The Quare Long Hand - Baz Nugent.


”Once upon a time, there was an iron box. And didn't a wicked landlord put all of his money in the box and hide it up the mountains. And didn't the rebels shoot him for being in cahoots with the brits, cause, sure, the War of Independence was on.

So the box sits there, all full of money, waiting to be taken. Just slip the leg irons first.”

The Plot

An IRB flying squad, “The Lads” hears of a case full of money taken from tenants by a ruthless landlord. They must beat the evil Captain Cyssacy, his henchman Sergeant Irving and a rabble of Black and Tans to the case.
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The Heroes

Colmán "The Bastard" Ó Branagáin

Fintan "The Ugly" McCarthy

Ronan "The Icepick" Kiley

Tadhg "The Ogre" Ó Cuillinn

Mánus "The Executioner" Ó Flannagáin

The Villains

Captain Samuel Cyssacy of the British Army


Sergeant Harry Irving of the Royal Irish Constabulary Reserve Force

An assortment of vicious, cruel and wicked Black and Tans

Sheamus “Jimmy The Rat” Curran, a collaborator

Quentin DeLacey, Dead landlord of Carrig na gCappall

A quick note for any other GMs:

This game is not meant to be historically accurate or endorse a political viewpoint. It is meant to be a bit of fun. The only reason it’s a western set in the 1920’s Ireland is because it’s a dramatic period of history that’s ripe for roleplaying.

And if we can shoot Nazi’s, Confederates and Commies, why not Black and Tans?
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The Ballyhass Special Flying Squad aka THE LADS

Colmán "The Bastard" Ó Branagáin: former Publican, now leader and medic.

As long as you’ve known, you’ve been the ringleader of this bunch of ugly, useless and downright dangerous feckers. And a better gang you’ll never find. 

Before the war, you were the roughest, but fairest barman in Ballyhass and around. When the Brits came around, you picked up gun in one hand and the scruff of the Lads necks in the other and off to war ye went. And damn good at it you are too.

You’re called “The Bastard” because that’s what ye are – you’ll go further, harder and dirtier than any other and anyone who doesn’t fear ye damn well respects ye.

Agility D8, Smarts D10, Spirit D 10, Strength D 6, Vigor D 6                                                                                                                                 

Fighting D6, Healing D8, Knowledge (Gaelige) D10, Notice D10, Persuasion D 10, Riding D6, Shooting D8, Stealth D8, Streetwise D8, Survival D6, Taunt D 10

Pace 6 Parry 5 Toughness 5

Hindrances -  Bloodthirsty (doesn’t take prisoners)

Edges – Great Luck (+ 2 bennie), Charismatic (+2 Charisma),  Common Bond (can give Bennies to other players)


Fintan "The Ugly" McCarthy: former electrician and mechanic, now driver, lock picker and bomb maker. 

Ronan "The Icepick" Kiley: former Carpenter, now armourer and melee weapon man, and still a thieving scut.


Tadhg "The Ogre" Ó Cuillinn: former labourer, now the brawler and still the big loud one.

Mánus "The Executioner" Ó Flannagáin: former labourer, now the shooter and still the quiet scary one.
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The Ballyhass Special Flying Squad aka THE LADS

Colmán "The Bastard" Ó Branagáin: former Publican, now medic, but still leader.

Fintan "The Ugly" McCarthy: former electrician and mechanic, now driver, lock picker and bomb maker. 

You’re the handyman, the one who can do pretty much anything with yer hands if you put your mind to it. 

As a tradesman, yourself and Ronan had a decent livelihood in Ballyhass until the Brits came. You were the most reluctant of the Lads to go to war, but Colmán gave you a good kick in the arse, literally. 

You’re called “the Ugly” for two reasons; because the things you build leave an ugly mess, and cause yer in an ugly mood half the time.

Agility D8, Smarts D10, Spirit D 8, Strength D 6, Vigor D 8                                                                                                                           

Driving D6, Fighting D4, Knowledge (Gaelige) D8 , Lockpicking D8, Repair D10, Riding D4, Shooting D6, Stealth D6

Pace 6 Parry 4 Toughness 6

Hindrances -  Mean (-2 Charisma)

Edges – Mr Fix It (+2 Repair),  Gadgeteer (may improvise a device once per game)


Ronan "The Icepick" Kiley: former Carpenter, now armourer and melee weapon man, and still a thieving scut 


Tadhg "The Ogre" Ó Cuillinn: former labourer, now the brawler and still the big loud one.

