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Set-up:  (The setting for Complete Mafia Worlds for d20: HORROR is southern New Jersey and has yet to be published, but is based on the comic book Tony DiGerolamo’s Jersey Devil www.thefixsite.com.  The area is approximately two hours travel time from New Milan.  This adventure takes place in and around Atlantic City in the off-season.  October to March.)  You got a call yesterday from your superior (for soldiers, it would be their capo, for wiseguys it would be a soldier).  Looks like Bobby Marcello is finally collecting on that “debt” that you owe.  You and your associates were running a buttlegging operation from Virginia to New Milan last winter.  During a snowstorm, you decided to make a little unscheduled stopover in Atlantic City, New Jersey.  Unfortunately, the State Troopers impounded your truck.  It was only due to the timely intervention of Mr. Marcello that the load was saved.  Marcello’s power in A.C. has waned over the years.  He’s asked you to come down to clip a guy that may be tryin’ to whack him.  Normally, you’d conveniently “forget” about your debt (afterall, you didn’t ask him for nuthin’), but Marcello’s got security tape of you and the truck.  Looks like you’ll have to repay his generosity.
Goin’ Back to A.C.:  (Give the players 24 hours to prepare for the trip.  They don’t have any details because Marcello could not discuss them over the phone.)  Atlantic City was once a dying resort town until the casinos moved in.  At first, the Families made millions from them, but they eventually sold out or got pushed out by the corporations.  Although the Families do hold considerable sway in the town, their influence has waned over the years.  Anyone convicted of racketeering can’t even set foot in the casino without breaking the law.  Morcello made a mint back in the 80’s, but these days he barely survives.  A lot of the made guys got out of A.C. when the gettin’ was good.  Morcello lives in a shore house in Ventor, not far from the beach.  In the summer, it’s expertly manicured, but with the shore crowds away for the season, the shrubs have begun to turn brown.  You walk up the brick stair case to his front door and knock.  “Who is it?” says a voice on the other side of the door.  (Let the PC’s respond.  Assuming they identify themselves, continue.)  “Hold on a sec,” replies Marcello.  Inside, you hear someone moving furniture.  Bobby Marcello, looking haggard, hurriedly waves you in.  His living room is littered with half-eaten take-out food and several pistols.  It looks like Bobby is hittin’ the mattresses (the Mafia term for goin’ to war).
Meeting Bobby: “Thanks for comin’ by fellas.  I owe ya.  I owe ya big.  Someone’s tryin’ to take me out.  They already killed two of the other guys in my crew.  It’s an inside job.  Has to be.  I can’t trust anyone but you. Cabiche?  You guys came heavy, right?”  (If the PC’s have forgotten their guns, Bobby has plenty of weapons.  Most of them cannons from back in the day.  He’s a gun collector or if the GM is running this adventure in the 1920’s, these models might be current, but the Mossberg should be either eliminate or replace. .45 Colt Model 1911, D2d6, 30 ft, single shot, 8 in the box, Thompson Submachine Gun 1926 Model w/ Compensator, D 2d6, 40 ft, single or automatic, 50 in the box, .44 magnum revolver, D2d8, 30ft. range, single shot, 6-cylinder, Mossberg 12-gauge shotgun, D2d8, 30ft range, single, 6 inside the shotgun.)
Likely questions for Marcello:
Who is trying to kill you? “Some hired guns.  I was on the boardwalk with Johnny when two of ‘em jumped us.  Dragged poor Johnny into the surf.  They found ‘em the next day.  Animals!  Two days later, they got Gus in his car right outside here!  I saw two of them!  They strangled him!  I shot the bastards, but they was tough!  They ran off!  I didn’t get a good look at them, it was dark both times.  One had a hat, I think.”
Why would someone try to kill you? or Why do you think it’s an inside job?  “We all got enemies, right?  We all done some things.  Back in ’65, Johnny, Gus and I clipped the Frattio brothers.  Someone’s out for revenge.  I found Sal Frattio’s lighter on the front seat of Gus’s car.  The cops found a monogram hanky on Johnny with the initials “DF”, Donnie Frattio.  Only Johnny, Gus and I knew about the brothers.  No one ever connected us to the hit.  I figure they must’ve had some relatives.  Couple of young nephews or somethin’.  Lookin’ for payback.”
Where’s the rest of your crew?  “Ah, those assholes are useless!  Marty took an early retirement to Florida and Gino and I--- Well, we ain’t see eye-to-eye on things in a while.  He’s takin’ some of schemes.  Wouldn’t mind seein’ me dead to take the rest.  You keep me alive, those schemes’ll be yours instead!”

