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The Living Room Games logo is a Trademark of Living Room Games, Inc. A Complete Mafia for d20 adventure for two to four mid to high level Family Associates or Made Guys written by Tony DiGerolamo.  Visit www.lrgames.com to download player characters and some maps or consult Tony DiGerolamo’s Complete Mafia for d20 rulebook from Living Room Games to build your own.  

FOR THE GM ONLY:  This adventure must be run with PC’s who already have a scheme.  If the PC’s don’t have a scheme, one has been provided for in this adventure.  It is assumed that the characters complete this scheme on a regular basis for part of their money.  The GM should modify the set up appropriately with scheme and NPC’s already in place.  Billy Whitehall should be an NPC supplier for the PC’s scheme, whatever it is.  In the scheme described below, Billy runs the brothel.

Set-up:  You and your associates are making your regular collections for your schemes.  You stop at 4002 N. Mulberry Ave.  It’s a massage parlor called Golden Rainbow Acupressure that is a front for a small brothel.  You and your associates have run the brothel with no problems for months.  When you arrive, you find Billy Whitehall, a wiseguy you left in charge, sitting in the back room counting some money.  It’s about 4pm in the afternoon.

“Hey fellas, what can I do for you?” asks Billy.


(Let the PC’s ask for their money.)


Billy gives you a quizzical look.  “Uh, gee fellas I think they’re’s been a change of supervisors or somethin’.  I already paid my monthly nut.  The guys from Johnny Get-Out’s crew were here this morning.  They told me the Golden Rainbow was part of their territory now.  I paid them.  They were pretty insistent.”


You know Johnny “Get-Out” is a soldier from your outfit.  His real name is John DiSiezo.  They call him “Get-Out” because he’s always getting out of prison.  He’s been in the can more than any guy you know, but the cops can’t seem to keep him there.  Johnny only got out a week ago and already he’s muscled into your scheme.  Johnny was promised this scheme before you got it, but since he went to jail it was given to you and your associates.


Since you no longer have control of the scheme, your Wealth drops by double the normal take (in the case of the brothel scheme, it drops by 6).  You also lose 20 points of Respect for each point of Wealth you lose and an additional 50 points for losing a scheme to a rival.  Johnny has got to pay, but he’s also a made guy.  You must arrange a sit down with his Capo and yours to arbitrate this dispute.

“Real sorry about the mix up fellas,” says Billy counting his money.

(If the PC’s ask, tell them there is nothing stopping them from collecting the money from Billy anyway.  Unfortunately, since he already paid, he’ll be very reluctant to pay again. The PC’s have to collect enough Wealth from him that they would each get 3 Wealth points splitting it. The PC’s will have to perform a successful DC 18 Shake Down check or an Intimidation check against Billy’s opposing roll.)

Billy Whitehall (27):  2nd level Dedicated Mook/4th Level Family Associate/Wiseguy:  

Str: 12/+1, Int: 14/+2, Wis: 15/+2, Dex: 12/+1, Con: 10/+0, Cha: 10/+0, Defense 13, 37 HP, Attack Bonus: +3, Fort: +4, Ref: +1, Will: +4, Skills:  +6 Bluff, +4 Knowledge (streetwise), +5 Sense Motive, +2 Exploit, +2 Sex, +5 Seduce, +4 Run a Brothel, +6 Sense Weakness, +5 Diplomacy, +7 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Legitimate Businessman, Personal Firearms Proficiency, Weaknesses: Sentimental, Sex Addict, Talent:  Skill Emphasis: Intimidate, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 100, Wealth Bonus: +8  (Billy is a loyal guy, but he feel betrayed if the PC’s collect from him a second time.  He doesn’t have his gun with him.  He feels he doesn’t need it.  It’s in a desk in his home office. If the PC’s injure him, he’ll be armed next time.  He has the bat and he’ll use it if he has to.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag., baseball bat. 

