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For A Fistful Of Credits           A Serenity R.P.G Scenario                    For Warpcon XIX                        By Ray O’Mahony
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The Plot (Short Version)

If you’re going to be running this scenario I’m thinking it’s safe to assume that you know plenty about Firefly, Serenity and the ‘Verse. This game is set around the same time as the T.V. show, but it centres on a different group of characters with a different (still Firefly class) ship. The Player Characters have been serving as the crew of Aurora, captained by Len Corbit, for a number of months now. Corbit is a gruff gentleman, not really one for makin’ friends of his crew as such, but he gets his ship enough work to keep everyone contented.

The game begins on the heavily industrialised planet Beaumonde. The ship has been landed in New Dunsmuir, which is the capitol, and the crew are in a bar called the Maidenhead. The captain meets with Fanty & Mingo, who give the crew a job. The crew must go to Higgins’ Moon, meet a contact (Kessler) who will give them the equipment and info they’ll need to break into the Magistrate’s vault and steal as much loot as they can carry. They also mention that there have been an increase in the amount of supplies being delivered to the vaults from offworld. Fanty & Mingo will need a cut and can fence any objects of value that the crew aquire. While talking this over a bar brawl breaks out. During the fight the captain is injured by an old enemy with a poisoned blade. 

During the trip to Higgins’ Moon the crew must avoid a few Reaver ships. They can either be out maneuvered or shot at by using some of the limited defensive guns the Firefly has been modified to carry. The captain becomes ill and it becomes clear that he has been poisoned. The Doc can do enough to stabalise him but it looks like he’ll have to sit this one out.


After arriving on Higgins’ Moon the crew can meet their contact in a bar. They are given a basic map, access cards and security uniforms so they can get into the Magistrate’s home, under which untold riches are stored. The crew make whatever daring plan they will and break into the vaults. Inside there are indeed food supplies, weapons and wealth as expected, but there are also a number of cryo stasis tubes. The players can decide what to do with these.


When the players go to leave the planet the ship will be surrounded by the Magistrate’s guards. A fight will ensue. The players will eventually get the ship off the planet, but will be chased by two smaller, more heavily armed ships. One of the Reaver ships from earlier has come closer to Higgins’ Moon since the last encounter. The ships in persuit of the players could be led into a fight with the Reavers, or shot at, or out maneuvered etc. The crew return to Beaumonde.

Quick Info on the Player Characters

Sarah Plinkerton (Doctor): Was born to a rich family on the water world of Bellerophon. She became a doctor at an early age but grew tired of life on a planet where everything ran like clockwork. Now she works on Aurora patching up bullet wounds and other injuries.

Patience Redding (Pilot): She is from Beaumonde but has spent most of her life on one cargo ship or another. Finished first in her class at flight school. Was pilot of an Idependent Medship during the war.  
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Jim Winters (Ex Fed): Jim grew up on the Core world Bernadette. He always had a talent for acting, which made him a great undercover specialist when he joined the Feds. About four years ago he quit after becoming disillusioned with law enforcement.

Josh Spinner (Mechanic): Josh has spent most of his life to date on Boros, buiding and repairing machines from spare parts discarded by the nearby Alliance shipyard. After coming aboard Aurora, he hasn’t ceased making modifications to improve the ship.
Otis Devlan (Hired Gun): Otis was born to a poor family near Eavesdown Docks on Persephone. He had to be strong to survive, as such, he has become quite skilled with all manner of deadly weaponry. 

Ling Chen (Hired Gun): From St.Albans, which is just about the coldest planet there is. He fought with the Browncoats during the war. He was also taught Kung-Fu by his older brother, so he is as deadly with his hands as he is with a gun. 
Aurora (Firefly): Str d6  Agi d8  Vit d8  Alrt d2  Int d2  Wil d2

Armed with the largest cannons that are legal on Aurora’s over wing bays. 
There is a hover mule in Aurora’s cargo bay.
- For A Fistful Of Credits – Serenity – Page 4 –