What’s the plan?  “These guys knew about the rest of my crew, but they don’t know about you.  Way I figure, they think I’m all by myself here.  We’ll wait ‘em out and when they strike---  Boom!  You burn ‘em!”

What’s in it for us?  “You whack these guys, I’ll give you the hotdog concession.  Should bring you in 12 Wealth a month easy.”

FOR THE GM ONLY:  Bobby is telling the truth about as much as he knows it or is willing to say.  The things that killed Johnny and Gus are known as Revenge Spirits.  Since Sal and Donnie met such a violent death, their spirits were not at rest.  Recently, construction for a new casino disturbed their graves.  The spirits possessed them to kill Johnny, Gus and Bobby in that order.  The spirits can only be returned if the bodies are exhumed and given a proper burial.
Morcello’s House:  (The PC’s arrive around 2pm or possibly later, depending on their weaknesses.  Give them until midnight to secure Bobby’s house.  He wants to confront these guys and kill them since he obviously can’t go to the police.  If the PC’s suggest leaving town, he’ll call them cowards and question their manhood.  This causes them to lose 15 points of respect.  If the PC’s threaten to leave, he’ll promise them anything to get them to stay.)  The two story rancher has a finished basement, kitchen, living room, TV room, downstairs bathroom, upstairs shower, three bedrooms and a balcony that looks over the front door.  (see the map)
The basement:  (If the PC’s ask.)  The basement contains a lot of old boxes and junk.  There is a card table, decks of cards and some chips.  In the center of the floor is a drain about 1’ around.  There are small windows leading to the ground level outside.  (This drain eventually leads to the sewer.  It’s too small for a live human to squeeze through, but that’s not a problem for the Revenge Spirits unless the PC’s specifically block the drain.  Whatever the PC’s use to block the drain will get knocked over and pushed aside.  The noise will alert everyone ahead of time and they can witness the decaying Frattio brothers climb out of the drain.  It takes them only two rounds to do so.  Otherwise, read the next description.)
The Frattio Brothers Return:  Sometime around midnight the electricity abruptly goes off.  “Fuck!” snaps Bobby.  “The fucking fuses again.  Go down and turn ‘em back on.  There’s a flashlight on the counter in the kitchen.”

Bobby Morcello (62): 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/5th level Soldier,

