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Foreword
This free, downloadable Firefly Fanbook is a compilation, a resource for, and an unofficial
expansion to Margaret Weis Production’s Serenity Roleplaying Game. What you’ll find here
are rules, ideas, and examples lovingly crafted by the fans of the game, edited and compiled
together for clarity and coherence. Many of the articles here can be found in unedited form
on fan-run Serenity RPG forums and websites, especially the excellent Waves in the Black
site and its successor:
http://cortexsystemrpg.org
The authors of this work range in experience from dedicated players and GMs to some of the
playtesters and developers of the game, but the level of quality here is universally high.
Hopefully, within these pages you will be able to find sources of inspiration for encounters,
adventures, or even whole campaigns — and characters, rules, and ideas to enrich those
journeys!
Some highlights from within include:
The amazing artwork of Ryan Wolfe, featuring designs from his original Future
Armada line of ships at: http://home.insightbb.com/~ryan.wolfe/Future_Armada.htm
The excellent writing of creative minds from all over the ’Verse, including Serenity
developers Jim Davenport (http://www.dragonlairdgaming.com) and Nathan
Rockwood (GarrettPLC) and Waves posters Buscadero, Andrew_L, Lynn Lefey, and
Sanmateo.
The inspirational tools of Floyd Wesel, helpful in fleshing out characters to their
fullest.
The handy sheets for characters and charts created by Jason Durall and
Charles Lang (Mindwyr).
All in one shiny package created by layout artist Niall Taylor (Jezta) and published
by Tina Monk.
The Firefly Fanbook ain’t everything in the ’Verse. Just so we’re straight, it’s not:
...an official compilation — it is not licensed by MWP (owner of the Cortex
system) or Universal Studios (owner of Serenity and associated trademarks) or Fox
(owner of Firefly and associated trademarks). It is not to be sold or distributed in
any way for profit, and none of the authors or compilers claim to own the IP which
these materials are meant to supplement.
... required to play the game; if you do use it, you don’t have to use all of it!
Individual GMs and groups should decide how much, if any, of the content will be
part of their game.
...a complete game in itself. Use of it will require the Serenity Roleplaying
Game core book. You can purchase the book separately, in physical form at your
friendly local gaming store, or online at:
http://www.dragonlance.com/store
or as a downloadable .pdf from:
http://www.drivethrurpg.com

Nathaniel Rockwood
June 2008
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Corebook Errata
by Garrettplc

This is a 'semi-official' set of corrections to the
Serenity RPG core book; 'semi-official' because they
are entirely produced by me, Nathan Rockwood,
one of the developers of the Cortex Engine and
the Serenity RPG — but these corrections are
produced as fan-material. MWP is updating the
system in a more complete manner to make the
official rules smoother and more polished in future
published products, but what we have below should
help answer some questions and patch some
problems in the original version used for the
Serenity RPG.
Chapter 1, (Page 37) :

Q: It says that traits can be purchased during the
game, after character creation. But
I cannot find I price for this.
Can anyone help me?
Answer: There were
no official rules on this.
See the included list of
Traits and Trait Rules
for the rules that are
endorsed
by
the
development team but
not published.

Chapter 3. (Page 88) :

Q: What is the system for using an Optical
Bomb? Does it work anything like a Flashbang on
p.81?
Answer: Get Out of Harms Way vs a Hard (11)
Difficulty to avoid being blinded. Always blinds
cameras, etc. Blinded cameras are non-operative for
5 minutes, adjusted up or down (better cameras
lower this to as low as 1 minute). Blinded people
operate as per the Obscured Vision: Pitch Black or
Blinded rules on p.155.
Chapter 3, (Page 93) :

Q: On page 93, paragraph 2, under zero-g
thruster cane it says: "... this would ordinarily be a
x5 cost newtech item." Is that a typo?
Answer: Yes. That should read, “ordinarily be a
x4 cost...”
Chapter 3, (Page 11, 76) :

Q: The book provides conflicting stats for
ballistic mesh: (p.76) and example (p.11). Which is
correct?
Answer: p.76.
Chapter 3, (Page 80, 155) :

Q: We have stats for the frag grenade on p.80
but then very different stats used in the example on
p.155. Which do we use?
Answer: p.80.

Chapter 1, (Page 34) :

Q: I am in a discussion where there is some
disagreement on how many skill points you get to
start with. Some are saying that if you take
Complications in excess of the Assets you have to
get more attribute points for buying better
attributes, that this new total carries over to your
skill points also. In other words, we are making
greenhorns which get 42 Attribute points. After
choosing Assets and Complications, one player has
managed to get a total of 54 points to spend on
Attributes. He feels that that total, not the 42 points
should be what is added to the 20 to get his skill
points. Thus he would have 74 not the 62 listed on
p.34. Others of us believe that the Assets and
Complication adjustments do not carry over into
skill points. Which is the way it is intended to be?
Answer: Starting Skill Points are not adjusted by
the Assets and Complications! All Greenhorns start
with 62 Skill Points, regardless of how many
Attribute Points they wound up gaining from Traits.

