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Ain’t No Chinese Word For This Situation
Ok, listen up. I’m assuming a moderate amount of familiarity with Firefly and Serenity on the part of the GM and players, and I’m pretty sure that’s a safe assumption (. This game is set a few months after the events of the movie – Serenity’s flying again, having been repaired on Mr. Universe’s planet, and once again, the crew is looking for work, honest or otherwise. Inara’s still on board. The revelation of the tape from Miranda damaged the Alliance, but they’re still running the galaxy. Mal’s war ain’t over yet.
Now, there’s a ball of rock that rejoices in the name of Farley’s World. It got partly terraformed back in the day; the higher altitudes are viable, but down in the valleys and lowlands, the atmosphere is still a poisonous toxic soup. There’s a small community on a plateau on Farley’s World, centring on one of the only bodies of water on the planet, the Brightly Shining Sea.
A few months ago, an Alliance survey team discovered considerable mineral resources on Farley’s World. However, the ore veins are beneath the settled land, and therefore legally belong to the settlers. Seeing as the Alliance are a bunch of cheating lowlifes, they’ve decided to force the settlers out. They’ve announced that the terraforming of Farley’s World is going to be completed, and one stage of this process will involve draining the Brightly Shining Sea. This will turn the plateau into a desert, forcing the settlers to leave. The Alliance has offered ‘generous’ amount of money for the settler’s lands. 

Most of the others have accepted the Alliance’s offer, but one family – the Howards – are refusing to abandon their land. As the other landowners will only get paid fully if all the homesteads are abandoned, some of them have hired a gang of thugs to drive the Howards off their land. The Howards put out a notice on the Cortex, asking for help.
That’s where the characters come in. 

The plot
The characters are called in to defend the Howard homestead from the hired goons. The first part of the scenario is preparing the homestead and finding out what they’re up against. 

As they’re doing this, Inara is contacted by a rich nobleman, Lord St. Marwood, who wishes to contract with her. He has a ship in orbit. Lord. St. Marwood has interests other than just bedding a Companion of Inara’s stature, although that’s certainly a consideration. He is also a member of the Opposition, a cabal of nobles who, well, Oppose the Alliance government. St. Marwood knows something about the Alliance’s plans for Farley’s World, and will try to guide the characters towards discovering the secret.
The characters…are the heroes from the movie. As there are seven crew on Serenity (Mal, Zoe, Jayne, Kaylee, Simon, River & Inara), and you probably have only six players, then let the players choose who’s not a PC. Zoe, Inara, Simon and River are all good choices.
As the players will ask, by the way, River’s not got quite as many bugs in her brainpan as she used to have, but she’s still crazy.

Events in the Scenario

1. Folks, We Got A Job: The characters are hired to defend the Howard homestead from raiders.
2. The Old Homestead: They visit the homestead and prepare its defences, and also possibly find out about the mineral deposits and the alliance letter.
3. Visiting the Neighbours: The characters pop over to the neighbouring homesteads to find out where the raiders are coming from.
4. The Man From Old Lundinium, With His Very Fancy Hat: Lord St. Marwood contacts Inara, and fills her in.
5. Here They Come: The raiders attack the homestead. Big fight scene.
6. Lies, Damn Lies And Analytics: The characters find hard evidence of the Alliance’s plot to force the settlers out so they can get at the minerals cheaply.
7. Burn The Land, Boil The Seas: The characters present the evidence to the other settlers.
 A Note on Timing: It’s entirely likely that the players will be having so much fun playing the characters from the tv show that they neglect petty distractions like ‘plot’. To be honest, the last two scenes can be run as an epilogue easily enough – don’t force the players to rush ahead doing investigatory stuff if they’re happy shooting raiders and a-talkin’ all in character.
The Scenario Starts Here

1. Folks, We Got A Job
Serenity is en route to…well, absolutely nowhere, really. Just floating through space. They’ve got no job, no cargo, and there are probably still arrest warrants out for them, so they can’t go to close to Alliance space. The ship’s newly overhauled, but the fuel tanks are getting worrisome. Let all the players decide what they’re doing, and let them roleplay for a few minutes. Then, the ship receives a transmission – let the players decide which character(s) head to the cockpit to get the message.
It’s from Rosa Howard, the matriarch of the Howard family. She’s a veteran of the War of Independence – she was a Corporal back in the war, and won’t hesitate to point that out to Mal or Zoe.  She’s in her mid-fifties, a stern figure, like a schoolmarm crossed with a drill sergeant and a porcupine. She could not afford to buy much time on a secure channel to Serenity, so she makes it quick – her farmstead’s being attacked by bandits, and she’s heard that Captain Malcolm Reynolds of Serenity has a crew who can sort out problems. She can’t afford to pay much, but they’ll be compensated as best as she can manage. 
The characters don’t have much of a choice, so presumably they head onto the Howard farm.

