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“I have taken all knowledge to be my province.”—Francis Bacon

“Humankind cannot bear very much reality.”—T. S. Eliot

A WORD FROM OUR SPONSOR:

Miles Lanier is sleeping comfy in Renraku’s bed and the Mafia’s favorite son is lying dead on the Seattle pavement—while his former
underlings are killing each other to see who gets the Capo seat. Everyone’s suddenly looking out for Number 1—including shadowrunners.
Some big-time contracts are floating around the shadows, and your trusted old running pal may now be your competition. So you'd better
frag her before she frags you!

THE BACK STOCK

Threats (Paranoia, conspiracies, and other secret drek)

Election 2057 (Is it ever really over ... time to prepare for 2060)

The Big D's Will (You, INSERT YOUR NAME HERE. may already be a winner ...)
The Underworld Sourcebook (The Criminal Underbelly of 2058)

GO TO COMPLETE LIBRARY ARCHIVES

THE DAILY SPECIAL
Warl What is it Good For? One Word: Nuyen

Shadowland is proud to present everything you need to know about the so-called Seattle Succession War.
You'll find the low-down on all the players—the Mafia, Yakuza, the Triads, the Seoupla Rings. From the lowliest
foot soldier to the most powerful oyabun to the deadliest dragon (oops, did we say dragon?), you'll find it all
here. So praise the Lord and pass the ammunition, 'cause it looks like this little war could drag on for a long,
looooooeng time.

GO TO COMPLETE LIBRARY ARCHIVES

COMING SOON

UCAS (A year in hell. Let's see what survived.)

Rigger 2 (You wanna keep up with the SOTA, doncha?)
Cyberpirates (AKA the swashbucklin® smuggler’s handbook)

GO TO COMPLETE LIBRARY ARCHIVES



THE BIG A
AND YOU

Something is going on
down—er, up—south of
the border. The Big A is
building something huge
just outside of Austin—
some folks say it's going
to be the biggest temple
outside of Tenochtitlan.
Click here to get every-
thing we got on it.

THE DRACO
FOUNDATION

Only about 2 percent of
the awards listed in
Dunkelzahn's have been
claimed as of January 1,
2058, the Draco
Foundation has announced.
And for every 100 claims
received, more than 90
are dismissed as fraudulent
by Draco Foundation secu-
rity. Click here for more
info.

STRANGE
BEDFELLOWS

Was that Damian
Knight chatting with
Nadja Daviar in the
FDC? What was
Richard Villiers doing
in New York? And was
that Leonard Aurelius
gamboling around
Toronto last week at
the same time as
Lucien Cross? Click
here to get the skinny
on your favorite
powerbroker.

FUCHI IN
TURMOIL?

Villiers ain't talkin’, the
families Yamana and
Nakatomi ain’t talking,
Renraku ain’t talking—and
no one's even seen Miles
Lanier. Click here to get
the latest information—
what little there is.

It’s 12:23:00. Do You Know Where Your Meat Body Is?



“Things just aren’t what they used to be.”

As he entered the room, Albert Cavalieri looked over at the
desk where his old friend James sat tapping a blunt finger against
the luminescent screen of the Fuchitronic™ trideo. The image was
from a New Year's speech that UCAS Vice President Nadja Daviar
was giving before a corporate consortium in DeeCee. Her poise
and beauty were ethereal, unearthly, like no human woman. Of
course, they would be unearthly; Daviar wasn't human.

“A woman as VP," James O'Malley said. “An elf, no less. And
a dragon getting elected president. Who ever thought we'd see
the day, Al? Course, he wasn't president for long. Sometimes you
push change on the world too fast, the world decides to push
back.” As if to punctuate his words, O'Malley pushed aside the
small trideo screen and considered the papers and printouts laid
out on the desk in front of him.

Using the desk’s built-in suite of electronics, he could just as
easily have called up any of the information the papers contained
with a single command, organized in any way he wanted. But Don
James O'Malley was an old-fashioned man. He preferred things
that he could touch and hold. He didn’t handle business over a
computer except when it was necessary, especially Family busi-
ness. Instead, Albert brought him the day’'s business—printed out
and organized by hand—to be considered and ruled upon. The
two of them had carried out this ritual for all of the thirty-plus
years they'd worked together, with James considering each deci-
sion that had to be made and faithful Albert offering his sage
advice and insights into each new situation.

“What do you have for me today, Al?” the capo of the Seattle
metroplex asked of his consiglieri and closest advisor.

“More of the same, mostly. The yaks are making trouble in
Puyallup again and trying to cut into the action down in Fort Lewis.
Not too much of a threat—the metroplex guard there knows the
score—but we should send them a message all the same.”

O'Malley shook his head as he leafed through the papers.
“When will that fraggin’ Shotozumi learn not to mess with me? |
tell you, Al, that man’s like the Devil. He never gives up, not in all
the years I've been here. We've been too friendly to those yak
bastards for too long. They're starting to think we're soft. Might
be time to send them more than just a gentle reminder.”

Cavalieri recognized the tone in his don's voice. James
O'Malley still held a grudge against the Yakuza for the death of his
brother Brian, the previous capo of Seattle. Even though Brian had
died more than two decades ago, his older brother neither for-
gave nor forgot the debt of honor owed against his killers. That
was why the Commissione had chosen James “The Hammer”
O’Malley to succeed Brian; they knew he would keep Seattle from
going to the Yakuza if he had to fight them to the last man.
Cavalieri understood; still, the persistence of O'Malley’'s grudge
bothered him. Too strong a desire for revenge clouded the judg-
ment—and for a powerful Mafia don, one wrong decision could
all too easily be his last.

PAMILY BUSINESS:. a srocosue

“Ro wanted me to ask if you would have breakfast with her this
morning,” Cavalieri said, to distract his don from vengeful
thoughts. “This stuff is routine. It can wait for a few hours.”

O’'Malley looked up and smiled, his dark mood parting like
clouds to let the sun shine through. “I didn’t know she was up.” He
stood and pushed the papers aside. A few long strides acioss the
room took him to the door, with Cavalieri close behind. He grabbed
his overcoat from the antique coat rack, shrugged into it and head-
ed toward the courtyard of the compound. The living area was on
the other side of it. Cavalieri fell in behind, along with the discreet
black-clad wiseguy who waited outside.

Their shoes crunched on the fresh layer of snow that covered
the courtyard’s cobbled walkway. O'Malley turned his coat collar
up against the chill January wind, still smiling despite the weather.
“It's good to have my little girl home, isn’t it, Al?”

“That it is. She'll be done with things out East pretty soon; then
she’'ll be ready to come home for good and not just for the holi-
days.” O'Malley nodded with a grunt. Al knew how much the don
missed his only child. Since his wife had passed away almost eight
years ago, Rowena was the only family Jimmy O'Malley had left.
She was the apple of his eye, even if she had ended up becoming
a "damned lawyer,” as O'Malley was fond of saying with a laugh.
Al knew O'Malley was proud of her achievements.

He'd tried to distance her a bit from Family business by send-
ing her to school out East rather than keeping her in the thick of
things in Seattle. Cavalieri knew that wasn't going to last. Rowena
had a keen mind for business and she was eager to emulate the
father she admired above anyone else. She had grown up a “Mafia
princess,” but she was as tough as any wiseguy and willing to
prove it, tradition or no.

When he looked back on that afternoon, Al realized he'd
expected some warning, some hint that something was not as it
should be. But there was none. The winter morning was clear and
bright, Rowena was home and all seemed right with the world.
Maybe that was the warning. He'd be asking himself that question
for a long, long time.

The shot was totally unexpected, almost anticlimactic. James
O’'Malley, capo of Seattle, was on his way to breakfast with his
daughter one moment and lying face down in the snow the next,
a bright crimson bloodstain spreading across the whiteness like a
winter flower.

Cavalieri stood and stared in shock at the redness for what
seemed like an eternity before he became aware of the commotion
in the compound and moved to help his don and friend. But he
already knew it was too late. His mind was already working on
plans, contingencies and permutations.

Forgive me, Jimmy, he thought. He would mourn his friend
later. Right now, he was consiglieri of the Finnigan family, and the
King was dead. His own fate and that of the rest of the Family relied
on a young woman waiting at the breakfast table—relied on
whether or not she was ready to be the Queen.

moe WAR!?



INTRODUCTION

The Shadowrun adventure Mob War! is dramatically differ-
ent from previously published adventures for this universe. Rather
than providing a single, linear adventure for the player characters
to follow, this book describes the results of a single significant
event in the underworld of Seattle—the assassination of James
O’'Malley, the city's Mafia capo—and how the fallout of that event
can lead to many different shadowruns involved in some way with
organized crime.

Gamemasters can use the material in this book to run adven-
tures and campaigns in Seattle’s underworld. The material is orga-
nized into “tracks,” one for each of the major criminal syndicates
in the metroplex. Each track describes a syndicate’s major players
and their reactions to the assassination of Don O'Malley, outlines
the syndicate's overall goals and plans and suggests likely adven-
tures based on the pursuit of those objectives. The gamemaster
can choose to have the player characters follow a single track to
its conclusion or allow them to “jump the tracks” from one plot
line to another for a tailor-made campaign (see Jumping the
Tracks, p. 16 in Running Mob War!). Each track includes at least
one fleshed-out adventure outline and several additional adven-
ture ideas that the gamemaster easily can turn into full-fledged
adventures using the material from this and other Shadowrun
products, such as the Underworld Sourcebook.

Gamemasters will find the Underworld Sourcebook valuable
for using the material presented in this book and for developing
adventures involving organized crime. Many of the optional rules
in the Shadowrun Companion: Beyond the Shadows (SRComp),
especially the Contacts and Enemies rules on pages 62-75, will
also be useful to add texture and complexity to the adventures
presented in Mob War!

