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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 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 contains certain campaign-shattering elements.  It introduces a new Family to New Milan and may devastate or rearranged the PC’s current leadership configuration.  Additionally, some of the events tie into the Magoladro Family.  If the GM has already substantially changed the Magoladro Family line up, he may have to alter the events for the Cavaliers, the Jordanos or another Family in the GM’s campaign.  You may want to have the PC’s prepare a back-up character they can switch to quickly if they are killed.
Set-up:  Ernesto Magoladro, the long time boss of the Magoladro Family, has been in ill health for the past few years.  He recently slipped into a coma and his prognosis for recovery is slim.  Already, the anticipated bloodbath between the rival factions within the Magoladros are beginning to tear the Family apart.  The leading faction is lead by Ernesto’s son, Gino (or possibly Vincenzo or whoever is still alive).  He is vying for control with (Frankie Viola if he is still alive or) Peter “Capo Pete” Geralamo, who has the backing of a lot of low level guys, many who followed Frankie Viola in the past.  The other Families are legitimately concerned.  Already their crews are attempting to infringe on the Magoladros’ territory.  There is a charged atmosphere that bosses dread.  The rank and file know they can make gains in the confusion.  Mobsters are not known for considering the long term consequences.  If you can make some money, why not?  As part of the important hierarchy of your family, you have been summoned to a meeting to discuss the situation.  The meeting is being held at Morelli’s (Area AA on the New Milan City map) since it is still considered neutral territory.  The meeting is called on Wednesday morning at 11am and due to the seriousness of the situation, you must be at Morelli’s at 7pm.  Be prepared.  There’s no telling what might happen.  You all gain 10 points of Suspicion for reasons that are currently unknown.
FOR THE GM ONLY:  Here’s the big shocker, there is a new Family already in New Milan.  Don Ernesto was secretly bringing in a lot of guys from Southern Italy and giving them their own schemes.  They were part of a larger plan to place a “buffer” zone between the Magoladros and the other two families.  This new Family is Sacra Corona Unita (United Sacred Crown), not Mafia.  The boss in Italy has been playing Ernesto for months.  His plan is to establish a firm foothold in the United States.  When he could not make inroads in New York, he decided to take advantage of the situation in New Milan.  The USC has been running a counterfeit money scheme that threatens to unravel many of the families.  Their first order of business is to assassinate the lead PC and the heads of the other families.  Ask the PC’s where and what their characters are doing during that crucial time period.  If the lead PC has “Creature of Habit” the hit squad will probably know where he’s going already.  Two guys dressed like Federal Agents keeping tabs on the lead PC at a distance.  They’ve been carefully clocking him for quite sometime.  It’s only now that they move close enough that the lead PC might have a chance of spotting them.  If the lead PC specifically checks or orders his guards to check for anything strange, make a Spot check vs. the scouts’ Camouflage.  If it succeeds, they spot their car.  Unless they examine the car, they’ll assume it’s a couple of FBI guys following.  Describe them as two non-descript guys in bad black suits and sunglasses.  If they are approached they will flip their fake I.D. badges in a bored fashion.  They won’t say anything if they can help it, they both have Italian accents.  If the PC’s press them, they’ll take off.  If their cover is blown, they’ll leave and attempt to trail the PC after Morelli’s.
The Scouts:  (Giacomo and Ilario will avoid combat with the PC’s at all costs.  They will on attack if attacked.  If they have the opportunity, they will flee.  If they have an opportunity to kill the lead PC, they will take it only if the odds are greatly in their favor.)
Giacomo Vincendi (28) and Ilario DiCapelli (32)

