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FIRSTBORN is a stand alone story set in the universe of
the Firefly TV series created by Joss Whedon. The story 
takes place in the year 2519, after the time of the final 
aired episode, and before the events of the Serenity feature 
film. It is told from the perspective of the Serenity’s crew, 
and focuses on the actions of Mal, Wash, Zoe, Kaylee, and 
Simon. 

The adventure is designed for 4-5 players using the CORTEX 
Firefly RPG system and is compatible with the rules found 
in the core rulebook.

WHAT’S IN THIS BOOK
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G A M E M A S T E R ’ S  N O T E S  T O  T H E  P L A Y E R S  
Written by Resident Gamemaster, Jesse Leung 

   In FIREFLY:	  FIRSTBORN, the players use pre-existing characters from the Firefly universe, 
who bring to the game their own established histories and personality traits. While players have 
the freedom to choose the actions their characters take, they should also keep in mind whether 
their actions would be in or out of character for whomever they are playing. For example, having 
Kaylee go on a murder spree would be extremely out of character. Likewise, crew aboard the 
Serenity would never hurt each other unless they absolutely had to. Because, despite their 
differences, they are still one big dysfunctional family. 
 

Throughout FIRSTBORN, there will be moments when the player characters will have 
differing and conflicting motivations within the party. It is important for the players to 
understand that while characters are having the conflict, the players are still on the same team, 
with the main goal of having fun by telling and experiencing a story together. Depending on 
what level of immersion your players would like to experience, it may sometimes be useful 
during breaks in the action to discuss character motivations player to player in the interest of 
making the best scene possible with your PCs. Also, if it ever seems like the players have turned a 
conflict with their characters into a conflict with each other, the GM should call a timeout to let 
everyone cool off, and check with the players to make sure things are okay. 

 

This balance between player and character motivation is most important with the two 
central PCs to the story, Zoe and Wash. Before the game, the Gamemaster should take these 
players aside and communicate to them their motivations, and make sure they are aware of their 
shared personal history. 

 

Prior to the events of FIRSTBORN, there has been a long running argument between Wash 
and Zoe on the matter of children. Wash would really like to be a dad, and he thinks Zoe would 
be a good mother. However, Zoe thinks that their line of work is too dangerous for a baby, and 
she would rather focus on her career. And let’s be honest, in this relationship Zoe wears the 
pants. 

 

Unique to FIRSTBORN, Wash has his own backstory drawing back to his youth. When he 
was a young teenager he was deeply in love with his first girlfriend, ANGELA. He also had a 
somewhat rocky relationship with her father ABRAHAM SOUZA, who was wary of this love sick 
red haired kid getting close to his daughter. When they were 14, Angela’s family moved away, 
and Wash never heard from them again. While his feelings for Angela have faded, and he truly 
loves his wife, Zoe, Wash still wonders what might have happened if Angela had stayed. 

 

Depending on what experience your group would like, the Gamemaster can divulge this 
information to all the players, and have them agree to keep their player and character knowledge 
separate, or the GM can give the information only to the players of the relevant character, and let 
the other players learn these details organically as the story unfolds. It is up to the group to 
decide what they are comfortable doing, and what would be the most for them to play. 
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����� 4
����� 4
����� 6

DISTINCTIONS 

8
 5 Gain 1 Plot Point when you roll a  instead of a .

Protect the Crew: When a Crewmember in the same scene as you acquires a 

Complication, spend 1 PP to take it away and step it back.

 5 Lead the Crew: When one of your crew directly follows one of your orders, spend 

1 PP and give that Crewmember an Asset equal to your  die rating.

����������� ������� ���� ������ ���������

8
Life sure seems to be a string of mishaps, mistakes, and misappropriations. But you’re 

still here, ain’t you?

 5 Gain 1 Plot Point when you roll a  instead of a .

Tough as Nails: When you take a Complication representing an 

injury or physical harm, spend 1 PP to step it back or rename it 

as a mental or social Complication.

 5 Trouble Magnet: Step up one of your Complications to reroll a 

die. On your next roll, both 1s and 2s count for Complications.

����������� ������� ����� ������� �������

8
 5 Gain 1 Plot Point when you roll a  instead of a .

Fightin’ Type: Spend 1 PP to step up or double your Shoot or 

Fight when you’re outnumbered.

War Stories: When you create an Asset or take a Complication 

relate� t� a �arti�e �ash�ac�� ste� it ���

����������� ������� ������ ������ �������

SIGNATURE ASSETS

Serenity � �al has a cl�se c�nnecti�n t� his shi�� a �eries � �ire�� 
class �i����l� trans��rt� an� ��n�t all�� ��st an����� t� �� �r fi� her�

Keep Flyin’: When negotiating a job for your Crew, spend 1 Plot 

Point to step back a social Complication.

Peace in the Black� �hen ��� ��er �is��� �r �hil�s��hi�e �ith 
a Crewmember on Serenity as part of a recovery Action, step up 

or double Treat.

Liberty Hammer : This is Mal’s Moses Brothers Self-Defense Engine 

�r�ntier ���el � han�g�n� the stan�ar� iss�e ��cer�s si�ear� ��ring 
the �nificati�n �ar� �e�s since ���ifie� it t� s�it his nee�s�

Pointed Emphasis: When you threaten someone with your sidearm 

or conduct negotiations at gunpoint, spend 1 Plot Point to double 

 for the Action.

“…I got people with me, people 

who trust each other, who do for 

each other and ain’t always looking 

people in the ’Verse. Not many, lord 

knows, but you only need a few.”

� ���� ���� ���� ���������
Character Type: Protective 

Captain

Character Description: It takes 

a special kind of man to stake 

his life on a cause, and that man 

is Malcolm Reynolds. Sure, he 

could’ve stayed on Shadow and 

become a prosperous rancher like 

his folks. But he didn’t. Alliance 

came throwin’ their weight around 

and Mal just didn’t like what they 

were up to. So, he signed up for 

the big War, all bright-eyed and 

bushy-tailed. Only thing is: Mal 

came out on the losin’ side of 

the c�n�ict�
The War destroyed a lot of 

Mal’s illusions, left him bitter 

and cynical. He was a man of God, 

but now Mal puts his faith in his 

crew. He bought his ship, named 

her Serenity after the battle that 

changed his life, and headed out 

into the black to make his fortune. 

His luck ain’t all that great, but he 

has managed to stay alive, and 

that’s not nothin’.

Likes and Dislikes: The list 

of what Mal likes and dislikes 

is pretty damn short. Mal cares 

about getting paid, the safety of 

his crew, and his boat. Mess with 

any one of those three, and he’ll 

get a mite testy. When he does, you 

can be sure a snappy comeback 

and a gun ain’t far behind.

: They 

say that War can break any man’s 

faith and Mal give truth to that 

saying. A Browncoat volunteer 

who fought for the Independents 

in the War, he eventually earned 

the rank of sergeant and led the 

final charge against the Alliance 
during the Battle of Serenity along 

with his second-in-command, Zoe. 

To this day, Mal’s convinced he 

fought on the right side—though 

not the winning side. 

MALCOLM REYNOLDS

36
(order #8340591)
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ATTRIBUTES

M����� 8 �������� ������ 6
SKILLS

����� 4
����� 4
�����  

��� 4
��� 4
����� 8  

��������� 6

���� 4
����� 4
M��� 6
������ 

������� 4
������� 4
�����  

����� 

������� 6
����� 4
����� 4
����� 4

DISTINCTIONS

F���������� 8
 5 Gain 1 Plot Point when you roll a �� instead of a ��.

Got Your Back, Sir: If your captain fails a die roll in your presence, step up 

or double your Attribute on your next die roll.

 Spend 1 PP to join a scene involving the captain that you 

weren’t already in.

����������� ������� F����,����������,�������

������� 8
 5 Gain 1 Plot Point when you roll a �� instead of a ��.

Got It in One: Spend 1 PP to roll your Focus and add it to 

your total.

 5 Sea of Calm: Spend 1 PP to use a Complication as an Asset 

for one Action; step up the Complication afterward.

����������� ������� F����, ������, �����

������������������������������� 8
heart n’ soul.

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

 5 Fightin’ Type: Spend 1 PP to step up or double your Shoot 

or Fight when you’re outnumbered.

War Stories: When you create an Asset or take a Complication 

related t� a �art�me �as�ba��� ste� �t ���

����������� ������� F����,������,��������

SIGNATURE ASSETS

Mare’s Leg ��: This is a shortened lever-action carbine with extensive 

refit and an atta��able s���t� ��e �an als� �l�b �e��le �n t�e �ead ��t� 
the stock.

Stock Strike: When you club someone with Mare’s Leg, spend 1 Plot Point 

and add an extra �� to your roll for that Action.

Street Sweeper: Once per scene, when you gun down someone running 

away from you, double Shoot for the Action. Take a Cold as Ice �� 

Complication after the roll.

And I’m not so afraid of losing 

� ���� ������ �� �����
Character Type: Loyal First Mate

Character Description: Zoe is 

Serenity’s first mate and Mal’s best 
friend. Some say Mal’s only friend. 

She’s handy with a gun and she 

minds her own business. If she’s 

got something to say, she’ll say 

it. If she don’t? Well, you won’t 

hear her going on and on about 

nothin’. So, you best pay attention 

when Zoe speaks up.

You might think Zoe’s deadly 

aim means she don’t have a sense 

of humor, but that’s not true. She 

smiles easily—’specially when 

she’s around her husband, Wash. 

It should be said, though, that Zoe 

ain’t afraid to stand up to Mal or 

Jayne when she needs to. She may 

have fought alongside Mal in the 

War as his second-in-command, 

but she’s not the kind of soldier 

who won’t question a bad call or 

take matters into her own hands 

when the job warrants it. 

Likes and Dislikes: Zoe don’t 

have a lot of patience for folk who 

don’t respect the captain. She won’t 

like it much if someone comes 

after Wash neither. Force her to 

choose between Mal and Wash 

and there’s no question about 

it—she’ll stick by her husband. 

Mind you, she’s loyal to both in 

her own way.

F��s���c�s������c�o�s: Of 

all the members on the crew, 

Zoe knows more about Mal than 

anyone. She was there at the Battle 

of Serenity and fought alongside 

Mal with the Independents. Zoe is 

a private person. Hard to say how 

s�e �as a�e�ted b� t�e �ar� ���al 
to a fault, Zoe has yet to abandon 

her military training and prefers 

to call the captain “Sir.” 

ZOE ALLEYNE WASHBURNE

37
(order #8340591)
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ATTRIBUTES

������ 8 �������� 8 ������ 8
SKILLS

����� 4
����� 6
����� 4
��� 6  ������� 

  �������������

��� 12 ����������

����� 6

��������� 6
���� 6  ����������

����� 4
���� 4
������ 6
������� 8  ��������� 

  ���������

������� 4
����� 4
����� 4
������� 6
����� 4
����� 6
����� 6  ������������

DISTINCTIONS

� ������ ������� 8
“Oh God, oh God, we’re all gonna die.” 

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

On Edge: Step up or double your Focus for one Action. After the roll, create or step 

up the Complication On Edge.

 5 ������� �������� Gain 1 PP when you point out how dangerous, stupid, or illegal the Crew’s plan will 

be when they execute it.

����������� ������� F����, ����, �������

������� 8
��� ���� ���� ���� � ������� ������

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

�� �������� ��� �� ������� When you create an Asset or take a 

Complication related to your relationship with your spouse, step it up.

For Richer or Poorer: When you share a scene with your spouse, you 

may share Plot Points with one another.

����������� ������� ���������, �����, �����

������ ����� 8
��� ���� �� ���� ������� �� ���� ��� �� ������ ���� ���� ���� ������ ���� ���� �����

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

Born Behind the Wheel: Spend 1 PP to step up or double your ship’s 

Engines Attribute for your next roll.

 5 ���� ����� ����� ���� ������� If you replace your Fly or Operate Skill with 

a �� for your next roll, gain a Big Damn Hero Die equal to that Skill’s normal 

die rating if your roll is successful.

����������� ������: F��, ������, O������

SIGNATURE ASSETS

Serenity ��: It’s not his ship, but Wash knows how to coax all kinds of 

�ancy mane�vers ��t �� this �eries � �ire�y class mid���l� trans��rt�
One With the Ship: When you engage in evasive maneuvers, spend 

1 PP to step back a Complication related to Serenity’s engine or 

systems.

����� ���� ���� �� � ������� ������� 
����� � ��� �� � ���� ��������� � ��� 
�����  ���� � ������� ����������� 
—I can handle myself.”

� W���, �W�� ��������
Character Type: Quirky Pilot

Character Description: A ship 

needs a g��d �il�t t� �y her, 
and there ain’t none better or 

more experienced than Hoban 

Washburne. Wash may not look 

like much, what with his tropical 

shirts and all, but don’t let his 

appearance or tomfoolery fool 

ya� When it c�mes t� �yin’, Wash 
knows how to handle Serenity 

and often stays behind to make 

sure she’s safe while the rest of 

the crew’s out drivin’ around or 

thievin’. 

Wash’s an easy-going kind of a 

guy who’s been known to panic on 

occasion. But, for whatever reason, 

this quirky pilot manages to keep 

his cool, even when a ship full of 

terrifyin’ Reavers comes bearing 

down on Serenity. 

When he’s not at the helm, 

monitoring the skies or the latest 

incoming wave, Wash spends his 

time with his wife, Zoe. You can also 

find him in the mess hall every day 
at the same time eating protein 

bars with the rest of the crew or, 

if he’s been real good, wife soup.

Likes and Dislikes: Wash is a 

mite jealous of Zoe’s relationship 

with Mal. He doesn’t “get” why his 

wife will put her job over their 

marriage� �e d�n’t li�e c�n�ict 
and he makes that known. When 

the crew starts fightin’, Wash’ll 
swoop in and calm things down. 

’Course, it should be said this pilot 

is a touch peculiar, too, for he does 

�y with a �ew �lastic din�sa�rs 
sitting at the helm.

F��s���c�s �nd Ec�oes: Wash’s 

role in the War is speculative at 

best because he never talks about 

it. One thing for sure, he has no love 

for the Alliance. When Serenity’s 

up in the air and they’re facing 

down an Alliance cruiser, Wash 

is the one that helps the crew 

sneak away. 

HOBAN “WASH” WASHBURNE

38
(order #8340591)
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ATTRIBUTES

������ 8 �������� 8 ������ 8
SKILLS

����� 4
����� 4
����� 4
��� 12 �������

��� 4
����� 8
��������� 8  ��������

���� 8  ���������  

          ������

����� 4
���� 4
������ 6  ������������

������� 

������� 4

����� 4
����� 4
������� 6
����� 4
����� 6
����� 6

DISTINCTIONS

������������������� 8
����� ������ ������������ ����� �� ���� ��� ����� �� ��� ����

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

Lightweight: Gain 1 PP when you choose to get knocked out, drunk, or otherwise 

a�ected by inca�acitating causes instead of rolling dice.
Lighthearted: Spend 1 PP to make light of a situation and step back a Crewmember’s 

Complication on account of your positive outlook.

����������� ������� F����, ����,��������
���������������� 8
� ������ � ������ ������ �� ������ ���� ���� ���� ��� ��� ���� ���� ����� ����� ��� ��� ����� ��� ����� 
when she’s well.

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

Zen & the Art of Engine Maintenance: Spend 1 PP at the beginning of a Timed Action 

involving ship repair or upgrades. For each of your rolls during the Timed Action, you 

may reroll any die that comes up 1 instead of accepting a Plot Point for that die.

 5 Miracle Worker: If you replace your Fix Skill with a �� for your next roll, gain a 

Big Damn Hero Die equal to that Skill’s normal die rating if your roll is successful.

����������� ������� F��,�����,��������
����������������� 8
It doesn’t seem like there’s a power in the ’Verse that can keep you from being cheerful.

 5 Gain 1 Plot Point when you roll a �� instead of a ��.

 5 ������������� Spend 1 PP to step up or double your Social die when you’re 

using your friendly manner to resolve a tense situation.

����������������� Gain 1 PP when you openly tell the truth even though 

it might be to your greater benefit to lie or conceal it.

����������� ������� ���������,������,������

SIGNATURE ASSETS

Serenity ��� �aylee has a dee� a�ection and connection 
to this �ire�y class mid�bul� trans�ort� des�ite its 
constant need for parts and labor, she wouldn’t 

want to live anywhere else.

��������� ��� ������� ������: When you are 

trying to recover a Complication relating 

to Serenity’s systems, spend 1 Plot Point 

to double Operate for the Action.

She Talks to Me, Captain: Gain 1 Plot 

Point when you defend Serenity’s 

reputation or quality. Step back Focus 

for your next scene.

����� ���� ����� ���� �������� � ���� 
the trouble plain as day when I’s 

down there on my back.

