room contains six zombies controlled by the Minions of Imazz.  The corpses are actually one ex-cult member, a policeman and four campers.  (If Biggs or other PC’s are killed by the cult members, they will be here as well.  Victor summoned the minions use these poor unfortunates as blood sacrifices.  The minions came through the portal and became zombies, but they do not obey commands.  They are waiting for someone to arrive with the amulet.  If the door to this room is opened and the amulet is within a mile, they will attempt to move through the house and get out to the amulet.  They will kill anyone that gets in their way.)
Area 22RR:  This is the rest of the area above 22A.  The roof of the garage extends to half the height of the second floor.  It is possible to climb from the window at the end of the corridor in 22QQ to the stable roof, but a climb check would need to be made at –4.

 5th level Smart Mook: Dr. Victor Caruthers, Occupation:  President of Reach Industries

Str: 13/+1, Int: 17/+3, Wis: 15/+2, Dex: 15/+2, Con: 14/+2, Cha: 14/+2, Defense 12, 32 HP, Attack Bonus: +2, Fort: +1, Ref: +1, Will: +3, Rep +2, Skills:  +9 Bluff, +10 Research, +9 Diplomacy, +10 Decipher Script, +7 Investigate, +9 Knowledge (Physical Sciences), +10 Sense Motive, +10 Sense Weakness, +11 Exploit, +8 Hide Motive, +9 Profession, +4 Move Silently, +4 Hide, +8 Torture, +8 Destroy Evidence, +5 Treat Injury, +4 Spot, +4 Listen, +4 Search, +6 Knowledge (streetwise), Speak Language (Latin), Speak Language (Egyptian), +9 Knowledge (History), +7 Knowledge Business, +14 Knowledge (Arcana Lore), Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Deceptive, Know Someone’s Heart, Studious, Corporate Business Connection, Weaknesses:  Power Addict, Insanity: Megalomania, Respect: 500, Bank: 40, Talent: Savant (Profession), Linguist (Latin), Plan, Wealth Bonus: +35 (Caruthers stumbled upon several ancient books on Cthulhu during an expedition to the Middle East ten years ago.  The books corrupted his mind and he is now obsessed with discovering the secrets of immortality and expanding the reach of his Cthulhu Cult.  He can be charming and disarming one minute and then completely ruthless the next.  He’ll play to the characters’ weaknesses and freely bribe them for cooperation.  He’ll be convinced they stole the amulet if it is not on the corpse.  This will immediately put the PC’s on his enemy list and they are doomed if they don’t escape his clutches.) Weapon of Choice:  fists (Caruthers has an antique pistol concealed in his suit jacket, depending on the year:

New Weapons

Dam
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DC**
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Model 1906 Luger 

2d6
20
Ballistic
40 ft.
S
8 box
Small
2.5 lbs
16
1906

9 mm Walther P30 Pistol
2d6
20
Ballistic
40 ft.
S
8 box
Small
2 lbs.
14
1938)

3rd level Dedicated Mooks: Cthulhu Cult Guard (12)

Str: 12/+1, Int: 10/+0, Wis: 14/+2, Dex: 13/+1, Con: 13/+1, Cha: 12/+1, Defense 12, 22 HP, Attack Bonus: +2, Fort: +3, Ref: +1, Will: +1, Rep +1, Skills:  +11 Listen, +6 Spot, +3 Navigate, +7 Craft (variable), +3 Move Silently, +4 Hide, +1 Knowledge (Aracana), Feats:  Simple Weapon Proficiency, Trustworthy, Personal Firearms Proficiency, Advanced Firearms Proficiency, Weakness:  Over Protective (Caruthers, the Cthulhu Cult), Respect: 200, Bank: 85, Talent: Skill Emphasis (Listen), Aware, Wealth Bonus: +20 (Caruthers’ hand-picked devotees are loyal to the cult and Caruthers unto death.  If Caruthers is killed, they will flee to rebuild this branch of the cult someplace new.  The cannot be Bribed.  Caruthers’ guards are also adept at various services that he needs to run the cult.) Weapon of Choice:  1920’s weapon or modern day weapon 

New Weapons
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Thompson Submachine Gun, 
2d6
20
Ballistic
20 ft
S, A
100
Large
8.5 lbs
19
1921

Model 1921A








box 

Uzi (9mm submachine gun)
2d6
20
Ballistic
40 ft
S, A
20 box
Large
8 lbs
14
1954

1st level Tough Mooks: Caruthers’ Servants (2):  Martha, Gordon

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 13/+1, Con: 16/+3, Cha: 12/+1, Defense 11, 13 HP, Attack Bonus: +0, Fort: +1, Ref: +0, Will: +0, Rep +0, Skills:  +4 Profession, +2 Craft (cooking), +3 Drive, +2 Diplomacy, +1 Repair, Feats:  Simple Weapon Proficiency, Corporate Business Connection (Reach Industries), Long Memory, Weakness:  Pushover, Respect: 70, Bank: 0, Talent: Stay Conscious, Wealth Bonus: +12 (These servants are quiet, scared people.  They do what they are told and don’t want any trouble.) Weapon of Choice:  fists