FOR THE GM:  Johnny knows that the next logical move for the PC’s is to arrange a sit down.  He and his associates have already got information on the PC’s and where their hang outs are.  If the PC’s are laying low or keeping some places secret (weakness-related locations always are), then they still have to make some rolls to find out the information at the start of the adventure.  Johnny’s plan is to make sure the PC’s get tied up so they either miss the meeting or are so late, they’ll lose the confrontation.  Johnny has his own crew, but he is not a capo yet.
Arranging the Meeting:  Typically in inter-Family disputes, it is your right as a made guy to request a “Sit down” with the capo of a rival soldier and your capo.  Together, you are supposed to arbitrate the dispute.  (If the PC’s do not have a Capo, use Capo Pete from 100 NPC’s below:)  To convince your capo to arrange the sit down, you must make a DC 15 Diplomacy check.  If you fail, you can try some other means.  (If the PC’s are forced to resort to bribery, they automatically succeed, but Pete charges them 1 Wealth point from the scheme since they “let this happen”.)  Capo Pete says, “Hey, don’t worry.  I’ll arrange everything with Johnny’s capo.  You just sit tight and I’ll call you with the arrangements.”
Capo

Peter “Capo Pete” Geralamo (40):  2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/5th level Consigliere: 

Str: 10/+0, Int: 14/+2, Wis: 16/+3, Dex: 12/+1, Con: 10/+0, Cha: 15/+2, Defense 15, 59 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +1, Will: +4, Skills:  +11 Intimidate, +13 Bluff, +5 Knowledge (streetwise), +6 Disable Device, +8 Sense Motive, +6 Exploit, +3 Hide Motive, +7 Run a Crew, +2 Bribe, +7 Sense Weakness, +8 Diplomacy, +7 Destroy Evidence, +9 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Police Connection, Legitimate Businessman, Weaknesses: Code of Honor (does not steal from biological family members), Short Fuse, Glutton (see Da Shirt Off Yer Back), Talent:  Skill Emphasis: (Run a Brothel), Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 170, Wealth Bonus: +13 (Capo Pete is a very proper and old-fashioned Mafioso.  He doesn’t tolerate stealing in his crew and demands professionalism at all times.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.

New Weaknesses

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

The Sit Down Set Up:  Capo Pete stops by your usual hang out.  He pulls up in his new Cadillac.  “Hey, fellas,” he says, rolling down the window.  “I set up the meeting for that thing we need to discuss.  Just up the coast is the New Milan Boardwalk.  It’s closed this time of year.  About six blocks from the beginning of the boards is a Sal’s Greatest Pizza.  Dress warmly and bring some coffee in case this gets long.  We’ll be sittin’ outside.  The meeting is set for 2pm tomorrow.  Johnny and his crew will be there, all of you should be there.  We use this spot for business on account of ya can’t get no phone signal there.  It’s almost impossible for the cops to bug the place, not that they will be.  Don’t be late, ya hear me?  I have to take care of somethin’ right before that, but you be on time no matter what or you’ll make me look bad.  Don’t worry, we’ll get this all settled.”  (The PC’s cannot reach the boardwalk by train.  They must take a car to Exit 44 off the Northside Highway.  The PC’s can take a cab, but it will cost a whopping 5 Wealth.)
Johnny’s Strategy:  FOR THE GM ONLY:  Johnny wants to make sure that the PC’s either miss the meeting or arrive so late they’ll be at a disadvantage.  He and his crew will attempt a Gather Information check against the characters to see if they can find out about any obvious weaknesses.  Ricky has “Long Memory”, so if he makes his Gather Information check, he’s likely to know one of the PC’s weaknesses.  The chance of success against the PC is equal to his level +10 for the check.  If the check succeeds, Johnny arranges a “temptation” for the PC at the worst possible time.  For PC’s with an Addiction, this means he’ll arrange for the PC to go on a bender and end up in a location known to his crew.  Late at night, Binky and Sam will slip into the basement and shut off the electricity for several minutes to make sure the alarm clock doesn’t go off.  Additionally, Binky and Sam remove an important component of the PC’s car so it can’t start.  If the PC’s call a cab, Johnny uses his Corporate Connection to make sure the cab is very slow.  When the cabbie arrives, he explains that he cannot drive out that far and then takes off.  Finally, if Johnny finds out the PC’s are all going in one car, he arranges for a carjacker named Hal to smash into them with a stolen car.  Johnny’s crew will be very careful to make sure none of the PC made guys are injured, but they will not be careful with wiseguys unless they also have Excellent Blood.  The PC’s may have the idea to do the same thing to Johnny’s crew.  Unfortunately, they have multiple avenues to obtained borrowed vehicles and they will all be careful to take care of their weaknesses ahead of time so all checks will be made at +4.
Johnny “Get Out” DiSiezo (27): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/7th level Soldier:

