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Honour Among Thieves

A Serenity R.P.G. Scenario

For Warpcon XVIII

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 the Firefly, Serenity and the ‘Verse. This game is set at about 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 players have been hired by Captain Tanaka to crew his recently acquired ship “Hotaru”. (Tanaka is a Browncoat, and was mentioned by Mal in the episode “Out of Gas” as having given Wash a reference).    


The game begins on the Border Planet Persephone. The ship has been landed at the Eavesdown docks, which is a bustling spaceport with a chaotic layout. The players get a job from the local Tong crime-lord Hikaru Lee. Lee wants the players to intercept some cargo, which is owned by one of his local competitors, and bring it to him instead. The cargo has been delivered to Waypoint Station and is waiting for a crew paid by Lee’s competitor to collect it; the players have to get to it first. The players leave Persephone and set a course for Waypoint.


The station has plenty of ships docked when the players arrive. It also has a large trading centre at its hub, where stalls, freakshows and bars can be visited. Shortly after the players start to explore the station the captain is captured by a bounty hunter (this cannot be avoided but he can be rescued later). The players, after a little searching, find the docking bay with the cargo in it. There is already another transport docked and some of its crew are guarding the cargo. The players can deal with the guards and get the cargo back to their ship.


While the players are on their way back to Persephone the ship is boarded and searched by an Alliance patrol boat. Hopefully the players will have hidden the cargo. They can fight they’re way out of the situation if they wish (though they are outnumbered). Captain Tanaka was taken to this patrol boat by the bounty hunter and he can be found in the brig if the players search. Whichever way this situation is resolved the players can bring the cargo to Persephone to be sold.      

Quick Info on the Player Characters

Jim Farley (Mechanic): Served with Tanaka during the Unification war on his old ship. Helped Tanaka find parts for Hotaru and repaired her as best he could from the condition she was in when Tanaka bought her. 

“Bolt” (Pilot): Bolt grew up on Beaumonde, one of the most heavily industrialised planets in the ‘Verse. His dad owned a factory that made Hover Mules, so he’s been piloting vehicles as far back as he can remember.

Victor Grimes (The “Doc”): From St.Albans, which is just about the coldest planet there is. The Doc healed the independents wounded during the war. Lost his leg when artillery hit his triage, but later fitted his own prosthetic. 

Martha Holden (Thief): Youngest of the group by far. She was kicked out of home by her parents after being caught parting folks from 
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their credits by use of the Cortex. Has great slight of hand, nearly got away with picking Tanaka’s pocket, but not quite.

Xiang-Li (Hired Gun): Born on Persephone, and has a firm loyalty to the Tongs there. She knows that Hikaru, leader of the Tongs, has met with a bounty hunter recently to discuss captain Tanaka. Xiang-Li very much wants a ship of her own to command.

Leonard Jacobs (Undercover Fed): He may act like he’s a run of the mill gunslinger for hire, but the truth of the matter is that he’s an undercover Fed. He’s been uncovering all manner of secrets about the Tongs and relaying what he’s learned to his superiors for months. His superiors contact him with specific missions for time to time.  

His real name is Gill Wilson.
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The Scenario Begins Here

Part One




Most of the player characters have been hired over the past few days in the Eavesdown docks and are still getting to know each other. As the game starts they are just finishing loading the crates of supplies and spare parts onto the ship before take off. Captain Tanaka had gone to visit a few of his friends in low places earlier that morning and now returns to the players with good news. As he enters the ship he heads straight for the bridge, only pausing to say that he’s “Got some new, exciting crime lined up” to the crew and “take us out of the world” to the pilot. On the bridge Tanaka hands Bolt a scrap of paper with the coordinates of a space station on it and tells him that it’s their destination.


The Eavesdown docks are a daunting area for any pilot to navigate. Shuttles and hovercraft constantly fly overhead and large ships land only yards away from stalls. These factors should all be foremost on the mind of the pilot as he gets Hotaru into the air. After the ship breaks atmo, and the course is set for the station, Tanaka gathers the players in the dining area to explain the particulars of the upcoming job.


The leader of the Tongs on Persephone (Hikaru Lee) has been having a spot of trouble with a local competitor. Hikaru wants to keep this rival, some fella by the name of Badger, from becoming a real threat. One of Badger’s employees was “persuaded” by the Tongs to give up the following information: A cargo of stolen Alliance goods have secretly been delivered to the station by a small cargo ship. Soon a crew hired by Badger will arrive there in order to smuggle the goods to Persephone. Hikaru wants the players to get to the station first, so they can smuggle the cargo to him instead of his rival. It’s very likely that the goods are guarded, but Tanaka is confident that his crew can handle a little obstacle like that.  

