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Set-up:  Bobby Ciumara (33), a capo in the Magoladro Family, has asked for a meeting with you and your associates at his bar/private club called Nitti’s Place at 113 W. 47th Street at 6pm.  Nitti’s is only open to made guys and their close associates.  It’s a great place to play cards, smoke, get a drink and network.  Be careful what you say though, word is the place is watched by the Feds.  When you enter the smoke-filled bar, you see wiseguys and made guys playing cards, drinking beer and smoking.  In the center of it all is Bobby.  His eyes light up upon seeing you.  “Hey!  There they are!  Boys!  Good ta see ya!  Good ta see ya!  Listen, come here in the back, I gotta play ya this new CD I got!  Ho-ho!  Wait till you hear it!”  (Bobby will guide the PC’s into the back room of the bar.  He will keep talking about this “great” CD he has and interrupt any questions they try to pose.  If you need stats for Bobby, use the stats in the Complete Mafia for d20 rulebook under the Magoladro Family.)
Back office:  When you get to the back room, Bobby goes over to a CD player.  He presses play and turns the volume up as loud as it will go.  The music is from the late great Frank and it is hardly new.  “Listen to this!  Great, huh?”  Bobby goes over to a personal computer and prints out a piece of paper.  He gestures for you not talk and points to the piece of paper.  As Bobby’s speakers rattle, you read the paper:

“Don’t say nothing.  The Feds might have this place wired.  I typed this on my computer, but I’m not saving the file.  After you read it, I’m going to burn it in the trashcan.  Your buddy, Raymond, has crossed the line.”

The Raymond that Bobby is referring to is Raymond Il Fasella, a friend of yours from the old neighborhood.  For a while, it looked as if he would get made.  Ray had a lot of schemes and was making lots of money.  Things went bad after Raymond set up a deal with the Bondinos: the Camorra Family just north of the New Milan City Map.  

“The Bondinos had a large garage and your buddy, Raymond, had a team of carjackers to get cars.  Then, about three weeks ago, one of Raymond’s jackers boosted a car-carrier loaded with Porches.  The Bondinos immediately converted them to cash, but there was one problem: the Porches belonged to us (the Magoladro Family).  The Bondinos were forced to return some of the cars, but not all of them could be recovered.  The Bondinos want to be paid for the cars they had to return and, of course, we want to be paid for the cars that we lost.  You guys are friends with Raymond.  Find him and take whatever he’s got.  Then make an example out of him.  Make sure he’s able to work when you leave him.  He’ll have to repay the debt.  Watch out for the Bondinos.  They’ll be looking for Raymond too.  Make him understand we expect to be paid back first.  Whatever you guys manage to recover from Raymond, you get 40%.  Leave no stone unturned:  Money, jewelry, cars, electronics or anything we call sell for cash, take it.  Bring it to my warehouse at 60 W. 44th Street.  Write down my cellphone number.  It’s disposable, but don’t say nothing stupid on it.  If you’re unclear on any of this, read the paper again.  If you’re clear, just nod and say, “Hey, this is a great CD!”.

(Assuming the PC’s get it, Bobby thanks them for stopping by and escorts them out.  If they say anything incriminating, they will be thrown out and never invited back to Nitti’s Place.  Bobby would also then be against having any of the PC’s made.)  “Good night, fellas!  Thanks for stoppin’ by.  I knew you’d like that CD.”

Finding Raymond:  Raymond is probably laying low, but he hasn’t left New Milan yet or else Bobby would not have called the meeting.  This is not going to be easy for you.  Raymond once loaned (Choose random PC) money when his mother got sick and (Choose random PC) used Raymond’s contacts in the Magoladros to locate a junkie relative that had fallen off his rehab regimen.  Use your feats and skills to locate Raymond.  (DC 16 Gather Information check, DC 18 Investigation check and Long Memory will reveal that Raymond usually goes to the New Milan High baseball field when he’s feeling low.  He once hid out overnight from his parents there back in high school.  If the PC’s don’t have these skills or feats, they can call his sister and use a DC 12 Diplomacy to find out he went there to think.  The PC’s will know that Raymond often confides in his sister.  If all this fails, they can try tracking down his old girlfriends with a DC 12 Gather Information check and a DC 8 Bribe or DC 14 Diplomacy check.  They may also have to make a few Bluff checks to keep their mission a secret.  Each check takes one hour.)
New Milan High School (300 W. 24th Street):  The high school takes up most of the block running between Newbury and Cranberry between 24th and 25th Streets.  The baseball field takes up what little open space remains on the block.  (DC 15 Spot check to see Raymond hiding in the dugout.  If the PC’s miss the check, Raymond will greet them as long as they don’t look menacing or have weapons in their hands.)  “(Ray calls them by name)!  Hey!  Aw, man!  It’s good to see a friendly face!  You wouldn’t believe the week I’m having!  Listen, I need some money fast.  You guys think you could help me out?”  (Raymond currently owes 36 Wealth to the Bondinos and 35 Wealth to the Magoladros.  Assuming the character’s say they will help, Raymond outlines his plan.)  “I bought a bar with the money I made on the Porches.  Place called P.J. O’Boozey’s (307 E. 41st Street on the New Milan map).  You help me torch the place and I can use the insurance money to pay back some of the money.”  This sounds like just the sort of thing Bobby would approve of, but you’ll have to make sure the Magoladros get all of their money first.  You’ll need some supplies to start the fire and you’ll have to do it after the bar closes at 2AM.