Mánus "The Executioner" Ó Flannagáin: former labourer, now the shooter and still the quiet scary one.
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The Ballyhass Special Flying Squad aka THE LADS

Colmán "The Bastard" Ó Branagáin: former Publican, now medic, but still leader

Fintan "The Ugly" McCarthy: former electrician and mechanic, now driver, lock picker and bomb maker, and still a miserable shite.



Ronan "The Icepick" Kiley: former Carpenter, now armourer and melee weapon man.


You’re as good with your hands as Fintan, but where his fingers are nimble, yours are light, You’ll take anything not nailed down, and even then you’ve got a clawhammer.

You were set up as a tradesman in Ballyhass until the Brits came. After seeing the damage they did to half the buildings you put up, you were only too willing to knock seven shades of shite out of them. 

You’re called “The icepick” as its your favourite weapon; you stole one from a big house and you’ve not been without once since. 

Agility D8, Smarts D6, Spirit D 6, Strength D 8, Vigor D 8                                                                                                                           

Driving D8, Fighting D8, Knowledge (Gaelige) D6, Repair D6, Riding D 6, Shooting D6, Stealth D6, Track D6

Pace 6 Parry 6 Toughness 6

Hindrances -  Greedy (always stealing things)

Edges – Trademark Weapon (Icepick +1), Improved Block (+2 Parry)


Tadhg "The Ogre" Ó Cuillinn: former labourer, now the brawler and still the big loud one.

Mánus "The Executioner" Ó Flannagáin: former labourer, now the shooter and still the quiet scary one.
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The Ballyhass Special Flying Squad aka THE LADS

Colmán "The Bastard" Ó Branagáin: former Publican, now medic, but still leader

Fintan "The Ugly" McCarthy: former electrician and mechanic, now driver, lock picker and bomb maker, and still a miserable shite.

Ronan "The Icepick" Kiley: former Carpenter, now armourer and melee weapon man, and still a thieving scut



Tadhg "The Ogre" Ó Cuillinn: former labourer, now the brawler


You’re the biggest bastard of them all, and you have no problems letting anyone know that. Still, even if you could bate your mates, you’re loyal to the death and you trust your boss fella to the end.

You and Mánus were common labourers about Ballyhass. When the brits it took all of two seconds for Colmán to convince you to get busting heads. And sure, its easier and more satisfyin’ than harvest.

You’re called “the Ogre” cause you’re big and strong, and have a voice that can be heard for miles.

Agility D4, Smarts D4, Spirit D 6, Strength D 10, Vigor D 10                                                                                                                           

Climbing D8, Fighting D12, Taunt D8, Knowledge (Gaelige) D4, Riding D 4, Shooting D4, Swimming D6, Stealth D4

Pace 6 Parry 8 Toughness 8

Hindrances -  Clueless (-2 common knowledge roll)

Edges – Charismatic (+2 Charisma), Brawny (load limit = 80), Mighty Blow (Double Damage on Joker)


Mánus "The Executioner" Ó Flannagáin: former labourer, now the shooter and still the quiet scary one.
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The Ballyhass Special Flying Squad aka THE LADS

Colmán "The Bastard" Ó Branagáin: former Publican, now medic, but still leader

Fintan "The Ugly" McCarthy: former electrician and mechanic, now driver, lock picker and bomb maker, and still a miserable shite.

Ronan "The Icepick" Kiley: former Carpenter, now armourer and melee weapon man, and still a thieving scut

Tadhg "The Ogre" Ó Cuillinn: former labourer, now the brawler and still the big loud one.



Mánus "The Executioner" Ó Flannagáin: former labourer, now the shooter

You’re the scary quiet one who has a very droll sense of humour. You love coming out with things that make the other Lads look at ye funny. That’s great to you.

You and Tadhg were common labourers about Ballyhass until the Brits came. Mánus asked you to join his group as you were mates going back ages, but it wasn’t until you got your hands on a rifle that your natural talent for shooting became apparent. Now, you’ve become the Lad’s secret weapon, hiding and sniping.