Str: 13/+1, Int: 15/+2, Wis: 12/+1, Dex: 13/+1, Con: 14/+2, Cha: 15/+2, Defense 20, 82 HP, Attack Bonus: +8/+2, Fort: +4, Ref: +3, Will: +2, Skills:  +8 Bluff, +8 Knowledge (streetwise), +6 Cheat, +4 Bribe, +5 Computer Use, +2 Shake Down, +2 Beat, +8 Sense Motive, +6 Exploit, +3 Hide, +3 Move Silently, +2 Hide Motive, +3 Seduce, +6 Disable Device, +4 Repair, +4 Sense Weakness, +5 Sense Motive, +4 Diplomacy, +12 Intimidate, +1 Sex, +7 Gather Information, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Excellent Blood (Johnny is a very distant cousin of the PC’s boss), Corporate Business Connection (Taxi Cab Company), Media Connection, Prison Veteran, Prison Connection, Lasting Threat, Advanced Firearms Proficiency, Legitimate Businessman, Weaknesses: Greedy, Bitter, Violent Temper (check reduced to 7), Vindictive, Aggressively Dominant (check reduced to 7), Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Size Up the Enemy, Respect: 1200, Bank: 340, Wealth Bonus: +17 (Johnny is a ruthless soldier.  He thinks the PC’s were given too much because of his bad luck.  He’ll hate anyone with the “Golden Boy/Girl” feat, but he’ll try and pretend to be their friend.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Vehicle

Crew
Pass
Cargo

Init
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Chevy Sub.
  1
8
500 lbs.
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5
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H
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Ricky Carsoni (34):  2nd level Smart Mook/3rd Level Family Associate/Wiseguy/5th level Soldier: 

Str: 10/+0, Int: 16/+3, Wis: 12/+1, Dex: 12/+1, Con: 13/+1, Cha: 15/+2, Defense 15, 59 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +1, Will: +4, Skills:  +10 Intimidate, +13 Bluff, +7 Knowledge (streetwise), +4 Disable Device, +6 Craft (mechanical), +3 Shake Down, +2 Drive, +8 Sense Motive, +6 Exploit, +3 Hide Motive, +4 Run a Crew, +7 Sense Weakness, +8 Diplomacy, +7 Forgery, +9 Gamble, +7 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Confident, Long Memory, Point Blank Shot, Good Earner, Weaknesses: Religious Guilt, Impatient, Tough Guy, Physical Flaw, Talent:  Savant: (Gamble), Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 260, Wealth Bonus: +13 (Ricky doesn’t have time for any bull.  He’s an upstanding member of his church.  A childhood illness left him physically weakened and he’s extremely sensitive about it.)  Weapon of Choice:  Glock 20, 10mm autoloader, D2d6, 40ft range, 15 mag., Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.
George “Binky” Rolondo (39):  2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/5th level La Costra Nostra:  