2nd level Fast Mook/5th Level Family Associate/Wiseguy: Raymond Il Fasella

Str: 13/+1, Int: 12/+1, Wis: 10/+0, Dex: 16/+3, Con: 12/+1, Cha: 13/+1, Defense 18, 41 HP, Attack Bonus: +6, Fort: +5, Ref: +4, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +5 Gamble, +4 Bribe, +6 Shake Down, +5 Cheat, +5 Sense Motive, +3 Profession, +5 Craft (mechanic), +3 Repair, +3 Hide Motive, +5 Drive, +3 Sense Weakness, +1 Exploit, +6 Diplomacy, +3 Intimidate, +5 Destroy Evidence, +3 Gather Information, +4 Hide, +4 Move Silently, +5 Disable Device, +3 Minor Con, Feats:  Simple Weapon Proficiency, Brawl, Vehicle Expert, Good Earner, Legitimate Businessman, Surface Vehicle Operation (car carriers), Weaknesses:  Sentimental, Creature of Habit, Bad Rep, Respect: 430, Bank: 0, Talent: Evasion, Know Respect, Balls, Legitimate Front, Wealth Bonus: +4 (Raymond is too trusting to be a made guy.  He will treat the characters as friends until they give him reason to act differently.  Ray thinks the PC’s are here to help him.  He’ll be crushed when he finds out the truth.  Raymond has his 4 points of Wealth in his wallet.) Weapon of Choice:  fists.

The Bondinos:  As you are exiting the baseball field, a car stops near the exit.  Four large gentlemen, who you recognize as Camorra, get out of the car.  “Raymond!  Where is our money, huh?!” demands the driver with an accent.  (Adlib the Bondinos accented dialogue.  They want Raymond and their money now.  Offering to split the insurance money is possible, but requires a DC 18 Diplomacy check and the PC’s must do all the work.  If the PC’s lie and then take the money themselves, Alfonso will not be happy.  Even if the negotiations work, Alfonso will still attempt to Intimidate the PC’s into giving up 70% of the money.  Raymond knows about Alfonso’s temper & he’ll warn the PC’s if he can.  Bobby will not be pleased and the PC’s will either have to fight or take the loss of Respect.  Raymond will fight with the PC’s if he thinks they are on his side.  Raymond knows there are two baseball bats inside the dugout. These do 1d6 points of damage.  The fence around the perimeter of the school is 10’ high and topped with barbed wire.  The barbed wire causes 1d4 points of damage unless covered with a jacket or something appropriate.  It causes 1d6 if a DC 14 Climb check is missed.  The exit is currently unlocked.  There is an open exit at the front of the school, but if the PC’s run that way there is a 50% chance of being spotted by the schools’ security cameras and a 1 in 6 chance of attracting a patrol car with two average New Milan beat cops.)
2nd level Strong Mook/3rd Level Family Associate/Wiseguy/2nd level Camorra: Alfonso DePucio (30) 