PLOT SUMMARY

Two disgruntled Mafia dons in Seattle hire an assassin to kill
Don James O'Malley, the capo of the Seattle Mafia. With O'Malley
dead, Seattle’s three Mafia families commence fighting for control
of the city's Mob. Don Leo McCaskill of Milwaukee, responsible
for syndicate business in Seattle since the loss of the Chicago
Mafia in the wake of the Bug City disaster, doesn’t want the situ-
ation getting out of control. He considers any chaos in Seattle as
a threat to his shot at a seat on the Inner Circle of the
Commissione, the Mafia's “Board of Directors,” and wants things
settled as quickly as possible. He will help the Family whom he
thinks can restore order the fastest, and is biding his time to see
if a decisive winner will emerge.

The Yakuza takes advantage of the Mafia's weakness to gain
back some of the ground they lost to O'Malley over the past
twenty years, starting with some of the Mafia’s gambling and vice
operatiéhs in fhe Seattle sprawl. Yakuza “recruiters” begin making
it clear that their oyabun is in charge of those operations now, and
that outside ifiterference will not be tolerated. Some low-level

types are geeked, but the Mafia can't do much about it from the
middle of their internal war.

Hanzo Shotozumi, Yakuza oyabun (leader) of Seattle, has his
heart set on independence from the powerful Japanese-based
Watada-rengo that oversees Seattle's Yakuza operations. He wants
a rengo (league) of his own along the West Coast. To get it, he wants
to consolidate the gumis (clans) and maybe teach a lesson or two to
the other syndicates along the way. Accomplishing this might
involve getting information to blackmail or discredit a rival oyabun,
or securing protection from the Watada-rengo when the time comes
to break from that organization. Shotozumi strongly supports the
sokaiya (corporate blackmail) operation that his cousin is running to
bring in more money for the gumi, which could result in some con-
flict between the Yakuza and the corporations.

The Triads, always ready to take advantage of an opportunity,
are muscling in on Mafia gambling operations as well. They are
especially interested in some of the same ones as the Yakuza. The
Triads want to expand their presence along the Pacific Rim in North
America, especially if they can expand at the Yakuza's expense.
This situation raises the possibility of three-way conflicts between
the Yakuza, the Mafia and the Triads. Triad magicians also are
involved in attacks against some Yakuza and Mafia bosses.

The Seoulpa Rings, meanwhile, see the Mafia war as an
opportunity to strike back at the Yakuza and avenge old slights
they suffered at Yakuza hands. They begin interfering with Yakuza
expansion plans and forming alliances of convenience with any
syndicate or organization willing to give them opportunities to
strike at the Yakuza without too great a risk to their own opera-
tions.

Lone Star and the Seattle Metroplex government do their
best to minimize the Mob war and to shield the citizenry from the
fallout, trying to put some of the syndicates’ criminal operations
out of business and score important political victories in the
process. Lone Star is also in the process of renegotiating its con-
tract with the metroplex government, and the corporation tries to
use the Mob war as leverage at the bargaining table.

Into this mass conflict come the player characters. They may
be shadowrunners looking for work on any side, agents of one par-
ticular combatant in the Mob war or players in one of the various
factions connected to the big syndicates (see Other Operators,
pp. 67-80, Underworld Sourcebook). Whatever their role, they
must work their way through the confusing collection of alliances,
plots and schemes, and their actions may affect the future of the
entire Seattle underworld.

HOW TO USE THIS BOOK

Because the information presented in Mob War is story-based
rather than describes a standard single linear plot line, hard-and-
fast statistics and numbers are left up to the gamemaster to design
based on the type of campaign he or she wants to run. This adven-
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ture provides generalized statistics for many of the characters,
most derived from the rules on pages 84-85 of the Shadowrun
Companion: Beyond the Shadows.

Before beginning this adventure, the gamemaster should
read Running Mob War! (beginning on p. 9) for a complete
overview of the Seattle underworld war and suggestions for how
to involve a group of player characters in adventures related to
this event. Next, the gamemaster should read through each of the
tracks to become familiar with the different syndicates, important
non-player characters and their individual plans and goals. The
material on each of the tracks is divided into five sections that pro-
vide the gamemaster with information about each syndicate’s role
in the overall plot and the major characters, goals and activities of
each syndicate.

The first section, An Offer You Can’t Refuse, describes some
of the different ways in which player characters can become
involved in the events described in that track; this information sup-
plements the material rom Running Mob War! It also provides
information for gamemasters interested in running an alternative
type of Shadowrun campaign such as those described in the
Shadowrun Companion or Underworld Sourcebook. Gamemas-
ters can use material from An Offer You Can’t Refuse to “test the
waters” and determine the interest level of the player characters in
the events of that track, as well as to introduce elements of the
event into the background of his or her. current campaign.

What's Going Down describes the overall plots and events of
the Mafia war timeline (see Running Mob War!, p. 14) after the
assassination of Don O’Malley. It covers the plots of the major

players involved in the track, along with some of the
possible effects of their actions.

The Players describes important people involved
in the events of the track, their backgrounds, motiva-
tions and goals. These profiles are more in-depth than
the standard Shadowrun character descriptions; they
are designed to give the gamemaster a more complete
view of each character so that the characters can be used
effectively in the overall story line. In effect, The Players
also provides a who's who of the major criminal figures
in the Seattle underworld that gamemasters can use in
continuing campaigns and adventures.

The fourth section, Adventure Frameworks, pro-
vides the gamemaster with complete outlines for adven-
tures involving the events and plans described in What's
Going Down and in the timeline section of Running Mob
War! With little additional preparation, the gamemaster
can use these frameworks to run complete adventures
involving the events of that track.

Finally, the Adventure Ideas section Dbriefly
describes additional ideas for further adventures involv-
ing the events of the track. The gamemaster can use the
material in this book and in the Underworld
Sourcebook to build these ideas into full adventures.

The final section in this book, The Dragon
Crimelords, offers a Threats-style treatment of the
dragons Lung and Ryumyo, providing enough informa-
lion to allow gamemasters to use these wyrms as the
shadowy manipulators behind the Triads and Seoulpa Rings,
adding another dimension to the Mob war in Seattle.

ADVENTURE FRAMEWORKS

The adventure-framework format is an adventure outline that
gamemasters can use to plan out the events of an adventure while
maintaining as much flexibility as they need. Each adventure
framework has five parts: Premise, Setup, Events, Climax and
Sequels.

The Premise briefly summarizes the adventure and describes
its major sources of conflict or drama. The Setup describes how
the adventure begins and how the characters become involved in
it. This section may also include events that have led to the adven-
ture, and background on other ideas mentioned in the Premise.
The Events in each framework describe encounters and events
that occur during the course of the adventure. These may include
situations that pose problems for the characters, actions by the
adventure’'s antagonists or simply unexpected occurrences. In
other words, events are the obstacles or problems the player char-
acters must overcome to complete the adventure successfully.

The Climax describes the likely conclusion of the adventure.
(If player characters take unexpected actions, the ending of the
adventure may differ considerably from the ending described in
the Climax—therefore, gamemasters may want to plan for more
than one possible conclusion.) Sequels describes stories that
might happen after the adventure or as a result of the adventure.
By running sequel adventures, gamemasters can create a sense of
continuity in their campaigns.

MoOoB WAHR!?



RUNNING MOB (LARY

Because Mob War is more complex than previous
Shadowrun adventures, running this adventure requires some
additional preparation on the part of the gamemaster. This section
provides guidelines for running the multiple plot lines in this book
and suggests how to integrate them into an existing Shadowrun
campaign.

HOOKING THE CHARACTERS

Most adventures assume that the player characters are sitting
around waiting for a shadowrun to drop into their laps. Because
Mob War is triggered by an event and the situations the runners
find themselves in revolve around that event, the gamemaster must
devise a variety of ways to get the player characters involved in the
story line. Each of the following sections describes various means,
motives and ploys the gamemaster can use to involve the player
characters in the maelstrom of Seattle’s Mafia war.

SIMPLE RUN, MINIMAL COMPLICATIONS

The easiest way to get the player characters involved in the
events of Mob War is to have a Mafia Mr. Johnson from any of the
different Families hire the team for a run. The events of the Mob
war are forcing the Mafia to make many exceptions to its tradi-
tional rule of keeping things “in the Family,” and many of the dons
and their lieutenants are hiring shadowrunners on the side to han-
dle some of the dirty work of the conflict.

This option allows the gamemaster to insert a Mafia-related
adventure or two among more ordinary shadowruns. Perhaps the
runners start out doing simple shadowruns for the Mafia on the
edges of the Mob war and get more deeply involved as time
passes, developing some of the additional connections and hooks
described in this section.

CONTACTS

Contacts offer an ideal way to involve player characters in
adventures and plots such as the Mob war. If any character has a
Mafia or other organized-crime contact, that character is very like-
ly to hear about the death of Don O'Malley; the contact might
even ask the player character to get involved in exchange for the
services the contact has provided for the character. The Contacts
and Enemies section of the Shadowrun Companion is an invalu-
able aid to gamemasters who wish to use contacts in this way.

Gamemasters looking for tie-ins to the Mob War plot line may
find the Friend of a Friend rules (p. 63, SRComp) particularly useful.
These rules suggest ways the gamemaster can flesh out a portion of
the network of contacts and acquaintances that player characters
might have who could connect them with the events in this book.

BODYGUARDING

An option that involves the player characters directly in the
events of the Mob war is to have them working as bodyguards or
security for Don O'Malley when he is killed. The runners might be

Mafia regulars in an organized-crime campaign (p. 89, Underworld
Sourcebook), or they might be freelancers hired as additional
security for the don. When O'Malley is assassinated, the characters
have an immediate, urgent reason to get involved in subsequent
events; they want to find out who killed their employer and clear a
black mark from their own reputations.