2nd level Fast Mook/3rd level Wiseguy/5th level United Sacred Crown: Camorristi (Soldier)
Str: 13/+1, Int: 13/+1, Wis: 14/+2, Dex: 16/+3, Con: 13/+1, Cha: 12/+1, Defense 19, 32 HP, Attack Bonus: +8/+3, Fort: +4, Ref: +4, Will: +4, Skills: +8 Bluff, +5 Sense Motive, +4 Sense Weakness, +7 Intimidate, +6 Camouflage, +5 Destroy Evidence, +2 Swim, +6 Sleight of Hand, Speak Language (English), +8 Drive, +5 Pilot, +6 Knowledge (current events), +8 Move Silently, +3 Craft (Mechanical), +8 Hide, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Vehicle Expert, Other Family Connection (the PC’s), Advanced Firearms Proficiency, Know Someone’s Heart, Prison Veteran, Surface Vehicle Operation (boats), Improved Initiative, Dodge, Weaknesses: Tough Guy, Smoking Addict, Greedy, Religious Guilt, Respect: 1000, Bank: 300, Talent: Evasion, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Wealth Bonus: +12 (Giacomo and Ilario came to New Milan two years ago.  They are disgusted by the PC’s treatment of women and don’t consider them real Mafiaso.  They are willing to prove that in almost any contest.  They are also jealous of the PC’s vast wealth.  They have contacts within the PC’s family.  This has given them extremely accurate intelligence on the PC’s.  If the duo decide to get involved in the assassination or if they decide to take out the lead PC themselves, they have TEC-9’s hidden under their seats.  These weapons already have the serial numbers removed.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag. or TEC-9, 9mm machine pistol, D2d6, 40ft range, 20 mag.
The Hit:  (If the PC’s either don’t see the scouts or ignore them because they resemble FBI guys, the hit squad will attempt a wedge maneuver on a crowded street.  The first car will cut off the one-way street, while the second rolls up behind them.  The number of assassins depends upon the number of PC’s present.  The minimum will be four.  If there are more PC’s than that, they will match the PC’s man-for-man up to eight guys.  You can add Giacomo and Ilario to the assassins if you need to, but if the PC’s have more than two vehicles, they’ll hold off hoping the PC’s will eventually split up.  They won’t attack the PC’s if there are cops around.)  
You are driving down a one-way street with cars on either side of you.  A black Chevy Suburban suddenly pulls in front of the street blocking the road ahead.  You hear another car behind you.  What do you do?  (If the driver guns it or the PC’s order the driver to gun it, he will need to make a DC 25 Drive check to push the Chevy Suburban.  Even then, the assassins in the blocking car will roll down the window and take a drive-by attack as the PC’s go by.  They will pursue the PC’s as long as they can match or exceed the PC’s driver’s Drive check.  If they fail, they break off the attack for another day.  If the check fails, the second car blocks them in and all the assassins get out to fire their weapons, except for the guys on the passenger side of the Chevy Suburban.  They don’t want to be pinned by the PC’s attempting to push their car.  If this happens, the best course of action might be for the PC’s to flee the car and run into the side yards of the houses on either side of them.  The hit squad will focus on the lead PC.  Once he is dead, the hit squad will kill any survivors left behind, but they won’t pursue anyone that flees.)
Up to 8:  Carlino, Cecilo, Corrado, Eugeino, Fabio, Faust, Guido and Leonardo
2nd level Tough Mook/3rd level Wiseguy/6th level Sgarristi (Enforcer)
Str: 13/+1, Int: 14/+2, Wis: 11/+0, Dex: 14/+2, Con: 16/+3, Cha: 12/+1, Defense 16 (19 w/ Concealable vests), 87 HP, Attack Bonus: +8/+3, Fort: +7, Ref: +3, Will: +5, Skills: +10 Bluff, +12 Hide, +12 Move Silently, +4 Disguise, +7 Climb, +4 Beat, +5 Shake Down, +5 Sense Motive, +5 Sense Weakness, +7 Exploit, +11 Destroy Evidence, +7 Drive, +12 Intimidate, +4 Knowledge (current events), Speak Language (English), +7 Knowledge (Streetwise), +2 Survival, +5 Spot, Feats:  Simple Weapon Proficiency, Religious Connection, Brawl, Personal Firearms Proficiency, Advance Firearms Proficiency, Drive-By Attack, Light Armor Proficiency, Point Blank Shot, Improved Initiative, Stealthy, Legitimate Businessman, Weaknesses:  Religious Guilt, Tough Guy, Short Fuse, Respect: 1100, Bank: 400, Talent: Remain Conscious, Know Respect, Balls, Target Focus +4 vs. PC’s, Silent Strike, Crime Scene Disposal, Wealth Bonus: +13 (The hit squad is a contentious bunch.  They normally work alone.  They are all anxious to claim the kill shot against the lead PC.  Giacomo and Ilario have been feeding them info for weeks.  They carry a picture of the PC’s and information on their homes and movements.) Weapon of Choice:  AK-47 7.62mm assault rifle, D2d8, 70ft. range, 30 mag. single/automatic, 2 extra clips each, Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.
Hit Squad Vehicles

Vehicle

Crew
Pass
Cargo

Init
Man
Top
Def
Hrd
HP
Sz     Purchase DC

Chevy Sub.
  1
8
500 lbs.
-2
-2
175 (17) 8
5
38
H
30

Chevy Sub.
  1
8
500 lbs.
-2
-2
175 (17) 8
5
38
H
30

The Meeting:  (If the PC’s are hit, they may decide not to go to the meeting.  They can find out the same information by making a DC 18 Knowledge Streetwise on each family or automatically if they have a Family Connection in that Family.)  The tension at Morelli’s is palpable when you arrive.  Several armed guys from the Cavalieres and the Jordanos are watching the parking lot and the cars.  It looks like everyone is hitting the mattress.  Boss Tony and his Underboss Chucky are here with several of their top guys.  The Cavalieres have Boss Jo-Jo and several of his men.  You represent the factions in your family.

“Someone took a fuckin’ shot at me,” says Tony as the meeting starts.  “It better not be anyone in this room.”