Your reg couple’s bad.”

� ������, ���� �� ����
Character Type: Natural 

Mechanic

Character Description: Some 

folks are a ray of sunshine in the 

black. That would be Serenity’s 

engineer, Kaylee. She’s had no 

formal training, but when Serenity 

talks to her, she knows exactly 

what’s wrong with the boat. Kaylee 

can scrounge parts that need to 

be replaced from a junkyard, tell 

you how far they’ll be able to go 

when they’re low on fuel, and 

knows what to jigger to make her 

�ire�y run more smooth.
�al o�ered �aylee the �ob after 

she proved she was more valuable 

than the previous mechanic, Bester. 

She’s loyal to the captain and, 

although she’s terrified of gunfire, 
she’ll help out on a job if Mal 

needs her. 

Hired right out of her parent’s 

home, Kaylee hasn’t seen much of 

the ’Verse and has an innocent way 

about her. Her cheerful demeanor 

can get a mite annoyin’, but she 

keeps spirits high. She’s the beating 

heart of Serenity in more ways 

than one. 

Likes and Dislikes: An eternal 

optimist, Kaylee doesn’t like 

con�ict. �he’s got a soft s�ot for 
Serenity and will defend her even 

when Simon, the doctor she’s got a 

crush on, complains. Kaylee loves 

listening to stories about Inara’s 

glamorous life and wouldn’t mind 

attending one of them fancy dress 

parties—especially if they’re 

serving real strawberries!

F��s���c�s������c�o�s: Kaylee 

was too young to fight in the War, 
but she’s heard the stories of 

those who did and her soft heart 

sympathizes.

KAYWINNET LEE “KAYLEE” FRYE

40
(order #8340591)
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Role: Angela’s outward demeanour is one 
of simplicity bordering on naiveté. This 
characteristic augments her beauty which 
she is ironically unaware of. She values her 
relationships, and loyalty is a virtue that 
circumstance forced into her. Her loyalty gives 
her strength to turn a blind eye to obvious 
deficiencies in her allies. However, inwardly 
she realizes that someday she might have to 
acknowledge the realities of her situation and 
act outside of her nature.

Allies: Wash, Captain Abraham Souza
Enemy: Jack Kenning
Common Knowledge: Angela was a young girl 
aged fourteen when her father Abraham was 
elected as to lead the community leaving to a 
brave new world. Before leaving she shared a 
close bond with Wash, who she spent a large 
part of her childhood with. She and her father 
enjoyed the early exploits of the community 
on their new asteroid home. The mined ore 
reaped dividends and their gamble seemed to 
be paying off.
 Everything changed with the 
crash of the ore’s value. Slowly but surely, 
the community’s wealth diminished as it 
became harder and harder to find buyers. ]]
As the society descended into poverty, her 
relationship with her father 
deteriorated as well as Captain Abraham drank 
away his longings of everything that could 
have been.
 Her encumbrances did not break 
Angela’s spirit and over the years she 
blossomed into a beautiful young woman. 
However, having enjoyed a previous life 

ANGELA KENNING

of wealth and luxury, Angela had little to 
contribute to the newly struggling society 
in terms of a skillset. At the age of twenty, 
Abraham decides to be rid of the responsibility 
of his only child. He has her married to the 
first bachelor in his circle, first mate Jack 
Kennings.
  
 Their relationship progresses quickly 
with the irst mate using Angela for all the 
sexual gratification he needs. However, Angela 
doesn’t see it that way. In him, she only sees a 
companion that she lost in her father years ago. 
Does she love him? It’s hard to tell; for a choice 
isn’t truly a conscious decision unless other 
options are within the spectrum of possibility.

Wants: She desires validation from Jack. 
However, in her heart she wants a new life free 
from the chains of the settlement.

Tools: Loyalty to those who are kind to her.

Flaws: Her fear of loneliness engendered by 
her past clouds her own judgment.

Her Ultimate Danger: “I don’t want to be 
alone again.”

Nikhil Kashyap
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Role: To the miners and support staff on 
the colony, Captain Souza is their leader, 
their voice of authority, the rock on the 
rock. 
 He is fair but resolute in giving 
orders. There is no room for sentimentality in 
the cold depths of space. 
 The captain is also a very private man. 
He spends most of his time in his 
Captain’s quarters, wallowing in shattered 
dreams and the memory of what could 
have been. 
Allies: Angela Kenning (daughter), Jack 
Kenning, colonists
Enemy: debt, market forces, disruption
Common Knowledge: When they set off 
to establish their mining colony, Captain 
Souza was the bright-eyed man with an 
eye on making it rich. 
 The plan was simple. He would tough 
it out for a few years starting a brand new 
mining colony. Once it was up and 
running in good order he could cash in his 
shares, which would doubtless have 
skyrocketed in value. He would then take 
his wife and daughter to the core worlds
where they would spend their days in the
trivialities of nouveau riche luxury.
 Sure they had to spend years on an 
asteroid field in the far frontiers of space, but 
it was honest work. And besides, he could 
get his daughter away from that clingy red
headed boy.
 Every man or woman aboard had 
invested their life savings in shares of the 
mining colony, and each were partial 
owners of the facility and its equipment. 

They wouldn’t have to answer to the 
whims of the Alliance or corporations, and
they would work hard knowing the bread 
on their tables came from the sweat on 
their brows.
  But dreams rarely turn out so shiny
on the frontiers of space. It seems like they 
had barely broken ground when new 
sources of ore closer to the core worlds 
were discovered, and the value of the 
colony’s stocks plummeted.
 Now bringing in just enough to
subsist, and too poor to move anywhere else,
the colonists grind out their existence. Maybe, 
if they work hard enough, they can dig their 
way out of debt.
Wants: He wants to turn the colony’s 
situation around. There’s hopes that if they 
can scrape enough to hire a ship to survey 
they might find better materials to mine.
Tools: The loyalty of his colonists and the 
absolute devotion of the first mate.
Flaws: Alcoholism, difficulty connecting 
emotionally to others
His Ultimate Danger: “What if this was 
all for nothing?”

ABRAHAM SOUZA
Jesse Leung
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Role: The Captain’s First Mate, now his 
bodyguard, enforcer, and most loyal 
follower. 
 Fanatically devoted to his leader, 
Jack carries out the foreman’s will and 
makes sure that everything is in order, no 
matter what. Though Jack has the passion 
and energy his elderly captain tends to 
lack, he is not nearly as charismatic or 
thoughtful. More a peacekeeper than a city 
caretaker, he is all too eager to use force or 
threats to do what his captain wants - or 
what he thinks his captain wants…
Allies: Captain Abraham Souza, Security 
officers
Enemy: Wash, Kaylee, Zoe, Mal
Common Knowledge: Jack is an odd sort 
of character to the other members of the 
colony, and causes unease with his very 
presence. It’s not that he’s outright 
malicious to his neighbours; he just 
doesn’t know when to lighten up. 
 Always tense, always serious, and 
always a perfectionist, Jack is not a very 
social creature. However, he has put 
himself at great risk on more than one 
occasion to protect those under his care, 
and few can doubt his flaming desire to 
keep everything under safe, peaceful order. 
Yet even then, its commonplace to hear 
Jack speak of his townspeople with 
disdain.
 Jack is in a relationship with 
Angela, but few would see it as loving. 
Although occasionally caring, Jack is cold 
towards her and sees her as little more than 

an object that only he possesses and exert 
control over. Any true devotion and 
passion in his heart is focused on 
Abraham, who he has vocally praised as a 
messiah of order, peace, and community.  
Jack and Abraham had worked together for 
years before the colony and his trust in him 
has only strengthened since.
Wants: To keep peace and order, 
preferably under his control.
Tools: Intimidation, combat, unbreakable 
will and passion.
Flaws: His zealotry can make him 
irrational and senselessly violent. He is not 
well-liked by others due to his arrogance 
and pigheadedness.
His Ultimate Danger: “I won’t let 
everything we’ve built fall apart.”

JACK KENNING
Brandon Kirkley
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ACT I - THE LOST COLONY
By Jesse Klein
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ACT I - PROSE OUTLINE
Player Characters: WASH, ZOE, MAL, KAYLEE

1. The	  Crash:	  A job’s just gone bad and the 
Serenity crew is on the run, an Alliance cruiser 
hot on their tail. At	   MAL’s	   insistence, Wash 
makes an emergency jump without a proper 
route calculated. Deep in the Black, they’ve 
managed to lose their pursuers. But as the 
Serenity comes out of its Jump, she finds herself 
hurtling through the middle of an asteroid field, 
staring down the face of a dimly lit mining 
facility embedded in the largest rock. 

She’s coming in too hot and the Serenity clips a 
stray rock. The engines are damaged and fail, 
and with their last sputtering breaths Wash 
drifts the Serenity into the cavernous maw of the 
mining facility’s hangar bay for a hard landing. 
Even the interior of the Serenity shows signs of 
severe hull trauma. While necessary, exploring 
the mining colony will likely be dangerous. The 
crew don their space suits and head outside to 
check the damage. Once within, they see the 
name of the station on the hangar walls: 
Hephaestus 

It’s bad.	  KAYLEE	  has some idea what parts she’ll 
need, but one thing’s a certain: they’re going to 
have to go hunting for ‘em. Beg, borrow, or steal. 
While not the best kept facility, there are signs 
that the mining station is still in use. Perhaps the 
miners aboard can lend a hand. 

2. Talk	   or	   Tussle	   at	   the	   Gate:	   As they 
approach Hephaestus’ airlock door, they see 
lights moving. A few crew members voice their 
opinions on what should be done, but	   MAL	  
decides to try to talk it out first. From the other 
side of the airlock window, the strangers signal	  
MAL	   to switch to an open channel. They reveal 
that they are the SECURITY	   FORCES	   for 
Hephaestus Station, and have been tasked with 
investigating the Serenity’s crash by their	  
SECURITY	   CHIEF	   JACK	   KENNINGS,	   and CAPTAIN	  
ABRAHAM	  SOUZA.	  

After identifying themselves, the crew manage to 
convince Security that they will do no harm. But, 
as they are about to be let in,	   CHIEF	   KENNINGS	  

joins on the com. He makes it clear that they 
don’t like strangers, and that they should leave at 
once. The Crew explain that they have no way of 
doing so with their tools at hand. Just as 
KENNINGS	   tells the Crew he would rather have 
them die in the black,	  CAPTAIN	  SOUZA	  also joins 
the conversation. He calms the situation and 
invites the Serenity Crew aboard with the 
suggestion that they may be able to help each 
other. The CAPTAIN	   also says that he has met	  
WASH	  before, but they can talk more about it in 
person. Before they go any further, the Crew is 
asked to leave their weapons on the Serenity.	  

3. The	  Tour:	  The Serenity Crew are greeted 
by a young man with short brown hair. There is 
a weary maturity about him for his age. He 
introduces himself as	  PETER	  O’NEIL,	  and informs 
them that he will be leading their tour with 
security in tow. 

PETER	  is polite, but somewhat tight-lipped about 
his own personal details. He lets the Crew know 
that he will only reveal what the	   CAPTAIN	   has 
allowed him to, and that any important 
decisions must be made with the	   CAPTAIN’s	  
consent. Although that does not prevent the 
Crew from trying to pry a little more out of him. 
He eventually concedes and reveals a few details 
about the colony, including that the colony was 
started as a communal venture, with the miners 
investing in shares and many bringing their 
families to live aboard with them. However, the 
the price of ore dropped to barely sustainable 
levels and many people’s savings went down the 
tube as a result. 

The life-support and security sections of the 
colony are off limits. Areas that are toured 
include the galley, the hydroponic garden, and 
the living quarters. Generally, colonists either 
scatter out of sight or make a show of ignoring 
the crew.	  	  

4. An	   Angry	   Local:	   When the Crew are 
leaving the living-quarters, they are stopped by a 
real slovenly sha gua with a hint of alcohol on 
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his breath. He says that	  CHIEF	  KENNINGS	  warned 
them they were coming, and he isn’t going to let 
them pollute their air with and destroy the 
colony with their presence. He accuses them of 
being rich city folk come to look down on the 
poor miners. The crew tries to calm him down, 
but he is beyond reason. The man attacks the 
crew with a knife, but he is taken out. The Crew 
ask the	   SECURITY	   FORCES	  why they didn’t step 
in and stop the dust-up.	   SECURITY	   quips that 
they seemed to have it covered, but there is a 
sense that they may have shared some of their 
attacker’s sentiments. 	  

5.	  	   A	   Ghost	   from	   the	   Past:	  Back on track, 
the Crew approaches the CAPTAIN’s	  quarters for 
their meeting. Around the corner a heavily 
pregnant woman and a middle aged man in a 
security uniform come into view. She has an 
understated beauty about her, the kind of 
glowing innocence on her expression one might 
expect of a child. The man wears a cold stern 
expression on his face, and moves with a 
commanding rigidity. As the pregnant woman 
notices the Crew, she startles, but does not turn 
away. Instead, her face lights up and she rushes 
towards them and gives	  WASH	  a great big hug. 

The woman’s name is	   ANGELA.	  While he does 
not reveal it to the Crew, the woman is WASH’s	  
first love from when they were young teenagers. 
Angela tells them that Wash was the last person 
she saw when the colony shipped off with her 
father,	   CAPTAIN	   SOUZA. She was 14 then. Now 
she is married to	   CHIEF	   KENNINGS,	   and is due 
any day. She seems mighty pleased to see WASH, 
and is almost clingy with attention as she asks 
him to update her on the time they’ve spent 
apart. She is so excited to see him that she has 
forgotten to introduce the man accompanying 
her. He intrudes on the conversation and reveals 
that he is the husband in question, JACK	  
KENNINGS.	   JACK	   becomes possessive and 
confrontational with	   WASH,	   and tells him to 
watch himself before escorting	  ANGELA	  away. 

As the conversation continues,	   ZOE	   grows 
increasingly uncomfortable with how chummy	  
ANGELA	  is with	  WASH.	  After JACK and ANGELA 
leave, ZOE	  pulls	  WASH	  aside, they try not to be 
heard, but you know the Serenity Crew have 
their ears cocked and listening.	   ZOE	   accuses 
Wash of having feelings for ANGELA, while	  
WASH	   insists that they’re just friends and he’s 
happy for her and her family. ZOE	   takes this 
detail as a jab at an argument they had in the 
past about how	  WASH	  wants kids but	  ZOE	  thinks 
it isn’t a good time in their lives.	  WASH	  counters 
by suggesting ZOE	   has more allegiance to Mal 
than she does to him, her husband.	  ZOE	  becomes 
furious, but just as it seems she is about to do 
something rash MAL	   steps in and insists they 
have a meeting to get to, and they’ll just have to 
put a bookmark in their little argument for later.	  
	  
6.	   	  Captain	  Abraham	  Souza:	  They meet the	  
CAPTAIN	  in his office. He sits behind a cluttered 
desk in a fraying officer’s uniform. He has not 
aged well, and has a sullen demeanor about him. 
SOUZA introduces himself. He admits that 
when	  WASH	  was dating his daughter, he was not 
particularly fond of the clingy red-headed 
teenager. But, now that	  ANGELA	   is married and 
expecting, that is hardly an issue. He also admits 
that times have been tough aboard Hephaestus. 
Many people are bitter about their situation and 
don’t react well to outsiders who appear to be 
better off. Many of them would like to move 
planet-side, but are too poor to do so and can’t 
sell their company stocks because there is no one 
to buy them. 
	  
CAPTAIN	  SOUZA	  then lays down the rules. They 
are to keep to themselves as much as possible, 
but he will lend them the help of	  PETER,	  who is 
Hephaestus’ mechanic, to find parts and fix their 
own ship. He wants them out of the picture as 
soon as can be so as not to upset the colony’s 
citizens. In exchange, he suggests that the 
Serenity can do some survey scanning of the 
surrounding area to try to find richer more 
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valuable minerals. However, because the damage 
to the Serenity is so extensive, they won’t have 
an ETA	  on their departure any time soon, and it 
is a distinct possibility they might be here for the 
long haul. He asks that for as long as possible 
they eat only their own rations, and even stick to 
breathing their own oxygen as much as they can. 
	  
7.	  	   It’s	   Time:	   PETER	   rushes into the room 
and informs them that ANGELA is going into 
labor, and he is going to fetch SECURITY	   CHIEF	  
JACK	   KENNINGS. The birth is difficult, but	  
ANGELA	   pulls through.	   JACK	   is overjoyed that 
the baby is a boy. Though, in his enthusiasm, 
JACK does not notice the growing sense of worry 
ANGELA	  has when he takes his son in his hands.  
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A C T  I  -  H E P H A E S T U S  
“I	  told	  you	  we	  shouldn’t	  have	  jumped.”	  