Str: 15/+2, Int: 14/+2, Wis: 13/+1, Dex: 13/+2, Con: 10/+0, Cha: 13/+1, Defense 16, 43 HP, Attack Bonus: +5, Fort: +5, Ref: +2, Will: +1, Skills:  +4 Hide, +3 Move Silently, +7 Bluff, +8 Knowledge (streetwise), +2 Sense Weakness, +3 Shake Down, +6 Beat, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +2 Minor Con, +3 Disable Device, +4 Drive, +3 Sense Motive, +3 Diplomacy, +7 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Stealthy, Excellent Blood (distant cousin of Chop Bondino), Good Earner, Weaknesses: Braggart, Aggressively Dominant, Violent Temper, Talent: Ignore Hardness, Know Respect, Balls, Excellent Thievery, Respect: 700, Bank: 240, Wealth Bonus: +8 (Alfonso is extremely proud of his Camorra heritage and will attack anyone that denigrates it.  He tends to hit people that disagree with him too much.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag., Walther PPK .32 autoloader, D2d4, 30ft range, 7 mag., crowbar D1d6.
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Three Camorra Soldiers:  2nd level Strong Mook/3rd Level Family Associate/Wiseguy/1st level Camorra: Johnny, Carlo, Tomaso:  Str: 15/+2, Int: 12/+1, Wis: 10/+0, Dex: 13/+2, Con: 15/+2, Cha: 11/+0, Defense 16, 41 HP, Attack Bonus: +5, Fort: +5, Ref: +2, Will: +1, Skills:  +4 Hide, +3 Move Silently, +5 Bluff, +3 Knowledge (streetwise), +1 Sense Weakness, +2 Bribe, +1 Shake Down, +2 Run a Brothel, +6 Beat, +2 Sense Motive, +3 Exploit, +3 Hide Motive, +1 Minor Con, +3 Disable Device, +4 Drive, +3 Sense Motive, +3 Diplomacy, +7 Intimidate, +1 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Toughness, Personal Firearms Proficiency, Stealthy, Weaknesses: Religious Guilt, Tough Guy, Talent: Ignore Hardness, Know Respect, Balls, Excellent Thievery, Respect: 550, Bank: 90, Wealth Bonus: +5 (Camorra soldiers are edgy individuals.  English is a second language to most of them and they tend to keep to their own Family.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag, crowbar D1d6.

Average New Milan Beat Cop: 2nd level Tough Mook/3rd Level Cop

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 16/+3, Cha: 10/+0, Defense 15, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +4, Search +3, Listen +4, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness Weaknesses:  Code of Honor (they must uphold the law), Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +8  (The cops in New Milan have a long history of corruption.  The lawsuits that resulted nearly bankrupted the city, but some cops are still on the take.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.
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If the PC’s escape:  The Bondino Family members continue to hunt them, especially Raymond.  Make a Gather Information check for the Bondinos vs. the PC’s Hide check as an opposing check.  Alternatively, if the PC’s use Bluff or Diplomacy or other means to hide their whereabouts, they can use a different skill for the opposing check.  The Bondinos get a check once every six hours.  Once the bar burns, the Bondinos must change tactics.

If the PC’s win a non-lethal fight:  The Bondinos go home to lick their wounds.  The PC’s will have at least 48 hours before the Bondinos regroup and return with the same guys plus four more.

If the PC’s kill the Bondinos:  If there are any made guys in the group, this starts a war between the PC’s Family and the Bondinos.  The Bondinos will demand retribution for the death of their soldier or soldiers.  Depending on which family the PC’s are a member, this might result in a loss of Wealth or sacrificing the target PC to stop the war.  The Bondinos are on the losing side against the Magoladros and the Jordanos, but can hold their own against the Cavalieres.  Family Associates have little protection and the Bondinos will continue to hunt them over the course of the campaign.  They won’t expend massive resources to kill them, but they will keep an eye out for the PC’s vulnerability and strike when they are at their weakest.