“Whoa-whoa-whoa!” counters Boss Jo-Jo.  “I didn’t come here be accused!  My mechanic found my brake line cut.  Who runs a chop shop I wonder?!”


Almost immediately, the various factions begin rising to their feet.  Someone better calm these guys down before the talks stop before they begin.  (A DC 30 Diplomacy check or a DC 20 Joke check from the PC’s will temporarily restore the peace.  If they fail, the Cavaliere’s underboss makes his Diplomacy check.)

“No one likes war.  It’s bad for business,” assures Jo-Jo Consigliere.  “We gotta bigger problem right now.  As you know, most of the families launder their money through local businesses.  I have discovered that much of the money we have laundered in the past four months has been turned into counterfeit.  The feds have opened an investigation into the matter and all our schemes are jeopardy.  I know for a fact that the Cavalieres did not do this.”

“Well don’t look at us,” says Boss Tony.  “Wait a sec.  Chucky, you just picked up the cash from the stripclub on the way over here.  Check it.”


Chucky pulls out a non-descript bag full of hundreds.  One of Tony’s guys runs to the front of the restaurant and borrows the pen that checks for fakes.  Chucky strikes the pen over the bills.  Again and again they are revealed to be fake.


“Jesus Christ, Ton’,” says Chuck.  “The whole fuckin’ stack is no good!  That’s 5K up in smoke!”


The Jordanos and the Cavalieres look in your direction.  They do not seem amused by this turn of events.


(If the PC’s have recently made any pick ups from their schemes, there money will be fake.  If during the previous gaming session they made money from their schemes there is a 10% per point of Wealth some of the money they are carrying is fake.  Otherwise, there is a 10% chance some of the money they are carrying is fake.  If the PC’s don’t think of it, the other bosses will suggest checking their money.  If there is no fake money on the PC’s, the Jordanos and the Cavalieres will become very suspicious of the PC’s.  If the GM is looking to spark a war, this could serve as the turning point.  If the PC’s check the money laundered from their schemes, they will find that much of it is fake.  Immediately, the PC’s lose all their schemes.  If they keep any of them, tell them keeping a scheme and spending the counterfeit money costs them 10 Suspicion points per scheme.  If the PC’s balk, remind them that the other families probably lost the same amount.  They can regain it through their regular schemes.  The Cavalieres have a one-week jump on the other families with regards to regaining wealth points.  They held back the information until they get on their feet.  The Family plans on buying up the fake money and using it in a scheme.  They will buy fake dollars at a rate of 4 to 1 Wealth points.)

“Whoever did this needs to be dealt with,” says Tony grimly.  “Probably the same asshole that took a shot at me and cut yer brakes.”

“It’s gotta be Gino or Pete,” says Boss Jo-Jo.  “I vote for Gino.  Sounds like something that moron would do.  Let’s find out for sure.  Until then, I say we boycott them both.”

“Agreed, fuck this war shit,” says Tony.


The Cavalieres and the Jordanos look your way.


(Inform the PC’s that any schemes involving the Magoladros will be permanently gone at least until the boycott is over.  If the PC’s balk, remind them that most of the schemes will probably have to be renegotiated anyways until the Magoladro situation is settled.  The Cavalieres and the Jordanos will pressure the PC’s to go along with the boycott.  If they refuse, they’re on their own for the rest of the adventure and the Jordanos and Cavalieres will not forget this.)