The Scenario Begins Here
A Quiet Drink

The game begins on the heavily industrialised border world Beaumonde. Beaumonde is the manufacturing hub of the system, the cities are surrounded by factories and the resultant pollution has caused a perpetual haze. The ship has been landed in New Dunsmuir, which is the capitol, so the weather control systems make life a mite better here. Captain Len Corbit and his crew enter a bar called the Maidenhead, HQ of identical twin criminals Fanty and Mingo. Everyone that arrives at the bar has to check their weapons at the door. The bar is crowded with all manner of shifty looking folk tonight, but any good rolls of Alertness + Perception will let the crew spot one or two guys trying not be seen while watching the crew. The captain is here to drop off the twin’s cut of the last job (a successful raid on a crew that didn’t pay Fanty and Mingo their cut). They are, of course, pleased to see the captain, and graciously accept the bag of credits he brings. It’s clear that they could use reliable people like the crew of Aurora for future jobs. In fact, a job has just come up…


It’s well known that the Magistrate of Higgins’ Moon is a very wealthy man because of the ceramic export industry he built on a rock that all others thaught barren and useless. The twins have known for some time that the Magistrate keeps both money and valuables of all kinds in the secure vaults underneath his home. Nobody to date has managed to break in and get away with anything (unless you count that ruttin fool that dropped a bunch of the Magistrate’s cash on the centre of Mud Town). The twins have an informant, named Kessler, on Higgins’ Moon that says there has been an increase in the amount of foodstuffs and medical supplies being delivered to the vaults from offworld. The twins reckon there must be something going on, and now is the most profitable time to break into the vaults. The crew must go to Higgins’ Moon and meet Kessler, who will give them the equipment and info they’ll need to break into the Magistrates vaults and steal as much loot as they can carry in their cargo hold. Then the crew return to Beaumonde to give Fanty & Mingo 40% of any money stolen and they’ll pay good money for any objects of value they can fence. The captain (and any crew that wish to join in) haggle the percentage gain of the twins down. While they talk a large, bearded man walks into the bar, points at the bag the captain brought to the twins and shouts “That’s our money! You backbirths best give it here else there’s gonna be blood!”. This is the captain that didn’t pay the twins. A few of the shifty folk that were watching the crew since they arrived also get to their feet with clenched fists and approach the twins (they’re his crew). Naturally the twins aint gonna give up the money, so a brawl soon engulfs the whole bar. There are some stats below to help with the dice rolling, but really you should keep the the action quick and dramatic; there’s no point slowing the game to a crawl with rules this early.
Captain Corbit/Enemy Captain Quick Statistics

Agi: d6
Str: d8
Vit: d8
Ale: d6
Int: d8
Wil: d8
Life Points: 16

Initiative: d6+d6

Athletics: d4  Dodge: d4  Melee: d8  Unarmed Combat d8
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Fanty and Mingo Quick Statistics

Agi: d6     Str: d4     Vit: d6     Ale: d8     Int: d10    Wil: d8

Life Points: 14         Initiative: d6+d8

Goons Quick Statistics

Agi: d6
Str: d6
Vit: d6
Ale: d4
Int: d6
Wil: d6

Life Points: 12

Initiative: d6+d4

Athletics: d6  Dodge: d4  Melee: d4  Unarmed Combat d6
During the fight players may be asked to make an Alertness + Perception roll. Success will allow a player to spot the captain being injured by an enemy with a blade. The captain, of course, will beat up the thug that landed the attack and move on to the next villan. The players soon stand victorious above their beaten and bloodied foes, at which point the twins agree to take a significantly smaller cut in way of thanks for the crew protecting them. After they leave the bar the captain looks a bit worse for ware but avoids showing weakness (it’s clear to the Doc that Corbit needs to get back to the infirmary on Aurora).
Out In The Black

The players get back to Aurora, the Captain complaining all the way about the fuss the doctor is making. Corbet orders Patience Redding (the pilot) to get the ship in the sky, then explains the mission to anybody that wasn’t listening when the meeting in the bar happened. If the doctor doesn’t drag the captain to the infirmary, he’ll arrive there about halfway through the trip to Higgins Moon. After some examination the doctor can tell that the captain has been poisoned (the toxin seems to have entered Corbit’s bloodstream from the stab wound that he sustained in the bar brawl). The Doc starts treating Corbit, roll Int + General Practice to stabalise him.