-‐Wash	  

Wash	  finds	  a	  ghost	  from	  his	  past	  on	  a	  failing	  mining	  colony.	  

	  

Recommended	  Player	  Characters:	  WASH,	  MAL,	  KAYLEE,	  ZOE	  

	  

S C E N E  O N E :  T H E  C R A S H
A	  job’s	   just	  gone	  bad	  and	  the	  Serenity	  crew	  is	  
on the run, an Alliance cruiser hot on their tail. 
At Mal’s insistence, Wash makes an emergency 
jump without a proper route calculated. They’ve 
managed to lose their pursuers, but as the 
Serenity comes out of its Jump the Serenity finds 
herself deep in an asteroid field on a collision 
course with a nearby mining facility. 

She gets clipped by a rock, the engines fail, and 
with their last sputtering breaths Wash drifts the 
Serenity into the cavernous maw of the mining 
colony’s hangar bay for a hard landing. Even the 
interior of the ship shows signs of severe hull 
trauma. They don’t know what could be waiting 
for them, but the crew has to check the damage 
from the outside.
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T H E  L O W D O W N  
Mal	   and	   the	   crew	   have	   donned	   their	   space	  
suits	  and have gone out into the landing bay to 
assess the damage and scout the area. Against 
the hangar wall they see a splash of the mining 
colony’s name,	  HEPHAESTUS.	  

	   ASSESSING	  THE	  SHIP	  

	   Kaylee can use her engineering skills to 
figure out the extent of the damage on the 
Serenity. 

	   Crewmember	  Dice	  Pool:	  MENTAL	  +	  FIX	  

	   Gamemaster	   Dice	   Pool:	   Easy	  Difficulty	  
d6	  +	  Damage	  d8	  

	   Possible	   Assets:	   I	   Know	   What	   We	  
Need,	  Just	  a	  Few	  More	  Touches	  

	   Possible	   Complications:	   Doesn’t	   Look	  
Good,	  How’d	  That	  Get	  There?	  

	   EXAMPLE	  RESULTS:	  

• Failure	   to	   Raise	   the	   Stakes:	   The	  
Crewmember	   fixing	   the	   ship	   concludes	  
that	   this	   is	  a	  bigger	   job	   than	   they	  have	  
the	   resources	   to	   fix	   at	   the	   moment.	  
Maybe	   they	   can	   find	   some	   diagnostic	  
tools	  on	  Hephaestus.	  

• Raise	   the	   Stakes:	   The	   Crewmember	  
fixing	   the	   ship	   finds	   that	   most	   of	   the	  
essential	   engine	   parts	   have	   been	  
damaged	  and	  they	  will	  have	  to	  find	  new	  
ones	  or	  scavenge	  from	  scraps.	  

• Extraordinary	   Success:	   As	   above,	   plus:	  
they	   know	   exactly	   what	   parts	   will	   be	  
needed,	  and	  will	  have	  an	  added	  asset	  to	  
aid	   with	   identifying	   useful	   salvage.	  
	  
	  
	  
	  

	  

EXPLORING	  THE	  HANGAR	  

If the Crew decides to search 
Hephaestus’ hangar, they can gain clues about 
the ship’s inhabitants. 

Crewmember	  Dice	  Pool:	  MENTAL	  +	  NOTICE	  

	   Gamemaster	   Dice	   Pool:	   Easy	  Difficulty	  
d6	  +	  Damage	  d6	  

	   Possible	  Assets:	  Curiouser	  and	  
Curiouser	  

	   Possible	  Complications:	  Gorram	  
Wreckage,	  Butterfingers	  

	   EXAMPLE	  RESULTS:	  

• Failure	   to	   Raise	   the	   Stakes:	   The	  
Crewmember	   searching	   the	   area	   finds	  
nothing	  of	  note.	  

• Raise	   the	   Stakes:	   The	   Crewmember	  
searching	   the	   area	   discovers	   evidence	  
that	  much	  of	   the	  equipment	   is	  old,	  out	  
of	  date,	  and	  in	  disrepair.	  	  

• Extraordinary	   Success:	   As	   above,	   plus:	  
They	   find	   some	   port	   docking	   records	  
that	   show	   the	  pickup	  and	  delivery	   ship	  
only	  visits	  once	  a	  month.	  They	  can	  also	  
tell	   that	   Hephaestus	   has	   been	   in	   this	  
state	  for	  many	  years.	  
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T H I N G S  D O N ’ T  G O  S M O O T H
As	   the	   crew	   near	   the	   bulkhead	   doors	   of	   the	  
hangar bay they can see lights flashing through 
the window. If they are standing near the door 
itself, they may even feel the vibrations of their 
movements through the sides of the hull. They 
crew is not alone! It’s not unheard of for the 
riffraff of the ‘verse to pray on wrecks like this. 

 If the players consult any of the GMC 
Firefly Crew, their reactions might be any of the 
following. 

• Ready	  for	  a	  fight:	  (“We	  don’t	  have	  time	  
to	  mess	  with	  these	  sha	  guas!”	  “After	  all	  
that	  runnin’	  I’m	  itching	  for	  a	  shindig!”)	  

• Cool-‐headed	  and	  cautious:	  (“Now,	  now.	  
We	   don’t	   know	   who	   these	   people	   are	  
yet.”	  “Let’s	  not	  do	  anything	  hasty.”)	  

• Looking	  for	  friends:	  (“Maybe	  if	  we	  treat	  
‘em	  shiny	  they	  might	  lend	  us	  a	  hand.”)	  

If they do not wish to be seen, the crew 
may make a	  PHYSICAL	  +	  SNEAK	  roll against the	  
MENTAL	  d6	  +	  NOTICE	  d6	  +	  SURPRISE	  Asset	  d4	  
of	   the strangers. If successful, four space-suited 
individuals will open the door and come into the 
hanger to investigate the Serenity’s docking. 

If the Crew is noticed, or if they choose 
not to hide, the strangers will wave from the 
other side of the window to get their attention 
and tap at their helmet coms in an effort to 
signal communication on an open channel. 
“Hail, strangers. By the orders of Captain Souza 
and First Mate Kennings we insist that you leave 
our colony as soon as possible. We do not seek a 
quarrel, but as security forces we are trained to 
defend our home.” 

	  

	  

	  

	  

TALKING	  IT	  OUT	  

The Crew may attempt to talk to the 
Security forces to negotiate their situation and 
have the security let them through. But, First 
Mate Kennings communicates over the com that 
he would just as soon see them freeze. 

Crewmember	  Dice	  Pool:	  SOCIAL	  +	  
INFLUENCE,	  SOCIAL	  +	  FOCUS,	  MENTAL	  +	  TRICK	  

	   Gamemaster	   Dice	   Pool:	   The	   Security	  
Force’s	  MENTAL	  d6	  +	  FOCUS	  d6	  

	   Possible	  Assets:	  They	  Seem	  
Trustworthy,	  You	  Scratch	  My	  Back,	  A	  Friend	  in	  
Need	  

	   Possible	  Complications:	  Stranger	  
Danger,	  Not	  on	  My	  Watch	  

	   EXAMPLE	  RESULTS:	  

• Failure	  to	  Raise	  the	  Stakes:	  The	  Crew	  
are	  locked	  out	  of	  the	  airlock	  door	  and	  
will	  not	  be	  permitted	  to	  pass	  
unchallenged.	  

• Raise	   the	   Stakes:	   The	   Crew	   convince	  
the	   Security	   forces	   that	   they	   are	   no	  
threat.	   Hephaestus	   security	   forces	   will	  
then	   contact	   Captain	   Souza,	   who	   will	  
give	   further	   instruction	   on	   how	   to	  
proceed.	  	  

• Extraordinary	   Success:	   The	   Security	  
Forces	  will	   put	   in	   a	   good	  word	   for	   the	  
Crew,	  which	  will	  aid	  in	  later	  parlay	  with	  
Captain	  Souza.	  

If the Crew is unsuccessful or they 
choose not to negotiate, they may make a	  
MENTAL	  +	  OPERATE	  roll against the door’s	  EASY	  
d6	   +	   STURDY	   d8	   difficulty. After which the 
Security Forces will engage them in a fight. 
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FIGHTING	  THE	  SECURITY	  FORCES	  

The Security Forces are armed with 
night sticks, and are looking to subdue, not kill 
the Crew. 

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
FIGHT,	  PHYSICAL	  +	  MOVE	  

	   Gamemaster	   Dice	   Pool:	   The	   Sec.	  
Force’s	  PHYSICAL	  d6	  +	  FIGHT	  d6	  +	  NIGHT	  STICK	  
d4	  

	   Possible	  Assets:	  It’s	  More	  Fun	  in	  Null-‐
G,	  My	  Weapon	  Now,	  You	  Done	  Got	  Whooped	  

	   Possible	  Complications:	  We	  Need	  
Backup,	  The	  Strangers	  Are	  Hostile	  

	   EXAMPLE	  RESULTS:	  

• Failure	   to	   Raise	   the	   Stakes:	   The	   Crew	  
are	  knocked	  out,	  disarmed,	  and	  brought	  
before	  the	  captain	  in	  bindings.	  

• Raise	   the	   Stakes:	   The	   Crew	   knock	   out	  
the	   Security	   Forces.	   Captain	   Souza	   will	  
speak	   over	   the	   open	   channel	   to	   cease	  
fighting	   and	   allow	   the	   Crew	   in	   to	   see	  
him	   while	   they	   are	   escorted	   by	  
additional	  security.	  

• Extraordinary	   Success:	   The	   Crew	   have	  
established	   their	   fighting	   superiority	  
and	   will	   have	   an	   Asset	   for	   the	   next	  
combat	   they	   are	   in	   with	   Hephaestus’	  
Security.	  

	  

H E R E  W E  A R E  

In	  either	   situation,	  Captain	  Souza	  will	   join	   the 
conversation and allow them in to the colony. “I 
was hopeful that we could resolve this without 
the need for violence. But now that you’re here, 
maybe we can find a way to help each other. 
Also, Wash, I think we might have some 
catching up to do.”  

Although, their method of entry will 
determine how much attention they get from 
additional Security Forces. They will not be 
allowed to proceed until they leave their 
weapons on the Serenity. If the Crew wish to 
hide weapons on their persons, they may do so 
with a	   PHYSICAL	   +	   TRICK	   against Security’s	  
MENTAL	   d6	   +	   NOTICE	   d6.	  Although, the Crew 
will be warned that discharging a firearm once 
past the airlock would be ill-advised for fear of 
explosive decompression. 

If the meeting was resolved through 
discussion the Crew will be given a tour or the 
ship. 

If the meeting with Security Forces was 
resolved through fighting, they will be brought 
directly to Captain Souza’s office, although they 
will run into	  ALICE	  KENNINGS	  on the way (Skip 
to ACT I Dramatic Scene). 
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S C E N E  T W O :  I N S I D E  H E P H A E S T U S  
 

T H E  L O W D O W N  
The	  Serenity	  Crew	  are	  greeted	  by	  a	  young	  man	  
with short brown hair. There is a weary maturity 
about him for his age. He introduces himself as 
Peter O’Neil, and informs them that he will be 
leading their tour of Hephaestus with security in 
tow. 

 Peter is polite, but somewhat tight-
lipped about his own personal details. He lets the 
Crew know that he will only reveal what the 
Captain has allowed him to, and that any 
important decisions must be made with the 
Captain’s consent. Although that does not 
prevent the Crew from trying to pry a little more 
out of him. 

TALKING	  TO	  PETER	  O’NEIL	  

While he won’t shed many details about 
himself or the Captain, Peter does not have a 
problem sharing the general history of the 
station if he perceives the Crew as friendly. 

Crewmember	  Dice	  Pool:	  SOCIAL	  +	  
INFLUENCE,	  MENTAL	  +	  TRICK	  

	   Gamemaster	  Dice	  Pool:	  Peter’s	  
MENTAL	  d8	  +	  FOCUS	  d8	  

	   Possible	  Assets:	  You’re	  All	  Right	  

	   Possible	  Complications:	  What	  Are	  You	  
After?	  	  

	   EXAMPLE	  RESULTS:	  

• Failure	  to	  Raise	  the	  Stakes:	  Peter’s	  lips	  
are	   tighter	   than	  an	  airlock	   seal.	  He	  will	  
divulge	   no	   more	   than	   a	   bare-‐bones	  

description	   of	   the	   places	   he	   shows	   the	  
Crew.	  

• Raise	   the	   Stakes:	   Peter	  will	   share	  with	  
them	  details	  of	  Hephaestus’	  history.	  

o Hephaestus	  was	  founded	  when	  
he	  was	  very	  young,	  and	  has	  
always	  struggled	  to	  keep	  going.	  

o The	  miners	  all	  own	  shares	  of	  
the	  colony	  and	  are	  part	  owners,	  
but	  because	  of	  their	  difficulties	  
the	  shares	  are	  worth	  next	  to	  
nothing.	  

o The	  colonists	  aboard	  
Hephaestus	  have	  grown	  to	  
prefer	  their	  quiet	  isolation,	  
away	  from	  the	  interference	  of	  
both	  the	  Alliance	  and	  the	  ne’er-‐
do-‐wells	  that	  frequent	  the	  
outer	  systems.	  

o As	  a	  result	  of	  their	  isolation,	  the	  
people	  are	  fearful	  of	  outsiders.	  

• Extraordinary	   Success:	   Peter	   feels	   a	  
comradery	  with	  the	  crew.	  He	  hints	  that	  
there	  might	   be	  more	   going	  on	   than	  he	  
can	   say	   at	   the	   moment,	   and	   he’ll	   tell	  
them	   later	   if	   they	   get	   a	   chance	   to	   be	  
alone.	  

A  T O U R  O F  H E P H A E S T U S  
An old mining facility that’s seen better 

days. Peter advises the Crew to keep their space 
suits on, as some sections can only be gotten to 
through unsealed corridors and the artificial-
gravity is inconsistent. Everywhere on the 
station there are signs of repair and makeshift 
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patchwork that could make a body wonder if 
they used chewing gum and duct tape to hold it 
down.  

Here are some important areas aboard 
the s. hip that Peter shows the Crew. 

 

 

GALLEY	  

The largest room in the ship. Rows of 
cafeteria tables and benches are bolted to the 
floor. Food is prepared on one side by electric 
stove. A surly chef dry washes dishes in the 
corner. He must save the scraps as fertilizer, as 
every gram of nutrience is a valued resource. 
 Sitting in the corner is a drunk man who 
doesn’t take kindly to strangers. Go to THINGS 
DON’T GO SMOOTH. 

INFIRMARY	  

A small Spartan room with a single 
surgical table and a small scantily-stocked 
cabinet for medical supplies. At least it looks 
clean. Doctor Lee, the physician on duty, has the 
look of perpetual sleep deprivation and a deep 
melancholy for his situation.  

LIVING	  QUARTERS	  

It appears that what once were several 
individual cabins have been welded together like 
a floating metal tree-fort. As the tour 
approaches, colonists scurry into their quarters 
and seal the doors shut, occasionally peeking 
through their port windows. 

HYDROPONIC	  GARDEN	  

Rows of vegetables are stacked high in 
long trays with shallow water running 
underneath them. Small fish can be seen darting 
around roots dangling in the water. The old 
gardener, who introduces himself as Abel, is one 
of the only people who seem willing to introduce 
himself to the Crew. He is happy to explain to 
them the necessity of resource conservation 
aboard the mining station. Though, like Peter, 
he seems to be intentionally tight lipped about 
other topics. 

LIFE	  SUPPORT	  

For security and purposes, the Crew is 
not allowed to see the Life Support room. It 
supplies the colony with breathable air and clean 
water. 

SECURITY	  STATION	  

The Crew are steered away as they near, 
told only that there are indeed more guards with 
more weapons inside.	  

	  

	  

T H I N G S  D O N ’ T  G O  S M O O T H
A	  slovenly	  man	  sits	  in	  the	  corner	  of	  the	  galley.	  	  
He’s middle aged, out of shape, and looks like he 
hasn’t washed his miner’s uniform (or himself) 
in weeks. He pokes his food around his plate 
with a spoon, occasionally shooting angry glares 
at the Crew. He then stumbles to his feet, stomps 
over to MAL, and pokes a finger into his chest. 

“You need to get the hell off my station.” 
His breath reeks of alcohol and his words are 
heavily slurred. “Jack told me you trouble 
makers were coming. Well you need to leave 
before you breathe up any more of our air, 
stranger.” 

The drunk takes a swing.  
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FIGHTING	  OFF	  THE	  DRUNK	  LOCAL	  

The man is inebriated beyond reason. 
The players may try to talk him down, but 
ultimately he riles himself back up to violence. 
However, he can barely stand on his own two 
feet, and should be easy for the Crew to handle. 
They must decide how severely they deal with 
this minor-threat. 

