Serenity: Firefly Adventures Roleplaying Game
Episode Title: “No Good Deed”

Synopsis:

The heroes have been drawn to Arcadia, where they have heard ships going back and forth between the Central Core planets and the border worlds of the Near Rim often stop over, and where a rich businessman named John Colt buys and sells discounted used ships.  Each of them is looking for work aboard a ship or to acquire a ship.  They meet while hanging out in the saloon and have to join together to deal with a pair of ruffians trying to provoke a fight.  Arcadia’s sheriff, Frank Bell, shows up belatedly and sorts out what happened with the heroes.  When they learn from the sheriff that most ship business is handled by John Colt, the heroes must seek him out—but will learn that they probably can’t afford his terms.  They’ll also meet his daughter Julia, who handles most of the paperwork.  Colt needs to think about the heroes’ offer and promises to meet with them in the saloon the next day.
However, that night John Colt’s past catches up with him.  During the Unification War, he was a smuggler for the Independents and made a fortune running Alliance blockades.  He crossed one Alliance officer is particular, who never forgave him.  That officer is now a judge in the Core, and he has arranged for a lawful bounty to be put on Colt for trumped-up war crimes.  Three bounty hunters arrive in Arcadia, armed and intending to bring Colt in.  They burst into the saloon the next day during the heroes’ meeting with Colt and roughly try to apprehend him.  Either the heroes or the sheriff must force the bounty hunters to back down.  Instead, they raid his dealership and abduct Julia!  Colt offers to do business with the heroes if they can get Julia back from the bounty hunters.  The bounty hunters’ only term, of course, is to trade Julia for Colt.  Sheriff Bell, meanwhile, is caught in the middle—the bounty hunters are breaking the law by kidnapping Julia, but he can’t legally stop them from enforcing the warrant on Colt.  If the heroes want to Colt to lease them a ship, they will have to figure out a way to get Julia back from the bounty hunters without letting them take Colt away and without provoking Sheriff Bell.

Setting: Arcadia is a small town on the third moon of Athens that serves as a way-station for light-freighter traffic heading to the central core.  With lots of wide open space surrounding the town, Arcadia has sizable landing strips serviced by a garage with reasonable mechanics.  The rest of Arcadia has been built up around this business.  There is a general store, an open-air market, an inn, a rough saloon, a traveler’s restaurant, a coral for cattle in transit, and John Colt’s used spaceship dealership.  Arcadia also has a small sheriff’s office.  Arcadia’s moon is run somewhat ineptly but honestly by a small council elected from the moon’s settlements.  Each settlement elects a sheriff who enforces the council’s laws.
Adventure Difficulty: This episode is a good introductory adventure for a new party of heroes.  It should challenge a group of 3-4 characters who are all around 2nd level.  If the party is stronger, add in one more bounty hunter (just clone “Rip” and call him “Orin”) who will stay with their scout spaceship and won’t reveal himself until the kidnapping scene.  In terms of experience, this episode lets the heroes face a CR 5 opponent (Derrick), a CR 4 opponent (Turk), a CR 2 opponent (Rip), two CR 1 opponents (the saloon ruffians), and a CR 2 character (Sheriff Bell, for whom the heroes earn experience if they win him over to their side in Scene 1).  The GM also should grant a fair “story XP bonus” if the heroes successfully help John and Julia Colt.
Featured Characters:

John Colt (Male, age 51), Fast 1/Charismatic 1:

HD 1d8+1d6; hp 11; Init +1; Spd 30; Def 14 [10 +3 Class +1 Dex] (touch 10, flat-footed 13); Rep +5; BAB +0; Atk -2 melee or +1 ranged; SA none; SV Fort +1, Ref +3, Wil +2; Str 7, Dex 13, Con 11, Int 11, Wis 14, Cha 16.

Skills:
Bluff 2 ranks, Diplomacy 2 ranks, Drive 4 ranks, Hide 2 ranks, Knowledge (business) 3 ranks,

Knowledge (streetwise) 4 ranks, Pilot 4 ranks, Profession 4 ranks, Read/Write (Mandarin Chinese) 1 rank,

Speak (Mandarin Chinese) 1 rank
Feats: 
Simple Weapons, Personal Firearms, Renown

Equipment: leather browncoat, pump-action shotgun [both are kept at his dealership]
Julia Colt (Female, age 22), Smart 1:

HD 1d6; hp 7; Init +1; Spd 30; Def 11 [10 +0 Class +1 Dex] (touch 10, flat-footed 10); Rep +1; BAB +0; Atk -1 melee or +1 ranged; SA none; SV Fort +1, Ref +1, Wil +1; Str 8, Dex 13, Con 12, Int 14, Wis 10, Cha 15.