New Creatures:

Minions of Imazz (Template) 

These horrid little creatures are roughly the size of bowling balls and resemble octopi with stunted tentacles.  When they move, they scuttle across the ground.  They have large, soulless eyes and a mouth full of sharp teeth located in the midst of the tentacles on its underside.  They have anywhere between 12 and 20 tentacles.  The minions use their tentacles to climb on top of the skulls of victims and burrow into their brains.  If successful, the creature takes over the corpse of the victim and pushes out its brain and eyes through its eye sockets.  The creature’s eyes push through the eye sockets of the victim so it can see where it is “driving” the corpse.

Template Traits
Originally summoned by an obscure Egyptian Pharaoh named Imazz, the minions would only obey the wearer of the amulet.  Likewise, the wearer is immune to the creature.

Challenging Rate: 1

Size:  Tiny (+2 Def, -8 to Grapple, +8 Hide, 1-2 feet, 1-8 lbs, 2.5 foot of fighting space, 0 reach)
Type: Aberration

Hit Dice: 5 hit points

Speed:  30 feet

Defense:  15 (with modifiers)

Attacks:  Bite

Attack Bonus: +1
Damage:  1d4

Special Qualities:  Any victim that is incapacitated or paralyzed by the bite of the creature will have its brain attacked by a minion.  It will enter through the mouth and attempt to bore its way into the skull and push out the brain.  They have also been known to enter through the nasal cavity after ripping off the nose.  Either way, the victim must make a second Fortitude check.  Failure means the creature bores its way into the victim’s skull.  Success means the victim loses one point of Charisma and 1d8 hit points and the next save is at –1 and this effect is cumulative.

Allegiances:  The Amulet of Imazz and Cthulhu

Saves: +0 Fort, +0 Ref, +2 Will
Reputation Bonus: +0
Ability Scores:  Str: 6/-2, Dex: 17/+3, Con: 11/+0, Int: 10/+0, Wis: 8/-1, Cha: 1/-5

Skills: +10 Jump

Feats:  Darkvision (Ex) (These creatures can see in the dark 60’.), Improved Grab (Ex), Poison (Ex) (Fortitude save vs. 12 or the victim is paralyzed for 1d10 rounds.), Fast Healing 5 (Ex), Toughness.

Weaknesses:  Sunlight (Minions take 1d8 points of damager per round in the sunlight.  They take only 1d4 points of damage if they are inside the skull of a zombie.), Obedient (The Minions must obey the wearer of the Amulet of Imazz.)  

Minion of Imazz Zombie (Template)

Template Traits
These are the animated corpses of victims controlled by the minions.  They often wear the tattered remnants of clothes and weapons the victim owned during his or her life.  The eyes of the zombie are actually the eyes of the creature.

Challenging Rate: 2

Size:  Medium (+0 Def, +0 to Grapple, +0 Hide, 4-8 feet, 60 to 500 lbs, 5 feet of fighting space, 5 foot reach)
Type: “Undead”

Hit Dice: As per victim plus 1d12 (average of 3d8 plus 1d12)

Speed:  10 feet

Defense:  10 

Attacks:  Claw/Claw/Bite or by weapon

Attack Bonus: +1

Ranged: -4
Damage:  1d3/1d3/1d2

Special Qualities:  The minions can only have so much control over a decaying corpse.  They can only take a move action or an attack action, not both.  They can use ranged weapons, but are poor shots.  Once the zombie has taken enough damage to reduce it to –10, it can no longer move.  The Minion takes one round to escape the skull.  During this time it is vulnerable to attacks at +8.  Blows to the head do damage to the Minion inside it.  If the minion is killed, the zombie immediately collapses.

Allegiances:  Minion of Imazz

Saves: +0 Fort, +0 Ref, +2 Will
Reputation Bonus: +0
Ability Scores:  Str: 12/+1, Dex: 6/-2, Con: 11/+0, Int: 10/+0, Wis: 8/-1, Cha: 1/-5

Skills: None

Feats:  Darkvision (Ex) (These creatures can see in the dark 60’.).

Weaknesses:  No Healing (Zombies cannot heal damage.).

Thrall of Imazz (Template)

Template Traits
These are the animated corpses of victims controlled by the minions, but also have a will of their own.  They often wear the tattered remnants of clothes and weapons the victim owned during his or her life.  The minions are located inside the torso, legs and arms of the victim.  They may even speak if they still have vocal chords.  Once their brain has rotted away, the only thing they will be interested in is acquiring the Amulet of Imazz and then escaping to the dark dimensions beyond.