This approach assumes that the runners fail to protect Don
O’'Malley; he dies regardless of what they do. This lack of control
over their fate may bother some players, especially if they don't
want their characters to appear as anything less than ultra-compe-
tent. Gamemasters should therefore be cautious about using this
tactic to involve the player characters in the Mafia conflict.

An interesting variation on the bodyguarding option is to have
the player characters acting as Rowena O'Malley’s bodyguards,
assigned to her while she is in Seattle visiting her father. In this
case, the characters are not really responsible for the safety of the
don and so haven't failed in their duties when he is killed, but they
are in a position to help Rowena and protect her from a follow-up
assassination attempt. See Lady in Distress, p. 18, for more infor-
mation on this potential story line.

The player characters may also be hired muscle for one of the
other syndicates, particularly the Yakuza. They might be working as
bodyguards for Hanzo Shotozumi or one of the other Yakuza big-
shots, a position that can become interesting when Shotozumi
begins publicizing his plans to create his own rengo in Seattle. This
situation will force player characters to choose, in classic Japanese
fashion, between duty and honor.

Characters are less likely to become involved in the inner
workings of the Triads or the Seoulpa Rings as outside freelancers
because of the degree of secrecy maintained by those organiza-
tions, though both groups may hire a player character team as
shadowrunners for specific jobs (see Simple Run, Minimal
Complications).

MADE MEN

The gamemaster can directly involve the player characters in
the events of Mob War by having them be members of one of the
Seattle syndicates. They might be up-and-coming made men in the
Mafia, low-ranking members of the Yakuza or one of the Triads,
new members of a Seoulpa Ring or even lieutenants in a newly
formed ring.

This option could kick off an organized-crime campaign or
serve as a change of pace for an existing one. It will place the char-
acters right in the thick of things and give them a strong motiva-
tion for becoming involved in the Mob war. However, it also tends
to limit the characters’ options if they try to remain loyal to their
organization, and most likely restricts them to the events of the
track that most concerns their organization.

For more information on making the player characters part of
an organized-crime campaign, see the Game Information section
of the Underworld Sourcebook.

MOoB WAR!



THIS IS PERSONAL

A time-honored Shadowrun method for getting player char-
acters involved in an event is to make things personal. The char-
acters might have old friends or contacts in the Mafia, as men-
tioned in the Contacts section, or they might owe a personal debt
to someone in one of the major Mobs. The characters might
become involved when the events of the Mob war somehow
directly affect them. They might have friends, family or contacts
threatened or hurt by fallout from the conflict, prompting the char-
acters to get involved by trying to help or avenge their loved ones
or associates.

One technique that gamemasters can use to tailor the mate-
rial and events in Mob War for an individual campaign is to weave
the characters, adventures and events in this book into existing
material in their own Shadowrun campaigns. For example, if you
have already created some major Mafia figures in your campaign,
then use them in place of some of the Mafia characters described
in the Mafia track of Mob War If a super-assassin with a fearsome
reputation already exists in your campaign, you can use that char-
acter instead of the Chimera assassin described on p. 27. The
same is true for details in the other tracks as well.

Adding personal details from your campaign to the mix of
material in Mob War will help make the adventure seem more
real to the players. It will also give the gamemaster some ready-
made hooks to draw the player characters into the story through
their relationships with characters they already know.

If the material in Mob War conflicts with something already
established in your campaign, feel free to stick with your own ver-
sion. The overall plot line of the Mob war in Seattle is the most
important factor, not the individual non-player characters. If you
have a different don in Seattle, he or a different Mafia figure can
be assassinated. Perhaps the victim is a high-ranking member of
the Yakuza and the conflict begins with them. Take the cloth of the
story presented in this book and tailor it as needed to fit the frame
of your campaign.

ALTERNATE CAMPAIGNS

In general, the material in this book assumes that the player
characters are shadowrunners, but they may play many other
roles in this story line. The events of the Seattle Mob war can work
with many of the alternative campaigns outlined in the
Shadowrun Companion, particularly a law enforcement, gang,
DocWagon or media campaign. The following information offers
gamemasters some suggestions for adapting the material in this
book to suit such non-traditional Shadowrun campaigns.

DocWagon

The events of Mob War are likely to create a hefty body count
between the different syndicates in Seattle. Many of these orga-
nized-crime figures are well-off enough to be DocWagon sub-
scribers, which allows a team of DocWagon player characters to
easily get involved in pulling some of these customers out of trou-
ble. The characters might even be the DocWagon team that
responds to the shooting of Don James O'Malley (though they will
be too late to save him).

The Seattle syndicates generally consider DocWagon teams
to be neutral parties. Everyone depends on DocWagon's medical
services, so no one messes with the medical corporation lest they
risk reprisal from their peers in the process. That unwritten rule of
engagement gives DocWagon player characters a certain amount
of protection and allows them to move freely through all levels of
the Mob war.

This freedom of action might lead to the player characters
doing “favors” for one criminal faction or another; they might carry
messages, or be offered bribes for “special treatment” or for
obtaining classified medical information for a criminal contact. The
By the Blood adventure idea in the Mafia track is particularly well-
suited to DocWagon characters.

Media

The conflict between the different Seattle syndicates and the
death of Don O'Malley are big news. The different newsnets and
screamsheets are all looking to break the big story that will
expose the criminal conflict and score the highest ratings. Of
course, these reporters and their crews are also messing with
some serious opposition as they chase after the real story of the
Mob war.

A media/reporter campaign can follow the events described
in the Timeline of Events with an eye on broadcasting them to the
viewing public. How involved the reporters become depends on
how badly the syndicates want to keep their affairs private and
how deep the characters are willing to dig. Gamemasters may find
the Snoop rules in Shadowbeat (pp. 38-56) helpful for running
this type of campaign.

Special Forces

Though it is unlikely that government black ops teams will
become directly involved in the events of the Seattle Mob war,
such characters easily may become involved on the periphery of
the Mob War adventures. The player characters might be a spe-
cial squad of the Seattle Metroplex Guard assigned to crack down
on criminal activity. They might be elite UCAS forces assigned to
assist the Seattle government in controlling violence in the
metroplex as part of a show of force by the new UCAS adminis-
tration. Though these characters will have considerably greater
resources and freedom to operate in the light than shadowrun-
ners, they also will be limited by the same restrictions that affect
other characters trying to operate within the bounds of the law
(see Law Enforcement, p. 12).

Finally, the player characters may be government plants who
have infiltrated one of the syndicates. This type of double-edged
adventure will need a gamemaster's heavy hand because the
characters must maintain dual loyalties in a situation where nei-
ther side—not the government, not the syndicate—will accept
anything but total obedience. This type of campaign is an
advanced campaign; ideally, it should be played by gamemasters
and players familiar with the Shadowrun rules who prefer role-
playing to gunfights.
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Law Enforcement

Mob War is ideally suited for a law-enforcement campaign
where the player characters are members of Lone Star, Knight
Errant or some other law-enforcement agency. The gamemaster
can use material from The Law to create adventures for characters
working on the right side of the law against Seattle’s criminal syn-
dicates.

Characters in a law-enforcement campaign face certain chal-
lenges in dealing with the events of the Mob war. Because the
characters must work within the bounds of the law as much as
possible, the steps they can take against the different criminal syn-
dicates are somewhat limited. They must carefully gather evi-
dence and build some kind of a case before taking action; unlike
shadowrunners and other lawless types, they cannot simply gun
down their opponents in cold blood.

This does not mean that a law-enforcement campaign will
automatically lack action or get caught up in red tape. Cop char-
acters will be called upon to perform plenty of dangerous duty in
the course of dealing with the Mob war. The gamemaster can mix
investigation and action to maintain the pace of such adventures
and keep them interesting for the players.

When using the adventure frameworks and ideas in this
book, the gamemaster must change them somewhat to make
them suitable for a group of cop characters. The police will
approach many of the events after the fact, following up leads in
an investigation that hopefully ends in an arrest.

As stated in Special Forces, p. 10, the player characters may
be undercover agents for Lone Star or the UCAS government.
Alternatively, instead of having the player characters clearly iden-
tifiable as members of a law-enforcement organization, the
gamemaster can combine law enforcement with one of the other
campaign hooks presented above. For example, the characters
may pose as shadowrunners, DocWagon employees or gangers to
infiltrate the inner workings of one of the syndicates. If the player
characters infiltrate a small-time gang only to discover that the
gang is a Seoulpa Ring chapter preparing for war against the
Triads and Mafia, the player characters will find themselves right
in the center of the Mob war.

Magic

Though Mob War does not center on the use of magic,
gamemasters will find it relatively easy to involve magical groups
or organizations in the conflict. One good way to involve magical
characters is through the mysterious magic of any of the Triads
who come to the fore in the conflict. The Triads make more use of
magic than any other criminal syndicate, and so may draw the
attention of other magical groups. Several of the adventure ideas
in the Triad track offer possibilities for drawing a variety of magi-
cal orders into the conflict in one way or another (see Blood Rites,
p. XX). The gamemaster can use any of these options as a link to
player characters currently involved in a magical campaign.

Gangs

Another campaign concept well-suited to the events in Mob
War calls for all the player characters to be members of the same
gang. All the syndicates use street gangs as foot soldiers and low-

level operatives in the metroplex; they are likely to recruit addi-
tional forces as the conflict between them escalates and they need
more bodies (read: cannon fodder) to accomplish their goals.