Skills:
Computer Use 4 ranks, Craft (mechanical) 2 ranks, Decipher Script 4 ranks, Forgery 4 ranks,

Investigate 4 ranks, Knowledge (business) 4 ranks, Knowledge (streetwise) 4 ranks, Profession 4 ranks,

Repair 4 ranks, Research 4 ranks, Search 4 ranks, Read/Write (Mandarin Chinese) 1 rank,

Speak (Mandarin Chinese) 1 rank

Feats: 
Simple Weapons, Educated, Meticulous
Frank Bell (Male, age 38), Strong 1/Dedicated 1:

HD 1d8+1d6; hp 15; Init +0; Spd 30; Def 15 [10 +2 Class +0 Dex +3 Equipment] (touch 12, flat-footed 15); Rep +1; BAB +1; Atk +4 melee [1d6+2 punch] or +1 ranged [2d6 revolver]; SA Melee Smash, Skill Emphasis (Spot); SV Fort +4, Ref +0, Wil +2; Str 15, Dex 10, Con 14, Int 8, Wis 13, Cha 12.

Skills:
Climb 2 ranks, Jump 2 ranks, Knowledge (civics) 2 ranks, Profession 2 ranks, Spot 2 ranks, Swim 2 ranks
Feats: 
Simple Weapons, Personal Firearms, Armor (light), Brawl
Equipment: undercover vest, medium revolver (charged firearm 19-20 crit)

Derrick Keel, bounty-hunter leader (Male, age 32), Fast 2/Charismatic 2:

HD 2d8+2d6; hp 27; Init +3; Spd 35; Def 18 [10 +5 Class +3 Dex] (touch 18, flat-footed 15); Rep +2; BAB +2; Atk +5 melee [1d3-1 punch, 1d4 knife] or +5 ranged [2d4+1 pistol]; SA Increased Speed, Coordinate; SV Fort +4, Ref +7, Wil +0; Str 8, Dex 16, Con 14, Int 13, Wis 10, Cha 12; Action Points (2).
Skills:
Bluff 4 ranks, Balance 3 ranks, Diplomacy 4 ranks, Escape Artist 4 ranks, Gather Information 3 ranks,

Hide 3 ranks, Knowledge (streetwise) 4 ranks, Move Silently 3 ranks, Navigate 3 ranks, Pilot 4 ranks,
Tumble 8 ranks
Feats:
Simple Weapons, Personal Firearms, Starship Operation (Ultralight), Dodge, Weapon Finesse,
Quick Draw, Agile Riposte 
Equipment: knife (masterwork +1 damage), light autoloader (charged firearm 19-20 crit), John Colt’s cortex warrant
Turk, bounty-hunter muscle (Male, age 30), Strong 3:

HD 3d8; hp 21; Init +2; Spd 30; Def 16 [10 +2 Class +2 Dex +2 Equipment] (touch 12, flat-footed 14); Rep +0; BAB +3; Atk +5 melee [1d3+3 punch, 2d6+3 katana] or +5 ranged [2d8 shotgun]; SA Ignore Hardness, Melee Smash; SV Fort +4, Ref +3, Wil +1; Str 15, Dex 14, Con 13, Int 8, Wis 12, Cha 10; Action Points (1).
Skills:
Climb 2 ranks, Jump 2 ranks, Knowledge (streetwise) 4 ranks, Intimidate 2 ranks
Feats: 
Simple Weapons, Personal Firearms, Armor (light), Exotic Melee Weapon (katana), Power Attack, Sunder
Equipment: long trench coat (concealing), light undercover shirt, katana, sawed-off shotgun
Rip, bounty-hunter bruiser (Male, age 24), Tough 1:

HD 1d10; hp 12; Init +1; Spd 30; Def 14 [10 +1 Class +2 Dex +1 Equipment] (touch 13, flat-footed 12); Rep +0; BAB +0; Atk +3 melee [1d6+2 punch] or +1 ranged [2d6 machine pistol]; SA Second Wind; SV Fort +3, Ref +2, Wil +1; Str 14, Dex 13, Con 15, Int 10, Wis 12, Cha 8.
Skills:
Climb 2 ranks, Drive 2 ranks, Intimidate 2 ranks, Kn. (streetwise) 2 ranks, Spot 2 ranks, Survival 2 ranks
Feats: 
Simple Weapons, Personal Firearms, Advanced Firearms, Brawl

Equipment: leather coat, machine pistol
Scene 1: In the Black Comet Saloon

	The Black Comet Saloon is a rough, grimy place, not too large but spacious enough to house a couple dozen drinkers at its long, straight bar or the four little tables around the room.  You’ve been sitting a spell in the saloon, having arrived in Arcadia a short while ago.  Arcadia is a small wayfarers’ town on the third moon of Athens—a safer moon than the fourth, which is virtually owned by a corrupt businesswoman named Patience.  There are other little towns on the third moon, but Arcadia is the place that draws the off-world traffic: the town is a way-station for light freighters passing back and forth between the Central Core and the border worlds of the Near Rim.  With lots of flat, wide open spaces for landing a spaceship, it was a natural place for somebody to build a little supply town with a general store, an open-air market, and a repair garage to service and refuel the ships.  There’s even a public corral, where cattle is transit to other worlds can be temporarily housed.
Yeah, Arcadia is a nice little racket, and you’re hoping to see a piece of the action.  Word spread around the Near Rim that this is a good place to pick up work on spaceships, or to pick up a spaceship of your own.  A few spaceships stop by Arcadia every day, and it’s a decent bet at least one of them has a crew opening.  There is also a spaceship dealership on the outskirts of town, and rumors has it that the proprietor has a knack for picking up used spaceships on the cheap, if not always perfectly legally.  He might have a used ship for sale at a reasonable price.

You’ve come to the saloon for a drink and to relax, but you’re not alone.  It’s a slow day at the saloon—there’s just one quiet bartender on duty.  A couple of rough-looking men in heavy gray jackets are sitting at the back corner table, pounding drinks.  Other than that, the only other people in the saloon are sitting with you at the bar.  They look like they are in your same situation—recently arrived off-worlders come looking for spaceship work or a spaceship of their own.  Seems like they might be good folks to get to know.  There’s a holographic pool table across from the bar—that might be a fun way to unwind and make some new friends.


Give the heroes a few minutes to meet at the bar and make friends of each other.  If they don’t ask first, the bartender will approach them after a spell and suggest that they play some pool.

The two men in the corner (Mack and Finn) are a pair of crooks.  They hang out in wayfarer towns like this, hustling people in cards or holo-pool.  They will approach the group and suggest that they all kill some time gambling—they’ll suggest holo-pool first, but if turned down they will produce a set of dice and suggest craps.  If the heroes still refuse, they will taunt them and try to goad them into playing.  The whole point is to get the heroes to lay up some platinum as a bet, then try to cheat to win or pick a brawl if they lose.  The ruffians don’t carry guns (they know that drawing on another person is an assault crime on this moon), but they do carry brass knuckles in their pockets which they’ll use if they really want to draw blood.
Mack and Finn, ruffians (Male, age 36 and 32), Tough 1:

HD 1d10; hp 12; Init +1; Spd 30; Def 13 [10 +1 Class +1 Dex +1 Equipment] (touch 12, flat-footed 12); Rep +0; BAB +0; Atk +3 melee [1d6+2 punch, 1d6+3 brass knuckles] or +1 ranged; SA Remain Conscious; SV Fort +3, Ref +1, Wil +0; Str 15, Dex 13, Con 14, Int 12, Wis 10, Cha 8; Action Points 1.

Skills:
Bluff 2 ranks, Gamble 2 ranks, Knowledge (streetwise) 4 ranks, Spot 2 ranks, Survival 2 ranks

Feats: 
Simple Weapons, Personal Firearms, Brawl, Toughness
Equipment: leather coat, brass knuckles