“Then it’s agreed,” says Boss Jo-Jo.  “Let’s adjourn for now.  I’m sure we all have things to take care of.  I want to thank my Consigliere for bringing the money situation to our attention.  Let’s keep in touch and let’s look to have another meeting, say next week or whenever we track down the people responsible.”
Finding the Guys:  (If the PC’s have been attacked, they may or may not realize the counterfeiters are the same guys.  Either way, they are investigating the same people.  It’s not that these men have suddenly appeared in New Milan, since all of the USC guys have accents and are off the boat, it is assumed that they are imported muscle for someone’s family.  No one, save the men in the Magoladro Family, have put together that they have their own organization.  The Magoladros are only just realizing it, but because the family is disintegrating, no one on Boss Gino’s side or on Capo Pete’s side wants to alienate a potential ally.  Both factions think that by staying neutral, they are supporting the USC’s activities.  Capo Pete is more wary.  Gino is still under the mistaken impression that the USC owes the Magoladros a great deal, so he’s willing to tolerate their hostile takeover for now.  To find the guys, the PC’s will need to make a DC 20 Knowledge Streetwise or use Foreign Family Connection or FBI Connection.)  The gentlemen whom you seek are known as the United Sacred Crown, based out of Southern Italy, this Family is new in New Milan.  After acquiring some of the names, you realize that the family is made up of zips (Italians) just off the boat not two or three years.  You had always assumed that these guys were hired muscle of the Magoladros, but Ernesto must’ve been so desperate for an ally he created one.  He let these guys set up their own schemes and family right in the middle of the city!  (The GM should show the territory map.)  The USC is very old school in the world of the Mafia.  Straight from Italy, many of the USC guys engage in smuggling operations on Italy’s southeast coast.  They are usually pretty religious guys.  Over the years, you hear rumors that the Family was growing over in Italy.  It looks like they decided to expand all over your territory!  The Magoladros backed these guys, someone in one of the new splinter families may be able to shed some light on how these guys operate.  In the meantime, you have a general idea of where they are.
FOR THE GM ONLY:  Here is a line up of the USC in New Milan and a list of their schemes.  If the PC’s can destroy their counterfeiting scheme, the USC will be forced to negotiate a truce.  If the PC’s are insistent on destroying the USC, they can achieve this by wiping out their hierarchy.  If this happens, the Family will be forced to merge either with the Bondinos or the PC’s enemy.  If the PC’s execute all their Capos as well, the USC abandons New Milan forever.  If the PC’s attempt such a massacre, the USC will respond in kind.  They are targeting the PC’s because they are the newest family and they consider them the weakest.  Whether or not the other families come to their aid depends upon the current situation in the GM’s campaign.  Even if the PC’s have allies remember, mobsters are expected to defend their own territory.  The other families may help, but not so it would be them at risk.  The USC will begin by attacking the PC’s schemes.  They quickly negotiate a truce with the Cavalieres during the first week.  The Bondinos are already their allies.  Capo Pete and Gino’s Family are too busy negotiating with each other to really care.  Pete has the Russians on the other side of his territory to contend with and he can’t afford a war with the Bondinos.  Gino wants the USC in New Milan because he believes wrongly they are his allies.
Crimine (Boss) 

Piero Cinetti (45): 2nd level Dedicated Mook/3rd Level Family Associate/Wiseguy/15th level United Sacred Crown, Occupation:  “Importer/Exporter”

Str: 13/+1, Int: 16/+3, Wis: 17/+3, Dex: 12/+1, Con: 12/+1, Cha: 15/+3, Defense 23, 103 HP, Attack Bonus: +14/+9/+4, Fort: +11, Ref: +6, Will: +11, Skills: +24 Bluff, +20 Diplomacy, +18 Destroy Evidence, +16 Professional Criminal, +14 Run a Crew, +19 Run a Family, +14 Intimidate, +7 Disguise, +6 Knowledge (Business), +6 Disable Device, +8 Bribe, Speak Language (English), +10 Forgery, +3 Gamble, +6 Cheat, +9 Minor Con, +19 Major Con, +5 Sleight of Hand, +7 Escape Artist, +10 Sense Motive, +12 Sense Weakness, +11 Exploit, +4 Profession (Importer/Exporter), +4 Knowledge (Theology and Philosophy), +7 Drive, +5 Pilot, +5 Treat Injury, +5 Survival, +3 Beat, +4 Torture, +8 Knowledge (Tactics), +8 Listen, +8 Spot, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Deceptive, Know Someone’s Heart, Legitimate Businessman, Good Earner, Foreign Family Connection (USC back in Italy), Other Family Connection (Magoladros), Police Connection, Military Connection, Drive By Attack, Surface Vehicle Operation (boats), Vehicle Expert, Confident, Golden Boy, Legendary Rep, Prison Veteran (in Italy), Weaknesses:  Religious Guilt, Power Addict, Aggressively Dominant, Talent:  Skill Emphasis: Bluff, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Influence the Law, Crimine (Boss), Respect: 2000, Bank: 1200, Wealth Bonus: +64  (Piero has made a career out of lying to people with the straight face.  He is amazingly slick and his wife, who lives the high life in Prague, regularly calls him to negate his weaknesses.  He has fostered his men’s hatred of the PC’s, but will claim he has nothing against them.  Piero knows his scheme will be uncovered, but hopes that by that time it will be too late.  He will negotiate a peace secure in the knowledge that his foothold in New Milan is here to stay.  If he can take the PC’s territory, so much the better.  If he can’t take their territory, he hopes to destroy enough of their schemes so it might take them years to recover.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.
Consigliere

Stefano DeRomeo (40): 2nd level Smart Mook/3rd Level Family Associate/Wiseguy/12th level United Sacred Crown, Crimine, Occupation:  “Importer/Exporter”