2. The Old Homestead

The Howard farm is an old, rambling structure, one of the earliest buildings ever constructed on Farley’s World. There’s a map you can hand out to the players, to let them plan their defence of the homestead. Present at the homestead are:

· Rosa Howard herself; she’s very much in charge here in her home, and will insist on proper behaviour even in this crisis. Even Jayne will be asked to use a napkin. 

· Widow Howard; Janice, the young widow of Rosa’s son Moses. Moses Howard got himself killed at the Battle of the Big Ships over Winterfall during the Independence War, so his widow came to live with the Howard family. Janice is a pretty blonde thing, quiet and nervous. Rosa Howard professes to have no patience for the girl, but is secretly very fond and protective of her.

· Little Sam: Janice’s son, Rosa’s grandson. He’s eight years old. He’s sick at the moment – he was out exploring the badlands, and drank from a stream that was tainted by the heavy metals that the Alliance intend to mine. See Little Sam’s Sickness, below. 

· Adam, Bull, Penance: Three farmhands, none of which are much good in a fight. Bull, the biggest of them, was shot in the stomach during one of the other raids, and is still abed. 

· Saree: A servant. Saree is in love with Penance, and is terrified that her love is going to get killed. Therefore, she may try to betray the characters to the raiders in exchange for a promise they’ll spare Penance.

The Raids: Rosa tells the characters that they’ve endured four raids in the last few weeks. The first was mere arson – one of their outlying irrigation pumps got destroyed. The second raid involved shots being fired at the homestead. In the third and fourth raids, bunches of masked men on horseback have ridden up, thrown bottles of burning fuel at the farmstead, and fired shots at the windows. Rosa and the farmhands managed to see the raiders off, but Bull was shot and they’re awful short of ammunition now. 


They don’t know who the raiders are, but they looked like local boys. If asked about local problems or events, then Rosa will show them the Alliance Letter. The next raid should be in a day or two. If the characters just prepare for the raid, then skip onto Here They Come!, below. For visiting the neighbours, see Visiting The Neighbours. You can also run The Man From Old Lundinium, With His Very Fancy Hat to speed things to along. 
Little Sam’s Sickness: With a good medical roll, Simon can diagnose Little Sam’s sickness as heavy metal poisoning – it’s common enough on industrial worlds, but something of a novelty on border planets like Farley’s World.  Sam can tell the characters about how he went out exploring and drank from a spring; for the concentration of metals in that spring to be high enough to poison a child, there must either be an industrial site or incredible levels of natural resources there.
The Alliance Letter: Rosa Howard’s copy of the Alliance Letter is sitting neatly folded on the table in the hall, in front of the mirror. See the handout. Note the bonus clause, which is the Alliance’s cunning way of ensuring the settlers all leave in plenty of time for the mining to begin.
Saree’s Betrayal: At some point during the preparations for the defence of the farmstead, especially if the characters are arguing or wasting him, Saree the servant’s nerve will fail. She will try to sneak out and steal one of the horses from the stables, then ride north. She intends to head for Farley’s Landing, to tell Matheson (the local trader who’s behind the attacks, see below) that the Howards have hired guns. She gets caught by the bandits at the Pinkerton place, though. Give the characters a chance to spot her leaving, and pursue her/persuade her not to go etc. This event is best used to include a player who hasn’t done a lot so far in the game.
3. Visiting The Neighbours

There are three other settlements within a short ride of the Howard farmstead; the raiders must be stationed at one of these three. 