During the trip the pilot will notice a ship in the vicinity which is operating without core confinement and closing in on Aurora. Seconds afterwards the pilot picks up another ship converging on their position, then another. As the ships come closer it becomes clear that they’re crewed by Reavers. 
Aurora is armed with the largest cannons that are legal on her over wing bays. these can be conrolled from the copilot’s seat by anybody with Heavy Weapons (Agility + Heavy Weapons). The pilot can try her best to evade the Reaver ships (Agility + Pilot Mid Bulk Transport). The Reaver ships are not as well maintained as Aurora and while there’s more of them, they’re slower and less sturdy. 
Reaver Ships: Str d6  Agi d6  Vit d6  Alrt d2  Int d2  Wil d2     Armed with an assortment of missile launchers, electric beams and anything else the GM feels appropriate.
Aurora will take a few hits during the battle no matter what happens, causing the Reg Lines to sieze. As a result, the ship loses power to the sensors. Josh Spinner (the mechanic) will have to repair 
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this (roll intelligence + mechanical repairs). By the time the sensors have been brought back online the crew have lost track of one of the Reaver ships. I’m sure the crew will either evade or destroy the other two ships.

The shaking of the ship during the attack didn’t do any good for the captain’s condition. The Doc has to roll again to stabalise the captain before the crew reach Higgins’ Moon. Even if the roll is a success, the Doc gets the worries that the captain may not come out of this. Then again, there is an abundance of medical supplies in the Magistrate’s vaults……
Jaynestown

After Aurora enters the atmosphere of the moon a red light starts beeping in the cockpit, the ship’s landing gear isn’t functioning. Josh (the mechanic) will have to fix this, one successful roll later and the ship lands gracefully near the bog outside a large mudders settlement named Canton. Canton is founded near one of the largest mud pits on this moon and is home to roughly 2,000 workers, called mudders. The mudders are slaves of the Magistrate, or are people who are so far in debt they can never be free. In the centre of town there is a statue of a man named Jayne Cobb, the hero of Canton. There are dwellings in poor condition, a few taverns and a guard station with a vehicle depot.


The players will more than likely wish to get into contact Kessler, the twins’ man on Higgins’ Moon. Kessler can be found in the Mudder’s Rest, one of the largest taverns in Canton. As the players enter the tavern there is a crowd gathering around a musician in one corner of the room. The players can order a drink, though one of the only beverages available is mudders milk, which, according to the barkeep, contains everything a body needs. As the players sit together and wait for Kessler to turn up, the musician in the corner starts strumming some folksong about this Jayne Cobb guy there’s a statue of. It doesn’t take long for Kessler to turn up though. Kessler is more smartly dressed than the rest of the locals and is quite polite to the players. He explains that the Magistrate is evil and deserves to be stolen from, he is only too happy to help. He hands over a sizable package to the players, and says there should be everything they need contained within. Kessler wishes the players the best of luck, and then leaves. The package, whenever the players decide to open it, contains Guard Uniforms and fake Ident Cards.                    

The vehicle depot that the guard station is attatched to has 2 shuttles, a small cargo ship (wren class) and three old surplus ASREV fighters. If the players want, they can try to hijack one of these vehicles to gain access to the Magistrate’s residence later. They can do this by impersonating guards, and then convincing the real guards that their meant to be there. Official Magestrate business etc. If the players do well enough with getting the guards talking they find out that there’s been a few medships with the Blue Sun logo landed and dropped off some supplies up at the magistrate’s place. They don’t really know much beyond that. If the players decide to shoot their way through there’s about ten guards armed with mixtures of pistols, shotguns and assault rifles.
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Guard Quick Statistics

Agi: d6
Str: d6
Vit: d6
Ale: d4
Int: d6
Wil: d6

Life Points: 12

Initiative: d6+d4

Athletics: d6  Dodge: d4  Melee: d4  Guns d6  Unarmed Combat d6
The Magistrate’s residence is a little outside Canton, so he doesn’t need to deal with any of the mudders personally. The players can reach it by use of the hover mule, or another ship if they aquire one.
The Magistrate’s Residence

The grounds of Higgins’ mansion are surrounded by a six foot high wall through which there are only two entances; The main gates, guarded by four of Higgins’ men, and a small, concealed back entrance, outside which there is one sleeping guard. Through this section of the scenario the players, if wearing the uniforms and carrying the fake Ident cards, can try to bluff their way past guards. Players must roll Intelligence + either Infiltration or Impersonation, the roll will be harder the nearer players get to the secure areas. The guard stats are the same as the guys at the vehicle depot. The grounds are large enough to contain the mansion, a small guard house and a landing pad for a small cargo ship. 