Str: 12/+1, Int: 17/+3, Wis: 14/+2, Dex: 15/+2, Con: 14/+2, Cha: 14/+2, Defense 21, 106 HP, Attack Bonus: +11/+6/+1, Fort: +9, Ref: +5, Will: +10, Skills:  +12 Bluff, +20 Intimidate, +17 Sense Weakness, + 16 Exploit, +15 Diplomacy, +14 Bribe, +7 Beat, +15 Sense Motive, +9 Spot, +7 Search, +6 Disguise, +8 Minor Con, +8 Major Con, +10 Forgery, +7 Run a Crew, +5 Run a Family, +8 Knowledge (current events), Speak Language (English), +9 Knowledge (Business), +8 Craft (Structural), +8 Computer Use, +8 Navigate, +10 Knowledge (Streetwise), +12 Gather Information, +8 Repair, +8 Investigate, +8 Knowledge (Technology), +8 Craft (Electronics), +10 Demolitions, +7 Disable Device, Feats:  Simple Weapon Proficiency, Brawl, Good Earner, Personal Firearms Proficiency, Meticulous, Deceptive, Foreign Family Connection (USC’s in Italy), Other Family Connection (Cavalieres), Legitimate Businessman, Educated, Improve Initiative, Military Connection, Weaknesses:  Approval Addict (Piero), Vindictive, Short Fuse, Talent:  Savant: Exploit, Know Respect, Balls, Make Contacts, Network Contacts, Capo, Influence the Law, Crimine (Boss), Respect: 1700, Bank: 550, Wealth Bonus: +52  (Stefano is extremely loyal to Piero.  They came up together pulling scams in Southern Italy.  Like Piero, he prefers to take care of things by tricking people.  He’ll claim he was against the violent attack on the PC’s and will assure them the assassins are dead.  If the PC’s threaten Stefano or his boss, they’ll find a bomb in their car the next day.  Unlike American mobsters, he has no problem blowing people up.)  Weapon of Choice:  Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag.  (Stefano also carries a walking stick. The stick is full of C4, enough for one full charge.  The detonator is in Stefano’s cigarette pack.  If Stefano decides to use this trick, he’ll leave the can behind and detonate it after he leaves a car or building.  If anyone’s holding it when it goes off, it automatically blows off an arm no matter what the damage rolled.  If caught in a fire fight, Stefano will tie a note to it in an attempt to call a truce.  When the PC’s pick up the cane to read the note, he’ll blow them up.)

Underboss

Raphel “The Killer” DiRenzo: 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/10th level United Sacred Crown, Sgarristi (Enforcer), Occupation:  “Security Manager”

Str: 13/+1, Int: 14/+2, Wis: 12/+1, Dex: 18/+4, Con: 14/+2, Cha: 11/+0, Defense 20, 88 HP, Attack Bonus: +10/+5, Fort: +7, Ref: +6, Will: +7, Skills:  +15 Bluff, +16 Disguise, +15 Intimidate, +10 Climb, +12 Hide, +12 Move Silently, +8 Torture, +9 Bribe, +8 Craft (mechanical), Speak Language (English), +9 Craft (electronics), +7 Sense Motive, +9 Sense Weakness, +5 Exploit, +12 Destroy Evidence, +8 Camouflage, +5 Beat, +8 Run a Crew, +6 Drive, +6 Pilot, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Advanced Firearms Proficiency, Far Shot, Drive By Attack, Improved Brawl, Point Blank Shot, Improved Initiative, Quick Draw, Combat Reflexes, Legitimate Businessman, Light Armor Proficiency, Man of Respect, Weaknesses:  Religious Guilt, Creature of Habit, Violent Temper, Code of Honor (never engage in prostitution), Talents: Evasion, Know Respect, Balls, Target Focus, Silent Strike, Crime Scene Disposal, Signature Kill, Kill Shot, Respect: 1500, Bank: 425, Wealth Bonus: +30  (Raphel is a ruthless and professional killer.  He built the hit squad that attacked the PC’s.  Raphel doesn’t take the job personally.  He attends church every Sunday.  He always goes with two of his assassins in tow.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag, taser D1d4 plus fortitude check or paralyzed 1d6 rounds. Barrett Light Fifty, D2d12, 120ft range, 11 box, single shot with a collapsible stock, Uzi sub machine gun, D2d6, 40ft range, 20 box, single/auto, Glock 20, D2d6, 40ft range, 15 box, single, knife 1d4, 6 hand grenades D3d6, light bullet proof vest. (Raphel drives a Chevy Suburban with the weapons that are hidden inside the body of the vehicle.)
Average USC Capo

2nd level Charismatic Mook/3rd level Wiseguy/5th level United Sacred Crown, Camorristi (Soldier)

Str: 14/+2, Int: 12/+1, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 17/+3, Defense 16, 56 HP, Attack Bonus: +7, Fort: +6, Ref: +5, Will: +4, Skills:  +13 Bluff, +6 Exploit, +6 Disguise, +15 Diplomacy, +6 Beat, +7 Run a Crew, +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +8 Demolitions, +6 Minor Con, +7 Disable Device, +6 Knowledge (Streetwise), +9 Gather Information, +4 Drive, +4 Pilot, +8 Destroy Evidence, +5 Craft (electronics), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Deceptive, Advanced Firearms Proficiency, Legitimate Businessman, Good Earner, Prison Veteran, Police Connection, Man of Respect, Weaknesses:  Greedy, Vindictive, Smoking Addict, Religious Guilt, Code of Honor (never engage in prostitution), Respect: 1000, Bank: 250, Talent: Fast Talk, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Wealth Bonus: +15 (USC Capos moved from Italy for bigger and bolder opportunity in the U.S.  They like making more money, but they don’t like how crude Americans tend to be.  They dislike pimps and think that sort of behavior is beneath them.  Like their boss, they like to be slick.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Average USC Soldier