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
FIGHT	  +	  DRUNK	  OPPONENT	  d6,	  PHYSICAL	  +	  
MOVE	  +	  DRUNK	  OPPONENT	  d6	  

	   Gamemaster	   Dice	   Pool:	   Drunkard’s	  
PHYSICAL	  d6	  +	  FIGHT	  d6	  

	   Possible	  Assets:	  I’m	  No	  City-‐Slicker,	  
Learn	  You	  Some	  Manners,	  Settle	  Down	  

	   Possible	  Complications:	  A	  Gorram	  
Spoon?!,	  All	  Banged	  Up,	  Covered	  in	  Sick	  

	   EXAMPLE	  RESULTS:	  

• Failure	   to	   Raise	   the	   Stakes:	   The	  
Drunkard	   strikes	   one	   of	   the	   crew	  
members,	  injuring	  them.	  

• Raise	   the	   Stakes:	   The	   Crew	   knock	   out	  
the	   Drunkard.	   They	   notice	   that	   their	  
security	   escort	   didn’t	   much	   feel	   like	  
helping	  out.	  

• Extraordinary	   Success:	   The	  Crew	  make	  
an	  even	  bigger	  fool	  out	  of	  the	  man,	  and	  
may	  have	  some	   leverage	   the	  next	   time	  
they	  interact	  with	  a	  local.	  	  

	  

H E R E  W E  A R E  
Once	   the	   fracas	   is	   over,	   the	   Crew	   take	   their 
leave. After finishing the tour, the only thing left 
to do is meet with the captain of Hephaestus, 
Abraham Souza.  
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INT. MINING COLONY HALLWAY - NIGHT

As the Crew approaches the Captain's quarters for their
meeting, from around the corner a heavily pregnant woman,
ANGELA (32), comes into view. She has an understated beauty
about her, the kind of glowing innocence on her expression
one might expect of a child.

At her side is JACK (48), a stern looking late-middle-aged
man in a security officer's uniform. Gold laurels line the
brim of his officer's hat.

As Angela notices the Crew, she startles, but does not turn
away. Instead, her face lights up as she breaks away from
Jack and rushes towards them.

ANGELA
Hoban Washburne? Is that really you?

The pregnant woman hops in front of Wash with a puppy-like
eagerness and gives him a hug.

WASH
Angela? Wow, you look pregnant. I
mean, you look great! Better than
great! Gee, you sure have filled out
since we were kids.

ANGELA playfully punches WASH in the shoulder.

ANGELA
Oh, you joker. What brings you way
out to this old rock?

WASH
Well I'm the capt...

WASH makes eye contact with MAL then clears his throat.
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WASH (CONT'D)
Pilot. I'm the pilot of a transport
ship. Just traveling the 'verse.
Fighting off pirates. And reavers.
Saving colony outposts from utter
destruction. You know, your run of
the mill space pilot stuff.

ANGELA plays with her hair as she watches him talk.

ANGELA
My, my. You have been busy.
(beat)

WASH looks away, then at ANGELA's belly.

WASH
When are you...?

ANGELA
Oh, uh, any day now.
(beat)

WASH
H-Hey, what happened back then? You
know I never got to say goodbye. And
you left so suddenly...

JACK marches up to them and pulls ANGELA away, placing
himself between them.

JACK
Washburne, was it? I don't think
we've been introduced. I'm the
Security Chief, Jack Kennings. I'm
Angela's husband.

WASH
We met. Well, it was kind of over
the coms.
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WASH
We met. Well, it was kind of over
the coms.

3.

JACK
And I think, on the coms, I told you
exactly where I think you should be
right now. Preferably, without a
helmet. Captain Souza may have
okayed your presence on this
station, but you can bet if you pull
any more funny business I'm going to
be on you like a dog on a bone.
(beat)

Let's go, wife.

JACK takes ANGELA firmly by her upper arm and pulls her down
the hallway. ANGELA looks back at WASH over her shoulder.

The Crew stand for a moment in stunned silence.

INT. MINING COLONY HALLWAY - NIGHT (CONT'D)

ZOE walks up to WASH and grabs him by the ear. Then pulls
him around the corner, out of sight but not out of hearing
from the rest of the Crew.

WASH
Ow. Ow. Ow. Ow. Ow!

ZOE releases him and crosses her arms.

ZOE
What was that?

WASH
What was what?

ZOE
That woman making goo goo eyes at
you back there.
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WASH
Who? Angela?! She's an old friend. I
haven't seen her since we were--
Well anyways, she's pregnant. I
mean, how could you miss that, she's
practically about to burst!

ZOE
Well pregnant or not, I think you
were being a little too friendly
with each other.

WASH
Woah there. I think you are grossly
misinterpreting the situation.

ZOE
I could've cut the sexual tension
there with a knife. And I think I
still might do just that.

WASH
I think what you saw was just me
being happy to see her. And being
happy for her. She's about to have a
baby!

ZOE
You're just that baby crazy.

WASH
No! That's not...
(beat)
You know what. Yeah. Let's have this
conversation right now.

ZOE
I'm not done talking about whats-
her-face.

WASH
How long are we going to wait, Zo?
We're not getting any younger.
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5.

ZOE
I told you, it's not a good time
right now. Not in this line of work.

WASH
We've got money saved up. We could
survive on our own. Maybe we could
get our own ship. Choose our own
missions. You know, where we wont
get blown up or hijacked every five
minutes.

ZOE
Serenity is our home, Wash.

WASH
Well, right now that "home" is
buried face first in the side of
this asteroid.

ZOE
And who's fault is that?

WASH
Never mind that. I thought we were
each other's home.

ZOE
I couldn't do that to the crew. To
Mal.

WASH
Mal!?

WASH looks around the corner to see if MAL heard him.

WASH (CONT'D)
(whispering)

Mal? Who are you married to. Mal or
me?
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ZOE
Don't...

WASH
Because, sometimes I'm not that
sure.

ZOE raises her hand to slap WASH, but MAL appears behind her
and catches her wrist.

MAL
I hope I'm not interrupting
anything.

ZOE
No, Sir.
(beat)
Nothing at all.

MAL
Good. Because we have a meeting to
get to with the captain of this fine
establishment, and I don't mean to
keep him waiting.

ZOE and MAL leave to rejoin the rest of the Crew. WASH
lingers a moment. He sighs and runs his fingers through his
hair.
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ACT II - THE BABY HEIST
By Jacob Slone
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ACT II - PROSE OUTLINE
Player Characters: WASH, ZOE, MAL, KAYLEE

1.	   First	  Mate	  Has	  a	  Son:	  Exhausted, 
ANGELA leaned back clutching her son, 
admiring him like only a new mother could; the 
joy in her face spoiled only slightly by a tinge of 
sadness deep in her eyes. Sooner than she could 
finish enjoying the moment JACK burst forth, 
snatching the boy up from his mother. 
 
JACK, wasting no time at all, immediately began 
inspecting the child, sizing up his thickness as if 
he wanted to test the boy's strength already. 
Uncomfortable by all the sudden attention and 
still tired from his new entry into this world the 
child was brought to tears immediately, to which 
JACK responded quickly and aggressively. 
 
Driven by a quick burst of paternal instinct 
WASH interjected to protect the newborn from 
the seemingly incompetent caretaker, which 
JACK took mighty offense to. MAL, mustering a 
fake laugh poked fun at WASH for worrying too 
much and gave JACK a hearty pat on the back 
and what passed for heartfelt congratulations. 
Pacified, JACK gave the boy back to his mother 
and took his leave to continue his security detail.	  
	  
2.	   Conflict	  Between	  the	  Colonists:	  With 
the doctor returning to cleaning up and 
ANGELA fast asleep with her newborn, the crew 
took their leave. MAL decided it was a good time 
to head back to the ship and wait for their part to 
be delivered, and directed the crew to start 
heading that way, but just as they were passing 
through some quarters they stumbled into some 
folks having a squabble. It didn’t take long for 
the crew to realize it was about them. 
 
Unaware of their guests’ presence, two young, 
dirty looking fellows appeared to be harassing 
PETER, the mechanic they were waiting for. It 
didn’t take long for them to realize these two 
weren’t all that keen on PETER buddying up 

with the outsiders, and figured he might be 
planning to leave. “Don’t go thinkin’ yer too 
good for us, Pete; they already got themselves a 
mechanic and ain’t got no need for you,” the 
taller one scowled before spitting on PETER’s 
shoe. 
 
Not partial to where this looked to be headin’, 
MAL stepped forward to ask PETER if there was 
any trouble. PETER wasn’t looking to cause a 
scuffle, but MAL’s entrance was all the other two 
needed to start swinging insults and fists. The 
ruffians weren’t much of a challenge for MAL, 
but the security officers coming around the 
corner didn’t exactly like what they saw.	  
	  
3.	   First	  Mate	  Delivers	  a	  Warning:	  Needless 
to say those guards were none too happy with 
the crew starting a fight, and they themselves 
jumped into the fray defending their citizen. 
After a couple traded swings and a whole lot of 
explaining the security officers backed down. 
But not before one of the guards brought back 
good ol’ JACK, and he was none too happy 
about their lot causing trouble on his ship. 
 
JACK began laying into WASH, the clear inciter 
of this incident, before MAL stepped in and took 
the blame. JACK made, in not too many words, 
extremely clear that if it were up to him the 
whole crew would be thrown out into the black 
n’ Serenity would be scrapped for parts, but 
since it’s not MAL	  best keep his people in line. 
MAL	  did his best to refrain from punching the 
man at the mention of hurting his crew or his 
baby, and tried to resolve the confrontation all 
civil-like. JACK was past the point of much 
civility, but after giving the sorry state of his pals 
a once over he let the crew pass. 
	  
4.	   Time	  to	  Fix	  the	  Ship:	  After the tension 
died down the group make their way back to 
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Serenity. PETER, rather nervous about the 
whole affair, agreed to come aboard and KAYLEE 
brought him back to the engine room. After a 
conversation just a might tense for KAYLEE’s 
taste over PETER’s troubled time on the colony, 
KAYLEE	  was feeling kind of sorry for the novice 
mechanic and tried to show him a couple things. 
 
PETER came close to shredding a hose once or 
twice, but KAYLEE	  kept right on him fixing his 
slip ups until the pair finally got the part 
installed in mostly working order. PETER was 
more than grateful for the lesson and asked her 
about her own history as a mechanic to which 
she was more than happy to oblige.	  
	  
5.	   No	  Free	  Lunch:	  The two went back and 
forth for some time sharing war stories of unruly 
machines before eventually PETER let slip that 
he was mighty jealous KAYLEE got to fly around 
in a ship fixin’ things. KAYLEE, the pushy sort 
that she is, said he ought to give it a shot, and 
suggested he come with them to the next station 
to find work on a ship. PETER, rather taken 
aback by the offer initially, began to retract. He 
declined the offer and apologized, sayin’ it 
wasn’t right of him to be envious like that. 
 
KAYLEE, rather shocked at the sudden change, 
told him it wouldn’t be much trouble and there 
“ain’t no shame in taking help from a friend.” 
The mention of ‘friends’ seemed to soften him 
again, and he asked her to tell him more about 
her time as a ship mechanic. 
	  
6.	   Captain’s	  Got	  a	  Secret:	  Not exactly 
pleased with KAYLEE	  handing out rides on his 
ship, MAL and the group head towards the 
CAPTAIN’s office to see what he has to say 
about the matter. The guard isn’t too keen on 
letting them in without the CAPTAIN’s 
summons, but MAL managed to convince him 

the CAP'N will want to know they’re heading 
out. Entering brings an all too familiar smell for 
the group, that of a dingy bar full of cheap 
liquor. It seems the the CAPTAIN had been 
enjoying the company of a bottle through the 
afternoon. 
 
It seemed clear the drinking wasn’t exactly 
celebration of his new grandson, seein’ as how 
somber the mood was, so MAL	  decided to try 
and coax the issue out of him. He’d had some 
practice coercing intoxicated officials, of course. 
After a few grumbles the CAP'N let it spill that 
their operation was doing worse than he was 
letting on. Turns out they’d begun accumulating 
debt to keep supplies rolling in, and if the crew 
wasn’t successful finding them a new site their 
entire colony might be scrapped for the 
machinery. Once asked the CAP'N declared they 
simply couldn’t afford another mechanic yet, 
and he couldn’t release PETER’s contract unless 
the operation turned around. 
	  
7.	   Baby	  on	  the	  Run:	  On their way out the 
eager PETER is waiting to hear the way of things 
and lets them know ANGELA passed by and 
asked them to stop by before they leave, 
something WASH, though not so eager to admit, 
was hoping to do anyways. They make their way 
to the living quarters, mostly empty given most 
folk are out performing their duties, save for a 
lone security officer lounging in the rec room. 
He doesn’t say anything as they pass, but seems 
to leer just long enough to make MAL a might 
uncomfortable. ZOE	  is already agitated and 
doesn’t notice much. 
 
Once they make it inside ANGELA goes to 
embrace WASH though hesitates once she 
notices ZOE’s piercing gaze. Sentimental, she 
exchanges farewells but says she must ask one 
last favor of WASH. It’s then she picks up her 
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son, and through tears begs the crew to take him 
with them and find him a good home, “I can’t let 
him turn into his father, and he may have a 
chance out there if’n he finds some folks who 
can raise him right,” she gushes out through the 
tears. 
 
MAL, not to keen on the matter, eventually 
succumbs to	  KAYLEE and WASH’s pleas much to 
ZOE’s dismay. They gather the baby, some 
bottled milk, and some blankets for the trip and 
make their leave. Just as they go to exit, however, 
the officer is standing at the door with JACK, 
completely livid the crew is in his home. “Where 
the hell you think you’re going with my boy?” 
JACK screams towards WASH, holding the 
newborn in his arms. Thinking quickly, MAL	  
grabs a nearby chair and smashes it down in an 
arc across JACK’s head. The two exchange a few 
blows before ZOE grabs a leg from the now 
busted chair and cracks it across JACK’s head 
and he instantly crumples to the floor 
unconscious. Hysterical, ANGELA urges them 
to leave before the guard returns with any more 
officers. 
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A C T  I I  –  A  S M A L L  F A V O R  

“I	  can’t	  let	  him	  turn	  out	  like	  his	  father.”	  

-‐Angela	  

Wash	  is	  forced	  into	  a	  dangerous	  decision.	  

Recommended	  Player	  Characters:	  WASH,	  MAL,	  KAYLEE,	  ZOE

S C E N E  O N E :  S T O P  O N  B Y  

Still reeling from the realization of the Captains 
dark secrets, the crew has received a message 
from Angela asking them to stop by before their 
departure. While the invitation seems innocent 
enough, the messenger, Peter, notes she was 
oddly nervous and asked the message be 
delivered discretely. A quick visit may not be all 
that simple as the crew knows they are far from 
being on her husband Jack’s good side. 

T H E  L O W D O W N  
The crew can find their way to Angela’s quarters 
by asking any of the ship residents not outwardly 
hostile towards them. However, asking any of 
the citizens loyal to Jack (any security officers, 
citizens at GMs discretion) will result in the 
event where Jack appears as the crew is leaving. 
Characters such as Souza, Peter, or any other 
NPCs the GM may have established as loyal to 
the party will not report them to Jack. 
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ASKING	  AROUND	  

Crewmember	  Dice	  Pool:	  SOCIAL	  +	  
INFLUENCE	  

Gamemaster	  Dice	  Pool:	  SOCIAL	  +	  
NOTICE	  

Possible	  Assets:	  Scribbled	  Map	  

Possible	  Complications:	  No	  Funny	  
Business	  

EXAMPLE	  RESULTS:	  

• Raise	  the	  Stakes:	  The	  individual	  will	  
give	  them	  directions	  to	  Angela.	  

• Failure	  to	  Raise	  the	  Stakes:	  The	  
individual	  will	  be	  suspicious	  of	  Wash	  
visiting	  Angela,	  and	  will	  inform	  Jack.	  

• Extraordinary	  Success:	  The	  individual	  
will	  scribble	  a	  map	  for	  them,	  assisting	  
them	  in	  any	  future	  navigations. 

In the event players do not ask for directions, 
they can attempt to navigate the colony on their 
own. 

FIND	  IT	  OURSELVES	  

Crewmember	  Dice	  Pool:	  
MENTAL+KNOW,	  MENTAL+FOCUS	  

Gamemaster	  Dice	  Pool:	  
MENTAL+NOTICE	  

Possible	  Assets:	  Lay	  o’	  the	  Land	  

Possible	  Complications:	  Caught	  
Snoopin’	  

	   EXAMPLE	  RESULTS:	  

• Raise	  the	  Stakes:	  The	  crew	  makes	  it	  to	  
the	  living	  quarters	  without	  incident.	  