The player characters’ gang could end up working for one syn-
dicate or another, or they might try playing both sides against the
middle. The player characters’ gang might even want to stay out of
the conflict, but must protect their territory and rep from other
gangs involved in the Mob war that are receiving support, gear and
additional reputation on the streets from their Mob patrons. Do the
player characters get involved to maintain their position, or do they
hold to neutral ground and risk the destruction of their gang?

Gamemasters will find the additional material on gangs from
the Shadowrun Companion and the Underworld Sourcebook
useful in running a gang campaign using the events and adven-
ture ideas from this book.

THE LAW

The syndicates aren’t the only ones at war with each other in
Seattle. The “good guys” also are looking for a way to grab busi-
ness from the competition, and the Mob war is shaping up to be
a golden opportunity.

This section provides information on the government and
law-enforcement agencies trying to keep a lid on Seattle's brew-
ing Mob war. The gamemaster can use this material as back-
ground or to run adventures in which the player characters are
“working on the side of the angels"—either as hired guns or in a
starring role in a government or law-enforcement campaign.
Suggested rules for playing Lone Star characters appear on p. 117
of the Shadowrun Companion; the gamemaster may also find
useful the additional information presented in the adventure
Under the Influence in the Missions adventure set.

CAMPAIGNING WITH THE BADGE

Players may want to play the “good guys” in Mob War as
outside help hired by Lone Star, the Metroplex Guard or Knight
Errant, or as officers for any of those organizations. The events of
the overall story line still will play out as shown in the various
tracks, and the player characters can be involved at any level. They
may be detectives investigating the murder of Don O'Malley,
undercover government agents or police trying to bring down the
Yakuza from inside—characters may take any other role the
gamemaster and group find interesting to play. There is no single
right way to run the events from each track using the player char-
acters as government or law-enforcement agents.

In addition to existing suggestions for Lone Star campaigns,
the gamemaster can easily tweak each of the tracks toward law
enforcement by assuming that the events occur as written but that
the player characters must find conclusive evidence of wrongdo-
ing by a perpetrator and bring the criminal parties to justice—in
addition to stopping the culpf'it (who may be a shadowrunner or
member of a criminal organization). In general, the player charac-
ters should win more cases than the Star would if portrayed by
non-player characters; players whose characters keep seeing their
hard work go for naught might become bored with a law-enforce-
ment campaign. Experienced roleplayers who really want a
change of pace might enjoy the angst of fighting the odds and
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winning only occasionally, but this type of game probably won't
appeal to everyone.

THE METROPLEX GOVERNMENT

The Seattle Metroplex government has seen better times—
and in a metroplex as troubled as Seattle has been, that's saying
a lot. Governor Schultz is serving her fifth term in office, and her
long-standing popularity is beginning to erode. The events of the
UCAS election and the federal government’s general neglect of
Seattle in order to clean its own house has caused many Seattle
residents to look upon their city government with disfavor.

Governor Marilyn Schultz

The Honorable Marilyn Schultz has been governor of Seattle
for an amazing nineteen years, most recently re-elected in the
famed “Lost Election” of 2056. The wear and tear of this long
reign is finally beginning to show. Schultz was first elected to her
current position following the Night of Rage in 2039 after then-
governor Allenson was assassinated (supposedly for his involve-
ment in the events of that tragic night). At that time Schultz was
the mayor of Bellevue; her quick and decisive action on the Night
of Rage, together with her strong support of the United Corporate
Council, catapulted her into the corner office in the metroplex,
where she swore to clean up the corruption that riddled the
metroplex government.

Nearly twenty years later, Schultz is approaching fifty and the
fighting spirit of her youth has faded. She is too enmeshed in the
complex web of city politics to do anything more than try to main-
tain the shaky status quo. Schultz has called in all her favors and
markers, played all her best cards and ultimately managed only to
keep from spreading the corruption she wanted to clean up—no
small feat in itself, but nowhere near her ultimate goal.

The Mob war may be the final blow to Schultz's career as
governor. Seattle’s citizens have begun to see their governor as a
weak and ineffectual figure who can’t even stop the syndicates
from fighting in the streets. Schultz is attempting to crack down
on the syndicates, but a weak economy and lingering social pres-
sures from Dunkelzahn’s assassination have turned Seattle into a
powder keg, and she does not want to resort to measures that
could set off another Night of Rage.

Other political figures in the metroplex are using the gover-
nor's lack of response as a soapbox to push their own agendas.
Former presidential candidate Kenneth Brackhaven has been par-
ticularly critical, accusing the governor of being “soft on crime.”
Many Seattle residents believe he is setting himself up to run for
governor in the 2060 election.

The Metroplex Guard

Seattle’'s Metroplex Guard is the city's military force, similar
to the National Guard of the old United States. Recruited and
trained locally, the three battalions of the Guard are technically
part of the UCAS military, though they rarely function in that
capacity. The Metroplex Guard protects Seattle’s government
facilities; the Guardsmen were instrumental in helping corporate
and private security forces control the riots that erupted in the city
after Dunkelzahn's assassination.
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As governor, Schultz is technically the commander-in-chief of
the Guard. She can use special executive powers to command
them in times of crisis, such as the aforementioned riots. Thus far,
she has been unwilling to involve the Guard in anti-organized
crime actions in the metroplex, instead using them to protect vital
government services from being disrupted by fallout from the
Mob war. Many people cynically interpret this decision as Schultz
choosing to protect herself and her government cronies while
leaving Joe Public at the mercy of the syndicates.

The current commander of the Guard is Colonel Ben O’Neil,
a career soldier who disagrees with the governor's policies but
keeps his opinions to himself. O'Neil would very much like to see
something like martial law in Seattle and believes the current sit-
uation warrants such measures. If given the option, he would
impose order by any means necessary; fortunately for the people
of Seattle, he would never do so in violation of orders or on his
own initiative.,

LONE STAR SEATTLE

The brunt of dealing with the conflict between the Seattle
syndicates falls on the shoulders of Lone Star, the corporation that
holds the contract for security services in the metroplex. Both
Lone Star and Governor Schultz are using the Mob war as a bar-
gaining chip in ongoing contract discussions between the Star and
the government. Lone Star knows that withdrawing their services
from Seattle would leave the metroplex helpless, at least tem-
porarily; what keeps them from pushing this advantage too hard
is the risk that inadequate services would force Seattle to hire
another company like Knight Errant or Eagle Security. Seattle is
too lucrative a contract to lose, and so Lone Star is playing its
cards very, very carefully.

Willlam Louden

William Louden has been the head of Lone Star Seattle since
2049, surviving two changes in corporate administration. Through
it all Louden has steadfastly and competently administered Lone
Star operations in Seattle. He has also carefully covered himself in
the event of a crisis that might blow up in his face. Now, howev-
er, Louden has a problem that could cost him his job.

Lone Star’s response to the Mob war in Seattle closely resem-
bles the action that Governor Schultz has so far refused to take:
declaring martial law. The security corporation has upped its
forces in the metroplex and begun cracking down hard on the
syndicates in an effort to stabilize the situation. Unfortunately,
their efforts have only aggravated the problem. The Mafia, the
Yakuza and the Triads all seem willing to target Lone Star officers
if necessary to accomplish their ends, making it dangerous for
cops to venture into areas under the control of the syndicates.

Louden, a better administrator than a military commander, is
feeling the pressure, and Lone Star's operations in the metroplex
have consequently taken on an air of desperation. The cops do
their best to keep the syndicates from causing gratuitous collater-
al damage and try to protect Seattle taxpayers, but it is increas-
ingly clear to all that their efforts just aren’t cutting it. Louden is
convinced that if the troubles continue, Lone Star Central in Texas
will replace him.

Louden is looking into covertly hiring freelance operatives
(read: shadowrunners) to handle some not-entirely-legal missions
to curb the syndicates’ worst excesses. This covert shadow war
shows some signs of promise and makes a good opportunity for
the gamemaster to involve player characters on the side of the law
for a change.

KNIGHT ERRANT SEATTLE

Waiting in the wings and watching Lone Star struggle is
Knight Errant Seattle, a subsidiary of Ares Macrotechnology's pri-
vate security company. KE Seattle has been attempting to win the
city's security services contract for at least six years, and the cur-
rent situation may provide Knight Errant with its opportunity to
acquire that lucrative chunk of business. The company's last effort
to do so was blocked by a last-minute renegotiation between
Lone Star and the Seattle government, but now it seems that
metroplex officials are beginning to regret that decision.

Knight Errant has been offering security at discounted rates to
private individuals and companies to “supplement” the security
offered by Lone Star. KE's public-relations department is using the
Seattle media to spin the story that Knight Errant offers more “per-
sonal” security, as opposed to Lone Star’s broad-based, “imper-
sonal” service, and the PR campaign is having an effect. Knight
Errant personnel are portrayed as dashing, concerned high-tech
heroes in black, while Lone Star is shown as uncaring, outdated
and even brutal. Lone Star has been working to counter KE's ads,
but without much success.

For the time being, Knight Errant is content to undercut
Lone Star's operations and try to weaken the company'’s reputa-
tion in Seattle. However, KE might well take advantage of the
current chaos to arrange for a shadowrun or two that could dam-
age Lone Star's relations with the Seattle government. Player
characters could find themselves on either side of the Lone
Star/Knight Errant conflict, or working with a smaller security
company caught in the middle.

TIMELINE OF EVENTS

The master timeline provided below outlines the major events
leading up to the Seattle Mob war. The timeline serves as a quick-
reference guide and a source of ideas for the gamemaster to build
adventures around, using the background material, adventure
frameworks and adventure ideas in the different tracks.

The dates are set up as part of the ongoing history of the
Shadowrun universe, but gamemasters should change them to
suit the needs and time frames of their own campaigns. If your
campaign is set in an earlier time period and you want to take
advantage of the material in this book, simply change the dates so
that the events of the Mob war happen months or even years ear-
lier than described in the timeline below.