It’ll take a few hours for the players to make it to the station, so the crew busy themselves with whatever preparations they find to be appropriate. Jacobs is contacted by his superior, Agent Sebastian Lockheed, via his shiny handheld Cortex access device. Lockheed informs Jacobs that an item of great importance was stolen from a settlement supply ship by pirates. Any planets the thieves could have reached are currently being searched. Jacobs will more than likely report the mission that he’s been sent on. If he does, it will prompt Lockheed to describe one crate in the cargo as having biohazard markings. Jacobs must secure this crate and wait for an Alliance Patrol Boat (which is the nearest ship to the station’s coordinates) to collect the crate and any other ill-gotten Alliance goods. As another point of interest, a bounty hunter, calling herself Jade, has been aiding the Alliance in that area with the apprehension of captain Tanaka. Jacobs should try to stay undercover if possible; after all, he is surrounded by dangerous criminals.
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Part Two

Waypoint Station

As Hotaru nears the station it’s hailed and told to dock at docking bay 8. The station is a massive structure with screens all over its outsides advertising everything and anything (think of the station from “The Message” episode of Firefly). A few other big bulk transports are docked and smaller, short ranged ships can be seen orbiting the station. The approach starts off smooth, but at a critical point the hydraulic stabilizer jams. Sensors and navigation lose all power and the ship will steer only to starboard. Warning lights and alarms blare. Farley (the mechanic) must solve the problem by replacing the stabilizer with one of the spares that was brought on board at Persephone. Once Farley gets the new part to work, the ship can dock safely.


The crew exit the ship by the main airlock and enter the cargo bay that is docking bay 8. There ain’t much stored here, just a few broken machine parts lying in one corner and some empty crates in another. Much more interestin’ is the welcoming committee of a fancy station official and two armed security guards. The official introduces himself as Ashton Jenns and asks the captain to provide his identification papers and documentation proving that he owns Hotaru. Once the captain has done so, Jenns informs him that the cargo area of Hotaru will be searched as a routine security precaution. The crew and captain can feel free to conduct their business on the station, which should be limited to the commercial centre unless cleared by security to enter other sections. There is an elevator at the other end of the bay that’ll take the players to the other areas of the station. 

Basic Station Layout

Level  1: Control Centre

Level  2: Main Security

Level  3: Docking Bays 1 & 2 (Use of Station Officials Only)

Level  4: Docking Bays 3 & 4 (Reserved For Alliance Use)

Level  5: Docking Bays 5 & 6 (Large Cargo Vessels)

Level  6: Commercial Centre (Bar, Clothes Stalls)   

Level  7: Commercial Centre (Post Office, Vaudevillians, Food Stalls)

Level  8: Commercial Centre (Secondary Security, Tech Stalls) 

Level  9: Docking Bays 7 & 8 (Mid Bulk Transports)

Level 10: Docking Bays 9 & 10 (Mid Bulk Transports)

Level 11: Docking Bays 11, 12, 13 & 14 (Short Range Vessels)

Level 12: Main Sensor Array & Communications Equipment

Level 12a: Living Quarters

Level 14: Environmental Controls


Captain Tanaka decides use the elevator to head straight for the commercial centre to speak to a contact of his that lives on the station. The contact in question is the barman in the drinkin’ hole on this station, and may have heard which docking bay the cargo is in. The elevator halts between floors before reaching its destination. The lights flicker and then go out. A moment later the dim, red emergency lights come on and the players see that the elevator is being filled with some kind of gas. All players must make a Vitality roll. A failure means the player loses consciousness. An ok roll means the player stays conscious but is incapacitated. A great roll means the player can still move sluggishly (-1 step penalty to all actions). After the gas takes affect a panel in the 
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ceiling of the elevator opens and a lithe woman wearing light armour and a gasmask drops in. This person (Jade – bounty hunter) has a little struggle with the captain (and any other player that can move). The captain and any other aggressors are soon knocked out, and the captain is tied up and heaved through the hatch in the ceiling. 

Jade Quick Statistics

Agi: d12
Str: d8
Vit: d6
Ale: d10
Int: d8
Wil: d8

Life Points: 14

Initiative: d12+d10

Athletics: d6  Dodge: d10  Stealth: d10  Guns: d6  Melee: d8

Equip: High Tech Laser Pistol, Knives, Ropes, handcuffs etc.