When fisticuffs break out, the bartender will run across the street to the sheriff’s office to fetch Frank Bell.  Sheriff Bell will rush in and try to break up the fight.  He’ll knock around anybody who resists, but he’ll only draw his gun as a last resort.  Mack and Finn will back off after trying to get in one last good lick, and then try to bluff the sheriff and blame the heroes for starting the fight.  The heroes will need to convince Bell that they are the aggrieved party (Diplomacy, Bluff to oppose the ruffians’ Bluff check).  If the heroes succeed, he’ll tell the ruffians to get out of town.  If the heroes fail, he’ll pull them off to the sheriff’s office to threaten them with jail.
The sheriff will end up talking with the heroes, either in the saloon after kicking out the ruffians or in his office.  Frank Bell has lived in the area all his life and knows the score.  He’ll tell the heroes (either as a friendly favor if they won him over or as a way to get them to leave Arcadia if they angered him) that most ship business that passes through the town is handled by John Colt, the wealthy owner of the used ship dealership: Colt owns the ground used for landing fields, so he controls access to the visiting ships.  If anybody wants to seek out work aboard visiting ship, and of course if they want to try to buy a ship themselves, they need to talk with Colt.
Scene 2: Visiting the Dealership
	The used-spaceship dealership on the outskirts of town isn’t anything fancy: just a basic brick office building in the front and a nice, big, two-story house out back.  Its real advantage is being adjacent to a huge swath of flat ground that has been turned into spaceship landing zones.  A few used ships are clustered together in a circle—a clunky orbital shuttle, a beat-up old Trans-U bulk freighter, and a Firefly-class light transport—probably the dealer’s current inventory.  A few other vessels are parked on the flat ground beyond, visiting ships paying a call to Arcadia.

You make your way into the brick office building, and the first thing you’re struck by is all the paperwork.  Droves of flight schedules, fueling agreements, used-ship lease documents, and a variety of bills are stacked on a couple tables.  There is a private office in the back of the room.  Curiously, hanging on the wall in a framed, air-tight case is a beat-up old brown leather coat.  At a desk in the front sits an attractive woman with long, dark hair in her early 20s.  She looks up as you enter and says with a little smile, “Welcome to Colt’s Dealership and Spaceship Supply.  I’m Julia Colt.  How can I help you?”


Julia just handles paperwork, background checks, and machine repair for her father.  John handles all the negotiating.  Julia will call out her father if the heroes bring up business.

	Julia turns around and calls out, “Dad, you’ve got some folks needin’ to talk with you.”  The door to the back office swings open a moment later and out strides a gray-haired man in his early 50s, short and a bit frail but still thin and healthy.  He walks briskly over to Julia’s side and extends his hand to shake yours.  “Nice to meet you,” he says with a friendly smile, wrinkling his aging face.  “I’m John Colt, proprietor.  So what brings you to Arcadia?”


Colt will happily chat with the heroes about the three ships he has for sale (“Inventory has been a bit low this month, sorry I don’t have a bigger selection for you”).  He’ll also mention that he sells fuel and basic spaceship systems and gear, though not weapons (“Hey, this ain’t an arms market! We’re not looking for trouble with the Alliance”).  If anybody asks about the brown coat, he’ll smile wistfully and answer evasively (“Oh, just a souvenir from my younger days.  Today it’s just decoration”).  It will take Diplomacy (DC 15) for the heroes to convince John that they’re sympathizers and get him to talk about his days with the Independents.
John is asking steep prices for his used ships: Purchase DC 39 for the shuttle, 45 for the Firefly, and 48 for the Trans-U.  An appropriate Knowledge check (DC 10) will tell the heroes that these are very high prices for used ships (“Sorry, folks, but I told you supply has been real limited in recent months.  With demand so high, it drives prices up”).  The heroes can’t afford such prices, but they can try to bargain, ask for a loan, or arrange a lease if they convince John they’re earnest (Diplomacy DC 10, +4 if they won him over talking about the Browncoats).  John will promise to think over their situation and meet with them tomorrow at noon at the Black Comet Saloon to let them know his decision.
Scene 3: Interrupted Meeting

	You stay overnight in Arcadia’s inn, a big wooden boarding house with a couple dozen rooms.  Fairly nice, fairly comfortable, decent food, but a bit overpriced.  Late in the morning you meet up with your new friends and head over to the saloon to wait your noon meeting with John Colt, who hopefully will have some good news for you about acquiring a ship or at least some work aboard one of the visiting freighters.
The saloon is deserted today except for the faithful bartender, standing behind the bar cleaning dirty glasses used last night.  All of you are seated at one of the little tables when John Colt comes striding in at noon, as promised.  “Good day, folks!” he says with a beaming smile.  Hard to say whether this is good news or bad news—you got a feeling that a man like Colt is used to beaming this smile either way.