Chapter 3, (Page 92) :

Q: How many newtech advances can go into
one item for the x2, x4, x10 cost?
Answer: “1 or 2" of the current level, or “3-4"
of the level below, or “5-6" of advances two steps
below—or a combination of the above. The
Newtech rules are meant to be broad guidelines,
not hard-and-fast rules.
Chapter 3, (Page 74) :

Q: Why does Gun Case exist? Firearms work
perfectly fine in a vacuum as the chemical
propellant (gun powder) in the cartridge already has
an oxidizer present and does not need 'air' to
function.
Answer: Because it was mentioned in the TV
show. Regardless of real-world physics, this is sci-fi
written without a lot of science—Joss Whedon
concentrated on realistic characters and reactions,
not scientifically accurate settings. However, if you
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wish, you can a) ignore the item, or b) designate
some firearms that do require oxygen. Perhaps Vera,
designed so specially as she is, has certain
requirements—perhaps she overheats quickly, and
without air to transfer heat away, she won’t even fire
once. Or maybe her ammunition is designed in a
unique fashion.
Chapter 3, (Page 78) :

Q: Do Stun weapons do basic damage and then
Stun damage unless it is specifically noted in the
description of the weapon?
Answer: It makes sense to have most
Stun-based weapons deal only Stun
damage, even as initial damage.
Stun batons, Stun rifles, and
the like thus do not cause
any Basic damage.
Chapter 3, (Page 78) :

Q: The price for the hatchet
seems to be a misprint. In the
book it says 16 Credits while similar weapons cost
about 1.6 Credits.
Answer: Hatchet should be about 1 Credit.
Chapter 3, (Page 82) :

Q: Let's say a ship's security officer is built like
Crow (Train Job) and wants to use a .50 Barrett
machine gun or the like for a huntin' rifle. Vehicle
weapons do 10x damage vs personnel (p.82). Per
p.132, a .50 caliber is equivalent to a 0.1 pound
vehicle-scale cannon, and vehicle-scale warhead
damage per table 4-17 for the 0.1 lb cannon is zero.

iv

Let's see, zero times ten, carry the zero... you see
my problem. From the shells on her stock, Vera's at
least a 0.1 lb cannon, so we oughta figure this one
out.
Answer: This highlights two different
problems. Firstly, when the weapon damage is listed
as 0, it still does its initial damage of ‘attack –
defense’; the 0 applies to the damage die. Secondly,
the end result of this is that a
hand-useable weapon does way
too much damage. Two options:
you can simply set Vera’s damage at
person-scale d12 + d6. Alternatively
calculate initial damage normally (attack –
defense), but then scale it up for armor and actual
applied damage to people; then before subtracting
for armor multiply it by 10. The second option is
not recommended, but is the one suggested by the
core book rules. However, as this is the case
because the ship rules in the core book were not
finished and not meshed with the rest of the rules.
As a developer I suggest ignoring them.
Chapter 3, (Page 80) :

Q: How far can a character throw a knife or
grenade? Range Increments listed in table 3-10 are
blast radius I believe.
Answer: Accurately, as to directly hit a personsized target, I would give them Range Increments
of 10 feet. Maximum lobbing distance for a
grenade should be 100 + (Strength +
Athletics/Throwing result) in feet, rolled when
thrown.
Other
Skills,
like
Ranged
Weapon/Grenade or similar, could be substituted.
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Chapter 3, (Page 79) :

Q: Why is there no mention of carbines?
Zoe often carries one in addition to her hogleg
(which is technically a pistol), and they're quite
in the flavor of the 'Verse. Also, does anyone
else have a problem with a .22 doing the same
damage as a .44, or is it just me?
Answer: In a game with so few distinctions
between weapons mechanically, most specific
guns are cosmetic variations only—they use
the most appropriate category of guns printed
in the book for their stats, with their own
description to differentiate them. Minor
changes to range and price are the best way to
make them mechanically distinct, but a GM
could also rule that a certain type of pistol or rifle
would have a different damage die. Using specific
weapons is encouraged, but that doesn’t usually
require new stats for them.
Chapter 3, (Page 79) :