You’re called “The Executioner” because you nearly always kill with one shot, and because you’ve got a terribly morbid sense of humour.

Agility D10, Smarts D6, Spirit D6, Strength D6, Vigor D 6 

Climbing D8, Fighting D4, Taunt D8, Knowledge (Gaelige) D6, Riding D 4, Shooting D12, Swimming D6, Stealth D10

Pace 6 Parry 4 Toughness 5

Hindrances -  Morbid humour

Edges – Marksman (+2 to shooting when doesn’t move), Steady Hands (no penalty from moving objects)

Scene One: Jimmy The Rat leads the Lads Astray

Sheamus Mullan aka Jimmy The Rat is as dirty as sin and would sell his mother out again if given half a chance. Sadly his reputation hasn’t caught up with him. In Brophy’s of Knock Na Shee, The Lads are down having their first pint in ages after being on the move for days. It’s a great pint, pulled by Diarmuid Brophy, best barman for miles. If this chat doesn’t annoy Colmán enough, have some punter comment that the reason why Colmán’s on the run is because his pints are shite. After a bit of a scrap (the bar punters are extras, fight D4)  ensues, Brophy will kick the Lads out, lest the fighting gets the attention of the local Volunteers or even the Tans!

With no drink, the Lads will be approached by Jimmy the Rat. He’ll introduce himself as Sheamus, and say that it’s a fierce shame the Lads, as good solid fenian fighters, haven’t a place to stay and party. He knows of a house that’s full of booze and would make a great hideout. Plus he knows of a few other houses owned by pro-British types they could raid, for “fund-raising”, like.

It’s a trap, of course. Jimmy The Rat knows the house will be surrounded by Tans as soon as he gives the signal. After an hour’s trek up the hills, they arrive at a unused house beside a small lake. There is a sizeable amount of food and drink and a decent bed in the house (if the Lads get suspicious, Jimmy The Rat will do everything he can to convince them that the previous owners ran when the local police did). 

Once he’s kept the lads about for a few hours (and a –2 to –3 for drunkenness), he’ll head out of the house and signal the Tans. The Tans will sneak in and try and get the Lads unarmed. If anyone resists, combat will ensue. But the Lads should be outnumbered and end up captured.  the Lads will be tied up and put into the back of a covered truck. Jimmy The Rat will wave to them as they go, saying “For Ireland, Lads!”
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Scene Two: Getting wind of the Money and escape!

The prisoner convoy consists of two trucks. One has nearly all the Black and Tans, this is in front, the other has the prisoners, the driver and one Tan. The prisoners consist of the Lads and 4 other prisoners. If the Lads don’t start a conversation, then one of the prisoners, Aidan Malone (the other’s are too frightened to talk) will start chat with them. This will annoy the Tan guard, who will periodically tell everyone to shut up.

Malone is a local truck driver whose been picked up as a Fenian sympathiser (he wasn’t before, but he is now). He’ll say he knows something about a local landlord:

“This guy, DeLacey was the landowner of some ancestral estates, like. Now, they’re nothing but bowsies with money, and now they’ve drank or whored that all off. The have the rent on a small town, called Carrig na gCappall, and that’s it. They don’t even have a stables at the house, just a bit of gardens, they sold the horses for meat and the land for a hunting track.

Anyway, I heard DeLacey was so afraid when the Peelers got plugged or legged it, that the rebels’d come and grab his cash and burn the rest of the land down, like, leaving him with nothing. 

So, late one night I get told to get up there, bring the van, like. Himself and myself lug loads a stuff into the back of the van, head off to Limerick. I’m there working and driving all night, get the stuff to some dealer type. 

Delacey sells the lot, gives in nearly all his bank, and gets, get this, like, gold. Gold bars. 

So back to the house, with a crate of gold, like. 

And y’know what? The Cheap bastard throws me a few pence for the whole trip! Cheap fecker!”

At this point, the Tan Guard will scream at Malone and butt-crack him with his rifle on the nose. Malone drops down like a rag, gushing blood. Assuming the Lads do something, the truck is approaching a V junction. Any serious knock to the driver will make him take the left turn instead of the right; it’ll take at least 10 rounds before the truck full of Black and Tans makes it onto the left road, so the Lads will have a chance to free themselves. 