John will sit down at the table and order up a beer for everyone.  He’ll then begin to casually reveal his decision.  If the heroes impressed him in the previous scene, he’ll explain that he just can’t sell them a ship (“I ain’t running a charity, friends”) but that he really would like to help them out (“Maybe I could rent you a ship, if you come up with just a little more capital” or “I’m sure I can line you up with some freighter work to earn some more capable for a downpayment on your own ship later on”).  If the heroes failed to impress him, he’ll explain that a ship is just beyond their means (“Sorry, folks, but without more capital no-one in the ’Verse is gonna just sell you a ship”) and that they should move on from Arcadia (“Visit Julia back in my office later, and she probably can line you up temporary work on a freighter.  For a small fee, of course”).  But, before anything can be finalized, the bounty-hunters burst into the saloon…

	The saloon doors suddenly swing open, letting in a quick blast of hot wind and a bright flash of daylight from outside.  Two men walk in, their heavy boots clanking on the floor as move about studying faces carefully.  One man is a big fellow with short black hair and pock-marked swarthy skin; he wears a hulking dark trench coat, concealing and bulky.  The other man is much better looking, with curly blond hair and blue eyes, but much smaller, quick-moving and wiry; he is dressed more stylishly in gray slacks, white shirt, and a dark-blue vest, with a sheathed hunting knife hanging at his side.  The smaller man holds a cortex data sheet in his left hand: he glances down at it, fixes his gaze on John Colt, and storms over to your table, the burly man in the dark trench coat right behind him.

“John Colt?” he asks in a light, cold voice.  Colt looks surprised and barely has time to stammer, “Yes…”  The man in the vest turns the cortex data sheet around, displaying a very old face shot of Colt and the notice of a warrant for his arrest, issued by a judge on Ariel.  WANTED: JOHN COLT, FOR WAR CRIMES DURING THE UNIFICATION WAR, DEAD OR ALIVE.  The reward is substantial.  The man lowers the data sheet and calls out, “John Colt, you are bound by law to stand down.”  He adds with a sneer, “We’re taking you in, bounty head.  Get up and step away from your little friends, and nobody has to get hurt.”  The big, dark man just snorts.
Colt immediately stands up but says by his chair.  “There must be some mistake!  The war ended six years ago—how come I aint’ heard about this before?”

Derrick Keel answers, “The warrant was issued just a couple months ago, and it took us some time to track you down, old man.  Now step away from the table!”

“Who posted the bounty?” Colt asks, leaning in to stare at the cortex data sheet.  He jerks back, eyes wide and complexion pale.  “Gorrammit,” he curses, trembling.  “That ruttin’ paycock is now a judge!”  Colt raises his hands, pleading with the bounty-hunters: “This ain’t fair, boys.  That judge was a Purple-belly officer during the war, and back when I was runnin’ blockades for the Independents I embarrassed him something fierce.  He’s just out for revenge, misusing the law for his own ends…”
The bounty-hunter rolls his eyes, grabs Colt’s chair, and knocks it over.  He growls, “We don’t care, old man!”
The hulking bounty-hunter drops his hand to his trench coat, opening the one front button that had been closed.  Both bounty-hunters take a menacing step closer to Colt, who turns to look at you helplessly.


John Colt will do anything to resist arrest.  If the heroes don’t naturally come to his aid, he’ll offer to make it worth their while.  Derrick Keel and Turk will grab Colt and start roughing him up, and they will even threaten to kill him since the bounty is dead-or-alive.  If even this threat of cold-hearted violence doesn’t provoke the heroes to help, Sheriff Bell will come rushing in (“What’s all this here commotion?”) and intervene on Colt’s behalf.  (Likewise, if the heroes start brawling with the bounty-hunters and lose, Bell will rush in to save them.)  The bounty-hunters aren’t yet prepared to take on the town’s law-man and will back away (“You can’t stop us from collecting a legal bounty head, law-man!  This ain’t over!”).
Rip (and a fourth bounty-hunter, if the GM wants to upgrade the adventure difficulty) remain outside the saloon.  All three bounty-hunters have collar transmitters and can radio each other, and Keel might call in a third bounty-hunter for back-up.  In most cases, though, Rip is positioned outside Colt’s office, where the bounty-hunters first came and found out from Julia that her father was in the saloon.  When Derrick and Turk leave the saloon, they will radio Rip to go back to Colt’s office, abduct Julia, and bring her to their scout ship parked outside.