2010—The Yakuza of Seattle is given official recognition as the
Dungeness Crabs of the 87th Prefecture by the oyabun of the
Watada-rengo in Chiba, Japan. This approval of and support for
their activities allows the Seattle Yakuza to grow rapidly and
expand its operations.
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2026—The Mafia Commissione appoints Brian O'Malley from
Milwaukee as the head of the Finnigan family and Don of Seattle,
and assigns him to deal with the problem of the Yakuza in the
metroplex.

2030—Brian O'Malley is shot and killed in his home by Yakuza
assassins. A retaliatory hit the next day kills the Yakuza oyabun
responsible, along with his lieutenants. Losses on both sides of
the Mafia/Yakuza conflict result in a truce. Patrick Finnigan
becomes capo of his family and the Don of Seattle.

2031—James O'Malley, capo of Milwaukee and Brian’s older
brother, becomes obsessed with revenge against the Yakuza. He
neglects his city’s operations so dramatically that the
Commissione strips him of his position and forces him to retire.

2032—To rebuild gumis nearly crippled in the conflicts with the
Mafia, the Japanese Yakuza send a new upper echelon of Koreans
to Seattle. These Korean leaders begin aggressively reclaiming
lost territory.

2042—Akira Watada, oyabun of the Watada-rengo, issues an ulti-
matum to the Korean oyabuns of Seattle. They must pledge their
loyalty to the Watada-rengo or suffer the consequences.

January 2043—Watada-rengo assassins invade Seattle and kill the
vast majority of the Seattle Yakuza's Korean leadership. The sur-
vivors are forced to pledge loyalty to the Japanese rengo or be
executed. New Japanese managers are put in place, and within a
few weeks the Japanese once again control the Seattle Yakuza.

Former Korean Yakuza oyabun Park Jai Kyu begins organizing
the Seoulpa Rings in Seattle with the help of his remaining con-
tacts and followers. The concept catches fire and begins to spread
through the metroplex and the rest of North America.

2044—Hanzo Shotozumi is appointed the oyabun of the 87th
Prefecture in Seattle. He re-institutes and enforces traditional
Yakuza ways and values, and begins an aggressive campaign to
expand Yakuza operations in the Pacific Northwest.

2045—Don Patrick Finnigan is failing to hold the line against
Yakuza encroachment in the Seattle metroplex, and so the
Commissione calls Don James O'Malley out of enforced retire-
ment to resume control of Seattle operations. O'Malley is
appointed Don of Seattle specifically to slow Yakuza growth in the
metroplex. He, his wife and his 15-year-old daughter Rowena
move to Seattle.

The Seoulpa Rings start making a name for themselves in the
Seattle underworld as their operations expand: they begin to
encroach on the markets of the other syndicates.

August 2055—The UCAS government sets up the Chicago
Containment Zone, isolating most of the population of Chicago
behind UCAS Army barricades. Those trapped include the
Chicago mafia, as well as the Chicago branches of the other major
syndicates. The Mafia loses contact with the don of Chicago and

It transfers control of

the Commissione believes him dead.
Chicago operations to Don Leo McCaskill of Milwaukee, a former
lieutenant of James O’'Malley.

October 2057—The dons of the Bigio and Ciarniello families in
Seattle begin meeting covertly with Sergei Malenkin, a represen-
tative of a group of super-killers known as Chimera.

1 January 2058—Don James O’Malley is shot and killed by a
Chimera assassin at his home in Seattle.

4 January 2058—0O’Malley’s funeral is held in Seattle, with all the
major Mafia figures of the metroplex in attendance. Hanzo
Shotozumi appears with a Yakuza honor guard to pay his respects
to his fallen rival and inform the remaining Mafia bosses of Seattle
that the Yakuza is not responsible for O'Malley’s death. He also
delivers a veiled threat implying that the Yakuza plans to retake all
the territory it has lost to the Mafia to date.

Following her father’s funeral, Rowena O’Malley informs the
Finnigan family's leaders and advisors that she intends to claim
leadership of the Family and of the Seattle Mafia as her father's
sole heir. The announcement creates a considerable stir among
the Mafiosi gathered at the meeting, but Rowena quickly gains
the support of the Finnigan family with the help of her father's
consiglieri, Al Cavalieri.

5 January 2048—Inspired by Don O'Malley's death and the brew-
ing potential for Mob war in Seattle, the first of the Underworld
collection of files is posted on Shadowland. Shadowrunners begin
to take notice of the Seattle syndicates.

Rowena O’Malley delivers word of her intentions to become
capa of Seattle to the heads of the other Seattle Families as well
as to Don McCaskill and the Commissione. The Inner Circle of the
Commissione places responsibility for the Seattle situation in
McCaskill’s hands.

Word goes out among Seattle’s gangs that the Yakuza is
recruiting gangers as soldiers in its aggressive expansion plan.
Some gangs join up; others are wary of the offer.

7 January 2058—Yakuza soldiers start muscling in on Mafia-run
gambling operations and businesses in the metroplex. Sporadic
fights break out between the yaks and Mafia enforcers.

8 January 2058—An assassination attempt against Rowena
O'Malley is narrowly averted. The attempt only strengthens
Rowena's determination to gain control over the Seattle Mafia and
put an end to the conflict.

STORY STRUCTURES

Unlike a typical Shadowrun adventure, Mob War follows sev-
eral different plot lines whose events all happen simultaneously. To
run an adventure of this complexity requires extra planning and
preparation by the gamemaster, but also provides more choices for
the players and a richer background for running a series of linked
adventures. This section offers hints and guidelines for gamemas-
ters on different ways to run the plot lines provided in this book.
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Each plot line is designed as a track that follows the activities
of a particular organized-crime syndicate in its efforts to get ahead
in the Seattle Mob war, along with some adventure outlines and
ideas that go with the track. The gamemaster can involve his play-
ers in only a single track, with one track serving as the primary
story and the events from other tracks serving as peripheral or
background material, or he can use the tracks one at a time to
allow the characters to become involved in different sides of the
conflict.

i
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ONE-TRACK MIND

The simplest way to run Mob
War is to choose the track most
interesting to the player group and
run the adventure frameworks or
ideas presented for that track.
Gamemasters can tie together some
of the adventure frameworks to cre-
ate a longer adventure, or inter-
sperse the adventures in the track
with other shadowruns.

With the player characters fol-
lowing one track, the gamemaster
can use events and important char-
acters from the other tracks as back-
ground material for events else-
where in the metroplex that might
affect the player characters indirect-
ly through their contacts or friends,
or simply create rumors for them tos
hear on the streets. Characters and
events from the other tracks also can
serve as useful background material
for creating other organized-crime
adventures.

JUMPING THE TRACKS

Ambitious gamemasters can
connect the different tracks, allow-
ing the runners to jump from one to
another and become involved in
many facets of the Mob war. As an
example, the runners might be hired
to track down James O'Malley's
assassin in one adventure and then
take on a run for the Yakuza to pro-
tect yak gambling interests in the
metroplex from the Triads. This kind
of mix-and-match approach can
provide the player characters and
the gamemaster with numerous
angles from which to approach the
overall story.

Following different
tracks can easily give the gamemas-
ter a variety of adventures to run. It
is best if the adventures start out
small, with other shadowruns interspersed between them. As
events progress and the conflict between the different syndicates
escalates, the runners find themselves getting more and more
offers of work from the underworld.

Shadowrunners who try to work more than one side of the
street in the Mob war may receive some lucrative opportunities, but
they also can buy themselves a great deal of trouble. The gamemas-
ter needs to carefully consider how some of the important charac-
ters in the different syndicates will react to the runners’ shifting loy-

several
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alties. Shadowrunners too deeply involved in the Mob war whose
motivations and loyalties are in question might end up as targets of
a Mob hit ordered with the goal of eliminating potentially danger-
ous loose cannons.

FREE-FORM PLOT LINE

The most challenging, and perhaps the most rewarding way
to run the material presented in this book is to let the players dic-
tate much of the adventure’s direction and decide what opportu-
nities they will pursue. This free-form style of adventuring places
a great deal of control over the game in the hands of the players,
and requires a gamemaster who can respond quickly to player
ideas and actions.

In the free-form scenario, the gamemaster presents the infor-
mation about the death of Don James O'Malley and the brewing
Mob conflict in Seattle to the players. He or she can do this
through any of the means described in the An Offer You Can’t
Refuse sections or a method of the gamemaster’'s own creation.
The gamemaster then allows the players to decide how their char-
acters want to proceed and how (or even if) they want to take
advantage of the Mob war. This can be as simple as shadowrun-
ners going out on their own to look for potential runs in the Mob
conflict or as complex as runners deliberately jumping into the
action feet first in the hopes of changing the power structure of
the underworld by affecting the conflict’'s outcome.

The gamemaster should read through all of the major players
and events described in this book and then decide how best to
integrate the events into his or her campaign. The gamemaster
will need to be very familiar with the material in this book because
the story line can go off in any number of directions. The players
might choose to deal primarily with events involving the Yakuza
or local Triad wars and stay away from the Mafia's succession
struggle, or they might follow up on leads that take them to the
top of the ladder in the Mafia’s internal war.

The trick to making a free-form scenario work is taking the
players’ actions and letting events flow with those actions, rather
than trying to force the players to follow a planned path. The
gamemaster can then weave different elements from the adven-
ture frameworks and ideas given in this book into the overall story
as opportunities present themselves.

For example, the players may decide they want to see the
Bigio family brought down. As they begin investigating the
Bigios' involvement in the conflict, the gamemaster might drop
some clues that could lead the runners into the Tracking the
Assassin adventure framework from the Mafia track. Afterward,
Rowena O’Malley might contact the runners and offer them some
work, perhaps leading to another adventure. Or the runners might
refuse further work for the Mob and accept an offer from the
Yakuza instead.