• Failure	  to	  Raise	  the	  Stakes:	  Finding	  the	  
living	  quarters	  takes	  a	  long	  time.	  Their	  
snooping	  is	  noticed	  by	  a	  security	  officer	  
and	  Jack	  is	  informed.	  He	  will	  arrive	  as	  
the	  crew	  leaves.	  

• Extraordinary	  Success:	  The	  succeeding	  
crew	  member	  already	  knows	  the	  layout	  
of	  the	  colony.	  They’ve	  been	  to	  a	  similar	  
one	  before. 

E N T E R I N G  A N G E L A ’ S  Q U A R T E R S  

The number of individuals in the living space 
will vary greatly throughout the day. During the 
morning and afternoon it will be mostly empty 
as most colonist carry out their assigned duties, 
but starting in the early evening the area will 
begin to fill. Ordinary colonists will generally 
congregate in the rec room area until late 
evening when thy will retire to their individual 
rooms. The family living in the larger room 
closest to the entrance will keep to themselves 
inside their unit. There will be one security 
guard in the rec room during business hours, 
but come evening the security guards including 
Jack will begin drinking and playing cards in 
Angela and Jack’s quarters. 

Reaching Angela will greatly depend on the time 
of day the crew decides to approach. 

E N T R Y :  M O R N I N G  O R  A F T E R N O O N  

If the crew attempts to approach before the 6pm, 
only the security officer in the rec room will be 
present. He will not stop the crew from entering 
Angela’s quarters provided they do not appear to 
be breaking and entering, but he will go find and 
bring Jack back if he notices. 
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SNEAK	  BY	  THE	  GUARD	  

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
SNEAK	  

Gamemaster	  Dice	  Pool:	  MENTAL	  d6	  +	  
NOTICE	  d6	  

Possible	  Assets:	  Shift	  Changes	  

Possible	  Complications:	  You’re	  Not	  
Allowed	  Here	  

	   EXAMPLE	  RESULTS:	  

• Raise	  the	  Stakes:	  The	  crew	  sneaks	  into	  
Angela’s	  quarters	  undetected.	  

• Failure	  to	  Raise	  the	  Stakes:	  The	  security	  
guard	  notices	  them	  enter	  Angela’s	  
quarters	  and	  informs	  Jack.	  

• Extraordinary	  Success:	  Zoe	  has	  noticed	  
the	  pattern	  in	  the	  security	  patrol.	  The	  
crew	  will	  have	  an	  easier	  time	  sneaking	  
now.	  

	  

E N T R Y :  E V E N I N G  

The crew will face the most difficult time if they 
approach between 6pm and midnight. They will 
find Jack and two other security officers 
drinking and playing cards. At this point the 
crew will have to convince Jack not to throw 
them out. 

SNEAK	  BY	  EVERYONE	  

Crewmember	  Dice	  Pool:	  SOCIAL	  +	  
INFLUENCE	  

Gamemaster	  Dice	  Pool:	  Jack’s	  MENTAL	  
d6	  +	  FOCUS	  d6	  

	   EXAMPLE	  RESULTS:	  

• Raise	  the	  Stakes:	  Jack,	  though	  unhappy	  
with	   their	   presence,	   decides	   to	   ignore	  
them.	  

• Failure	   to	  Raise	   the	  Stakes:	  Proceed	  to	  
Fight	  with	  Jack	  
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• Extraordinary	  Success:	  Jack,	  though	  not	  
quite	   friendly,	   invites	   the	   succeeding	  
crew	  member	  to	  play	  cards. 

If the crew fails to convince Jack to let them stay, 
they will have to fight the drunken Jack. See the 
Fight with Jack section. 

E N T R Y :  N I G H T  

Approaching late at night will also be perilous, 
but may make leaving easier. The crew will first 
need to pick the lock to enter the quarters as no 
one will answer the door at this hour. 

BREAKING	  AND	  ENTERING	  

Crewmember	  Dice	  Pool:	  MENTAL	  +	  
FOCUS	  

Gamemaster	  Dice	  Pool:	  Easy	  Difficulty	  
d6	  

	   EXAMPLE	  RESULTS:	  

• Raise	  the	  Stakes:	  They	  manage	  to	  pick	  
the	  lock	  unnoticed.	  

• Failure	  to	  Raise	  the	  Stakes:	  The	  noise	  
wakes	  Jack,	  proceed	  to	  Fight	  with	  Jack 

Once they gain entry, they will find Jack passed 
out at the table. They will need to sneak past him 
into the bedroom where they will find Angela. 

DON’T	  WAKE	  JACK	  

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
SNEAK	  

Gamemaster	  Dice	  Pool:	  Jack’s	  MENTAL	  
d6	  +	  FOCUS	  d6	  +	  Passed	  Out	  Complication	  d6	  

EXAMPLE	  RESULTS:	  

• Raise	  the	  Stakes:	  Jack	  remains	  sleeping	  
while	  the	  crew	  enters	  the	  bedroom	  to	  
find	  Angela	  holding	  Jimmy.	  

• Failure	  to	  Raise	  the	  Stakes:	  Jack	  
awakens,	  proceed	  to	  Fight	  with	  Jack 

I N S I D E  T H E  H O M E  

Once inside the home Angela’s behavior will 
depend on the presence of Jack. If he is not 
present, she will be glad to see the party and ask 
for their help straight away. 

If Jack is present and awake when the crew 
arrives, and the crew has not already fought him, 
Angela will be extremely nervous and attempt to 
signal Wash into the kitchen. 

KEEP	  CALM	  

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
SNEAK,	  MENTAL	  +	  TRICK	  

Gamemaster	  Dice	  Pool:	  Jack’s	  MENTAL	  
d6	  +	  FOCUS	  d6	  

At this point, Angela will proposition the crew 
to take her son with them. She will especially 
appeal to Kaylee as she was the one who stood 
up to the situation the most previously. 

F I G H T  W I T H  J A C K  ( O P T I O N A L )  

Jack being mostly in a drunken stupor and 
possibly just woken up won’t be in the best state 
to fight, but he’ll still try. 

TIME	  FOR	  A	  SCUFFLE	  

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
FIGHT	  
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Gamemaster	  Dice	  Pool:	  Jack’s	  
PHYSICAL	  d8	  +	  FIGHT	  d8	  +	  Too	  Much	  to	  Drink	  
Complication	  d6	  

Possible	  Assets:	  He’ll	  Feel	  that	  
Tomorrow	  

Possible	  Complications:	  Black	  Eye,	  
Nasty	  Cut	  

T H I N G S  D O N ’ T  G O  S M O O T H  
If the players did not sneak past the security 
officer in the Rec Room, he will return with Jack 
just as the players are attempting to leave, 
instantly triggering a fight. 

NOBODY	  TAKES	  MY	  BABY	  

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
Fight	  

Gamemaster	  Dice	  Pool:	  Jack’s	  
PHYSICAL	  d8	  +	  Fight	  d8	  

Possible	  Assets:	  He’ll	  Feel	  that	  
Tomorrow	  

Possible	  Complications:	  Black	  Eye,	  
Nasty	  Cut	  

The crew will need to stealth out of the living 
quarters with the baby regardless of the time of 
day. However, the number of people present in 
the rec room will determine how easy it is to 
sneak past. If Jack is asleep at the table and the 
crew doesn’t make a plan to keep the baby quiet 
while leaving, the baby will cry as they leave and 
cause the sneak to fail regardless. 

DON’T	  MIND	  US	  

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
Sneak,	  MENTAL	  +	  Trick	  

Gamemaster	  Dice	  Pool:	  Jack	  or	  the	  
security	  officers	  MENTAL	  +	  Focus,	  depending	  on	  
who	  is	  present.	  Any	  other	  present	  NPCs	  besides	  
Angela	  will	  count	  as	  a	  minions.	  

If the crew fails this roll, they will have to fight 
all security officers in the area plus Jack. 

Crewmember	  Dice	  Pool:	  PHYSICAL	  +	  
Fight	  

Gamemaster	  Dice	  Pool:	  PHYSICAL	  +	  
Fight	  using	  rules	  for	  minions.	  

Possible	  Complications:	  On	  the	  Run	  

H E R E  W E  A R E  
The crew is now on the run, and must do their 
best to escape with the baby without getting 
caught by Jack or his security forces. 
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INT. SERENETIY - ENGINE ROOM

PETER
So what's it like flyin' the 
'verse?

KAYLEE
Pff, instead of what? Sittin' on 
some dumb planet looking at the 
same ol' thing every day?

PETER
Hell I think a planet'd have a 
better view than here...

KAYLEE
Oh, sorry I didn't mean it like 
that. It's just...

KAYLEE
Been so long I couldn't imagine 
sittin' in one place.

PETER
Don't you miss havin' a home 
though? Someplace you can come back 
to?

KAYLEE
Well I got a home. This here's my 
home.

PETER
What about your family?

KAYLEE
Well I guess I miss them sometimes, 
but the crew's my family too now. 
Once you spend that much time with 
folks it's hard not to be, you 
know?

PETER
Wish I did.

KAYLEE
Oh...

KAYLEE
Have you ever thought about bein' a 
ship mechanic?
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PETER
Oh, well...

PETER
I guess I've not really thought 
much of leaving. I've got work here 
and that's more than some folks can 
say.

KAYLEE
Work ain't a life, though. You 
ought to give it a try, plenty o' 
ships looking for a mechanic.

PETER
Even if I wanted to I couldn't 
afford a ride of this station, and 
Serenity seems to be in capable 
hands.

KAYLEE
D'aww well aren't you sweet. I'm 
sure the cap'n wouldn't mind taking 
you on until the next station, 
though. We're gonna have to stop 
for proper repairs and fueling once 
we leave here anyhow.

PETER
Oh... I... No, I couldn't. Sorry, 
I'm not looking for any handouts.

KAYLEE
Well I didn't mean it like that! I 
just figured we could help out is 
all.

PETER
I can take care of myself, thanks. 
Don't need nobody's help.

KAYLEE
Ain't no shame in taking help from 
a friend.

PETER
The last 'friend' I had is the 
reason I'm stuck here in the first 
place. Tryin' to leave has brought 
be nothin' but trouble.
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PETER
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KAYLEE
Well I didn't mean it like that! I 
just figured we could help out is 
all.

PETER
I can take care of myself, thanks. 
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KAYLEE
How'd you mean?

PETER
It's... Not something I like to 
talk about...

KAYLEE
Oh c'mon, I won't tell nobody, I'm 
just tryin' to help is all.

PETER
(sighs heavily)

After my uncle passed it was just 
me out here. He'd taught me some, 
but I never liked it here much. 
Neither did Jerry. Jerry was always 
talkin' about leavin', but the 
problem was neither of us had the 
means to do so. Finally, one night 
when we're playing cards Jerry 
spews this crazy idea he has to 
take one of the shuttles and leave. 
Even had a plan to give it back. 
Said he, "wasn't no gorram thief, 
just taking an opportunity". We 
never even got the thing off the 
ground.

KAYLEE
Ya'll chickened out, then?

PETER
No. We didn't have anyone else to 
open the hangar, and we didn't 
think to depressurize it first. 
Damn near sucked us both out into 
the 'verse. Did get Jerry. We must 
have tripped some alarm because 
Jack showed up just as I was about 
to lose my grip and pulled me in.

KAYLEE
Oh, I'm sorry.

PETER
Yeah, well, me too. He saved my 
life, though, so I figure I owe 'em 
for that. Been working here since.

KAYLEE
Well that's great and all but just 

(MORE)
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because he saved your life doesn't 
KAYLEE (CONT'D)

mean he owns it. What about Jerry, 
don't you think you owe it to him 
to go see what he can't?

PETER
I guess I never thought about it 
like that... I suppose he would've 
wanted me to go.

KAYLEE
Exactly... He was a friend.

PETER
I guess I could use to see more of 
the 'verse...

KAYLEE
And meet some more nice folk! Any 
luck you'll find what we've got 
here.

PETER
We'll have to talk to Souza about 
it.

KAYLEE
Oh, right, might need to run that 
by cap'n too.
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ACT III - FIGHT OR FLIGHT
By Nikhil Kashyap
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ACT III - PROSE OUTLINE
Player Characters: WASH, ZOE, MAL, KAYLEE

1. Discovered:	   Before	  MAL	   can	   think	   of	  
next	  steps,	  an	  announcement	  blares	  over	  the	  
microphones,	   resonating	   all	   over	   the	  
settlement.	   “Code	   Broken.	   Locate	   the	  
externals”,	   the	   message	   repeats	   deafeningly.	  
The	   crew	   hear	   footsteps	   echoing	   outside	   the	  
hangar	   getting	   louder.	   KAYLEE	   draws	   the	  
crew’s	   attention	   to	   a	   tools	   storage	   area	   in	   a	  
corner.	  Just	  as	  the	  crew	  squeezes	  into	  the	  tiny	  
space	   and	   close	   the	   door,	   the	   repair	   bay	  
entrance	   bursts	   open	   and	   armed	   soldier’s	  
stream	  through.	  
	  
2. What	   Do	  We	   Do?	   :	   Inside	   the	   stuffy	  
space,	   MAL	   thinks	   out	   loud	   a	   strategy	   to	  
startle	   the	  soldiers.	   It’s	  only	  a	  matter	  of	   time	  
before	  their	  hide	  out	  is	  discovered.	  ZOE	  voices	  
concerns	   about	   whether	   the	   entire	   crew	   can	  
make	  it	  through	  an	  ambush	  of	  this	  nature.	  She	  
questions	  whether	  their	  motivation	  to	  protect	  
the	  child	  is	  strong	  enough	  to	  put	  all	  of	  them	  in	  
danger.	   KAYLEE	   instantly	   refutes	   ZOE’s	  
doubts,	   but	   it’s	  WASH’s	   refusal	   to	   surrender	  
the	   child	   that	   takes	   ZOE’s	   demeanor	   from	  
concerned	   to	   hostile.	  WASH	   argues	   that	   the	  
crew	   owe	   it	   to	   ANGELA	   to	   see	   her	   wish	  
through.	   ZOE	   flares	   up	   saying	   that	   some	  
fourteen	  year	  old	  fling	  doesn’t	  mean	  the	  crew	  
needs	  to	  risk	  their	  lives.	  She	  insists	  they	  hand	  
the	  child	  back	  and	  be	  on	  their	  way.	  
	  
3. Take	  Cover:	   Just	  as	   the	  disagreement	  
begins	  to	  get	  heated,	  MAL	  suggests	  that	  they	  
try	  and	  find	  the	  captain	  and	  ask	  him	  to	  release	  
the	   gate;	   no	   confrontation	   necessary.	   The	  
crew	  uses	  a	  smoke	  screen	  to	  sneak	  out	  of	  the	  
repair	   bay	   and	   navigate	   into	   the	   living	  
quarters	  of	  the	  settlement.	  
	  
4. A	   Helping	   Hand:	   The	   crew	   chance	  
across	   PETER’s	   house	   and	   see	   the	   door	   ajar.	  
They	   see	   soldiers	   fast	   approaching	   their	  
position	   and	   make	   a	   split	   second	   decision	   to	  
enter	  the	  house.	  PETER	  hesitates,	  fearing	  Jack	  
and	   the	   settlement’s	   wrath	   if	   he	   were	  
discovered	   to	   be	   helping	   them.	   KAYLEE’s	  
warm	   heartedness	   wins	   him	   over,	   and	   he	  
agrees	  to	  shelter	  them.	  

5.	  	   Zoe’s	  last	  straw:	  	  In	  the	  shelter	  of	  the	  
farmer’s	  house,	  ZOE’s	  discord	  surfaces	  once	  
more.	  However,	  this	  time	  she’s	  done	  talking.	  
She	  says	  she’s	  done	  with	  WASH	  if	  he	  insists	  on	  
going	  down	  this	  path	  and	  her	  internal	  sense	  of	  
duty	  overrides	  the	  crew’s	  collective	  
judgement.	  She	  says	  a	  part	  of	  her	  thinks	  that	  
the	  farmer	  is	  right;	  what	  right	  did	  they	  have	  to	  
intrude	  on	  a	  society’s	  existence,	  even	  if	  it	  
seemed	  dysfunctional	  from	  their	  perspective.	  
After	  all	  wasn’t	  that	  what	  the	  Alliance	  
preached	  about	  the	  outer	  planets;	  that	  the	  
lives	  of	  the	  people	  would	  be	  transformed	  for	  
the	  better	  if	  only	  they	  adopted	  the	  Alliance’s	  
way?	  