Q: Speaking of shotguns, while I see some
mechanism being necessary to balance their
hellacious damage, a 10' range increment ain't it!
Duck hunters would switch to rifles (or heck
anything else, even derringers) if it were so. I
suspect the quintessential shotgun in game terms is
a double-barrel sawed-off, which I'll grant may have
half the range of a regular adjustable choke hunting
weapon, but come on: 10'? Please excuse me again
for a suggestion, but I don't think it would be too
complex to have the damage fall off by one step
for every range increment, and then give it a
reasonable range increment of 100' (50' for a
sawed-off or riotgun, which gains concealability of
course to offset the penalty). Note that the
description of the Newtech Gilgamesh Shot-rifle
(p.92) states, "...increase the range increment by 1/2
(to 150)," and Jamie can't be talking about rifle
increments since they're 225', which made me think
the 10' had to be a dropped zero typo in the 1st
edition. My GM however says he's seen that typo
ratified by Jamie himself somewhere on this board,
and all my ranting to him got my character's riotgun
increment extended to a ruttin' 15'. Wong ba duhn!
Answer: A more accurate Range Increment
would be 25–30 feet. Most shotguns have an
effective range of 80–100 feet, so while the 10'
Range Increment is indeed short, upping it to 100
(an effective range of up to 400') would be
excessive.

Chapter 3, (Page 70):

Q: The starting cash for characters of all levels
is extremely high — it allows them to buy quite a
lot of gear, and even significant cargo. Is this
intentional or should it be changed?
Answer: This is definitely not intentional! As
the writer of the equipment chapter, this set of
numbers is actually far out of line with the values
of the equipment and the credit/coin rates. In
reality, the numbers should look like this:
Greenhorn: 100 Credits
Veteran: 250 Credits
Big Damn Hero: 600 Credits
However, simply reducing the credit values is
not the only solution. Some characters may require,
depending on their concepts, that they start the
game with certain pieces of equipment that are
extremely expensive — such as mechanic's tools, a
doctor's bag, or a spaceship. These numbers aren't
meant to prevent a character concept from
working, but to set a reasonable limit on luxury,
Newtech, and illegal equipment. It is recommended
that GMs assign the appropriate starting gear for
individual characters: basic clothes, equipment they
actually need, or things they should absolutely have
to start with. Then, once the characters have been
given this essential starting equipment, they receive
the credits listed above to save or spend on other
gear that they want.
Also, there are other significant errors
discrepancies in credit values in the core rulebook;
notably the prices of ships in the Ships and
Vehicles chapter, and the values available to
characters with the Moneyed Individual Asset. For
these reasons, see the notes on Ship Prices in
Chapter 3 of this Fanbook, and the new version of
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the Moneyed Individual Asset in Chapter 1.

Basic (half Stun, half Wound).

Chapter 5, (Page 142) :

Chapter 5, (Page 159) :

Q: What does "Get Out of Harm's Way"
actually do for you in game? (Please give an
example of its use, instead of a Dodge.)
Answer: Get Out of Harm’s Way would be
rolled in response to rocks falling in an avalanche,
a grenade being thrown into the room, or for
similar environmental or non-direct dangers. The
GM sets a Difficulty, and the characters roll Agility
+ Alertness. Against a grenade, it might be vs the
thrower’s roll; however, in situations where the GM
just sets the Difficulty, 7–15 is the recommended
range (favoring the lower end, since these situations
may be instantly fatal).

Q: (last page of chapter 5), on Surgery, we have
a note (see Table 6.11) as reference for the difficulty
of the surgery roll. Should it be referring to Table
5.12, which has a surgery difficulty listing, as there
is no Table 6.11 in the book?
Answer: Yes, it means Table 5.12.

Chapter 5, (Page 152) :

Q: Dodging. When getting shot at, do you have
to declare a dodge as soon as you become a target,
or can you wait to see if the attacker overcomes
your (modified) innate defense? For example,
suppose a target is in light cover (+4) for a to hit of
7. Can the target wait to see if the attacker rolls 8+
and then declare a dodge, or do they have to declare
the dodge before the attacker rolls?
Answer: You have to declare a dodge before
rolling Innate Defense.

Chapter 5, (Page 35) :

Q: What Attribute do I use to make an attack?
Answer: The Cortex system does not tie any
Attribute permanently to any given Skill. The
Attribute used should depend on the situation. A
close-range pistol battle would use Agility; a longrange sniping shot or rifle shot would use
Alertness; a cleverly laid trap that fires a gun or hits
them with a log would use Intelligence; a punch or
kick would use Strength; grappling would use
Strength; a Judo throw would use Agility; a fencing
attack would use Agility; a broadsword or club or
axe attack would use Strength; throwing a rock or
grenade would use Strength; throwing a knife at
something close would use Agility; throwing a knife
at something far away would use Strength. You get
the picture.
Chapter 5, (Page 155) :

Chapter 5, (Page 155) :

Q: In the Explosions example, Jayne uses his
Guns/Grenades skill to lob a grenade at the Feds.
According to the skill write-ups, this should be
Ranged Weapons/Grenades skill, correct?
Answer: Ranged Weapons/Grenades or
Athletics/Throwing would be more
appropriate.