2nd level Charismatic Mook/3rd level Wiseguy/1st level United Sacred Crown, Camorristi (Soldier)

Str: 13/+1, Int: 12/+1, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 16/+2, Defense 14, 36 HP, Attack Bonus: +4, Fort: +4, Ref: +3, Will: +2, Skills:  +10 Bluff, +6 Exploit, +5 Disguise, +7 Diplomacy, +3 Beat, +5 Sense Motive, +2 Hide Motive, +5 Sense Weakness, +4 Demolitions, +6 Minor Con, +7 Disable Device, +4 Knowledge (Streetwise), +7 Gather Information, +4 Drive, +4 Pilot, +7 Destroy Evidence, +5 Craft (electronics), Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Deceptive, Advanced Firearms Proficiency, Legitimate Businessman, Police Connection, Man of Respect, Weaknesses:  Tough Guy, Power Addict, Smoking Addict, Religious Guilt, Code of Honor (never engage in prostitution), Respect: 600, Bank: 75, Talent: Fast Talk, Know Respect, Balls, Absolute Loyalty, Wealth Bonus: +12 (USC Soldiers are fresh off the boat and anxious to assimilate into American lifestyles.  They tend to be more open than their Capo counterparts, but they still hold many traditions.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Average USC Wiseguy

2nd level Charismatic Mook/3rd level Wiseguy
Str: 13/+1, Int: 11/+0, Wis: 11/+0, Dex: 12/+1, Con: 13/+1, Cha: 16/+2, Defense 13, 31 HP, Attack Bonus: +3, Fort: +4, Ref: +3, Will: +1, Skills:  +9 Bluff, +6 Exploit, +6 Disguise, +8 Diplomacy, +6 Beat, +5 Sense Motive, +3 Hide Motive, +5 Sense Weakness, +3 Demolitions, +3 Minor Con, +3 Disable Device, +3 Knowledge (Streetwise), +8 Gather Information, +4 Drive, +4 Pilot, +4 Destroy Evidence, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Deceptive, Advanced Firearms Proficiency, Prison Veteran, Weaknesses:  Greedy, Short Fuse, Violent Temper, Respect: 500, Bank: 50, Talent: Fast Talk, Know Respect, Balls, Wealth Bonus: +10 (USC Wiseguys are a mixture of guys fresh off the boat and Magoladro recruits  The USC tends to recruit the most violent locals for low level street thug work.  They consider everyone at this rank disposable.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

USC Schemes:  (To find the counterfeit money scheme requires the PC’s to torture it out of one of the soldiers.  The Wiseguys and all soldiers know about the other schemes.)
Counterfeit Money Laundering Scheme:  Located at the Shoreman Building (807 E. 30th Street near Mulberry) a large print shop that the USC has been using to “launder” money by replacing real the dirty money with counterfeit money.  The Magoladros were usually the family that laundered the bigger schemes in New Milan because of their vast wealth and connections to the business community.  The USC has been very careful not to counterfeit any of Boss Gino’s or his associates’ money, just everyone else they deal with.  They have literally been making a mint.  There is always at least one Capo here supervising and 5 Soldiers and 10 Wiseguys guarding the building.  The Capo and the soldiers are armed with Uzis with four clips each while they are here. (Uzi, single/automatic, D2d6, 40ft range, 20 mag.)  If the building is attacked, their strategy is to escape with the engraving plates out the back.  The plates are extremely valuable (40 Wealth).  There is a 10-60% chance of one of the higher-ups coming in to supervise.  If so, there will be an additional four soldiers guarding him.  If the Capo escapes with the plates, the scheme will be moved elsewhere and reestablished in two days.  Only by destroying the plates or killing one of the higher ups with the USC stop or cut back on their operation.  If this happens, they immediately lose 40% of their Wealth.  (50% if the plates are abruptly destroyed.  The USC will then enter into negotiations and attempt to blame things on Ernesto.  For a map, use the strip club map, but ignore the bar and the stages.  The first floor is empty, the basement contains the printers.  The steps are located where the bathrooms are. Use the strip club for the basement as well, but the stages are large print machines and the bar is a table for sorting and cutting new bills.)
20th Street Market Extortion Racket:  The USC now controls the 20th Street Market (Area A on the New Milan City Map) and extorts protection money from the businesses there.  They do this by threatening to stop the waste pick up.  Due to the crowded conditions of the market, this is a very big deal to vendors.  They would rather pay than risk a pile of garbage.  (There will be at least 2-4 Soldiers here shopping, eating or doing business.  This is now considered the USC’s hang out.  To destroy this scheme requires that the PC’s threaten all the merchants here.  This would be a long process that would only remove 3 points of wealth from the soldiers and 1 point from everyone above.  Alternatively, if the PC’s shoot up the place or cause problems it would force the USC to re-establish their hold.  They’ll lose the money temporarily for a week to up to a month depending on the damage.)
Reliable Trucking Smuggling Operation:  The USC now controls Reliable Trucking (Area S on the New Milan City Map) and they have been using it to smuggle goods in and out of the city.  This is the heart and soul of the USC’s operation since their control of the Docks is tenuous.  (Piero is already prepared to truck their goods out of the city and ship from another location if he has to.  There is always a USC Capo here, 1d6 Soldiers and 2d6 Wiseguys.  Disrupting this scheme costs everyone in the organization 5 Wealth.)
The Docks Smuggling Operation:  The USC only partially controls the Docks.  Gino still has most of the control of the Unions here.  (There are always 1d6 Magoladro Soldiers and if there are more than 3, there will be a Capo.  If there are 6, Gino will be here too.  The USC only has 1d3 Soldiers and 1d6 Wiseguys.  If the PC’s trash the docks, everyone in New Milan loses 2 Wealth, the USC loses 4 and Gino’s Family loses 6.)