· The Bowyer Estate

· The Pinkerton Place

· The Town of Farley’s Landing
The Bowyer Estate: The Bowyers are new landholders on Farley’s World; post-Independence colonists from the rich Core Worlds. They are certainly rich enough to have hired the raiders, but the Bowyers are far too law-abiding to do so. The Bowyers are packing up their belongings and holdings, in advance of being shipped offworld. If Inara is not one of the player characters, then you could also introduce Lord. St. Marwood here, as a dinner guest of the Bowyers. 
The Pinkerton Place: The Pinkertons are much poorer than the Howards; their little cattle ranch is located on marginal ground between the Howards and Farley’s Landing. Victory Pinkerton is the head of the family. The raiders are stationed at the Pinkerton place, hiding in the barn. Victory Pinkerton is being forced to allow the raiders to stay here by a consortium of other colonists in Farley’s Landing. He’s an honest man at heart, and will confess to the characters if they seem capable of dealing with the raiders hiding in the barn.  
Only a third of the raiders are in the barn are in the barn; the rest are in the hills around the Pinkerton Place, scouting out for their next raid on the Howards. 
Farley’s Landing: Farley’s Landing is a trade town, where produce from the surrounding farms is gathered for shipping to the spaceport at New Hope City. The town centres on the market and the tavern, Farley’s Rest. Members of the consortium can be found in the tavern. The consortium is led by a local trader called Matheson, who really really wants the bonus for selling his possessions on time. Matheson is responsible for hiring the raiders. Matheson is just greedy, not evil per se – he asked the Howards to leave, but Rosa Howard was too stubborn. He just likes money. 
4. The Man From Old Lundinium, With His Very Fancy Hat
At some point in the scenario, Inara is contacted via the ultra-secure Companion Register by Lord St. Marwood, who offers to hire her services. He has a yacht, the Bellerophon, in orbit of Farley’s World, and invites Inara to join him there. Lord St. Marwood is a noble of the old school, charming and dignified. He will ask courteously after Inara’s health – and after the health of her fascinating associate, Captain Malcolm Reynolds. St. Marwood will explain that he’s been following Captain Reynold’s career ever since Miranda. The lord explains that he is part of the Opposition, a group of politicians who act as a brake on the…excesses of the government. 
He is also taking an interest in Farley’s World. He suggests that the characters visit a pumping station at Overlook Point, where they will find something of interest. St. Marwood must be very careful, as he has enemies. He has no wish to meet with River (he knows rumours of government psychics), and is using Inara to communicate with the others because of the famous discretion of the Companion order. 

NOTE: The following three scenes are the climaxes of the scenario. You can either run them in parallel (with some of the characters defending the homestead while the others race to find out the truth about the Alliance’s plans) or in sequence (first, save the homestead; second, find out the truth). Listen to how the players plan the defence of the homestead, as that will give you a clue as to what they want out of the game.
5. Here They Come!

There are a dozen raiders in the raiding party. They divide themselves into three groups. The first group of four feint to the south – they ride by the south fence and throw incendiary devices (Molotov cocktails, basically) onto the roof of the stables, setting it ablaze.  
Group two approaches on foot from the west, through the field. There are two of them, armed with a war of Independence-era cache of grenades. Their target is the windmill that provides the homestead’s power and water pumping. If the windmill does go down, the homestead loses power, although there is a backup generator in the domes at the back. They also shoot at anyone trying to cross the yard to the stables.

The third group of six ride down from the north – three on a hovercraft, the other three on horses.  Their target is the homestead itself. They’re waiting in a copse of trees for the sound of the grenade going off and the power to go out, which is their signal to charge! They ride through the gap in the fence and circle the house, shooting at windows and throwing incendiaries. 
Raiders:

AGILITY: D8 STRENGTH: D8 VITALITY: D8 ALERTNESS: D6 INTELLIGENCE: D6 WILL: D6

Skills: Athletics D6, Discipline d4, Guns d8, Knowledge d4, Perception d4

Weapons: Pistol d6W damage, Grenades 4d6B, Motolovs 2d6W

For simplicity’s sake, I’ve prerolled the initiatives for the raiders.