If the Lads fight, they’ll only have the driver’s pistol and the guard’s rifle for the fight – the truck of tans has 12 Tans with rifles and a driver with a pistol. If they escape, they’ll find their weapons were in the other truck, and will have to get weapons some other way (Ronan will need a new icepick). There is a garrison about ten miles away they can raid. Either way, on the truck of Black and Tans or in the garrison, there is a satchel of dynamite. 

After escaping one way or the other, the Lads can check on Malone – the strike to his head was fatal. 
Scene Three: Who’se this Quentin DeLacey gobshite anyway?

When the Lads get to Carrig na gCapall, they’ll find the town looking impoverished and run down, with no young men around. Let the Lads do some investigating, what they can find out is

· Quentin DeLacey, referred to Carrig na gCappall as “The DeLacey Estates” 

· most people will say he was a greedy snob of a landlord who sucked up to anyone British.

· He was a terrible landlord who let the town go to waste, and that none of the rents were spent on maintenance. 

· The family lost most of their land in the last 50 years, most of it by DeLacey’s father, who was a vicious alcoholic.

· DeLacey’s wife left him years ago because he couldn’t hold onto the stables.

· He hated dealing with the locals, but couldn’t afford staff to work for him.

· That a fellow with a truck would come by with supplies as he wouldn’t buy from the local shop. 

· That he hasn’t been seen since the last time the fellow with the truck came by.

· Since the start of the War of Independence, only two men would work for him, a simple fellow called Donal Canavan and a wandering gouger called Ossian Moloney. Moloney has a criminal record as long as his arm and is on the run.

· At the moment, Moloney’s living in the Delacey house.

· Whenever anyone official asks, Moloney is pretending to be Canavan to avoid getting arrested.

By the time the Lads get to the DeLacey house, it’ll be dark. In the driveway, there’s an Army truck. If the Lads sneak into the house, they find Sergeant Irving torturing Moloney. Moloney won’t admit who he is or where the gold is. Eventually, another man, Captain Cyssacy, who has been sitting and watching, will step forward, and stop Irving/

Cyssacy will whisper something terrible, politely, to Moloney. Moloney will blurt out that DeLacey had a place he liked to hide valuables, and that he probably stashed it there(inaccurately, as it will turn out), Cyssacy will then kill him with a small automatic pistol.

If the lads decide to act, there’ll be 10 Tans, Sergeant Irvine to fight. Cysassy’s escape will be blocked by Irving. If the Lads do nothing, Cysassy will leave with the Tans and head up the hills.


Scene Four: Get up the hills and dig!

Given the Lads know that Canavan is still alive, they can go looking for him. They will find him in his family’s house a few miles outside of the village. Canavan is a large, simple man, who does common labour

If the Lads talk to him, he will say that DeLacey and himself went to a cottage in the hills with a large and heavy crate on the back of his cart. DeLacey made him bury the crate. Canavan won’t reveal the location, as he has promised to say nothing. It will require intimidation, bribery or some inventive scheme to get it out of him. (Canavan is Strength D12 if the Lads decide to wrestle him for it, so some kind of cheat is probably necessary).

Eventually, he will give the Lads directions to the house. If they try and kill him afterwards, several of his family will turn up with shotguns and pitchforks and a fight will ensue, but the lads will be able to escape.

After they leave, Cyssacy will discover the truth about Maloney and torture the location from Canavan (if the players killed Canavan, then the Cyssacy will find out from a relative of Canavan about the cottage and work it out for himself)

Getting to the Cottage takes six hours by foot, or two by truck – its deep within the forest, and too narrow a path for the army truck to make it in.

The cottage itself is a single room, thatched roof cottage. There are carpentry tools in the single cupboard and enough fuel for the stove for a few days. If Ronan checks the floorboards, he’ll notice that they’re new. Ripping up a section in the middle will reveal a hole full of straw, under the straw is the case full of gold (its big and heavy, a Smarts roll will determine its worth to be about five thousand pounds!).

As soon as the Lads are getting ready to go, Cyssacy will arrive – allow the Lads to spot them coming first.