Discount Dave’s Warehouse:  Located at 3604 N. Blueberry Ave. Discount Dave’s is a large indoor flea market where a variety of goods are sold.  Sometimes the goods are stolen and great bargains can be had.  (The USC controls Dave’s and uses it to unload goods they can’t sell as wholesalers.  Most of the goods that end up here usually get dumped for extremely low prices.  If Dave’s is wrecked, it costs the USC 4 Wealth for the Soldiers and below and everyone above 2.  There are always 2-8 Wiseguys here and a 20% chance of one soldier.  The cops know how shady this place is, so the USC tends to avoid it.)
Pump and Dump:  Located at 1203 N. Cross Street near 31st, Cubicle City is a rent-by-the-day office building.  Telemarketing companies love the place because of the cheap rent and the centralized location.  (On the fourth floor, the USC have a Pump and Dump operation going.  Piero and the higher-ups are 20% likely to be here.  If so, they will have 6 Soldiers and a Capo with them. If they are not, there are usually 1d4 Soldiers here to supervise.  The name of the company is Crown Industries, but it’s a dummy company used just for the scam.  If the pump and dump is destroyed, those above Capo lose 5 Wealth each and the Capos lose 1.)
Buena Electronics: Located at 1303 E. 29th Street near Cherry, the USC are running a nice bootleg DVD and CD operation.  (Almost all the merchandise is shipped to Italy and sold as new.  2d4 Wiseguys do the work here while 1-2 Soldiers supervise.  There is a 10% chance of Stefano stopping in because he likes this kind of stuff.  If the scheme is destroyed, the USC all lose 1 wealth and Stefano, who invested heavily, loses 2.)
Gathering Information from the other Family:  What the PC’s get out of the other family largely depends upon their current relationship with them.  Some families may not even speak to the PC’s because of past transgressions.  The GM may wave certain qualifiers below to get info as his discretion.
Info from the Bondinos:  (Requires Other Family Connection, DC 20 Diplomacy or a DC 25 Knowledge Streetwise) “Ah, Sacra Corona Unita, you met them, huh?  We like these new fellows!  They are real men!  Our friends have already made business deals with us.  On Italy’s coast they are smugglers and here they are smugglers too.  My advice, make friends with their boss quick.”

Info from Capo Pete:  (Requires Other Family Connection, DC 24 Diplomacy or a DC 20 Knowledge Streetwise)  “USC?  Never heard of ‘em.  These bastards cost me plenty, but I got bigger problems right now.  I know Gino has been doing some deals with them.  Heard they got a nice little operation goin’ on at the Docks.”

Info from Gino:  (Requires Other Family Connection, DC 24 Diplomacy or a DC 18 Knowledge Streetwise)  “Are you tellin’ me these guys gave me fake money?  You better be wrong about this.  I got money invested in that fuckin’ Pump and Dump scheme at Cubicle City!”  (A DC 8 Computer Use or looking in the phone book will find the address for Cubicle City.)
Info from the Jordanos: (Requires Other Family Connection, DC 14 Diplomacy or a DC 16 Knowledge Streetwise)  “These zips work fast.  They already got a bootleg DVD scheme set up at Buena Electronics 1303 E. 29th Street.  Be a shame if something were to happen to it.”

Info from the Cavalieres:  (Requires Other Family Connection, DC 12 Diplomacy or a DC 14 Knowledge Streetwise)  “These guys are small time.  They took over Discount Dave’s warehouse, but the place is a dump.  These guys think too small.  I wouldn’t worry about it.”