MAL	  launches	  at	  ZOE’s	  argument,	  fuming	  that	  
she	  would	  even	  entertain	  thoughts	  that	  they	  
were	  channelling	  the	  Alliance	  in	  some	  way.	  
For	  the	  first	  time	  in	  their	  lives	  even	  MAL	  is	  
unable	  to	  get	  through	  to	  ZOE.	  The	  rationale	  
she	  floats	  is	  merely	  a	  façade	  to	  a	  deeper	  
insecurity.	  WASH	  recognizes	  this	  and	  steps	  in	  
to	  comfort	  her.	  He	  assures	  her	  that	  his	  
allegiance	  to	  the	  child	  is	  not	  a	  manifestation	  
of	  deeper	  feelings	  to	  ANGELA.	  Hesitantly,	  he	  
tiptoes	  around	  the	  fact	  that	  perhaps	  this	  
might	  be	  a	  wonderful	  blessing	  in	  disguise.	  
Maybe	  this	  is	  their	  chance	  to	  finally	  start	  a	  
family,	  he	  says.	  

6.	   The	  Misfortune	  of	  Trust:	  Before	  ZOE	  
can	  respond,	  PETER’s	  fifteen	  year	  old	  sister	  
surreptitiously	  enters	  the	  room,	  visibly	  
frightened	  and	  nervous.	  She	  tells	  the	  crew	  
that	  she	  overheard	  her	  brother	  quietly	  
speaking	  with	  someone	  over	  the	  phone.	  She	  
says	  that	  even	  though	  she	  wasn’t	  entirely	  sure	  
of	  the	  identity	  of	  the	  person,	  the	  voice	  bore	  a	  
resemblance	  to	  that	  of	  the	  security	  chief.	  

7.	   Ambushed:	   Considering	   the	  
possibility	   of	   PETER	   having	   betrayed	   them	   to	  
JACK,	   the	   crew	   decide	   that	   it’s	   too	   risky	   to	  
hide	   out	   here.	   Besides,	   they	   have	   to	   find	   the	  
captain	   before	   JACK	   gets	   to	   him.	   They	   sneak	  
out	   through	   the	   back	   door	   and	   manage	   to	  
make	   their	   way	   to	   a	   passage	   near	   the	  
captain’s	   chambers.	   Just	   as	   they	   close	   in	   on	  
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their	   destination,	   JACK	   intersects	   them	  
demanding	   for	   the	   baby	   to	   be	   handed	   over.	  
His	   henchmen	   echo	   the	   sentiments	   the	   crew	  
have	   been	   hearing	   all	   along:	   they’re	  
interference	  is	  not	  welcome	  here.	  	  
	  
8.	   Temporary	  Relief:	  In	  his	  furious	  state,	  
JACK	   is	   ill-‐inclined	   to	   lend	   an	   ear	   to	   MAL’s	  
reason.	   He	   orders	   his	   henchmen	   to	   seize	   the	  
child	  and	  an	  all-‐out	  battle	  ensues.	   Just	  as	  the	  
fight	   looks	   like	   it	  start	  to	  claim	  casualties,	  the	  
tension	   is	   broken	   by	   an	   overdue	   appearance	  
by	   Captain	   ABRAHAM.	   He	   confiscates	   all	   of	  
the	   weapons	   in	   his	   sight	   and	   leads	   JACK	   and	  
the	  crew	  to	  his	  chambers	  to	  resolve	  this	  once	  
and	  for	  all.	  

9.	   Nowhere	  to	  Turn:	  At	  first,	  the	  captain	  
simply	  observes	  the	  conversation	  unfold	  
without	  interfering.	  JACK	  threatens	  to	  have	  
the	  entire	  crew	  tortured	  and	  maimed	  one	  by	  
one,	  until	  the	  child	  is	  handed	  over.	  Abraham	  
too	  sides	  with	  Jack.	  He	  agrees	  that	  the	  crew	  
had	  no	  right	  to	  tear	  a	  father	  away	  from	  his	  
only	  son.	  He	  asks	  what	  stake	  the	  crew	  has	  in	  
JIMMY’S	  future	  to	  begin	  with.	  Fearing	  
Angela’s	  safety,	  Mal	  does	  not	  surrender	  the	  
fact	  it	  was	  she	  who	  handed	  over	  the	  child.	  
Instead	  he	  argues	  the	  crew	  just	  wanted	  a	  
better	  life	  for	  JIMMY.	  If	  one	  life	  could	  escape	  
this	  horrible	  place	  then	  why	  wouldn’t	  he	  allow	  
it?	  

10.	   Angela’s	  Defiance:	  Just	  as	  it	  seems	  
like	  MAL	  has	  no	  choice	  but	  to	  hand	  over	  the	  
baby,	  Angela	  enters,	  trembling	  and	  frightened	  
but	  with	  resolve.	  Speaking	  to	  ABRAHAM,	  she	  
reveals	  that	  it	  was	  her	  will	  that	  the	  child	  leave	  
this	  dreadful	  place.	  She	  drops	  her	  clothes	  
revealing	  the	  scars	  she	  bears	  from	  JACK’s	  
torture.	  She	  asks	  him	  sadly	  what	  sort	  of	  a	  
people	  they	  have	  become,	  so	  full	  of	  bitterness	  
that	  they	  can’t	  stand	  to	  see	  one	  of	  their	  own	  
rise	  out	  of	  the	  ashes	  into	  a	  better	  life.	  She	  
questions	  whether	  the	  captain’s	  allegiance	  to	  
his	  people	  really	  overrides	  his	  morality	  and	  
empathy	  for	  his	  own	  grandchild.	  

11.	   Disintegration	  of	  Order:	  ABRAHAM	  is	  
shocked	   by	   ANGELA’s	   revelations	   and	   is	  
racked	   by	   guilt	   that	   he’s	   been	   so	   blind	   to	   his	  
own	  daughter’s	  pain.	  In	  his	  emotional	  state	  he	  
finally	  reveals	  his	  true	  motivations	  and	  why	  he	  
is	   hesitant	   to	   allow	   the	   child	   to	   leave.	   He	  
confesses	   that	   he	   has	   always	   felt	   responsible	  
for	  this	  group’s	  misery.	  After	  all	  it	  was	  he	  who	  
led	   them	   here,	   with	   the	   promises	   of	   riches	  
and	  a	  better	  life.	  He	  has	  always	  lived	  in	  fear	  of	  
failing	   them	   again	   and	   therefore	   has	   vowed	  
that	   he	   will	   give	   the	   people	   everything	   they	  
desire.	   If	   they	   wish	   all	   born	   into	   this	   hell	   to	  
suffer	  the	  same	  fate	  as	  them,	  then	  so	  be	  it.	  

MAL	   launches	   into	   ABRAHAM’S	   revelation,	  
stating	   that	   the	   misfortune	   that	   had	   befallen	  
this	   place	   wasn’t	   his	   fault.	   His	   people	   had	  
followed	  him	  by	  their	  own	  choosing,	  and	  that	  
they	  are	   responsible	   for	   their	  own	   lives.	  MAL	  
goes	  on	  to	  say	  that	  he	  has	  seen	  terrible	  things	  
during	  the	  war.	  However,	  no	  matter	  how	  dire	  
the	   situation	   for	   the	   group,	   they	   would	   have	  
supported	   the	   survival	   of	   even	   one	   soldier	   if	  
that	  were	  possible.	  MAL	  hints	  at	  the	  fact	  that	  
the	   settlements	   problems	   have	   transformed	  
them	   into	   monsters	   with	   caring	   or	   empathy,	  
through	  an	  effect	  that	  even	  war	  did	  not	  have	  
on	  his	  own	  group.	  

Just	   as	   ABRAHAM’s	   stance	   indicates	   that	   it	  
may	  soften,	  JACK	  uses	  a	  firearm	  he	  smuggled	  
in	  and	  murders	  him.	  
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A C T  3 :  F I G H T  O R  F L I G H T  
“Look	  around	  you	  Dad.	  What	  has	  become	  of	  this	  place?	  What	  has	  become	  of	  us?”	  

-‐Angela	  

	   Now	  in	  possession	  of	  Angela’s	  child,	  Malcolm	  Reynolds	  and	  his	  crew’s	  resolve	  is	  put	  to	  the	  test.	  

	  

Recommended	  Player	  Characters:	  WASH,	  MAL,	  KAYLEE,	  ZOE	  

	  

C O N T E X T
The crew has been entrusted the responsibility of 
Angela’s son. It is critical that they get the child 
out of the colony ship before the security chief 
Jack realizes what has happened. However, as 
they rush to the repair bay they realize that only 
the captain has the power to release Serenity 
from the enclosure. Before they know it, their 

capture of the child has been discovered and 
they are forced to take cover. Their path ahead is 
clear – find the captain before Jack does, and 
convince him to open the hangar doors releasing 
Serenity. 
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S C E N E  O N E :  I N S I D E  P E T E R ’ S  H O U S E
PETER lost his parents when he was just fifteen 
in a tragic case of larceny gone wrong, during 
the early days when the settlement descended 
into poverty. He survived with his sister, who 
was just five years old at the time. As time went 
by, he emerged as a fixer of things under the 
tutelage of a make shift mentor. In light of all of 
the above, Peter’s allegiance to the settlement is 
questionable. As a young man, he feels the 
freshness and vitality of his youth ebbing away 
as time goes by in the depths of poverty. He is 
also terrified of the security chief Jack, who he’s 
witnessed at his brutal worst.  

T H E  L O W D O W N  

EXPLORING	  THE	  HOUSE	  

Players start by discussing next steps on how to 
reach the captain’s chambers. Soldiers are still 
patrolling the streets so the safety of the crew 
is still utmost priority. 

Crewmember	  Dice	  Pool:	  NOTICE/	  INFLUENCE	  +	  
FOCUS	  

Gamemaster	  Dice	  Pool:	  Easy	  Difficulty	  d6	  +	  d6	  

Possible	   Knowledge	   Assets:	   Peter’s	  

Photographs	  with	  Jack	  Kennings,	  Peter’s	  Trust	  

EXAMPLE	  RESULTS:	  

• Discover Photographs: Players may 
choose to inspect the house in which 
case they notice the shelf with 
photographs. The photographs mostly 
contain Peter and his sister. However, 
successful roll reveals the pictures of 
Peter with Jack Kennings. 

• Converse with Peter: Successful roll 
reveals Peter’s personal story of loss and 
how he regrets his youth that is passing 
by devoid of freedom. 
	  

A	  DAUGHTER’S	  CONFESSION	  

The adventure is set in motion when Peter’s 
sister reveals to the crew that she overheard her 
brother speaking with someone over the phone. 
She seems conflicted about her decision to 
inform the crew. 

Crewmember	  Dice	  Pool:	  INFLUENCE	  +	  FOCUS	  

Gamemaster	  Dice	  Pool:	  Easy	  Difficulty	  d6	  +	  d6	  

Possible	  Assets:	  Ariel’s	  Trust	  
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EXAMPLE	  RESULTS	  

• Converse with Ariel: Successful roll 
calm her down enough to reveal that the 
voice on the other end sounded like 
Jack’s voice. 

CONFRONTATION	  WITH	  PETER	  

Players may choose to confront Peter and 
demand what he’s done. He will initially refuse 
to surrender any information about the call. 

Crewmember	  Dice	  Pool:	  INFLUENCE	  +	  FOCUS	  

Gamemaster	  Dice	  Pool:	  Medium	  Difficulty	  d6	  +	  
d8	  

Possible	   Assets:	   Marked	   Map,	   Safe	   Passage	  
through	  Living	  Quarters	  

EXAMPLE	  RESULTS:	  

• Confession: Successful roll results in 
Peter confirming that the call was 
indeed with Jack and that their 
whereabouts have been revealed. 

• Appeal: Peter has witnessed firsthand 
the ruthlessness of Jack, the security 
chief. Players must confront Peter’s fear 
of ramifications if he were to defy Jack’s 
directives. They must remind him of his 
own struggle and that of his sister.	  
Wouldn’t Peter run the risk of Jack’s 

threats, if Jimmy’s life could pan out 
differently than his? Players may 
exchange previous knowledge assets 
gained for this information. 

• Peter’s Guilt: Peter reveals a path to the 
docking zone where they can pass 
through undetected by security guards. 

S C E N E  T W O :  A L M O S T  T H E R E  

The repair bay/hangar and the captain’s 
chambers are separated by the heart of the living 
quarters. The central area was earlier a storage 
site for quarried materials. However, the amount 
of ore now being mined is not large enough for 
storage in such a large space and the area was 
cleared to make room for living spaces. Most of 
the people now live in small hut/tent like 
structures similar to that of the Peter’s. The 
resulting layout is an odd scenario of densely 
populated grid based houses on the edges and a 
sparsely populated centre. In some cases, the 
construction was never fully actualized and piles 
of rubble and debris lay forgotten. 
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T H E  L O W D O W N  

REACHING	  THE	  CAPTAIN’S	  CHAMBER	  

The players should be informed that a soldier 
patrol is active on the repair bay grid. The 
central area has far fewer soldiers making their 
way through. Players receive map of the area as 
play begins. There are two types of nodes on the 
map– houses and rubble piles. If they had 
engaged Peter in the previous step, the map 
contains the marked locations of stationed 
soldiers. Else, the map they receive contains no 
hint of where the soldiers are present. If the crew 
successfully cajoled Peter into revealing the path, 
they make their way through to the docking 
zone grid without any encounters. A side 
entrance to the captain’s chambers is also 
revealed which the party may enter through 
instead of the main entrance. Party members 
may move from one node to another in 3 ways. 
Single party member may not be used more than 
twice consecutively. 

Crewmember	   Dice	   Pool:	   FIGHT	   +	   SHOOT,	  
SNEAK	  +	  TRICK,	  FOCUS	  +	   INFLUENCE,	  KNOW	  +	  
OPERATE	  

Gamemaster	  Dice	  Pool:	  Medium	  Difficulty	  d6	  +	  
d8	  

Possible	   Assets:	   Access	   to	   Side	   Entrance	   of	  

Captain’s	  Chambers	  

	  

EXAMPLE	  RESULTS	  

• Fight: Party directly engages soldier in 
battle. Successful fight leads party to 
next node. Else, party member selected 
for battle takes penalty to fight attributes 
in future attacks. Three injuries knocks 
out party member incapacitating 
him/her until healed. 

• Sneak: Party surreptitiously passes 
through soldier ranks. Sneak is available 
only when moving from a rubble pile to 
a house node or another rubble pile, as 
party can’t sneak through houses. 
Successful sneak moves party to next 
node. Else, party enters battle with 
penalty to fight attributes. 

• Parley – Party explains their 
predicament to house members and 
appeals to their good will and rationale. 
Parley is available only when moving 
from a house node to another house 
node or rubble pile. Successful parley 
moves party to the next node. Else, party 
enters battle with a penalty.  	  
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T H I N G S  D O N ’ T  G O  S M O O T H  
Players enter the passage to the captain’s 
chambers to find Jack lying in wait. He is 
absolutely livid that the crew has thwarted his 
attempts at capturing them. Jack is accompanied 
by four armed soldiers, but calls for backup the 
moment he sees the crew. 

Crewmember	   Dice	   Pool:	   FIGHT	   +	   SHOOT,	  
SNEAK	  +	  TRICK,	  FOCUS	  +	   INFLUENCE,	  KNOW	  +	  
OPERATE,	  PERFORM	  +	  OPERATE	  

Gamemaster	  Dice	  Pool:	  Medium	  Difficulty	  d6	  +	  
d8	  

Possible	  Assets:	  Jack’s	  respect	  

EXAMPLE	  RESULTS	  

• Additional Ammo: If the crew enters 
through the secret side entrance, Jack 
doesn’t realize their presence. The crew 
also see a weapon rack containing 
additional ammunition that Jack has 
brought along with him. Successful 
sneak to retrieve the ammo yields a 
bonus to fight power. 

• Fight: Battle proceeds with each party 
member engaging one of Jack’s 
henchmen. If battle is successful, then 
soldier is killed. Else, party member 
selected for battle takes penalty to fight 
attributes in future attacks. Three 
injuries knocks out party member 
incapacitating him/her until healed. 

• Jack’s Rallies: After each round, Jack 
summons two more henchmen who 
enter through the main entrance. The 
crew can stop this flow by sacrificing 
one attack turn and opting to seal the 
door. 

• Victory - Total of 10 henchmen are 
defeated or room is sealed and all 
henchmen in the room are defeated. All 
crew members receive permanent bonus 

to fight and shoot. Jack is now wary of 
party’s fighting strength, will be more 
willing to listen to the party in the future 
and less trigger happy. 

• Knockout - All players are knocked out. 
Crew loses Jack’s respect. Jack no longer 
views party as a force to be reckoned 
with and will be less likely to engage the 
party in dialog and be more aggressive 
with them.	  