Keep in mind that just because the players choose a direc-
tion, that doesn’'t mean that the major non-player characters from
other tracks cease to manipulate events. If the players decide that
the fun is in joining the Seoulpa Rings, Rowena O'Malley’s power
play and the subsequent Mafia internal conflict still occurs; it
merely happens in the background instead of the foreground.

NOVEL PLOT LINE

In this type of story, the gamemaster structures the characters’
Mob war adventures like the chapters of a Shadowrun novel.
Using the Timeline of Events (p. 14) as his groundwork, the
gamemaster can launch the runners into the story line at the begin-
ning of the war when Don O’Malley is assassinated and keep them
involved in events by using material from the various adventure
frameworks. He can even go beyond those frameworks for addi-
tional sequels.

The difference between a novel format and the other formats
described in this section is that a novel campaign has a clear
beginning, middle and end, while other types of campaigns and
adventures are more open-ended. The novel format is especially
well-suited to a specialized short-term campaign that the
gamemaster wants to start and run to a definite conclusion. It can
also be a self-contained story line within an existing campaign.

RUNNING OUTSIDE SEATTLE

Though the events in Mob War take place in the Seattle
metroplex and focus on the criminal syndicates of that city, the
basic plot lines and most of the adventure frameworks and hooks
easily can be transplanted to any city where the gamemaster
wants the campaign to take place. If your gaming group doesn't
run in Seattle, you can use the material in this book to start your
own Maob war in another city.

Almost any major city in North America can be the site of
conflict between the major criminal syndicates. The gamemaster
will need to tinker with the major characters and change the
names and events to match the local syndicates. The material on
various syndicates in North America from the Underworld
Sourcebook will prove useful in adapting Mob War to take place
in another location.

ENDING THE WAR

One of the things that makes Mob War different from most
Shadowrun adventures is the fact that it does not have a set end-
ing. The conflict that begins in this book between the criminal syn-
dicates of Seattle will continue for some time in Shadowrun prod-
ucts. Mob War begins the conflict, but does not resolve it. The
events are larger than those of a typical shadowrun and their
impact is greater, and so they cannot be neatly wrapped up in a
single adventure.

Individual gamemasters may not want to involve their players
in an ongoing Mob War campaign; instead, they might want to
end the characters’ involvement at a specific point. That can be
easily accomplished. The conflict between the syndicates may die
down at different points, allowing the player characters to get out
before things start to heat up again. The gamemaster can then
revisit the Mob war in later adventures or simply use it as a back-
ground element while the player characters pursue other activities.

Gamemasters can also extend the events of this book to pro-
vide additional Mob-war themed adventures for the player char-
acters. The short adventure ideas provided with each track can
supply many additional adventures to extend such a campaign.
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TRACK ONE: THE MAFIR

The Seattle Mafia is at the heart of the conflict in Mob War!
This section covers the three major Seattle Mafia Families: the
Finnigans, the Bigios and the Ciarniellos. It describes the impor-
tant players in each Family, among them Don O'Malley's ambi-
tious daughter Rowena and the heads of the two rival families that
contracted O'Malley's death. It also provides information on the
McCaskill Family, who runs Milwaukee. The Seattle Mafia answers
to the McCaskill Family since the sudden demise of the Mafia in
Chicago after the Containment Zone was established (see p. 33 of
the Underworld Sourcebook).

Gamemasters may find the information on the Mafia pre-
sented in the Underworld Sourcebook (p. 27-37) useful for pro-
viding additional color and depth to the characters and events in
this track.

AN OFFER YOU CAN'T REFUSE

This section suggests various ways in which the gamemaster
can involve the player characters in the overall Mob War! plot line
through the Mafia track. The team might be involved from the
beginning of the conflict or become embroiled in the Mob war at
a later point when things really start to heat up. The gamemaster
can use the suggestions given below to tailor the adventures and
events of this track to the campaign and the player characters.

LADY IN DISTRESS

Player characters may be connected to Rowena O'Malley in
some way so that she looks to them for help after the death of
her father. The characters might be her bodyguards (see
Bodyguarding, p. 9). childhood friends or acquaintances from
back East, or one player character may be a former lover or a
contact.

This option most likely puts the player characters on
Rowena's side of the Mob conflict, but their relationship with her
might not be cordial. If there's been trouble between one or more
of the characters and Rowena in the past, then the player charac-
ters might not be inclined to help her. Will the characters set aside
their differences with her to help, take an opposing side or try to
stay out of things altogether?

If the gamemaster has the opportunity to work a prior rela-
tionship with Rowena O'Malley into the background of one or
more of the player characters, such a relationship can serve to
enhance the characters’ involvement in the events of the Mob
war. A gamemaster working with a group of well-established
characters may arrange with one of the players to have a relation-
ship of some kind with Rowena be a “secret” part of a character's
background.

The gamemaster can also use the Friends of a Friend rules (p.
63, SRComp) to introduce the runners to Rowena and her prob-
lems.

WISEGUYS

In this opening, the player characters are already part of the
Mafia and have little choice about becoming involved in the Mob
war; they're right in the middle of it. See For the Family, p. 97 of
the Underworld Sourcebook, for more information on playing
Mafia members instead of typical shadowrunners.

If the characters are part of the Finnigan Family, how close they
are to the late don and his daughter will suggest how deeply
involved they become in the events described below. If they are
not close to the power structure of the Finnigan Family, Rowena
might choose the characters to help her simply because they are
not part of the Family “old guard” that she doesn’t trust.

On the other hand, the player characters might have ties to
elements of the Finnigans who have resented the O'Malleys’ rule
of “their” Family for the past several decades. In this case, they will
have to decide where their loyalties lie and whether or not they will
involve themselves in efforts to remove Rowena as titular head of
the Family.

If the characters are part of the Bigio or Ciarniello families, their
position is a bit different. They might not know anything of the plot
to assassinate Don O'Malley, or they might have been directly
involved. They may support Don Bigio or Don Ciarniello in either
don’s bid for the top spot in the Seattle Mafia, or they might defect
from their Family to aid the Finnigans. They also may simply disap-
pear into the shadows before the lead starts flying.

Finally, the player characters may be part of the McCaskill
Family or even one of the former Chicago families under Don
McCaskill’s control. Don McCaskill may have sent them to Seattle
to find out the truth about the assassination and help keep the con-
flict between the Seattle families under control. This mission should
be a challenge even for an experienced group of Shadowrun play-
ers, as the player characters’ positions will make them targets for
subversion, bribery and assassination attempts by the Seattle
Families. Sounds fun, don't it?

WHAT’S GOING DOWN

This section provides some background detail on the Seattle
Mafia and the current events that touched off the Mob war in
Seattle. The gamemaster should be familiar with the material in this
and the Players section in order to handle any unexpected twists
or turns of the plot as the players make their way through the Mob
Warl! story line.

MAFIA HISTORY

The history of the Mafia in North America and the Sixth World
appears in the Underworld Sourcebook (p. 28). This section pro-
vides additional details on the Mafia in the Seattle metroplex.

The Seattle Mafia dates back to the early- to mid-twentieth
century, when it became involved in lucrative operations on
Seattle's docks (which they largely still control in 2058). For the
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most part, Seattle was not a significant Mafia city and operations
in the area were overseen by a few Families who owed their loy-
alty to the larger and more powerful Mafia families in Chicago.

For decades, Mafia operations in Seattle ran smoothly with-
out any significant incidents. The local Families held nearly unchal-
lenged control of the Seattle underworld, and the Chicago fami-
lies had more important concerns than the day-to-day business of
a fairly insignificant regime.

Two things changed Seattle's status in the early years of the
twenty-first century: the increase in the number of Pacific Rim
interests—particularly the Japanese—along the West Coast of
North America and the Ghost Dance conflict with the Native
Americans, which ultimately made the Seattle metroplex an
island of the United States in the midst of the new Native
American Nations. Within a few short years, Seattle took on the
role of a major port and trade center between the United States,
the Pacific Rim corporations and the NAN.

With the influx of Japanese corporations and their employees
into Seattle came the Yakuza, who took a strong interest in con-
trolling the Seattle underworld. In the space of a decade, the
Yakuza went from a minor force on Seattle’s organized-crime
scene to a serious rival for control of the metroplex. The Mafia
families of Chicago realized the threat to their operations in Seattle
and reacted, but almost too late. They placed Brian O'Malley, a
Mafioso from nearby Milwaukee, in control of the Finnigan Family,
which had lost its don in the ongoing conflict with the Yakuza.

Brian “Three Fingers” O'Malley was a Mafioso of the old
school and enforced the Mafia's traditions and codes with an
iron hand. He called for bloody and brutal reprisals against the
Yakuza for its challenge to the Mafia’s authority in the Seattle
metroplex. The Yakuza oyabun responded in kind, sparking
years of conflict in the metroplex in which countless syndicate
members died in hits arranged by their rivals.

O’Malley and his Yakuza opponents also targeted many of the
politicians and metroplex officials who were taking bribes from
each syndicate. Government officials, from lowly clerks and
accountants to the lieutenant governor himself, were targeted for
assassination as a means of undercutting the opposition’s political
support. Seattle law-enforcement personnel had their hands full
trying to protect important officials and contain the violence.

The Mafia/Yakuza Mob war reached an enforced truce in
2030 when the leaders on both sides were assassinated, leaving
the syndicates thrashing about like headless beasts. The Mafia and
the Yakuza retired to their respective territories to lick their
wounds. The Mafia families in Chicago considered the matter set-
tled to their satisfaction; the Yakuza had been taught a lesson and
did not appear to be a threat any longer. The Finnigan Family
selected new leadership from its own ranks and business in
Seattle continued.