Scene 4: Kidnapped!

The rest of this adventure should unfold in a fast-paced manner.  Colt will return to his office (perhaps with the heroes in his company) and learn that Julia has been kidnapped (a note reads, “Let’s trade, old man”).  Colt will promise to reward the heroes (running back to them if they stayed in the saloon) if they help him rescue Julia and prevent the bounty-hunters from taking him in.  Use the following elements to guide the scene:
· Sheriff Bell is legally powerless.  He’s got no evidence to search the bounty-hunter’s ship, and he’s outgunned anyway.  Bell might help the heroes but won’t act on his own.  He prefers that the bounty-hunters are chased away, at worst only hurt.  He might countenance violence again them, but he can’t legally sanction killing them.
· Colt loves Julia dearly and will do anything to save her.  He keeps a shotgun in his office, and he’ll put on his old brown coat and take up the gun to fight the bounty-hunters.  Colt will make any promises (even if he can’t fulfill them later), and will put his full resources at the heroes’ disposal to save Julia.  Arcadia has a repair garage, a general store, and a market where most basic tools or supplies can be purchased—and this may allow clever heroes to build machines or trick props that might help.
· The bounty-hunters are open to negotiation, but they aren’t honest.  They’ll happily take a bribe or a ransom, but they’ll still try to capture or kill Colt—and the heroes too.

· The bounty-hunters’ scout ship is parked on the far side of the landing zone, by surrounding wooded hills.  The ship has a single rail cannon (6d12 damage) on a turret, which they can use to fend off anyone trying to storm their ship.  Their hold also contains a 4-wheeler cargo hauler, which they use to get around the town.  There is nothing stopping the bounty-hunters from launching at any time, and they can use their scout ship to make a quick getaway.  They aren’t afraid of using violence because they know they can quickly escape this moon.
· The riskiest option for the heroes is to try to infiltrate the scout ship (requiring Hide and Move Silently checks, and Computer Use/Disable Device checks to overcome the entry and security systems); in a gun fight aboard the ship, Julia is likely to be killed.  The safer option is to try to arrange an exchange on neutral ground (and the town’s cattle corral is a perfect spot), and then hit the bounty-hunters with a ploy that turns the tables on them.  The bounty-hunters will at least try to intimidate their opponents with violence before giving up their bounty.
· Wherever the confrontation takes place, the GM should make sure that the area has plenty of places to hide (side rooms, corners) and plenty of cover (fences, barrels, water troughs, low walls) for the heroes to use.
Resolution: If the heroes save the Colts, John will thank them profusely and reward them with a fair monthly lease (Purchase DC 22) on the used Firefly (or find them good work).  If the heroes can’t afford to make an initial Wealth check, he’ll let them pay starting next month.  He may even have an idea for the first job they can do to earn some Wealth…
“No Good Deed” Part II

If the GM wants to expand the adventure, John Colt can provide the heroes with their first job using their newly leased ship.

Synopsis:


Twelve days ago the Carthago, an ultralight courier ship, was intercepted in deep space by a Reaver ship, and its crew was butchered.  Before they were taken they did manage to active their emergency beacon, which eventually drew the attention of ships passing in the distance.  One ship was the Winchester, an Alliance light patrol ship manned by marshals, out on a cruise looking for derelict ships.  It reached the Carthago four days ago, spent some time circling and scanning the derelict, and then sent some marshals aboard.  A deep-space hauler whose captain is a friend of John Colt picked up the distress beacon and passed the Carthago while the Winchester was scanning it.  Seeing that an Alliance ship was already present, the hauler didn’t dare stop and just continued on to Arcadia, where the captain meet with John Colt three days ago and told him the story.  Colt and his friend suspect that the Winchester stayed around only long enough to investigate and then left to report back to base—if a ship were to get to the Carthago quickly, before a bigger Alliance towing ship can retrieve it, there may yet be some good pickings to salvage aboard the derelict, since the marshals probably took nothing.  Colt can provide the heroes navigational coordinates, if they save him a cut of the salvage.