Q: What is the damage for unarmed combat?
Answer: Unarmed combat does initial
damage like any attack, but does pure Stun
instead of Basic damage and normally has a
damage die of ‘d0.’ However, the Asset Mean
Left Hook, or the use of brass knuckles,
upgrade this to Basic damage, and anything
that increases the damage die (like a Called
Shot) can increase the d0 to a real die type.

Chapter 5, (Page 156) :

Q: Determine Basic Damage: Subtract the
defense (either a roll or a flat difficulty number)
from the attack and you get your basic damage.
What do you roll? How do you determine the flat
difficulty number?
Answer: The attack roll is usually the attacker’s
Agility + Guns or Strength + Melee or Strength +
Unarmed roll; the defender, depending on the
situation, might be an Easy target (flat 3 Defense),
use their Innate Defense (Agility roll, no Skill die),
or Dodge (Agility + Athletics/Dodge). Attack total
– Defense total = ‘initial damage’, which is usually
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Chapter 5, (Page 150) :

Q: How does the Declare and multi-action
penalty system work?
Answer: You declare all actions at once (and
can even declare ‘held’ Dodges, that apply when
necessary), and they all receive the same penalty;
-1 Skill Step for two actions, -2 for three actions,
and so on. If this penalty would reduce the Skill die
for an action to 0, you cannot attempt it until your
next turn. Any additional Dodges you take suffer the
same penalty that your other last set of declared
actions did; however, these extra Dodges apply to
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your next multiple action penalty, so they make the
next round more difficult for you.
Chapter 5, (Page 152) :

Q: Say someone is being shot-at multiple times
in a turn. What's the degredation in her response?
For example, if she's got a d8 Agility, and a d8
Dodge, and is being shot at by four villians, how
does that work out? Doesn't she use d8+d8 to
dodge all that lead a'flyin' around?
Answer: Someone with d8 + d8 for their
Dodge is being attacked. If they know they are
about to be attacked 4 times, when their turn comes
up they declare 4 Dodges and no other actions (no
attackes). All 4 Dodges would suffer a -3 Step Skill
penalty, since they are making 3 extra actions. This
means all Dodges would be made at d8 + d2, each
rolled separately.
Chapter 5, (Page 150) :

Q: How many actions can I take in a round?
Answer: As many as is sensible—the GM
should cut you off when they think you’ve used up
3 seconds worth of time, or cannot divide your
concentration that far. Mechanically, each extra
action imposes a cumulative -1 Skill Step on all
actions taken that round. When this penalty
accumulates to the point that a given action would
have no Skill die left because the penalty is so high,
that action cannot even be attempted.

Answer: Not according to the core rules.
However, to separate it out: being prone gives
attackers at point blank or melee range a +1 Skill
Step bonus to hit you. At Short range or farther,
however, it counts as being behind light cover, and
reduces the damage you take from explosions by 1
die.
Chapter 5, (Page 154) :

Q: How many rounds are spent by Autofire? A
burst is 3 rounds. Is Autofire a triple burst, one
burst for every possible target, 10 rounds, a full
magazine?
Answer: Burst = 3, Autofire = 1/3 of the
magazine, minimum 10 bullets.
Chapter 5, (Page 154) :

Q: What's the advantage of burst fire?
Answer: It only counts as one action, so doesn’t
interfere with other actions as much.
Chapter 5, (Page 154) :

Q: What is the penalty for off-hand actions?
What about dual weapon wiedling?
Answer: -2 Step Penalty to attacks with your
off hand (the “off-hand penalty”). However,
attacking with two weapons will still count as two
attacks, so they increase the penalty for multiple
actions, even if you have the Asset Two Fisted.
Chapter 5, (Page 155) :

Chapter 5, (Page 151) :

Q: Does every defense have to be rolled?
Answer: Yes, unless you let yourself be an Easy
target (flat 3).
Chapter 5, (Page 152) :

Q: Can being prone provide different benefits in
different circumstances?

Q: What's the penalty for making a ranged
attack while blinded by an Optical Bomb or
Flashbang (or anything else that might come up):
+8 for Heavy Cover, +16 for Total Cover,
something else?
Answer: See Obscured Vision: Pitch Black or
Blinded on p.155 of the core rulebook.
Chapter 5, (Page 33) :

Q: Where are the encumbrance rules? How
much can my character carry?
Answer: As much as is sensible. Rules like
these can bog a game down, and the Cortex
system is meant to be primarily descriptive. The
average human shouldn’t try to carry much
more than 1/3 their body weight over long
distances; what they can brute-force lift and
carry a few feet might be much more, and
would be based on their Strength.
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