Nearly a decade later, the Chicago families came close to los-
ing control of Seattle once again because they did not pay suffi-
cient attention to events in the metroplex, and to Yakuza activities
specifically. The Yakuza spent the years following the truce deal-
ing with internal problems that involved the largely Korean upper
echelons of their Seattle operations (see Track Two: The Yakuza,
p. 36 and the Underworld Sourcebook for more information).

After the schism that purged the Korean elements from the
Yakuza, the Seattle gumis began to reorganize and regroup. By
2044, they had again become a threat to Mafia operations in the
Seattle metroplex. In a concentrated attack on Mafia assets, the
Yakuza began to seize control of the most lucrative criminal oper-
ations with such speed that the Mafia nearly failed to react in time.

The families in Chicago responded to the trouble much as
they had a decade before; they called Brian O'Malley’'s older
brother James out of enforced retirement in Milwaukee and
appointed him don of the Finnigan Family and capo of Seattle.
James O'Malley took on the job of protecting Mafia operations
from the Yakuza with zeal: his able administration allowed the
Seattle Mafia to challenge the Yakuza for every inch of territory
and every nuyen of profit. The Yakuza remained the most power-
ful syndicate in Seattle, but the Mafia maintained its market share
and so controlled the growth of the Yakuza. For fourteen years, the
Seattle underworld remained in an unsteady stalemate between
the Mafia and the Yakuza as both syndicates slowly gathered their
strength and considered their opportunities.

THE NEW YEAR'’S HIT

The event that broke the stalemate between the Mafia and the
Yakuza in Seattle finally came, not from a plot by Yakuza oyabun
Hanzo Shotozumi, but from within the Seattle Mafia itself. Though
O'Malley’s leadership had allowed the Seattle Mafia to hold its
ground against the expansionist Yakuza and to reach its greatest
level of prosperity in years, dissent was growing in the ranks. Some
members of the Finnigan Family resented the high-handed tactics of
the Chicago Mafia and the Commissione in placing first Brian and
later James O'Malley in charge of their family and “their” city. The
dons of the other Seattle families also came to resent the presence
of an “out-of-towner” successfully running Seattle business accord-
ing to the dictates of Chicago, where the Seattle families owed their
allegiance.

When Chicago disappeared behind the Wall and the UCAS mil-
itary declared the city off limits, the Chicago Mafia was effectively
defunct. Control of their operations passed to Don Leo McCaskill of
Milwaukee, but McCaskill was a far less effective operator than Don
Jim OToole of Chicago had been. The families in Seattle scented an
opportunity to take action independently of the big Chicago bosses
and the Commissione and seize power for themselves. The heads of
the Bigio and Ciarniello families met secretly and plotted the elimi-
nation of James O'Malley, who was too obsessed with his war
against the Yakuza to see the danger growing in his own camp.

The two dons hired an assassin from the shadowy organization
known as Chimera to eliminate James O’Malley and pave the way for
“local” control of the Seattle Mafia. They believed that, faced with a
fait accompli, the Commissione would be forced to accept the new
order in the interests of keeping Seattle from falling under Yakuza
control. Naturally, Don Bigio and Don Ciarniello each plan to betray
the other and seize total control of the metroplex as soon as the
opportunity arises.

Disloyal elements within the Finnigan Family provided the
assassin with the information that allowed her to get close to
O'Malley’s well-guarded home in Seattle. She shot him with a sniper
rifle from a concealed location, then escaped. James O’Malley died
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of most of the
Finnigan Family, declares her intent to take up her father's
legacy. Though a precedent exists for female dons in the
North American Mafia, such a thing still flies in the face of
tradition. Rowena is taking a serious risl and making herself
a target of those who want control of Seattle, but she also
has a plan.

The primary goal of the Finnigan Family and Rowena
O'Malley is to find the assassin who killed Rowena's
father and confirm suspicions that the assassination was
arranged by the Bigio and Ciarniello families. If Rowena
can prove that the two rival families arranged the hit,
they will be discredited and she will have the right of
vengeance against them. This will gain her the support of
Leo McCaskill and the Commissione, giving her the boost
she needs to consolidate control over the Seattle Mafia.

In the meantime, Don Maurice Bigio and Don Vince
Ciarniello are moving forward with their own plans to gain
control over the Seattle families. Each don plans to betray
the other and hopefully pin O’Malley’s assassination on his
supposed ally. If they can find a way to take care of
Rowena O'Malley as well, so much the better.

THE PLAYERS

This section describes the major non-player characters involved in
the Mafia track of the Mob War story line. Most of the characters are
described in general game terms using the Inferior, Equal, Superior,
Superhuman and Ultimate ratings from the Shadowrun Companion:
Beyond the Shadows (pp. 84-85) to illustrate their capabilities in com-
parison to the player characters’. As always, gamemasters should adjust
the ratings to reflect the power level of their individual campaigns.

THE FINNIGAN FAMILY

The Finnigan Family has controlled the Seattle Mafia for more than
fifty years. They aim to keep things that way, even if that means trusting
the leadership of their family to an untested 28-year-old woman. Some
members of the Family dispute this decision, however. Some of them
would much rather see Rowena O'Malley replaced with someone else of
the family’s choosing.

The Finnigan Family was founded by lan Finnigan in the early days of
the twenty-first century, when the Irish Mafia was growing in power and
influence. lan was an old-world Irishman, born before the Awakening
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and many of the defining events of the Sixth World. He started out
running operations in competition with the traditional Mafia oper-
ations in Seattle, but the Chicago Mafia at the time was so lax in
administering Seattle that Finnigan managed to establish a fairly
strong foundation for his operations with no interference. Rather
than spend the resources necessary to destroy or subvert his
operations, the Mafia families of Seattle negotiated for Finnigan to
join La Cosa Nostra.

Over the years the Finnigans, under the leadership of lan and
his sons, rose to prominence in the Seattle Mafia. Their aggressive
pursuit of opportunities and their occasional willingness to bend
tradition eventually established the Finnigans as the leading Mafia
family in the metroplex.

Leadership of the Seattle Mafia did not necessarily benefit the
Finnigan Family, however. When the Seattle Yakuza began to grow
in influence, the Finnigans were the first family to fight against their
operations and so took the brunt of Yakuza reprisals. Yakuza assas-
sins decimated the family's leadership; among their victims were
old Don lan Finnigan and his two sons, James and Michael.

Unwilling to trust an unblooded member of the Finnigan
Family with the task of sending the Yakuza a message, the
Commissione appointed Brian O'Malley of Milwaukee as the new
don of the Finnigan Family and capo of Seattle, ordering him to
lead the fight against the Yakuza. He pursued his assignment with
a will, though over the objections of lan’s widow, Mary, who
believed that her 25-year-old nephew Patrick Finnigan should be
the head of the family. Her protests were ignored, and Patrick
Finnigan swore loyalty to O'Malley without a quibble.

When Brian O’Malley was assassinated by the Yakuza sever-
al years later, Patrick Finnigan had the chance to take up his
birthright and become don of the family and capo of Seattle. At
the relatively young age of twenty-nine, he oversaw the rebuild-
ing of the Finnigan Family, but privately felt unsure of himself. His
decisions were conservative and cautious, too cautious to allow
the Mafia to recover from its war with the Yakuza as quickly and
aggressively as was required. Even though he was don for four-
teen years, Patrick Finnigan never had the kind of fire that had dri-
ven Brian O'Malley ... and he knew it.

When the Yakuza returned with a vengeance in 2044, Patrick
couldn’t handle them. After suffering several serious losses, the
Seattle Mafia looked to the Chicago families for help. Recognizing
the seriousness of the Seattle problem, the Chicago Mafiosi decid-
ed on a radical solution. They called on Brian's brother James to
take over as head of the Finnigan Family and capo of Seattle. A
relieved Patrick Finnigan stepped down quietly, despite the stri-
dent protests of his aunt Mary and his son, James Michael.

James O’Malley led the Finnigan Family well for fourteen
years and earned the respect of most of the caporegimes and
soldatos of the Seattle Mafia. He had occasional conflicts with
Mary Finnigan and her grand-nephew, but was too intent on
avenging his brother’s long-ago death at the hands of the Yakuza
to take the inter-family conflict seriously. With his death, the lead-
ership of the Finnigan Family and of the Seattle Mafia is once more
in question.

Rowena O’Malley

Don James O’Malley’s daughter and sole heir is either very
brave or very foolish, depending on who you ask. In either case,
Rowena O’Malley is one of the few women in the twenty-first cen-
tury to openly seek a position of authority in La Cosa Nostra, and
she may well have the skills and chutzpah to pull it off.

Rowena has been a “Mafia princess” all her life. Her family has
been involved with the Mafia in the Chicago and Milwaukee areas
for generations, and Rowena knew what “the Family” meant from
a very young age. As her father’'s only child and the apple of his
eye, Rowena was a bit spoiled, but she also received the best edu-
cation and care that Family money could buy.

When Rowena's uncle Brian was killed by Yakuza assassins in
Seattle, a change came over her father. James O'Malley became
moody and withdrawn, obsessed with vengeance against his
brother’s killers. Eventually, the Commissione forced him to retire
from his position as capo of Milwaukee.

O'Malley’s retirement did not end his desire for revenge,
merely limited his means of achieving it. His wife eventually left
him because of his obsession, but he retained custody of his
daughter. He raised her to understand the importance of the
Family and to honor the Mafia code of omerta. When the
Commissione asked James to become the capo of Seattle and
stem the tide of Yakuza expansion in the metroplex, Rowena
moved to Seattle with her father.