Str: 11/+0, Int: 11+0, Wis: 14/+2, Dex: 15/+3, Con: 10/+0, Cha: 14/+2, Defense 19, 546 HP, Attack Bonus: +8/+2, Fort: +3, Ref: +3, Will: +2, Skills:  +8 Bluff, +8 Knowledge (streetwise), +7 Bribe, +3 Shake Down, +2 Beat, +8 Sense Motive, +6 Exploit, +4 Hide, +4 Move Silently, +3 Hide Motive, +4 Drive, +5 Sense Motive, +5 Diplomacy, +10 Intimidate, +5 Gather Information, +6 Sense Weakness, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Corporate Business Connection, Police Connection, Political Connection, Educated, Religious Connection, Lasting Threat, Weaknesses: Magnanimous, Paranoid, Code of Honor (he keeps his word), Cursed*, Dangerous Secret (Bobby knocked up the boss’s daughter when he was younger.), Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Fearsome Display, Capo, Respect: 1000, Bank: 150, Wealth Bonus: +14 (Bobby is a generous guy and keeps his word.  He gets a little nuts when it comes to security.  He has the video of the characters hidden in the basement.)  Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Combat with the Frattio Brothers:  (If the PC’s attempt to turn on the fuse box, the Frattios hide in the darkness and attack them from behind.  Otherwise, read the following description.)  You hear what sounds like a box falling over in the basement.  It sounds like something is shuffling up the stairs.  Finally, the door to the basement swings open.  You see, standing in the doorway, the decaying corpses of Sal and Donnie Frattio.  Sal is still wearing the fedora and sear-sucker suit he was buried in.  Donnie is still wearing the remains of his black suit and thin tie.  Their eyes glow with an eerie redness and their skin is rotting and bloated.  The stench of rotting carcasses and sea water fills your nostrils and the two brothers leave beach sand wherever they walk.  “Bobby, look what you did to us,” says Sal.  “Don’t look surprised.  We didn’t get last rites, what do ya expect?” adds Donnie.  “Our mother wanted a funeral at least,” says Sal.  “Now it’s time for yours.”  They lunge at Bobby.
If the Frattios are “destroyed”:  The final Frattio brother is hit and he collapses in a pile of beach sand.  Wind from nowhere blows the sand into the darkness.  (The Frattio brothers will be back the next night unless the PC’s locate their grave and either destroy their remains or bury them in consecrated ground.  If Bobby dies, the Frattios drag his body into the surf and are never seen again.)
Locating the Frattios’ Grave:  Bobby recognized his attacks.  “The Frattio brothers!  But they’re dead!  We buried them at the beach 40 years ago!”  (Bobby remembers the general location of the graves based on landmarks.  He can get the characters there in ten minutes by car.)
The Unfinished Grave:  Bobby staggers around the beach looking from side to side.  He spots an out-cropping of rocks and then points to an unfinished shore house.  “That’s it!” he says.  “They’re under there!”  (The brothers had to burst through the floor to get out of the beach, so there is a hole in the floor of the house right where they came out.  The characters can dig up the remains with shovels.  The PC’s can use Bobby’s Religious Connection to give the Frattios last rites unless they have a connection of their own.)
Revenge Spirits

These creatures can inhabit the remains of individuals that die violently and unfulfilled.  They do not actually make the remains of the victim move, but create a duplicate of the decaying individual out of available material.  These bodies can be moved any distance from the remains.  If the remains are destroyed or buried in consecrated ground, the spirits are either driven away or trapped in the remains until they rot away.  Although the creatures are not the actual spirits of the dead, they will talk, walk and act like the dead individuals.  They also have the intimate knowledge of the events surrounding the original deaths and will know enough to taunt the murderers.
Sal Frattio:  2nd level Smart Mook/3rd Level Family Associate/Wiseguy:

Str: 15/+2, Int: 15/+2, Wis: 10/+0, Dex: 13/+1, Con: 12/+1, Cha: 16/+3, Defense 13, 23 HP, Attack Bonus: +3, Fort: +4, Ref: +2, Will: +1, Skills:  +9 Bluff, +5 Knowledge (streetwise), +4 Exploit, +6 Sense Weakness, +7 Hide Motive, +10 Destroy Evidence, +4 Sense Motive, +3 Craft (mechanical), +6 Intimidate, +9 Torture, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Gearhead, Fearsome Presence, Unnatural Strength^, Revenge Sense^^, Weaknesses: Achilles Heel** (if Sal’s remains are destroyed or buried in consecrated ground, he is destroyed), Bitter, Religious Guilt, Night Fiend***, Talent:  Savant (Repair), Know Respect, Balls, Undead Body****, Respect: 500, Bank: 0, (Sal is pretty bitter about being dead.  He really wants Bobby to know how he feels.)  Weapon of Choice:  choking hands^^^
Donnie Frattio: 2nd level Fast Mook/3rd Level Family Associate/Wiseguy:

Str: 20/+5, Int: 12/+1, Wis: 13/+1, Dex: 17/+3, Con: 16/+3, Cha: 10/+0, Defense 15, 36 HP, Attack Bonus: +4, Fort: +4, Ref: +2, Will: +0, Skills:  +5 Hide, +5 Move Silently, +5 Bluff, +6 Destroy Evidence, +4 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Disable Device, +4 Drive, +3 Sense Weakness, +5 Diplomacy, +6 Intimidate, +4 Craft (structural), Feats:  Simple Weapon Proficiency, Brawl, Prison Veteran, Personal Firearms Proficiency, Prison Connection, Fearsome Presence, Unnatural Strength^, Revenge Sense^^, Weaknesses: Short Fuse, Achilles Heel** (if Donnie’s remains are destroyed or buried in consecrated ground, he is destroyed), Religious Guilt, Night Fiend***, Talent: Evasion, Know Respect, Balls, Undead Body****, Respect: 500, Bank: 0, (Donnie hasn’t changed much.  Even dead, he still snaps at everyone.)  Weapon of Choice:  choking hands^^^

New Weaknesses:

*Cursed:  Due to your own actions, you have been cursed.  You did something terribly wrong and this is your retribution.  A dark cloud will continue to follow you until the individual that curses you gains retribution, lifts the curse or you are dead.  The exact nature of the curse must be determined by the GM.  For Bobby, he is cursed to have the Revenge Spirits always find him.
**Achilles Heel: You have a weakness that will utterly destroy you.  This weakness is usually associated with an item and/or an action.  If this item is destroyed or if an action is completed you are destroyed.

***Night Fiend:  You are a creature of the night.  You cannot function during daylight hours or within sunlight.  You must flee to the nearest enclosed space if you are up with the sun.  If you are fully immersed in sunlight for more than two rounds you are completely incapacitated.

New Talent:

****Undead Body:  Your body is undead.  You cannot be poisoned, suffocated, exhausted or knocked unconscious.  Pain does not affect you because you cannot feel pain.  You cannot bleed to death because the amount of blood in your body no longer matters.  If you suffer damage beyond -10 hit points, pieces of your body will begin to fall apart.  For each hit point of damage beyond 0 there is a % chance a body part falls off.  If your head is separated from its neck, you are destroyed.  Use the critical bullet hit chart to determine which part of the body falls off.  With the setting of the next sun, your body will heal back to its full hit points.
New Feats:

^Unnatural Strength:  You have strength that is unnatural for a person of your size.  You gain +5 to your strength or you have a minimum of 15 Strength.  You can ignore up to 3 points of Hardness.
^^Revenge Sense:  You have the ability to know the location of those that have wronged you.  The sense may be focused on a particular event or a group of events.  Absolutely nothing can hide a target of your sense from you for more than a few rounds.

^^^Choking Hands:  Your hands are exceptionally powerful.  You can make a strike against the neck of a target with no penalty.  If you hit, your hands lock around their throat and begin to strangle the target.  The target must begin to make a Fortitude check after 2 rounds plus the target’s constitution bonus.  If the target fails, he falls unconscious.  If you strangle the target for more than 10 rounds, the target is dead.  Your hands do 1d6 points of damage.

Awards:




Experience
Respect Points
Suspicion Index Points

Bobby survives



500

5


-1
Bobby survives, but is injured

300

0


0

Bobby dies at the Frattio brothers’ hands
100

-10


+1

PC’s kill Bobby



400

+25


+5

Each PC killed






-5


+5

Each body successfully destroyed






-3

Acquiring Hot Dog Concession

3000

+25


+2

“Destroying” the Frattio brothers

1400

+20


+3

Destroying the Frattios’ remains

200

0


+2

Reburying the Frattios
 with a priest

200

+5


-1

Hot Dog Concession

Type:  Regular

Who:  Any

Pay-off:  8+ (4-1d8 Wealth)

Division:  Two shares go to the local capo.

Prerequisite:  3 ranks of Shake Down or 6 ranks of Intimidate

Skill check required:  6 checks of Shake Down or Intimidate (monthly) or yearly with Lasting Threat

Time:  2d4 hours per month.

This is a regular scheme to extort protection money from Atlantic City hot dog vendors.  PC’s should be wary of local cops as the vendors are high visible during certain times of the day and evening.