Str: 12/+1, Int: 14/+2, Wis: 16/+2, Dex: 12/+1, Con: 11/+0, Cha: 12/+1, Defense 16, 46 HP, Attack Bonus: +8/+2, Fort: +7, Ref: +3, Will: +5, Skills:  Bluff +7, Diplomacy +6, Run a Crew +5, Sense Weakness +7, Exploit +4, Knowledge (technology) +6, Computer Use +5, Intimidate +8, Gather Information +4, Craft (electronics) +10, Disable Device +6, Knowledge (Streetwise) +4, Sense Motive +9, Destroy Evidence +6, Hide +4, Move Silently +4, Hide Motive +3, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Prison Veteran, Police Connection, Lasting Threat, Educated, Weaknesses: Superstitious, Smoking Addict, Family Guilt, Talent:  Skill Emphasis: Craft (electronics), Make Contacts, Network Contacts, Capo, Respect: 1000, Bank: 100, Wealth Bonus: +14  (Binky was Johnny’s cellmate in prison.  He is extremely loyal and believes its bad luck to change sides.)  Weapon of Choice:  Glock 20, 10mm autoloader, D2d6, 40ft range, 15 mag.
Sam Zotti (22): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier

Str: 12/+1, Int: 10/+0, Wis: 10/+0, Dex: 15/+2, Con: 14/+2, Cha: 13/+1, Defense 17, 39 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Disable Device, +3 Repair, +4 Run a Brothel, +3 Sense Weakness, +2 Sense Motive, +2 Exploit, +4 Destroy Evidence, +3 Drive, +3 Sense Weakness, +3 Diplomacy, +7 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Weaknesses: Oblivious to Danger, Smoking Addict, Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 100, Wealth Bonus: +12  (Sam is Binky’s fearless apprentice.  If the group is in a car, he’ll be driving.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Vehicle
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Chevy Astro Van  1
7
800 lbs.
-2
-3
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5
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Carmine DiVidi (22): 2nd level Fast Mook/6th Level Family Associate/Wiseguy

Str: 15/+2, Int: 10/+0, Wis: 8/-1, Dex: 17/+3, Con: 12/+1, Cha: 10/+0, Defense 17, 32 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +4 Knowledge (streetwise), +4 Disable Device, +1 Run a Brothel, +3 Sense Weakness, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +4 Destroy Evidence, +3 Drive, +3 Sense Motive, +3 Repair, +5 Intimidate, +3 Gather Information, +2 Craft (mechanical), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Vehicle Expert, Weaknesses: Cheap, Over-Protective (his car), Paranoid, Talents: Evasion, Know Respect, Balls, Legitimate Front, Respect: 600, Bank: 100, Wealth Bonus: +13  (Carmine runs an auto garage at 3156 N. Mulberry Ave.  The crew uses this as their base of operation. Carmine’s paranoia keep him constantly checking for wiretaps.  He’s not a made guy, so anything the PC’s do to him won’t be held against them, but Johnny and his guys won’t be happy.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Lori Simon (21): 2nd level Charismatic Mook/6thLevel Family Associate/Babe: 

Str: 13/+1, Int: 14/+2, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 18/+4, Defense 16, 49 HP, Attack Bonus: +6, Fort: +5, Ref: +4, Will: +2, Skills:  +8 Bluff, +8 Exploit, +9 Seduce, +5 Sex, +7 Sense Motive, +7 Move Silently, +7 Hide, +8 Hide Motive, +5 Sense Weakness, +7 Sense Weakness, +7 Diplomacy, +6 Make Up, +8 Gather Information, +8 Destroy Evidence, +6 Craft (cooking), +5 Knowledge (streetwise), Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Gorgeous, Enthrall, Prison Connection, Police Connection, Weaknesses:  Smoking Addict, Love Addict (Johnny DiSizeo), Disrespectful, Respect: 600, Bank: 50, Talent: Fast Talk, Trophy Girl, Man-eater, Tough Broad, Wealth Bonus: +10 (Lori thinks she’s Johnny’s girlfriend and would do anything for him.  If one of the characters needs to be seduced, it will be Lori that does it.) Weapon of Choice:  knife D1d3, Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