Scene Five: Showdown with the Black and Tan

Led by Captain Cyssacy, the Black and Tans arrive for a shootout with the Lads at the farmhouse. Only, this time it’s a platoon, with some heavy weapons!

The layout of the Black and Tans is thus:

8 X 5 man units 

2 X Machine Gun units (2 Privates and a Light machine gun)

HQ (Cysaccy, 2 Corporals and Irving if he is still alive) 

If things are going badly for Cysaccy in a quick amount of time, he’ll try and make a deal. If that fails, they’ll try and burn the cottage down. 

When the Black and Tans are all but done for, Cysaccy will make a run for it, which only Colmán will spot. It’ll turn out Cysaccy is a dirty and dangerous fighter. If Colmán is beaten, let the Lads finish off the other Tans while Cysaccy taunts Colmán, with just enough time for the Lads to arrive and finish him off.

Scene Six: Epilogue, Requiem for Jimmy The Rat

The Lads prove victorious over the Tans. What they do with the cash is up to themselves, but don’t forget to point out they’re the good guys and fighting to piss off the Brits. 

Finally, give them a chance to off Jimmy the Rat. Arriving in Ballyhass, he steps into Ó Branagáin’s. thinking he’s found a safe place to hide. Only, whose waiting in the Snug? 

NPCs

 Captain Samuel Cyssacy of the British Army

Captain Cyssacy (pronounced Cy-Say-See) is an evil man – calling this long coward a man is an insult to the species. 

Cyssacy has the airs and graces of an upper class military graduate, but really he’s the son of a lower-middle class clerk. He avoided the bulk of the Great War by pretending to be two years younger than he actually was. His commission came through bribery, blackmail and his talent for ruthless cruelty. 

His promotion to captain came with the cost of being deployed in Ireland – an inglorious and miserable posting for most men, in Cyssacy’s case it’s an opportunity to plunder from the Irish and Anglo-Irish populations alike. If his superiors knew what he was up to, he’d be shot. But he’s a clever little shit.

Cyssacy will always run when faced with physical combat. He’ll shoot unarmed men, or from cover, but won’t engage in pitched combat – that’s what his men are for.

Agility D8, Smarts D10, Spirit D 8, Strength D 4, Vigor D 6                                                                                                                                 

Driving D8 Fighting D4, Intimidation D10 Notice D10, Persuasion D 6 Shooting D6 Stealth D 6

Pace 6 Parry 4 Toughness 5

Hindrances – Bloodthirsty

Edges – Fleet footed (D10 running)

Quick Draw (free action)

Sergeant Harry Irving of the Royal Irish Constabulary Reserve Force
A more dour scot you’ll never meet. Irving’s sole solace in life was shooting Huns and the government had to go and end that lovely war. Now he’s policing Fenian bastards, aching for a chance for trenches, tanks and bombing. 

Irving is the major henchman, and thus has more personality than the rest of the Black and Tans, but he’s still just a brute at heart and should be played as such. Irving is the NPC who’ll knock over fruit carts or beat up women or other such atrocities.

Agility D4, Smarts D6, Spirit D8, Strength D8, Vigor D8                                                                                                                                 

Driving D8 Fighting D10, Intimidation D10 Notice D6, Shooting D8

Pace 6 Parry 7 Toughness 6

Hindrances – Bloodthirsty

Edges – Command (+1 to troops within 5)

Jimmy The Rat

Sheamus Mullan aka Jimmy The Rat,  is as dirty as sin and would sell his mother out again if given half a chance. He arrives in a town, makes a few deals, then skips out when he’s worn out his welcome. He’s a non-combat NPC, but has a D12 in Escaping PCs Until The Epilogue. 

The Black and Tans 

They come in two flavours – bog standard Private and Corporals. 

Black and Tans Private

Agility D6, Smarts D4, Spirit D 6, Strength D 6, Vigor D 6                                                                                                                                 

Driving D6 Fighting D6, Notice D6, Shooting D6

Pace 6 Parry 5 Toughness 5

Black and Tans Corporal

Agility D6, Smarts D6, Spirit D 6, Strength D 6, Vigor D 6                                                                                                                                 

Driving D8 Fighting D6, Notice D6, Shooting D8

Pace 6 Parry 5 Toughness 5