Info from the Karate Tong:  (Requires Other Family Connection, DC 12 Diplomacy or a DC 14 Knowledge Streetwise)  “Those motherfuckers!  They muscle in our territory!  The 20th Street Market is ours!  These USC have awakened the dragon!”  (The Karate Tong are willing to lend up to 8 soldiers for a raid on the 20th Street, although the PC’s may have to do some serious negotiating if they retake the market.)
Info from the Vodka Mob: (Requires Other Family Connection, DC 14 Diplomacy or a DC 12 Knowledge Streetwise)  “Ah, yes, the USC is trying to do business with us.  I like the, how you say, flea market at Discount Dave’s.  They move a lot of merchandise there.”

Info from the 105’s: (Requires Other Family Connection, DC 8 Diplomacy or a DC 8 Knowledge Streetwise)  “Pffft.  T’ Hell if I know what’s goin’ on.  That bullshit’s all on you.”

Police Connection:  “There seems to be an awful lot of activity at Reliable Trucking.  We had an investigation into the new owners, but we got stymied by the brass upstairs.”
FBI Connection:  “The USC has moved into New Milan.  They have a smuggling operation of new DVD bootlegs from Buena Electronics to Reliable Trucking and the Docks.”
DC 20 Investigate:  The USC are smugglers.  They are likely using the points of entry into New Milan: the Docks and Reliable Trucking
Attacking the PC’s schemes:  The USC will attempt to destroy the PC’s schemes and choke off their money supply.  If the Hit Squad is wiped out, Raphel will use a crew of 8 Soldiers in two cars.  He will back them up by using his sniper rifle on a roof some distance away.

Making Alliances:  The other families may be willing to make alliances with the PC’s, but they won’t risk their own livelihoods to do it.  Everyone wants the counterfeit operation destroyed, but beyond that the other families will be reluctant to help.

Attacking individuals:  Piero and Stefano have small estates outside the city.  They are guarded by no less than 4 soldiers at all times.  They will upgrade to capos if all out war is declared.  Raphel lives in the city and during this time he’ll be in his safe houses.  Locating him requires a DC 28 Knowledge Streetwise or Gather Information.  The best place to get him is at church.  He visits Saint Anthony’s regularly.  If any USC member is hit inside the church they will be outraged, not for the hit but for the desecration.  The PC’s will be dealt with harshly.

The Cops:  Like in most mob wars, the cops will be left behind to pick up the pieces.  PC’s that begin with higher than average suspicion might find themselves pressured.  The USC has excellent Police Connections.  Their FBI Connections are not nearly as strong.  Use the Organized Task Force under “100 NPC’s” to attack the USC if their counterfeit operation is exposed.

Negotiating:  When it becomes clear that Piero needs to negotiate, he will.  He’s even willing to cut the PC’s in on some of his schemes.  He fully plans on cutting the PC’s out at a later date.  After peace is established, six months later he stage some elaborate ruse to convince the PC the scheme is no longer profitable and he’ll pretend to abandoned it.  Two days later, he’ll move the entire operation some place else.
Joining the USC:  PC’s that want to join need to be in good standing with their church.  The USC does not tolerate pimps.

Awards:




Experience
Respect Points
Suspicion Index Points

Surviving the Hit Squad


1000

25
Defeating the Hit Squad


2000 per hitter
50 per hitter

+5 per dead body*

Locating a USC scheme


500 each
Destroying a USC scheme


1500 each
25

Killing a USC Wiseguy


500

25


+5

Killing a USC Soldier



600

25


+5

Killing a USC Capo



1000

25


+5

Killing Raphel




1500

30


+5

Killing Stefano



1700

40


+5

Killing Piero




2000

100


+10

Defeating w/o killing a USC


½ kill amount
15


+3

Negotiating with USC



400

5

Acquiring a USC scheme


2000

10


+2

*No additional suspicion since the PC’s were merely defending themselves.

Future Adventures:  How the landscape of the campaign changes is up to the GM.  The Cavalieres are likely to come back on top.  By buying up the counterfeit money and selling it, they make a killing.  Everyone in the Family doubles their money and the Cavalieres begin to operate freely in the USC’s territory.  The Jordanos hold strong at #2, their business taking a slight uptick as the USC shuts down all the brothels on their turf.  The USC, Capo Pete and Gino vie for third.  Gino runs his family poorly, but still has lots of money to burn.  Capo Pete runs a tight ship, but has many enemies.  The USC may wind up on top of the three or have to recover depending where the PC’s left them.  They may even bee completely routed and merge with the Bondinos, bringing them to #3.  The PC’s themselves may have their own family by this point or their family may be wiped out by the hit squad at the top of the adventure.  The sky’s the limit and as always, opportunity abounds.