Donna Carsoni (34): 2nd level Strong Mook/7th Level Family Associate/Babe: 

Str: 16/+3, Int: 14/+2, Wis: 12/+1, Dex: 11/+0, Con: 11/+0, Cha: 14/+2, Defense 16, 22 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +2, Skills:  +7 Bluff, +3 Sense Weakness, +8 Hide, +11 Bribe, +8 Swim, +5 Make Up, +4 Sex, +4 Sense Motive, +9 Destroy Evidence, +8 Move Silently, +3 Hide Motive, +9 Drive, +7 Disable Device, +3 Seduce, +3 Gather Information, Feats:  Simple Weapon Proficiency, Personal Firearms Proficiency, Advance Firearms Proficiency, Vehicle Expert, Streetfighting, Brawl, Stealth, Weaknesses:  Tough Girl, Violent Temper, Respect: 600, Bank: 200, Talent: Extreme Effort, Trophy Girl, Man-eater, Tough Broad, Piece of Ass, Wealth Bonus: +14 (Donna is Ricky’s sister and she wants to be a made girl.  She thinks she can do anything the guys can do.) Weapon of Choice:  baseball bat D1d6, Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Vehicle

Crew
Pass
Cargo
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‘01 Dodge Neon  1
4
275 lbs.
-1
-1
220 (22) 9
5
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L
26

Sabotaging Johnny’s Crew:  Only the made guys are required to be at the meeting.  If any of the individual members are attacked or their cars tampered with, they will use their cellphones to alert the others starting with Johnny.  Since Johnny has access to free cab rides, he’ll use it to negate any car-related delays.  The PC’s can try to investigate Johnny’s crew, but they will have to start at the bottom.  They can only gain one fact per day.  Johnny’s crew has been investigating the PC for weeks.
The Meeting:  (The PC’s will have to use Sway Points to negotiate the sit-down in their favor.  They will begin with a tremendous disadvantage, assuming that they get there at all.)  When you arrive at the boardwalk, you find Johnny’s crew, Capo Pete and Johnny’s capo Lorenzo Baraloni sitting outside.  Sal Greatest has been closed for weeks, but they’ve left umbrellas with their logo on them outside at the tables.  You will have to use Sway Points to get both Capos to rule in your favor.  Capo Pete begins at 18 and Lorenzo begins at 10.
Capo

Lorenzo Juliano (40):  2nd level Smart Mook/3rd Level Family Associate/Wiseguy/5th level Soldier: 

Str: 15/+2, Int: 16/+3, Wis: 12/+1, Dex: 12/+1, Con: 13/+1, Cha: 11/+0, Defense 15, 59 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +1, Will: +4, Skills:  +11 Intimidate, +13 Bluff, +5 Knowledge (streetwise), +6 Disable Device, +6 Craft (structural), +3 Shake Down, +2 Bribe, +8 Sense Motive, +6 Exploit, +3 Hide Motive, +9 Run a Crew, +7 Sense Weakness, +8 Diplomacy, +7 Knowledge (Business), +3 Gamble, +3 Gather Information, +4 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Good Earner, Legitimate Businessman, Point Blank Shot, Weaknesses: Creature of Habit, Smoking Addict, Aggressively Dominant, Talent:  Savant: (Run a Crew), Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 220, Wealth Bonus: +13 (Lorenzo doesn’t like sitting in the cold.  He knows Johnny probably ripped off the PC’s, but he expects that.  He’s generally a fair guy and doesn’t want to make an enemy of Pete, but it’s in his own best interest that Johnny win this sit down.)  Weapon of Choice:  Glock 20, 10mm autoloader, D2d6, 40ft range, 15 mag., Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.