Colt’s friend couldn’t be more wrong.  The Reaver ship left the next day the slaughter aboard the courier-ship, but they purposefully left the distress beacon active—and they left one Reaver behind to carry out the trap.  For whatever strange reasoning motivates the Reavers, this remaining Reaver is planning on fighting to the death and dealing out as much pain as he can first, and the Carthago has been booby-trapped to help him.  The Winchester docked with the courier’s starboard airlock and sent four men aboard, but the marshals were attacked by the Reaver; one man was killed, another hurt, and the group scattered.  One man tried to flee back to the Winchester—and when he re-opened the airlock, he set off an explosive triggered by the interior control.  The airlock in the Carthago was sealed, but a shaped charge blasted apart the Winchester’s airlock, breached the hull, and destroyed the ship through explosive decompression.  The wreck of the Alliance marshal ship is now drifting through space away from the Carthago, leaving behind a debris trail.  Two marshals remain aboard the courier, trapped and wounded, and for the past four days they have been stalked by the Reaver…
Setting: This part of the adventure is one long running scene in the space around the Carthago and aboard it.  The courier ship is an ultralight vessel, so it is fairly small: perhaps 100 feet long by 50 feet wide.  The GM is free to make up any floorplan desired, or to borrow a generic map from any RPG book featuring spaceship floorplans—just make sure the floorplan has plenty of corridors with halls, corners, and interconnected side rooms (there needs to be space for the Reaver to play cat and mouse with his victims.
Adventure Difficulty: This part of the adventure is a good continuation for a beginning party that has experienced a little advancement.  It should challenge a group of 3-4 characters who are all around 3rd level.  If the party is above this, consider adding giving the Reaver opponent maximum possible hit points, or even giving him another level or two of the Tough class.

Featured Characters:
The Reaver (Male, age 29), Tough 4/Strong 3/Fast 1
HD 4d10+4d8; hp 65; Init +2; Spd 35; Def 20 [10 +8 Class +2 Dex] (touch 20, flat-footed 18); BAB +6/1; Atk +9/4 melee [1d6+5 cleaver] or +8/3 ranged [2d8 shotgun/2d12 stun rifle]; SQ Rage (+4 Str & Con, -2 Defense), Iron Will (bonus feat) ;SA Remain Conscious, Damage Reduction 1/-, Improved Melee Smash (+2), Increased Speed; SV Fort +8, Ref +5, Wil +5; Str 16, Dex 14, Con 15, Int 12, Wis 12, Cha 8; Action Points (4).
Skills:
Climb 2 ranks, Concentration 2 ranks, Drive 2 ranks, Hide 5 ranks, Intimidate 4 ranks, Listen 5,

Move Silently 5 ranks, Spot 6 ranks, Survival 2 ranks
Feats:
Simple Weapons, Personal Firearms, Power Attack, Combat Reflexes, Great Fortitude, Dodge, Mobility,
Spring Attack, Iron Will
Equipment: cleaver (crit 19-20), sawed-off shotgun, Alliance stun rifle (taken from the dead marshal), leg holster (for shotgun), hip holster (cleaver)
Officers Connolly and Feng (Males, ages 24 and 25), Strong 1

HD 1d8; hp 10 (each has 2 remaining); Init +1; Spd 30; Def 17 [10 +1 Class +1 Dex +5 Equipment] (touch 12, flat-footed 16); BAB +1; Atk +4 melee [1d6+2 punch] or +1 ranged [2d6 revolver]; SA Extreme Effort; SV Fort +3, Ref +1, Wil +1; Str 15, Dex 12, Con 14, Int 8, Wis 13, Cha 10.

Skills:
Profession 2 ranks, Listen 1 rank, Search 1 rank, Spot 1 rank
Feats: 
Simple Weapons, Personal Firearms, Armor (light), Armor (medium)
Equipment: light duty vest, Alliance stun rifle
Introductory scene:
	You come up on the navigational coordinates provided to you, and sure enough your ship’s communication panel lights up as it receives a nearby distress signal.  A quick radar check verifies a small vessel slowly adrift out in the black.  The distress signal does indeed identify the derelict as the private courier ship Carthago.