T H E  L O W D O W N  

The	  captain	  arrives,	   furious	  with	  both	   sides	   for	  
the	   violence	   they	   are	   causing.	   The	   captain	  
wants	  peace,	  and	  tells	   the	  crew	  to	  come	  speak	  
to	  him	  in	  his	  quarters.	  However,	  if	  the	  crew	  has	  
any	   weaponry,	   the	   Captain	   orders	   for	   their	  
weapons	  to	  be	  stripped	  from	  them.	  The	  fighting	  
stops	   and	   the	   crew	   goes	   to	   speak	   with	   the	  
captain	  as	  equals,	   instead	  of	  being	   treated	   like	  
prisoners	  by	  Jack.	  
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INT, CAPTAIN’S CHAMBER, NIGHT

JACK’S ambush of the crew was halted by the timely arrival
of ABRAHAM who calls for a ceasefire. He confiscates all
weapons and leads the crew to his chambers. Jack threatens
to have the entire crew tortured and maimed one by one,
until the child is handed over. Abraham too sides with
Jack. He agrees that the crew had no right to tear a
father away from his only son. He asks what stake the crew
had in the child’s future to begin with. Fearing Angela’s
safety, Mal does not surrender the fact it was she who
handed over the child. Instead he says the crew just
wanted a better life for the child.

Just as it seems like Mal has no choice but to hand over
the child, Angela enters, trembling and frightened but
with resolve. Speaking to her father, she reveals that it
was her will, not the crew’s, that the child leave this
dreadful place. She drops her clothes revealing the scars
she bears from Jack’s torture.

The chambers are in complete disrepair. The air wreaks of
alcohol, and the carpet is covered with stains. Clothes
are strewn haphazardly and half eaten bowls of food have
mold growing on them. An extremely pregnant silence
permeates through the room after Angela’s disturbing
revelation.

ABRAHAM
Angy, please just ... just cover
yourself.

MAL
Cover yourself? Is that what you
just said - cover yourself? Wow
... Now, I ain’t never had a
daughter. But I can sure as hell
say ... if I did, and she came to
me looking like shit ... I would
find that motherfucker ...

ABRAHAM
Enough.

Mal looks over at Jack who stares back defiantly and spits
on the ground. Jack glances over at Angela and shakes his
head menacingly. Angela’s lip quivers but she resolutely
keeps her clothes off keeping her scars in sharp
visibility. Abraham turns away from the group and steps
towards his window and looks out. Miners hard at work are
visible in the distance from his window.

MAL
It don’t make no sense. You heard
her didn’t you. This is what she
wants. It’s her child too innit.

(CONTINUED)
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ABRAHAM
Even if I told you, you would
never understand.

MAL
Darn right I don’t. Where’s the
sense in any of this.

Mal walks over to Kaylee and reaches out for the child.
She looks at him nervously. Mal nods firmly and Kaylee
hands over the child to him. He carries the child over to
Abraham.

MAL
Look at this child and swear to
me ... swear that you really
think he has a better life here
with this monster.

ABRAHAM
This is not about whose claim
means more.

MAL
So you’re own flesh and blood
don’t matter to you.

ABRAHAM
Of course it does. In this place
... family is all I have. Do you
think this is easy ... to hear
the only person you love has ...
has been in pain for so long ...
and her own father couldn’t see
it.

Mal holds up the child once more.

MAL
Captain, you can make this right.

ABRAHAM
There are things that are bigger
than the fate of a single child.
A wanderer like you would never
understand.

Mal points at Angela.

MAL
What about her. Will she
understand?

ANGELA
Dad ... what is it? I have a
right to know. You owe me that
much.
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CONTINUED: 3.

JACK
Shut the fuck up bitch.

Abraham sighs and looks outside the window once again at
the miners working.

ABRAHAM
You see them out there, wasting
away. I ... I brought them here,
to the edge of space dreaming of
riches ... a better life. This is
my doing.

MAL
Captain nobody could have done
nothin about the situation here.

ABRAHAM
I failed them once. I will never
fail them again. I will do
nothing that causes them pain.
Their will ... is mine. No matter
what the cost. If they wish all
born into this hell to suffer the
same fate as them, then so be it.

MAL
But ... but sir, this is your
grandson.

ABRAHAM
Exactly, my grandson. What kind
of a hypocrite grants freedom to
his kin while the rest suffer in
silence.

MAL
Captain, you owe no debt to these
people. They followed you because
the chose to. The same way mine
follow me.

ABRAHAM
You know nothing of my people.

MAL
I do actually. I’ve been seeing
the likes of your kind throughout
the war.

ABRAHAM
War? Don’t lecture me about war.
I’ve seen enough here to count as
war.
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CONTINUED: 4.

MAL
No ... No, actually you’re right.
I know nothing about your people.
You folk are a different twisted
kind. I saw terrible ... terrible
things in the war. But one thing
I know for sure captain. If my
entire goddamn army was stuck on
some rotten hunk of stone ... and
just one soldier, just one, could
get the fuck out ... you can bet
your ass we would do everything
we could to get him out of there.

Abraham stares out of the window. Mal walks over and pulls
the drapes leaving only a narrow slit of light to pass
through.

MAL
Your people ... you’ve changed.
But it don’t have to be this way.

The beam flashes across the baby’s face and he finally
wakes up. The baby looks at Abraham and laughs. Abraham
looks back for a long moment and caresses the baby’s
cheeks.

A loud bang echoes across the hall and Abraham collapses
to the floor, blood oozing out of the bullet wound on his
forehead. Jack stands with his pistol drawn and smoking
from the shot he just fired, staring remorselessly at the
captain’s fallen figure. The baby starts to wail loudly.
However, its crying is drowned out by a gut wrenching
scream from Angela who runs over to Abraham and collapses
by his side weeping.

68



69



ACT IV - FREEDOM
By Brandon Kirkley
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1.  Crushed Hopes: Enraged over the loss of his 
child, his wife, and now his power, JACK draws his weapon 
and shoots the ABRAHAM. ANGELA screams, but JACK 
wastes no time in calling in security. They run into the room 
and JACK immediately blames the death of their beloved 
foreman on the suspicious outsiders. The crew denies it all, 
they and ANGELA shout that it was JACK, but the room is 
full of his own forces. MAL knows when to fight and when not 
to. Reluctantly, he and his crew surrender and will be taken 
to the prison. Before leaving, they see ANGELA and the child 
also being taken away. ZOE kicks and screams, but they have 
no hope of freeing themselves like this. Zoe reaches for the 
child, but they are soon taken out of sight.

2.  No Place for a Kid: Who knows how many 
times the Serenity crew has found themselves behind bars. 
This time, WASH and ZOE argue over the child and where 
its gotten them. ZOE feels proven right that their life is too 
dangerous for a child, that the peril and chaos of this situation 
is no place for a little boy. In this case, she’s right. WASH and 
KAYLEE find themselves wondering if they did the right thing.

3.  Can’t Hold Us Down: Whatever their feelings 
are, its a shared sentiment that they have to rescue ANGELA 
and the child from JACK. MAL does what he does best and 
thinks up of a plan; he knows that they can only leave if the 
hangar is open, which only Jack can do, so they need to stop 
him. Not only that, but they need to find the baby. He also 
remembers the intercom ABRAHAM often used, and sees 
that if they can use it to get Jack to reveal his crimes, it could 
take away JACK’S control. They break out of the prison with a 
mix of deception and scuffling, all without raising any alarms. 
Along the way, they find ANGELA and free out of her cell. 
But she is not as happy as expected of a freed prisoner.

4. I’m Not Strong: ANGELA feels unable to care for 
her child. She tried to protect him and give him a better life, 
but everything only turned out worse. She has lost hope in 
herself 
and the future. Unfortunately, ANGELA expects only failure 
in her hopeless state, and doesn’t see the point of helping with 
Mal’s plan.

5. You Are Strong: Of all the voices to respond, it 
is ZOE’S that comes next. ANGELA and ZOE have a heart-to-
heart, in which ZOE confesses that a lot of the spite toward 
her was undeserved. More importantly, she talks about how 
strong ANGELA is, and how strong ANGELA can be. She’s 
been trying so hard to fight for this child, despite all of the 

ACT IV - PROSE OUTLINE
Player Characters: WASH, ZOE, MAL, KAYLEE

fight for this child, despite all of the danger, and ZOE respects 
that. She inspires ANGELA to not give up, and to fight against 
JACK.

6. Slippery Snakes: The freed crew and ANGELA 
sneak throughout the city, their freedom still a secret. 
ANGELA makes it very clear that they can’t just blaze through 
in a firefight; civilian lives could easily be lost in the crossfire. 
It’s a challenge, but the crew make it to the captain’s quarters 
without getting caught.

7. Oh Boy: After getting past the guards, the crew 
realizes that JACK is not here. A rare blessing, or so they 
think. An unconscious guard’s comm system is still on, and 
MAL notices. With it, he can hear JACK roaring about how 
he has just come to the prison only to not see the prisoners. 
When he hears the guards at the captain’s quarters not report, 
JACK orders all of his men to attack that location. The crew 
rushes to the intercom, except ZOE who looks for the baby.

8. I Won't Let Them Hurt You:  ZOE finds the 
child in his room and embraces him. Then, there is the 
sound of security forces ramming the front door. Some 
crewmembers barricade it, but that will only last so long. They 
are running out of time. ZOE holds the child to her tightly, 
an arm around him and a gun pointed at the door, fire in her 
eyes.

9. It Comes To This: Security is tearing it through 
the barricade, and have worn it down enough that they can 
shoot and throw grenades. ZOE tells WASH to take the child 
to a safer place away from the blind gunfire, which he barely 
manages to do under all of the constant shooting. 

 At first, KAYLEE has some issues rigging the 
intercom; tech is so old its like deciphering ancient language. 
But, KAYLEE gets the intercom to be able to record whenever 
MAL thinks its the right time. They wonder how they’re gonna 
get Jack to say what he did, when WASH stands forward. He 
has a bone to pick with the security chief, and he’s sure Jack 
feel the same way towards him.
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10. I’ll Enjoy Killing You: The Security forces break 
in with Jack at the head, though ZOE has gone to safety by 
then. JACK is ready to tear the place apart in bloodlust and 
rage, when he hears his name spoken by the voice he hates 
the most. He and WASH stand off in the captain’s room. JACK 
relishes in WASH's percieved defeat, and lists off exactly how 
he is going to torture him and each of his friends. WASH is 
brave, and taunts his boasting rival. The two fight through 
words, until WASH plays on JACK’s nerves and tricks him into 
confessing how he had killed the captain. Moments later, his 
message is played throughout the ship. 

11. The Truth Will Set You Free: JACK loses his 
power near instantly. There are furious shout outside, but they 
do not shout for the crew’s blood. His security forces, digusted 
and betrayed, turn on him. Jack is no longer in control.

 The crew, the child, and ANGELA exit the building 
peacefully. Jack is restrained by his own men, the hangar-
opening device now out of his hands, but he still screams 
at the crew for ruining everything, and tries to intimidate 
ANGELA into doing as he says. Without any help, ANGELA 
walks up to JACK and slaps him across the face. She lets the 
crew decide his fate. JACK threatens the crew on how he’s 
going to come back for them one way or another, and how he’s 
going to send them all straight to hell. The crew shoots him 
out the airlock.

12. Freedom: The crew stands at the entrance to the 
Serenity at last. Angela comes aboard, and after one last look 
at her prison for the past years, she leaves into the infinite 
possibility of space.

WASH admits to ZOE that she was right; the child almost died 
in the chaos, their life is no place for a little kid. But ZOE stops 
him, and talks about what she felt in the recent chaos. Fear for 
her child, but also intense love and the need to care. Yes, she 
says, their life is no place for a baby. But it doesn’t have to be 
that way.

The crew land on BOOK’S planet, where ANGELA can have 
a second chance. When she is ready to leave, she asks for her 
child, who she is ready to care for in a better world.

ZOE holds the child in her arms, and comes slowly towards 
ANGELA. It is so hard. She holds the baby close to her one 
last time. After an embrace she wishes could last forever, ZOE 
gives the baby to ANGELA. Behind ZOE, her family awaits.
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ACT IV - FREEDOM

The crew fights all odds to take freedom for the baby, Angela, and themselves.

Playable Characters: Wash, Mal, Zoe, Kaylee                                 By Brandon Kirkley

SCENE ONE: CAN’T KEEP US DOWN
 The jail is undamaged, but clearly affected by a lack 
of care and use. Rust covers the walls in ugly orange-and-
black splotches, and dying lights flicker, constantly sending 
the place into moments of darkness. There are no windows; an 
oppressive grey fills all. 

In the BRIG, the members of the crew are each in separate 
cells. The doors are metal bars, with no chance of being forced 
open by hand. The cell doors are controlled by one electronic 
key, which Jason has in his left pants pocket. The cells are 
next to each other in a line, so they can hear but not see each 
other. However, if the guard, Jason, overhears talking or 
shouting, he will be distracted by the loudest person and go to 
the offender’s cell and threaten to go in and beat them with a 
baton. He will stay out of any character’s reach, however.

“There is a better future, you just gotta fight for it!”

MAKE A PLAN
 
 The crew can whisper to each other to figure out a 
way to escape the prison, at the risk of angering the guard.

 Crewmember Dice Pool: PHYSICAL + SNEAK 
 Gamemaster Dice Pool: PHYSICAL D8 + NOTICE 
D4
 Possible Assets: Not So Bad 
 Possible Complications: I Got My Eye On You

EXAMPLE RESULTS:

• Failure to Raise the Stakes: The crewmember who failed 
the roll is heard, and the guard shouts at them to shut 
up. He focuses all of his attention on the cells now, never 
looking away.

• Raise the Stakes: The crew manages to talk to each other 
without getting the guard’s attention.
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• Extraordinary Success: The guard is surprised by how 
cooperative the prisoners are being, and wonders if 
they’re really as bloodthirsty as Jack says. This can be 
used as an asset in any attempts to persuade Jack later.

Jason is a family man, proud of his role as a defender of the 
peace and of the community. However, the murder of his 
beloved captain, who he revered as a kind and helpful leader 
and personally knew, has filled him with frustration and anger 
at the alleged murderers. He is itching for a chance to carry 
out righteous justice, and barely holds back on Jack’s orders. 
Despite working for the man, Jason does not care for Jack 
or his violent nature, and certainly does not approve of his 
treatment of Angela or her imprisonment. Jack’s order to not 
harm the prisoners can be easily overridden by anger.

HOOK LINE AND SINKER
 
 A crewmember can try to provoke Jason into coming 
into their cell, saying whatever is reasonably infuriating based 
on Jason’s thoughts.

 Crewmember Dicepool: SOCIAL + TRICK, 
SOCIAL + PERFORM 
 Gamemaster Dicepool: MENTAL D6 + FOCUS D4
 Possible Assets: You’re Trapped Here With Me, 
Blind Rage
 Possible Complications: Stop Talking, My Beating 
Stick 

EXAMPLE RESULTS

• Failure to Raise the Stakes: Jason ignores them.
• Raise the Stakes: Jason goes into the cell, ready to beat 

someone with his baton.
• Extraordinary Success: Jason will be so infuriated that he 

will go into the cell without his baton, preferring to try 
and beat them with his own bare hands.

If a crewmember succeeds in tricking Jason to come into their 
cell, they can fight him. If they have a baton, the fight die is 
D6. If they are weaponless due to their rage, their fight die is 
a D4. 

WAIT ‘TIL I GET MY HANDS ON YOU

 Crewmember Dicepool: PHYSICAL + FIGHT
 Gamemaster Dicepool: PHYSICAL D8 + FIGHT 
D6/D4
 Possible Assets: A Cuffer in Cuffs, Knocked Out 
Cold, The Key
 Possible Complications: Hell of a Beating

EXAMPLE RESULTS

• Failure to Raise the Stakes: The crewmember is beaten 
and now has the complication: Hell of a Beating.

• Raise the Stakes: Jason is subdued and put in cuffs, but 
still conscious enough to speak.

• Extraordinary Success: Jason is knocked out colder than a 
frozen fish in a frozen river.

With the key, the rest of the crewmembers can be freed. If 
subdued and still conscious, Jason will resist all attempts at 
interrogation or influence; his perception of the outsiders as 
no-good bloodthirsty slickers has only been strengthened by 
the assault. If subdued or unconscious, his weapons – a pistol 
and a baton – can be taken from him.

A crewmember could try to reason with or gain sympathy 
from Jason, if they strike the right chords. Appeals regarding 
the man’s value of family or his dislike of Jack will work best. 
No matter what, he will not voluntarily give the crew any of 
his weapons. 

DO YOU HAVE A FAMILY

 Crewmember Dicepool: SOCIAL + INFLUENCE
 Gamemaster Dicepool: SOCIAL D6 + FOCUS D4
 Possible Assets: My Lips are Sealed, The Key, Know 
Your Enemy
 Possible Complications: I Ain’t Falling for Your 
City-Slicker Ways

EXAMPLE RESULTS

• Failure to Raise the Stakes: Jason will not listen to any 
other attempts at persuasion.