	RAIDER#1

LIFE:  14

INITIATIVE: 10
	RAIDER#4

LIFE: 14

INITIATIVE: 10
	RAIDER#7

LIFE: 14

INITIATIVE: 10
	RAIDER#10

LIFE: 14

INITIATIVE: 10

	RAIDER#2

LIFE: 14

INITIATIVE: 7
	RAIDER# 5

LIFE: 14

INITIATIVE: 7
	RAIDER#8

LIFE: 14

INITIATIVE: 7
	RAIDER#11

LIFE: 14

INITIATIVE: 7

	RAIDER#3

LIFE:14

INITIATIVE: 4
	RAIDER#6

LIFE: 14

INITIATIVE: 4
	RAIDER#9

LIFE: 14

INITIATIVE: 4
	RAIDER#12

LIFE: 14

INITIATIVE: 4


6. Lies, Damn Lies and Analytics
Lord St. Marwood has given the characters a location, Overlook Point. Consulting a map of Farley’s World or asking Rosa Howard reveals that Overlook Point is on the side of the plateau, above the toxic soup that is the lowlands of the planet. It’s only accessible by flyer or ship, so anyone who’s going will have to take Serenity.  

At Overlook Point, the characters find an Alliance surveying base, clinging to a rocky outcrop. There are no guards here, just geologists and assayers. Interrogating them or stealing their documents reveals the truth – the plateau is packed full of incredibly valuable minerals, which would technically be owned by the existing colonists unless they sell their holdings over to the Alliance.

If you want to throw in a chase scene, then there can be an Alliance military scoutship at Overlook Point, which pursues Serenity as they escape.
7. Burn the Land, Boil the Seas
Once the characters have the evidence, they can convince Matheson in Farley’s Landing to call off the attacks. Give the players a chance to do a nice speechifying scene, where they tell the colonists that if they work the mines themselves, instead of letting the Alliance seize their claims, they’ll all be richer than Croesus in a few years. Mal knows a few independent miners who’d be willing to lend their expertise for a share of the wealth.

Appendix One: Serenity RPG Quick Rules Overview 
Ok, it’s fairly simple. It’s all Stat plus Skill. Both Stats and Skills are measured in dice. For example, when Kaylee’s fixing an engine, it’s her Intelligence plus Mechanical Engineering against a difficulty ranging from Easy (3) to Hard (11) to Incredible or more (23+). Characters can have advantages and specialities boosting their stats even higher. Note that you don’t get bonuses to the dice, you get bonuses to the dice type – circumstances might boost a d6 to a d8 or d10.
Stats: AGILITY STRENTH VITALITY ALERTNESS INTELLIGENCE WILLPOWER
Combat: Characters have Life Points. Damage comes in two sorts, Stun and Wound. You track both on the character sheet. If Stun+Wound is equal to total life points, then the character must keep making Vitality+Willpower rolls (DC10) to keep from passing out.  
If you attack, it’s an opposed roll of Agility+Guns against Agility+Athletics for shooting, or Strength or Agility+Unarmed Combat against Strength or Agility+Dodge or a Weapon skill to parry. Damage is resolved as follows.

Firstly, there’s basic damage, which is the difference between the successful attack roll and the defence roll divided evenly into Wound and Stun damage. Then, you roll the listed weapon damage, which is generally all Wound damage.

Characters can shake off Stun damage once a day, getting back a number of points equal to a Vitality or Willpower roll. Simon can also patch up characters with his Medicine skill, restoring 1d4 wounds. 

Plot Points: All the characters have SIX plot points. You can spend a plot point to reduce damage (converting Wound damage to Stun), or to get a bonus to a roll, as follows:

1 – D2
4 –D8

2 – D4
5 – D10

3 – D6
6 – D12
Give plot points for good roleplaying etc.
HOW TO RUN There Ain’t No Chinese Word 

For This Situation IN FIVE MINUTES
Ok – very simply, the characters are hired by Rosa Howard to defend her homestead from raiders. All the colonists on Farley’s World are being bought out by the Alliance, and Rosa Howard is refusing to go. As the contract states that everyone in a district gets a bonus if they all go, some of the other colonists led by a man called Matheson have hired the raiders.

Now, the twist is that while the Alliance claim they want the colonists gone to finish the terraforming of the planet, they really want to buy the colonists’ claims to the planet’s recently-discovered minerals. There’s a heap big pile of valuable rock down there. The characters find out about this from Lord St. Marwood, a noble and member of the Opposition who contracts with Inara. 

Basically, arrive, defend house, uncover mining plot, get proof to other colonists, save day. Easy. 
Scenario Contents:

1 SCENARIO

7 CHARACTERS  - let the players pick who they want to play, and use the last as an NPC. 
2 HANDOUTS – ALLIANCE LETTER & THE HOWARD FARMSTEAD MAP
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