If the heroes think to use their scanners (Computer Use, DC 10), they can get more information:

· the ship still has power and internal heat, it is just adrift (its engines are non-functional)

· the starboard airlock looks to be destroyed (though the port airlock appears to be in perfect

· there is a debris trail floating off into the distance away from the starboard airlock.
· if scanners aren’t used, everybody can make Spot checks (DC 15) to visually notice clues

If the heroes follow the debris trail, they will find the wreck of the Winchester:

	The scattered field of small metallic fragments leads several thousand kilometers away from the Carthago.  Finally your ship comes up on the source: the crumpled wreck of a small Alliance patrol ship!  The hulk is hurling away from the Carthago at several dozen kilometers an hour simply continuing under inertia.  As your ship overtakes the wreck, you can faintly make out a name on the crushed side: Winchester.  The Winchester is obviously destroyed, and certainly nobody could be left alive on it.


Skill checks can reveal more information:

· Knowledge (technology), DC 10: this is a patrol vessel used by Alliance marshals to search for derelicts or ships in trouble; it has a crew of 6-8 marshals and is armed with missiles.

· Investigate, DC 15: the ship was destroyed quickly due to explosive decompression when the area around its airlock was hit by a large explosion; this blast pushed the wreck adrift.

Boarding scene:
· There are port and starboard airlocks, but the starboard airlock looks to be collapsed (Investigate or appropriate Knowledge skill check, DC 10, can discern that the airlock was collapsed by a shaped explosion which blasted outward).
· The port airlock appears to have no sign of tampering from the outside; once inside, though, a Spot check (DC 20) or Search (DC 15) will reveal a powerful shaped charge implanted in the floor panel set to go off if the airlock door is activated again (from the inside).

· A successful Disable Device check (DC 15) to disarm the explosive, requiring 15 minutes per check; failing by more than 5 accidentally triggers the blast (6d6, Reflex save DC 15 for half, and the airlock collapses in 1d3+1 rounds).

Inside the ship:

· At the starboard airlock, the heroes can see through the sealed door that the exterior wall and hatch have been completely blown off; Search (DC 10) will discern dried bloody footprints on the floor and blood streaks on the interior door handle, as if days ago somebody bleeding (or covered in blood) had run this way and hastily rushed into the airlock.
· In the mess hall, the body of the Alliance lieutenant marshal who led the men onto the ship is lying on the dining table.  He was incapacitated during the Reaver’s initial attack in the engineering compartment, then dragged here and put on the table to be tortured to death; his is splayed open, like an animal pinned on a table for dissection.

· On the bridge, three crewmen are hanging from the ceiling by chains, their bodies badly mutilated; they are severely rotting after being dead twelve days.  The emergency beacon is still chirping away, potentially drawing more ships to the derelict.

· In the captain’s quarters, the remains of the ship’s captain can be found—hacked to pieces.

· In the supply galley, Officers Connolly and Feng are holed up.  Both are badly hurt, exhausted, and traumatized, subsisting on what little food and water are left in the compartment.  The room reeks of their urine and feces.  The men fearfully clutch their stun rifles (each with only a couple shots left in the battery).  It may be possible (Listen, DC 15) to hear them from outside before trying to enter.  Unless the men are warned of the heroes’ entrance and properly calmed in advance (Diplomacy or a similar skill, DC 10), the marshals will shoot their stun rifles at whoever tries to come in first.

· In the cargo hold in the lower belly of the ship, very little of value is left.  It looks like the Reavers sacked the hold thoroughly and carried off anything of serious value.  Attempts to “salvage” (after the Reaver is defeated) suffer a -4 penalty on all Search checks.
The Stalking Reaver:

· The Reaver has had the run of the ship, using the bridge and the computer room to monitor the movements of the others on the ship as well as the arrival of vessels in nearby space.
· When the heroes come aboard, the Reaver will be alerted to the opening of the airlock.  He will start out on the bridge, and will use stealth to stalk the heroes as they move around.

· He will set up an ambush in a hallway around a corner, so he can fire off shots or charge somebody with his cleaver and then get away.  His tactical will be to bloody the heroes with stealthy hit-and-run attacks—always keeping a back way out so he can run away, hide, and repeat the stalking.  If he can divide the heroes and attack them separately, he surely will.
· His fellow Reavers rigged the ship with booby-traps before leaving, and the remaining Reaver knows all about them and will use them to his advantage.  He can avail himself of the following three traps (available one time each) at different points throughout the ship:

· Trap 1: smoke bomb (concealment in surrounding area for 10 rounds, 50% miss chance)

· Trap 2: tear gas bomb (Fort save DC 15 or be nauseated, lasts 1d6 rounds)

· Trap 3: frag bomb (3d6, 10 ft. radius, Ref DC 15 for half)