• Raise the Stakes: Jason will be persuaded, and let the crew 
members out.

• Extraordinary Success: Jason lets out the crew for a heroic 
cause and shows them the prison layout and guard spots.

Note that players may attempt to take Jason’s clothing and 
disguise themself. This will always fail, because the guards 
have known each other for years and there hasn’t exactly been 
a surge of new recruits. Whether the DM decides to tell this to 
any scheming players is up to them.

If unconscious or locked up or persuaded, Jason will not 
raise any alarms. If conscious but subdued and not locked 
up, he will eventually find a way to raise an alarm after the 
crewmembers leave.
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In HALLWAY A, Anna stands guard, facing the exit. She 
became a security officer because she thought it would be a 
job where she wouldn’t really have to do anything. The recent 
excitement and demand of her time is very annoying and she 
would rather just go home.

A player must have a successful roll to sneak up on her, at 
which point they can subdue her or threaten her with a 
weapon.  

SURPRISE

 Crewmember Dicepool: PHYSICAL + SNEAK
 Gamemaster Dicepool: PHYSICAL D4 + NOTICE 
D4
 Possible Assets: One Less Guard, Watch Your Step, 
Know Your Enemy
 Possible Complications: Alarm!

EXAMPLE RESULTS

• Failure to Raise the Stakes: Anna notices the crew and 
runs to hit a nearby alarm button, making all able guards 
run to her location.

• Raise the Stakes: Anna surrenders quickly, as she didn’t 
want to be here in the first place.

• Extraordinary Success: Anna gives up and will tell them 
the prison layout and guard locations if they did not get 
that from Jason. She will also warn them of a tripping 
hazard in hallway B in an attempt to please them.

Anna will offer no resistance to being cuffed or moved 
anywhere. If conscious and not locked up, she will raise the 
alarm after the crewmembers escape.

In Hallway B, some tiles are loose and the bundles of loose 
wires beneath them are scattered across the ground, making 
for an easy-to-miss tripping hazard.

If the crew has the asset Watch Your Step, no rolls are made. 

WHOOPSIE DAISY

 Crewmember Dicepool: PHYSICAL + MOVE > 8
 Possible Assets:
 Possible Complications: What was that?

EXAMPLE RESULTS

• Failure to Raise the Stakes: A crewmember falls onto the 
ground, making a loud noise that has the guard in the 
Confiscation Room come over and investigate.

SCENE TWO: GET OUTTA THE WAY

• Raise the Stakes: The crewmember catches themself, 
making no noise.

• Extraordinary Success: The crewmember catches 
themselves and does a few one-handed push ups for good 
measure, what do you want?

The guard stationed at the CONFISCATION ROOM is 
Dominique, and he has served with Jack in the military. 
He is completely loyal, and no attempts at negotiation will 
succeed. He is a hard and vicious man who was always more 
sympathetic to Jack than the captain, and is just itching to lay 
a beatdown on any outsiders wandering about. 

Dominique is standing in the doorway facing the hallway, so 
a player cannot walk into the room with him there unless they 
want to fight. If one player rushes him, Dominique will not 
use his gun; his sadistic nature will seize the opportunity to 
beat down the lone outsider with his baton. If this is the case, 
it is a fight roll.

BEAT HIM BACK

 Crewmember Dicepool: PHYSICAL + FIGHT
 Gamemaster Dicepool: PHYSICAL D8 + FIGHT 
D8  Possible Assets: One Less Guard
 Possible Complications: Hell of a Beating

EXAMPLE RESULTS
• Failure to Raise the Stakes: Dominique beats the 

crewmember with a baton.
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• Raise the Stakes: Dominique is subdued, but still 
conscious.

• Extraordinary Success: Dominique lays unmoving on the 
floor, from either unconsciousness or death.

If multiple players rush him, he will draw his gun and 
threaten to fire. If they continue rushing, he will fire. This will 
attract the attention of all guards.

BULLRUSH

 Crewmember Dicepool: PHYSICAL + SHOOT, 
PHYSICAL + MOVE, PHYSICAL + FIGHT
 Gamemaster Dicepool: PHYSICAL D8 + SHOOT 
D8
 Possible Assets: One Less Guard
 Possible Complications: Alarm!

EXAMPLE RESULTS

• Failure to Raise the Stakes: The crewmembers are injured. 
and the alarm is rung.

• Raise the Stakes: The crew manages to dodge the gunfire 
and subdue Dominique.

• Extraordinary Success: At least one crewmember gets 
to him so fast they take him out before he can fire off a 
single shot, preventing any alarm.

• Players can also distract Dominique with any plausible 
method, such as making a noise. When he comes over to 
the distraction, the players can subdue him.

IM OVER HERE

 Crewmember Dicepool: MENTAL + TRICK
 Gamemaster Dicepool: MENTAL D6 + FOCUS D8
 Possible Assets: Surprise!
 Possible Complications:

EXAMPLE RESULTS

• Failure to Raise the Stakes: Dominique is not distracted 
and does not care about the noise.

• Raise the Stakes: He is distracted and the crew get the 
jump on him.

• Extraordinary Success: Dominique comes over and is 
immediately knocked out, no fight rolls required.

If subdued, Dominique will stay silent if threatened. If not 
unconscious or locked away by the time the players leave, he 
will activate the alarm at some point after they leave.

With Dominque out of the way, the players can retrieve all of 
their confiscated weapons from the lockers within the room. 
Nothing else of interest is within the room.
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From around the corner of Hallway D, crewmembers can 
see the hallway leading to the Solitary, a cello with no bars 
or large openings, just oppressive grey walls and 2 keyslots. 
Guarding it are Kim and Tim.
Kim and Tim are twins, male and female, who became guards 
out of genuine interest in protecting people. They work well 
together and adored the foreman, who they saw as a wise 
and benevolent leader. His murder fills them with grief and 
the desire to protect the rest of their people from the savage 
outsiders. 

They see Angela’s actions as traitorous and dangerous to the 
community. However, the twins are also easily distracted.

When the players find them, Kim and Tim are talking to 
each other about the situation with the Foreman, expressing 
their grief. They are distracted; they don’t believe that some 
imprisoned outsiders could have sneaked past or stealthily got 
rid of all the other guards. Ironically, these guards are not on 
guard.

A successful sneak roll can be used to sneak up on them. Roll 
for each twin. A fight roll can be used to subdue them. Roll 
for each twin. If one twin is subdued or threatened with a 
weapon, the other twin will stand down.

GOTCHA

 Crewmember Dicepool: PHYSICAL + SNEAK or 
PHYSICAL + FIGHT
 Gamemaster Dicepool: PHYSICAL D4 + NOTICE 
D6 or FIGHT D6
 Possible Assets: Two Less Guards, Surprise!
 Possible Complications: Alarm!

EXAMPLE RESULTS

• Failure to Raise the Stakes: Kim and Tim notice or beat 
down the crewmembers and activate a nearby alarm, 
calling other prison guards to come over.

• Raise the Stakes: Kim and Tim are subdued.
• Extraordinary Success: Kim and Tim are flat-out knocked 

out flat on the flat stone floor.

There are two keys for Solitary, held by Kim and Tim, and 
they must be turned at the same time.

KIM AND TIM
When the door opens, Angela walks out, shaky and stone-
faced. She walks forward for a couple of steps before 
collapsing, hopefully into the arms of someone who will catch 
her.

She is quiet with a perpetual frown on her face. When the 
crewmembers talk to her, she speaks tersely in an exhausted 
tone.

Angela feels unable to care for her child. She tried to protect 
him and give him a better life, but everything only turned out 
worse. She has lost hope in herself and the future.

The crewmembers know that they can only leave if the hangar 
is open, which only Jack can do, so they need to stop him. 
Not only that, but they need to find the baby. If the players 
have not figured it out yet, have an NPC crew member, or 
Angela, figure out the following plan:  They also remember 
the intercom Abraham often used, and see that if Angela can 
testify to the whole colony through it, it would take away 
Jack’s credibility and control.

Unfortunately, Angela expects only failure in her hopeless 
state, and doesn’t see the point. She refuses to even try.

With the possibility of using whatever assets they have with 
Angela, the crew must talk with her and help her find the 
strength within herself.

YOU ARE STRONG

 Crewmember Dicepool: SOCIAL + INFLUENCE + 
EARNED ASSETS
 Gamemaster Dicepool: SOCIAL D6 + FOCUS D4
 Possible Assets: 
 Possible Complications:

EXAMPLE RESULTS

• Failure to Raise the Stakes: Angela remains unconvinced. 
Multiple attempts can, and should, be made until she 
believes in herself.

• Raise the Stakes: Angela realizes the importance of what 
she’s done, that she started this whole chain of events for 
her son, that she had the strength to be brave and she has 
the strength to finish what she’s started.

• Extraordinary Success: Same as Raise the Stakes.

I’M NOT STRONG ENOUGH
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Zoe also talks to Angela, giving her a heart-to-heart in 
which Zoe confesses that a lot of the spite toward her was 
undeserved. More importantly, she talks about how strong 
Angela is, and how strong Angela can be. She’s been trying so 
hard to fight for this child, despite all of the danger, and Zoe 
respects that. She inspires Angela to not give up, and to fight 
against Jack.

Before they leave, Angela suggests locking Tim and Kim in 
solitary if the players have not done so already. At this time, 
the GM should check the condition of all of the guards. If any, 
besides a persuaded Jacob, are conscious and not locked away, 
they will trigger the alarm sometime after the players leave the 
prison. When, is up to the GM.
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INT. CAPTAIN’S QUARTERS

The quarters is large, full of overturned chairs and
bookshelves. Empty beer bottles still litter the floor. Yet,
the large, plush chair in front of a window is empty now.
Furniture is overturned, and from a wall, the weary eyes of
Captain Souza, courtesy of one large painting, stares out
over his colony, his painted frown brooding and his eyes,
sad.

Wash hides behind an overturned bookshelf.

JACK strides triumphantly into the room. No one is in sight.
He rolls his eyes and blasts gunfire at a desk; it is turned
into smithereens. No one is behind it.

JACK
Come on! I know you’re in here. Its
only a matter of time til’ I
getcha.

He shoots at a heavy piece of equipment; in a few moments,
its nothin but ash. Jack yells louder.

JACK
Running out of places to hide! But
that’s all you can do isn’t it,
hide, and run? That’s all you’ve
been doing since you got on here,
hiding and running away, like a
filthy rat. Don’t know what the
bitch Angela sees in you.

WASH
Well you know, not being a
bloodthirsty tyrant gets me some
points.

Jack turns to see Wash, now standing from his hiding place
and walking into full view.

WASH
As well as not being a pathetic,
abusive bastard.

JACK
Oh, you’d know something about
"pathetic", wouldn’t ya? Hoban
Washburne, pilot of a rundown ship
with a rundown crew, scurrying
around my colony like rats.

(CONTINUED)
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CONTINUED: 2.

WASH
I thought Captain Souza owned this
colony. That man was a real leader.

JACK
The man was a real fool. He was a
fool for letting you stay here, and
now look at what’s happened.

Jack looks at the portrait of the Captain, its weary acrylic
eyes seemingly looking down upon him with a judging look.

WASH
I think this is the part where i’m
supposed to outsmart you, or find
some way to broker peace, or appeal
to your sense or your ego.

JACK
Oh really? You gonna follow up on
that?

WASH
No. After everything you’ve done,
to my crew, to Angela...I just want
to hurt you.

Jack laughs, pointing his gun at his rival.

JACK
You couldn’t hurt me if I had my
hands tied behind my back. Look at
you. You’re the coward. You’re the
loser. You’re a brave hero like
your captain, not a great warrior
like your wife, and you’re
definitely not a genius like your
engineer girl. You wondering why I
haven’t killed you yet? If you were
Mal or any other of your crew
mates, I would have gunned you down
on the spot. But I haven’t. You
know why?

WASH
....I’m not a threat.

JACK
Exactly. I KNOW you can’t hurt me.
You’re just a joke. Pathetic. I
guess that’s why Angela likes you;
two pathetic people getting it on.

(CONTINUED)
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CONTINUED: 2.

WASH
I thought Captain Souza owned this
colony. That man was a real leader.

JACK
The man was a real fool. He was a
fool for letting you stay here, and
now look at what’s happened.

Jack looks at the portrait of the Captain, its weary acrylic
eyes seemingly looking down upon him with a judging look.

WASH
I think this is the part where i’m
supposed to outsmart you, or find
some way to broker peace, or appeal
to your sense or your ego.

JACK
Oh really? You gonna follow up on
that?

WASH
No. After everything you’ve done,
to my crew, to Angela...I just want
to hurt you.

Jack laughs, pointing his gun at his rival.

JACK
You couldn’t hurt me if I had my
hands tied behind my back. Look at
you. You’re the coward. You’re the
loser. You’re a brave hero like
your captain, not a great warrior
like your wife, and you’re
definitely not a genius like your
engineer girl. You wondering why I
haven’t killed you yet? If you were
Mal or any other of your crew
mates, I would have gunned you down
on the spot. But I haven’t. You
know why?

WASH
....I’m not a threat.

JACK
Exactly. I KNOW you can’t hurt me.
You’re just a joke. Pathetic. I
guess that’s why Angela likes you;
two pathetic people getting it on.

(CONTINUED)
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WASH
Then why?!

JACK
...What?

WASH
You said Angela was pathetic. If
that’s true, why is she choosing me
over you?

[ Beat. ]

WASH
You’re right, I’m not a brave like
Mal, I can’t kick ass like Zoe,
hell I have trouble operating the
damn toaster sometimes so I sure as
hell ain’t like Kaylee. But that
doesn’t mean I’m nothing! I don’t
know what I am, but I am something,
and a hell of a lot of it. If I’m
so pathetic, why is Angela choosing
me over you? Why did she trust me
with your baby?

JACK
Shut up!

WASH
She’s been married to you for years
now, and that is a hell of a lot of
time to know someone well! She
knows you, deep down to your core,
and I’m just the sweetheart she met
when she was a kid, but she chose
me over you in a heartbeat!

JACK
I’ll shoot you down like -

WASH
Like what?! I thought I wasn’t a
threat to you Jack, are you going
to take that back by shooting me?!
You’re jealous of me, Jack. Angela
chose me over you and she trusted
me with your baby. That’s why you
hate me so much. Because I am the
biggest threat to you on this ship.

Jack fires, a laser zooming just past side of Wash’s face.

(CONTINUED)
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CONTINUED: 4.

JACK
You shut up right now. You said it
yourself, you’re nothing like your
crew! You’re not brave, you’re not
strong, you’re not smart! A threat!
D-don’t make me laugh! You get on
your knees this instant!

WASH
But it wasn’t just Angela who chose
me, was it?

Another laser fires, nearly vaporizing the skin off of
Wash’s cheek.

WASH
You’ve known the captain almost
your whole life. You’ve worked with
him, you’ve dreamed with him,
you’ve helped him and he’s helped
you. He knows you better than
anyone else in all of space. But.

Jack aims directly at Wash’s face.

WASH
When it came to the baby. When it
came to Angela. He chose me. Over
you. So you killed him.

JACK
DAMN RIGHT I KILLED HIM! AND I’D
KILL HIM AGAIN AND AGAIN AND AGAIN!
HE CHOSE YOU OVER ME?! HE CHEATED
ME, HE BETRAYED ME! I’LL KILL YOU,
I’LL KILL ANGELA, I’LL -

JACK(INTERCOM)
DAMN RIGHT I KILLED HIM!

Jack looks around. The words repeat over and over. Wash
smiles.

Brandon Kirkley

88



Brandon Kirkley
Ender’s Game. Dir. Gavin Hood. Perf. Harrison Ford, Asa 
Butterfield, Hailee Steinfeld. 

Summit Entertainment, 2013. Screenshot. Picture of Harrison 
Ford from film

“Picture of Asteroid Base.” Star Citizen. Roberts Space 
Industries. Web. 8 Apr. 2016. 

 Weis, Margaret, Joss Whedon, Andrew Pergrine, Monica 
Valentinelli, and Nicole 

Wakelin. Echoes of War: Thrillin’ Heroics. Print. (Setting, 
Character Sheets, Fonts, and Backgrounds)

Serenity. Dir. Joss Whedon. By Joss Whedon. Prod. Barry 
Mendel. Perf. Nathan Fillion, 

Gina Torres, Alan Tudyk, and Morena Baccarin. Universal 
Pictures, 2005. 

Open Grave. Dir. Gonzalo Lopez Gallego Perf: Sharlto Copley, 
Thomas Kretschmann, 

Josie Ho. Atlas Independent, 2014. Sceenshot. Picture of 
Sharlto Copley from film

CITATIONS

89



90