Challenging Rate: 4

Size:  Medium (+0 Def, +0 to Grapple, +0 Hide, 4-8 feet, 60 to 500 lbs, 5 feet of fighting space, 5 foot reach)
Type: “Undead”

Hit Dice: As per victim plus 2d12 (average of 3d8 plus 2d12)

Speed:  10 feet

Defense:  10 

Attacks:  Claw/Claw/Bite or by weapon

Attack Bonus: +4

Ranged: +0
Damage:  1d8/1d8

Special Qualities:  Unlike the zombies that the minions control, these corpses are much quicker.  They can hurl Minions of Imazz at victims if they so choose, but less than three minions inside them reduces their Strength, Dexterity and Constitution scores by 5 for each minion that leaves.  If a minion returns, the scores immediately increase.  Thralls will go into a dormant stage until it comes within one mile of a portal to the dark dimensions beyond.  During this time, they are indistinguishable from a normal corpse except that they rot at a rate 1/1000th of a normal corpse.

Allegiances:  Cthulhu

Saves: +2 Fort, +2 Ref, +5 Will
Reputation Bonus: +1
Ability Scores:  Str: 18/+4, Dex: 16/+2, Con: 11/+0, Int: 10/+0, Wis: 8/-1, Cha: 1/-5

Skills: None

Feats:  Darkvision (Ex) (These creatures can see in the dark 60’.).  If the creature has the Amulet of Imazz it also has Fast Healing 5 (Ex) and Toughness.  They can only be destroyed by removing the amulet and doing massive amounts of damage to them.  They need at least three Minions of Imazz inside them to fully function.

New Supernatural Item

The Amulet of Imazz:  Created by the obscure Egyptian Pharaoh that bears his name, the amulet can be used to control any minion with in 100’ radius.  Likewise, any zombie controlled by a minion will also obey.  It resembles a jade chain with a medallion of what looks like an octopus with stunted tentacles.  The necklace is indestructible.  The minions or the zombies they control will not attack the wearer.  If a command word is uttered the wearer will be attacked by every minion in a 500-foot radius.  The creatures fill the body of the poor unfortunate.  The victim will not die as long as he is wearing the necklace.  However, the victim’s body, unless preserved, will continue to decay as if it is dead.  As the victim’s brain rots the minions regain more and more control.  

New Weaknesses

Insanity (Will):  Insanity weaknesses are mental defects that may be caused by scarring traumatic events and/or a chemical imbalance in the brain.  The DC to resist an insanity check begins at 15.  If the character sees a regular therapist weekly, the check drops to 12.  Insanity can be chosen by the player during character creation or substituted by the GM on the weakness chart where it says “Old Age”.

Insanity: Nightmares:  You have vivid and horrible nightmares about events, places and people that scare you.  When you awaken you feel tired even though you’ve slept.  This weaknesses negates one night’s worth of sleep every time the check is missed.  Missing three nights of sleep in a row gives the character the weakness Paranoid until he can get to sleep again.  This weakness becomes permanent if the character misses six rolls in a row and does not get to sleep.  Strong sleep drugs can force a character to sleep to negate this loss, but during that sleep the character will not wake up unless vigorously shaken.  Even then, the PC must still make a Fortitude check vs. a DC of 15 to wake up.  Only PC’s that attend regular treatment sessions can lower their check for this weakness.

Insanity: Megalomania:  You also have the weakness Power Addict.  You crave power and will let nothing stand in your way of obtaining it.  Even plans that eventually lead to your destruction and everyone else’s are acceptable to you.  If other people were smart, they would let you have the power before they were destroyed.  You must utterly destroy anyone that discovers your weaknesses and anyone that even attempts to exploit you will suffer your most immediate and lethal wrath.  You have loyalty to your supporters, but only if their loyalty is to the death.  Their destruction is worth it as long as it is in your name.  Anyone that does not support you and your rise to power at all times is your enemy and must be destroyed as soon as possible.

Aftermath:  If the PC’s return to New Milan without the Capo’s money, they will be held responsible for and must pay back 25 Wealth to the Capo.  A successful Diplomacy check vs. a DC of 18 will lower the amount to 20, but if the PC’s mentions zombies or monsters, the DC is 25.

Awards:




Experience
Respect Points
Suspicion Index Points

Killing Biggs




500

20


5

Killing Biggs for money


1000

25


5

Discovering the amulet in Tony’s pocket
1000

Destroying a minion



800

5


-2

Destroying a zombie



500

5


-1

Destroying a thrall



1000

10


-1

Killing a guard



400

15


3

Killing Caruthers



1500

25


5

Destroying Reach Industries


2000




3

Getting Tortured and not talking

500

50

Getting Tortured and talking


500

-20

Failure to avenge Tony Canada



-10