Beginning Modifiers





Capo Pete

Lorenzo
Each PC Wiseguy present




0


+1

Each PC Wiseguy late





0


0

Each PC Made Guy late (1 hour or less)


-1


-2

Each PC Made Guy late (1 hour or more)


-2


-3

Each PC that accuses Johnny’s crew of making them late
0


-1

Bringing coffee and/or snacks for everyone


+1


+1

Bringing intimidated Billy Whitehall



+1


+2

Bringing unintimidated Billy Whitehall


-1


0

Johnny shows up late (1 hour or less)



+2


+3

Johnny shows up late (1 hour or more)


+3


+4

One of Johnny’s made guys is late (1 hour or less)

+1


+2

One of Johnny’s made guys is late (1 hour or more)

+1


+3

Sway Point Negotiations:  Bringing either capo to 20 or higher means they are on the PC’s side.  Bringing either capo to 1 or below means they rule against the PC’s.  Once the Sway Point Total is 20 or above or 1 or below that capo will not budge on his position.  Each check or showdown is considered 10 minutes.  The PC’s must make a DC 10 Diplomacy check to keep the sit down going after four hours.  Each hour after that, they must make another check at a +2 penalty.  If the check fails, the sit down ends.
Sway Point Modifiers:




Capo Pete

Lorenzo
Successful Intimidation showdown against Johnny

+2


+2

Successful Intimidation showdown against Johnny’s crew
+1


+1

*Unsuccessful Intimidation showdown 


-2


-3

Successful Diplomacy check against Lorenzo

+1


+2
Successful Diplomacy check against Capo Pete

+1


0

Unsuccessful Diplomacy check



-1


-2

**Run a Brothel showdown




+2


+4
Mentioning Excellent Blood




0


+1 per PC with feat

Tempting Johnny’s or his crew weakness during sit down
+2


+1

Johnny or crew miss weakness check
during sit down
+4


+2
PC gets weakness tempted during sit down


-1


-2

PC misses weakness check during sit down


-2


-4

Successful DC 20 Joke check




+1


+1

Unsuccessful DC 20 Joke check



-1


-1

Successfully extending the sit down



+1


+1

*An unsuccessful Intimidation check means the PC can make no more checks during this sit down.
**The PC’s can attempt to explain that they should run the scheme because they are better at it.  If the scheme is changed, then the skill check should be changed as well.  Treat this as a showdown between two characters and two skill checks.  Highest check wins.
Results of the sit down:

20/20: Both Capos rule for the PC’s:  The PC’s get their scheme back and Johnny has to pay them 6 Wealth.

20/1: Capo Pete rules in favor of the PC’s but not Lorenzo:  The capos decide to split the scheme between the two crews.  The PC get back their scheme, but have to split the money with Johnny’s crew.

1/20:  Capo Pete rules against, but Lorenzo rules for the PC’s:  In this unlikely event, the PC’s get the scheme, but Capo Pete lowers the PC’s take by 1 Wealth as punishment.
1/1:  Both Capos rule against the PC’s:  The PC’s lose the scheme and 100 Respect points each.  They are warned never to mention the incident again.

If the sit down ends early and before either capo reaches 20 or 1 the sit down can be rescheduled with a DC 20 Diplomacy check.  If this happens, run the adventure again.  If not, roll a d6-3 for each capo until one reaches 1 or 20 as the two capos hash it out on their own.  In the future, Johnny and his crew may continue to plague the PC’s and steal their schemes.  This may eventually lead to a violent show down between the two crews.
Awards:




Experience
Respect Points
Suspicion Index Points

20/20 result of the sit down


1000

50


0
20/1 or 1/20 result of sit down

500

25


0

1/1 result of the sit down


250

-100 (as listed above)
-2

Arriving on time for sit down


400

10


0

Arriving late for sit down (1 hour or less)
0

-5


0

Arriving late for sit down (1 hour or more)
0

-25


0

Missing the sit down



0

-100


-1

Participating positively in the sit down
200

5


0
Attempting to delay Johnny or his crew
150 each
0


+1

Successfully delaying Johnny or crew
300 each
0


0

Intimidating Billy Whitehall


200

10


+2

Shaking down Billy for money

500

20


+3