Soon the power is restored to the elevator and the gas dissipates. When this happens the players can act normally again, but without their captain they’ll have to make their own decisions. There are plenty of things for the players to investigate on the station:

1. If the players wish they can spend time visiting the stalls, where they can buy food/clothes/tech etc. Farley can find some new parts: a Grav Coupling to give Hotaru a bit more speed and a Comm Sat Unit that could help the construction of a crybaby. 

2. If Farley or Holden (the thief) can find a computer terminal and make the right roll (intel + tech engineering) they can hack into it. Information gained through this method includes a list of ships docked: Hotaru-bay 8 (Captain Tanaka), Brutus-bay 7 (Captain Barrymore), Symphony-bay 9 (Captain West) and a small ship, Piranha, just left bay 12 (No Listed Captain). 

3. At the station’s post office Jacobs is the only one who receives mail, which is really just extra equipment sent by the Alliance; a gasmask, a high tech laser pistol, 3 gas grenades, data-library, data discs. 

4. The Doc starts noticing that some of the folks on the station are suffering from some kind of sickness. Those afflicted seem dizzy, weak and suffer from some peculiar type of skin rash. The Doc can, after a little effort, find a few medicines in his bag that’ll treat the sickness. Unfortunately he figures it’ll keep spreading through the folks on the station unless they find out what’s causing it.    

5. Any player can visit the freak-show that claims to have proof of extraterrestrial life, when it really only has a mutated cow foetus in a jar.

6. The players can go to the bar either to check out Tanaka’s contact or just go drinking. The barman (Clive) liked Tanaka and is sad to hear of his capture. He can give the following limited information on the bounty hunter; her name is Jade, she was seen on the station during the week and she flies a two-person ship. If they ask about other ships docked at the station he says “best to ask them” and points towards two men playing pool. The two men are Captain West of “Symphony” and Captain Barrymore of “Brutus”. There’s a considerable amount of credits riding on the game and a small crowd has gathered to watch. The Doc notices that Captain West, and a few of what must surely be his crew standing nearby, are infected pretty badly with the sickness. The Captains talk business while they compete. Barrymore says that he’s transportin’ medical supplies from Greenleaf 
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to Beylix and are stoppin’ here for some R&R. West says he’s brought machine parts from Beaumonde to the station to be sold from here. When Barrymore mentions that his ship could do with a new compression coil West quickly turns the conversation back to the game. West accuses Barrymore of cheating by rigging the holographic pool balls. Very soon the situation escalates to a fully-fledged bar brawl. This fight should be mainly dramatic so that it won’t grind the game to halt, but in case you need them, here are some stats. 

Barrymore Quick Statistics
Agi: d6
Str: d10
Vit: d6
Ale: d8
Int: d8
Wil: d8

Life Points: 14

Initiative: d6+d8

Athletics: d4  Dodge: d6  Guns: d6  Melee: d6

West Quick Statistics

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

Life Points: 14

Initiative: d4+d6

Athletics: d4  Dodge: d4   Guns: d6  Melee: 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  Guns: d6  Melee: d4


The players will, inevitably, start searching the docking bays for the cargo. The bays it could possibly be in are: 5, 6, 7, 9 or 10. Bays 5, 6 & 10 are completely empty. Brutus is docked at bay 7 and three of Barrymore’s boys guard their ship and the cargo of medical supplies within. Symphony is docked at bay 9 with three of West’s crewmates guarding the cargo of “machine parts”. The cargo crates in bay 9 all bear the markings of the supply ship it was stolen from, apart from one which has biohazard markings. If anyone pays enough attention they notice that the biohazard crate has been opened, there are vials of some sort of liquid inside. Some of the vials are missing. The players can get the cargo off these goons by any means they want, by being violent, stealthy or by being otherwise inventive. If guns are used station security are alerted and will send two guards along with Jenns to resolve the situation, they will shoot the players on sight. The crates can be transported back to Hotaru via the elevator without too much fuss.

- Honour Among Thieves – Serenity – Page 8 -

Part Three

The Homeward Journey


The players will take Hotaru and leave the station once they’ve got the cargo in their possession. They may also right after Tanaka is captured if they’re really enthusiastic about saving him. Navigating away from the docking bay should be no problem at all.