The landing pad is halfway between the backdoor of the mansion and the back entrance in the perimeter wall. It’s guarded by at least three of Higgins’ men at any given time as it doubles for an elevator to the vaults below. If the players land a cargo ship on the pad it’ll be difficult, but not impossible, to bluff their way through security.
Again, it’s difficult to get into the guardhouse. There are two men on the door and three inside that’ll run on out if there’s a commotion. If the players do get in, there are a few items of note. A set of keys on the table with a tag saying “trophy cabinet” on them, a few smoke grenades, a few shotguns and a file with the Blue Sun logo on it. If the players read the file they’ll see that the Magistrate intends to take unruly workers and sell them to Blue Sun for medical research.
There are two ways into the mansion itself, the front door (two guards) the back door (within sight of the landing pad). Inside, almost every room is filled with finery and has expensive rugs on the floor and all that. There are a few servants around, cooks in the kitchen, butler in the dining room, cleaning maids etc. Servants will be confused to see the players, but wont raise the alarm provided the players are in the uniforms. The Magistrtate will be out taking care of some business. the servants don’t know where the Magistrate is, the guards, if convinced the players are friendly, will say that he’s out making sure there’s clamps being put on a smuggler’s ship. 
The following is a rough guide to the inside of the mansion, there are rooms in between the ones listed (otherwise it’d be a small mansion). The front door leads to an enormous entrance hallway. To the players right when they enter is a wide staircase that leads to the first floor, ahead of them is a door that leads to the dining 
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room and to their left is a door to the utilities and kitchen areas. The back door will take them into the kitchen, where they can either take the servant’s staircase ahead, a door (also ahead) or take the doorway to their left. The door to the left will lead towards the dining room, the door ahead will lead back to the entrance hall. Next to the dining room there is a lounge area. In the lounge there is a pool table, some comfortable armchairs and a trophy cabinet. 
A successful Alertness + Perception roll will let the players spot that the trophy cabinet hides a door. If the players got the key from the guardhouse, they can open up the cabinet and hit a button hidden under the biggest trophy. That’ll open the door. Otherwise they can break the glass to get at the button, but that’ll set off a silent alarm. On the other side of the door there is an elevator, which heads down to the vault below. 
If the players wish to go upstairs at any point, they can either take the stairs from the kitcen or the stairs from the main entrance. The staircase from the kitchen will lead to the section of the first floor where the servants sleep. There are four bedrooms in this section, all very sparse. The large staircase from the entrance hall leads to the upstairs lounge area. Upstairs there are the bed chambers of both the Magistrate and his son, not to mention more than a few guest bedrooms. The Magisrtate’s son (Fess) will be reading in his bed chamber, he’ll call for guards if the players disturb him, but he aint the fighting type.
The Vaults

The players get into the vault either through the elevator from the mansion or by the landing pad elevator. There is a security office with three guards at the entrance of the mansion elevator. These guards will already have their shotguns drawn if the silent alarm was activated, otherwise they’ll ask for Ident cards. There are two vaults beyond the security office, Vault one has foodstuffs, material wealth, Medical Supplies etc. Vault two has the landing pad elevator and the larger cargo. The most obvious of this cargo, apart from some crates of weapons, are four cryo stasis containers with the Blue Sun logo stamped on the side of them. Two cryo tubes contain men, two contain women. 


If the players choose to let the people out of the tubes, they’ll react in a confused and initially violent manner. Once they’ve been calmed down, they’ll explain that they were speaking out against the Magistrate. The last thing they remember was being knocked out by one of the Magistrate’s goons, now they’re here. The players could take these folks with them back to Beaumonde if they wish. Alternatively the players can decide to sell the people on the black market, because they’ll make lots of money that way.