O’Malley did his best to shield his “little girl” from the uglier
aspects of Family business, but Rowena was a bright child who
picked up on a great deal of what happened in her father’'s house.
Her quick and able mind secured her a place at Harvard University
in 2048, which made her father beam with pride. Rowena has
spent the past ten years in New England attending Harvard Law
School, passing the bar exam and becoming licensed to practice
law in the UCAS. During this time she has remained in touch with
her father and had the benefit of “Family protection” from her
father’'s friend, Don Conor O'Rilley of Boston (see p. 32,
Underworld Sourcebook, for more details).

With her father's death, Rowena is determined to take what
she considers her rightful place as head of the Finnigan Family and
capa of Seattle. She knows exactly how much difficulty she faces,
but believes there is simply no other choice. She idolized her
father and has a somewhat romantic notion of the Family. Her
sense of honor requires that her father's death be avenged, and
she knows she can achieve far more in control of the Seattle
underworld than she could ever dream of as a corporate lawyer.
She believes she has the knowledge, skills and vision to “mod-
ernize” the Seattle Mafia while maintaining the important tradi-
tions she was taught to respect. Thus far, she’s convinced most of
the Finnigan Family that she’s right.

Rowena O’Malley is an attractive young woman with an
Irish/Mediterranean background. She wears her dark hair collar-
length in a current style and is always dressed in the latest corpo-
rate fashion for women. Her upturned nose and smattering of
freckles gives her a somewhat impish appearance, but no one
thinks her merely “cute” once they get to know the driving, ambi-
tious and forceful personality behind her youthful face.

mMmoB WAR!



N

.
¥4 : \é\\v

In game terms, Rowena has no significant combat abilities. She
has considerable social and legal skills, and should be a Superior
negotiator and orator (at least 2 rating points higher than the high-
est-rated player character). She has the basic cyberware that a high-
priced lawyer or suit might be expected to have, such as a datajack,
headware memory and a display link, but no offensive or defensive
cybersystems. She is protected at all times by an elite group of
Mafia bodyguards with abilities at least equal to those of the player
characters (and who might be the player characters, if the
gamemaster uses the Lady In Distress option, p. 18).

Albert “Uncle Al" Cavalieri

The Finnigan Family's consiglieri is an old friend of James
O'Malley from his days in the Milwaukee Mafia. Al Cavalieri and
Jim O'Malley worked together for more than thirty years and Al
was the late don’s good friend and confidant. Al started out at the
bottom and worked his way up through the ranks of the Mafia to
attain his current position, and he has no intention of losing it
because of intra-family politics.

After the death of Brian O'Malley, Al did his best to curb
James's thirst for vengeance. He was the voice of reason to the
Seattle capo right up until O'Malley’'s death. Many people in the
Seattle Mafia know that Cavalieri kept Don O’Malley from
indulging in some of his more reckless plans for dealing with the
Yakuza, plans that might have hurt more than helped the Mafia
families. Those efforts have earned him some measure of respect,
but the Seattle families still consider him an “outsider” like Jim
O'Malley and his other cronies from Milwaukee, imposed on the
Finnigans and the Seattle Mafia by the Commissione. Al under-

stands that simmering resentment better than most, which is why
he knows that Rowena must succeed in her bid to become don of
the Finnigans and capa of Seattle if he and the rest of the “outside”
faction are to survive and maintain their positions.

Al has known Rowena since she was born and loves her like
a daughter. He is her “Uncle Al" and her closest confidant within
the family. There was no question that he would become her con-
siglieri after the death of her father, and he does his best to offer
Rowena sound advice to help her through the tough times ahead.
He also watches her back for trouble from within the family. Some
may think that he wants to be don, but Al would much rather be
consiglieri. His present position offers him the power he wants
without the burden of overall responsibility.

Many within the North American Mafia consider Al Cavalieri
one of the smartest strategic warriors in La Cosa Nostra; he cer-
tainly seems to know and understand the Yakuza better than any-
one else. He has been called in to negotiate peace with the Yakuza
in five different cities throughout his career, including Los Angeles
and New York.

Al is in his late fifties, and many of his skills don’t measure up
to the new generation of street thugs and warriors. His skills are
probably Inferior to those of the player characters, or Equal on a
really good day. However, his Negotiation, Intimidation and
Etiquette skills are Superhuman. He also has a Superhuman under-
standing of the Yakuza. He is a Superior street-level tactician, hav-
ing survived thirty years of street warfare. Rumor has it that he
advised the Finnigan Family to make a long-term deal with the
magical street gang called the Merlyns, which required overcoming
stubborn ignorance about magic within the old-school Mafia.
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Finally, because of his high Negotiation and Intimidation skills, he
tends to discover secrets and use them. He knows what buttons to
push to get what the Finnigan Family needs and wants. He has no
cyberware, though his ferocious appetite has led many people to
assume that he has a superthyroid gland (p. 20, Shadowtech). This
rumor is unconfirmed.

Mary “Grand Dame” Finnigan

At the age of seventy-eight, Mary Finnigan is the dangerous
grand dame of the Finnigan Family. As Al Cavalieri puts it, she's
“too damn stubborn to die.” Mary's husband lan was the most
powerful don in Seattle early in the twenty-first century, and she
believed their sons were destined to follow in his footsteps. Then
lan and both sons were killed by the Yakuza. The next heir of the
Finnigan Family was Mary's nephew Patrick, the son of lan’s broth-
er who had died in earlier violence against the Japanese syndicate.

Mary raised Patrick like her own son. She planned to control
the Finnigan Family through him, along with the Seattle Mafia—
until the Commissione intervened and placed Brian O'Malley in
charge. Ever since that day, Mary Finnigan has been plotting to
regain control of what she regards as her Family, and all of
Seattle's underworld.

She briefly succeeded when Brian O'Malley was killed by
Yakuza assassins and Patrick became don of the Finnigans and
capo of Seattle. He inherited a regime shattered by war with the
Yakuza that required the skills of a true leader to rebuild into a
strong and capable empire. Despite Mary's copious teachings and
advice (or perhaps because of them), Patrick was not strong
enough to do what had to be done. His fourteen-year stint as capo
of Seattle was lackluster, though it was a golden time for Mary
because everyone knew that she was the real power behind the
throne.

In 2044, with the Seattle Yakuza renewing its threat against
Mafia operations, the Commissione placed an O’Malley in charge
of Seattle once again. Patrick Finnigan seemed relieved, but Mary
was furious. How dare the Commissione take away her nephew's
chance to prove his worth and avenge his family against the
Yakuza? She wanted to strike at the new capo, James O'Malley,
but he offered her no opening. The favor of the Commissione
made it that much more difficult to remove him from power, until
the Bigio and Ciarniello families intervened.

As Mary sees it, O'Malley's elimination means that God has
blessed the Finnigans with an opportunity to take control. Only
O'Malley’s daughter stands between Mary and her goal of placing
another Finnigan—her ambitious but not-too-bright grandnephew
James Michael—in charge of the Finnigan Family and the Seattle
Mafia. If she succeeds in attaining this goal, she will secure power
for her family through the next generation.

Mary Finnigan is surprisingly vital for her age, courtesy of the
wonders of Sixth World medicine. She looks closer to sixty than
eighty. She dresses conservatively, wearing many pieces of
antique jewelry and an ever-present crucifix. Mary is a devout
Catholic and attends services every Sunday. She is well known as
a generous parishioner of St. Mary’s Parish in Bellevue, where she
usually attends services with her family. Her obvious Christian val-
ues make Mary seem like a kindly grandmother, but she is a devi-

ous and calculating woman who rules her immediate family with
an iron fist. If James Michael becomes capo of Seattle, there will
be little doubt about who is actually running the show.

In game terms, Mary has no significant combat abilities, but
is blessed with an iron will and considerable personal charisma.
Her Negotiation and Etiquette skills are Superior (at least 2 points
higher than those of the player characters). Mary also has a strong
prejudice against magic. She disagrees with the official Catholic
doctrine of tolerance and believes that magic is the tool of the
Devil. Interestingly enough, she has a strong latent gift herself that
allows her to provide Spell Defense against hostile sorcery at a
level about Equal to that of the average magician player character.
Mary has used this talent only on two occasions in her lifetime;
she believes that in both instances, God's grace protected her and
her loved ones from the power of Devil-spawned magic.

Patrick “One Time” Finnigan

As a Mafioso, Patrick Finnigan makes an excellent accountant.
He was pretty much a failure as a capo. The son of Don lan
Finnigan's younger brother, Patrick knew that he would be
involved in the Family business, but he never dreamed how.
When his father—and later his uncle and cousins—were killed by
Yakuza reprisals against the Mafia, Patrick became the sole surviv-
ing heir of the Finnigan bloodline. A mantle fell on his shoulders
that he hadn’t wished for and didn’t really want, but his sense of
honor and duty, as well as the prodding of his formidable Aunt
Mary, forced him to take it up.

At the age of twenty-five, when Brian O’Malley of Milwaukee
became capo of Seattle, Patrick was a capable young Mafia
accountant who knew plenty of tricks for balancing the books in
just the right way. He had great skill with computers and a love of
the Matrix that made the electronic world feel like a second
home. He was secretly relieved when the Commissione appoint-
ed Brian O’Malley don of the Finnigans and capo of Seattle. He
swore an oath of loyalty to the new don over his aunt's vociferous
protests and went back to his beloved numbers, files and com-
puter systems.

Four years later, Brian O'Malley was dead and Patrick was
called upon once again to take up his heritage. This time there
was no way out. He did as honor demanded and followed his
aunt’s dictates in running the Finnigan Family, but his heart was
never in his work. Neither aggressive nor dynamic, he could not
command the kind of respect accorded to O'Malley or his depart-
ed uncle lan. Patrick did a capable job of keeping the broken fam-
ilies of the Seattle Mafia together