If the players are leaving in order to save their captain then they can pick up a small craft at the edge of sensor range heading away from the station at high speed. They can’t catch up with the craft but they can extrapolate its course. If they follow the vessel they realise that it’s meeting an Alliance Patrol Boat. The Feds on board are more than likely the ones dispensing the reward for the capture of Tanaka. The patrol boat ain’t interested in Hotaru yet, so the players can change course and head back to the station or be big damn heroes and mount a rescue, it’s their choice.

Alliance Patrol Boat “Bismark” Quick Statistics
Agi: d6
Str: d6
Vit: d6
Ale: d2
Int: d6
Wil: d6

Life Points: 12

Initiative: d6+d12
 

Perception: d6  Pilot: d6 
 Speed: 5 cruise/7 hard burn

Crew: 16 Troopers + 1 Captain (Simon Barns)

Weapons: 2 one pound Autocannons with 1,000 rounds each, 8 short range Missile Launchers. 

Hotaru Quick Statistics
Agi: d8
Str: d6
Vit: d8
Ale: d2
Int: d2
Wil: d2

Life Points: 8

Initiative: d8+d2
 

Speed: 4 cruise/6 hard burn


If the crew are leaving the station with the cargo and have no intention of saving Tanaka it will give the Doc a chance to examine the vials. It’s obvious that they’re part of some kind of new chemical/biological weapon that the Alliance has devised. The missing vials probably account for why West and his crew were so ill, not to mention the folks they came into contact with. The Doc may want to treat any crewmembers that were near the vials or West’s crew to make sure they don’t become infected. 

Jacobs may decide to contact Lockheed, who will have the patrol boat intercept Hotaru. The Station officials notify the Alliance of the stolen goods anyway so whatever happens the patrol boat finds the players halfway to their destination. They are hailed by Captain Simon Barns who demands that they power down their engines and stand by for inspection; it’s believed that this ship is transporting stolen Alliance property. The players can either let the Feds board or they can run. The patrol boat is faster than Hotaru but the Firefly is more manoeuvrable. Hotaru is passing close to Paquin currently and may be able to make it there ahead of the patrol boat. If Hotaru can out manoeuvre the patrol boat in the upper atmosphere of that planet maybe the players could give the Feds the slip. If the players try to run from the patrol boat it will take some fancy flyin’ (contested rolls between the pilot of Hotaru and the pilot of the patrol boat, he who has more successes wins).   
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If Hotaru is boarded the Feds search the ship from top to bottom to find the cargo. If the crew never hid it in the first place it’s found immediately. If it’s hidden poorly it’s found after a short search. If it’s hidden really well the Feds will only find it with the help of Jacobs. When the cargo is found Captain Barns will decide that the crew should be arrested for acts against the Alliance. There are two ways to avoid arrest; shoot all the feds or have Jacobs flash his ident card and say that they have to go free. Even if Barns goes along with Jacobs he will still wish to take back the stolen goods, especially the biohazard crate.

Feds Quick Statistics

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

Life Points: 12

Initiative: d6+d6

Athletics: d6  Dodge: d6  Guns: d6  Melee: d6


If the crew at any point (through some kind of miracle) take out the majority of the feds, they can search the patrol boat until they find the brig, where a drugged Tanaka is being held. The patrol boat is as uncomfortably clean as all Alliance ships and the players wont wish to spend too long there.
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Part Four

Getting Paid
When the group eventually make it back to Persephone they attempt to get paid for their job. Tanaka is still unconscious when they reach the Eavesdown docks. 

If they take the cargo to Hikaru without rescuing Tanaka they will get paid, minus Tanaka’s share. Jade has already dropped Hikaru’s cut of the bounty for setting up Tanaka. Hotaru is to be a ship loyal only to the Tongs of Persephone, and as such will be getting plenty of work in the times ahead.

If they rescued Tanaka and go to the Tongs to get paid things proceed much the same as above. The main difference is that a few days later Jade captures Tanaka and collects the reward on him, again.

The players can sell the goods to the Tong’s competitor. Badger is a small time crime boss with an English accent and a very fine hat. Despite how untrustworthy the crew are (they did steal this job off a crew he was already paying) he’s not going to let the goods go to waste. He offers them a price that he thinks is fair and will consider throwing more work their way in he future.   

If Jacobs does actually betray everyone to the Alliance then they spend a significant amount of time in jail. Jacobs (real name Wilson) will get a promotion and a pay raise for his actions.