If the players are clever enough to get in and out of the Magistrate’s home without blowing their cover, then good for them. Otherwise there will be violence between themselves and the guards. Either way there will be a surprise waiting for them back at the ship…
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Getting Aurora Off This Rock

The Magistrate, of course, has found out that a smuggler’s ship has landed on the planet. He’s also been keeping an eye on Kessler, and noted that he had a meeting with the players. As a result, He decides to send a few of his goons to the ship while the players are breaking into his vault. If any of the players remain on Aurora during the job, they’ll have a chance to confront the goons. Though it will more than likely just be the doc, the pilot and the mechanic. 
The goons will have docking clamps attached to the ship before the crew know what’s happening, so any attempt to take off wont work. The leader of the Magistrate’s men, Joe Houston, will radio the crew of the Aurora and inform them that they are surrounded and their sympathiser has been found. To show that the Magistrate is not be trifled with, they bring forward Kessler (who has already had his limbs hacked off) and roll him into the bog. The crew are given ten minutes to surrender and leave Aurora, if they do so the Magistrate may still be merciful…


Any players can roll intelligence + mechanical or technical engineering to free the ship from the clamps. The technical route would be to try to use the computers on the bridge to find what release signal could be used on the clamps. Then the communications array could send that signal to the control node for the clamps. The mechanical method would be to manually retract the landing gear by taking a wrench to the Grav Coupling. The mechanical method will cause damage to the landing gear on take off, meaning that landing the ship afterwards will be difficult. Both methods will work, although the GM can choose whether or not the work takes a long time or not, judging on how fast or slow the game is going.


If the crew don’t come out, or find a way to take off, the goons will try to board the ship. As the main cargo ramp is more than likely closed up, the goons will have to break in, for which they’ll use cutting torches and similar implements. Any crew on board may defend the ship by any means they deem appropriate. The captain will be in the infirmary as he is still suffering from the wound he sustained earlier. If the Doc didn’t sedate the captain he’ll stumble from the infirmary to attack any unwanted guests that board his ship. The captain will either die in the shootout or have to be stabilised later by the doctor, again.

The rest of the crew may return while the ship is surrounded by goons, during the fight, after the fight, or whatever time becomes applicable. After the skirmish the mechanic can quickly do some welding to repair any damage caused to the ship that would inhibit space travel. If any of the crew picked up medical supplies from the vaults there should be an atidote to the poison the captain is afficted with. The Doc can fix him up, if he survived the shootout. The crew will then make a dramatic exit with whatever loot they managed to pack into the cargo hold.

Aurora breaks Atmo and begins her journey back to Beaumonde. If the crew stole the ASREVs from the vehicle depot earlier then there is no persuit from Higgins’ Moon, otherwise two ASREVs give chase. Also, sensors detect that the Reaver ship that escaped earlier is nearby and closing on Aurora. A few good rolls of Athletics + Pilot will allow Aurora to escape while the Reavers and the small attack vessels start destroying each other. Anyone who wants to man the big 
- For A Fistful Of Credits – Serenity – Page 9 -

guns on Aurora is welcome to do so and can cause significant damage to the enemy ships (Agility + Heavy Weapons).
The End

The players return to Beaumonde and give Fanty and Mingo their cut of the earnings. If the players took weapons, medical supplies, food etc. The Twins will buy it from the players then and there. 

If the players took the people from the cryo tubes and let the twins know that, they’ll be impressed. Stealing from Blue Sun ain’t the same thing as stealing from Higgins after all. In fact, the twins suspected something was going on with Blue Sun and the Magistrate and will pay a little extra to find out what, knowledge is power and all that. If the players produce the Blue Sun file found in the guardhouse it’ll be most appreciated.


The twins will mention that they can’t get in contact with Kessler. The players might explain that he had a peck of trouble with Higgins’ men.


Well, from there on in I reckon it’s happy ever after, with our Big Damn Heroes having an aim to misbehave and enough gas in the tank to keep flyin’.