P.J. O’Boozey’s:  (Allow the PC’s to stop at the Hardware Outlet or wherever if they need any supplies to start the fire before they get to the bar.)  P.J.’s is a two-story bar with a basement.  The first floor has a crowded bar, kitchen and an outdoor backyard surrounded by 8’ high brick wall.  There are two closet-sized bathrooms and a small kitchen.  The second floor has another bar, a small deck and bay windows that look out into the street.  The basement contains booze and food supplies for the bar.  There is an alley that runs along the right side of the bar that is gated at the street.  There is a dumpster in the alley and a few trashcans.  (Raymond wants to make the fire look like an accident.  The kitchen already had a fire two months ago when the cook left the grill on by mistake.  Raymond wants to repeat that accident, but he doesn’t want the characters to empty the bar of any supplies.  There are several items of value inside the bar that can be stolen they include:  10 Wealth in the cash register.  15 Wealth worth of booze.  6 Wealth worth of frozen food.  A jukebox worth 8 Wealth that requires a DC 12 Craft Structural check or 20 points of damage to remove from the wall.  There is a neon sign of a chicken leg worth 4 Wealth.  If the Bondinos are here, they will try and take it all.  The PC’s will have to go through some more tense negotiations, plus one of the Bondinos breaks the neon sign unless the PC’s take it down.  It requires at least a pick up truck or a small moving van to move everything.  It takes at least an hour.  During that time, there is a 1 in 6 chance of a cop stopping by and questioning the characters.  A DC 16 Bluff check or DC 18 Diplomacy or DC 10 Bribe check will drive him away, but this makes the fire more suspicious.)
Starting the fire:  Raymond says the fire started last time when a cook hung his apron too close to the grill, which was left on by mistake.  The cook’s greasy apron is still here, but further away from the grill than last time.  It’s a simple matter to move the apron closer.  “Thanks a lot for all your help fellas,” Raymond says, appreciative.  “Jeez, it’s a good thing I bought my mom that car before all this went to Hell, huh?”  (DC 14 Spot check reveals a can of grease that might help accelerate the fire.  There is also a pile of napkins near the grill that could get knocked over onto the grill.  Additionally, the characters might break or open a few bottles of alcohol so the booze can spread the flames.  Once the fire starts, they’ll have five rounds to get out before the smoke detectors go off and alert the neighbors.  Disabling the smoke detectors requires a DC 13 Disable Device to do it in a not-so-obvious way like taking out the batteries.  Raymond bought his mother a new Cadillac DeVille.  He has the spare key.  The characters will have use Intimidate or Shake Down to make him give it up.)
Bobby’s Warehouse:  You’ve arrived at Bobby’s warehouse and dropped off all the sellable goods.  Now it’s time to make Raymond know that he should not mess with the Magoladro Family.  What are you going to do?  He turns to you and says, “Well, thanks a lot fellas for all your help.  You sure know who your friends are when things like this happen.  Now all I have to do is find a way to pay back the Bondinos.”  (The PC’s can decide to beat up Raymond or not, Bobby doesn’t care.  Between the insurance money and the stuff that is stolen, the Magoladros have their money back.  Raymond will be paying off the Bondinos for a long time.  He may become a fixture in the GM’s campaign, working for the PC’s for money to give to the Bondinos.  Sometime down the road, Raymond may become tempted to steal a big score to finally settle his debt, otherwise he’s in perpetual debt to the Bondinos.)

Awards:



Wealth
Experience
Respect Points
Suspicion Index Points

Finding Raymond/Successful skill check

100

Fleeing from the Bondinos



200

-40


-2

Defeating the Bondinos



2400

+100


+6

Getting Intimidated by the Bondinos


100

-80


-1

Killing a Bondino Family Member


1000

+25


+5

Killing Raymond




600

+25


+5

Taking Raymond’s wallet

 

40

+5


+2

Taking the bar’s booze

 

150

+5


+2

Taking the bar’s cash


 

100

+5


+1

Taking the bar’s frozen food

 

60

+5


+1

Taking the bar’s jukebox

 

80

+5


+1

Taking the bar’s neon sign

 

40

+5


+1

Taking Raymond’s mom’s car
 

120

+10


+2

Torching P.J. O’Boozey’s



500

+30


+4

Making a Destroy Evidence before torching

100




-2

Talking Raymond into taking a voluntary beating
300

+5


+1

Beating up Raymond




200

+5


+2

Splitting stuff with the Bondinos




-20


+2

Pay Day:  After Raymond’s insurance money comes in a month later Bobby pays your group a collective 30 points of Wealth.  (Subtract one for each person that splits the amount.  If the Magoladros have to pay of the Bondinos to stop a war, the award is only 15 Wealth.  The PC’s may or may not continue to help Raymond pay his debt to the Bondinos.  He’ll willingly work for them for protection.  He may still have some money and/or schemes that can help him and the PC’s gain Wealth.  An investigation into the fire from the cops or the insurance company may eventually lead back to Raymond and the PC’s may have to kill him.  A full-blown war may erupt between the PC’s and the Bondino Family and the PC’s Family.  The insurance money and all the stuff erase Raymond’s debt to the Magoladros.  If they don’t get the stuff, he still owes them 10 Wealth.  If they get everything but his mom’s car, he only owes them 5 Wealth.  Characters with the Sentimental Weakness must make a check or continue to help the poor schlep.)

