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GETTING STARTED
w

Welcome to the Pirates of the Spanish Main
Ropleplaying Game, or Pirates RPG for short.
This book blends the high seas adventure of
WizKids’ Pirates of the Spanish Main Construct-
ible Strategy Game (CSG) with the Origins
award winning Savage Worlds roleplaying rules
system.

Whether you’re a fan of the Pirates CSG
who wants to explore the Caribbean in more
detail and maybe play out some of the daring
deeds of Genny Gallows and Jack Hawkins,
a roleplayer looking for something new and
exciting, or just a fan of swashbuckling sto-
ries in general, we’ve got something here for
you.

If you’re checking out this book, we assume
you know a little bit about roleplaying games. If
not, go to page 10 and read “ An Introduction
to Roleplaying.”

So, why did Savage Worlds win a prestigious
gaming award? We’re glad you asked!

First, Savage Worlds was designed to be
super-easy for the Game Master to write
adventures, create new villains or creatures,
and run epic tales. We’ve made the rules
as streamlined as possible and kept the
bookkeeping to a minimum so the GM can
concentrate on the action without having to
worry constantly about the rules. You won’t
have to lug around a half-dozen core rule-
books to play the game; you’ll find everything
you need to explore the Pirates universe
right here.

Second, Savage Worlds works as a miniatures
game as well as a roleplaying game. That means
you can fight out your heroes’ epic battles for
the Spanish Main right on the table-top!

Whether it’s a lone hero against an English
officer, or several dozen Redcoats raiding
a pirate base, you can play out the battles
quickly and with a single set of rules.

Even better, your party won’t have to fight
alone! Nonplayer characters are simple to
use and easy to keep track of, so the players
control their own allies, leaving the GM free
to concentrate on their foes.

Rather than confuse the issue with talk of
Savage Worlds rules system and the Pirates
CSG background, we’re going to refer to
this rule system simply as the Pirates RPG.
It blends the best of system and world into a
single fast, furious, fun game.

Anyway, there’s lots more to tell you about,
so let’s get to it!

Getting S tarted

Here’s what you need to get started!

A Couple of Friends

In a roleplaying game, one person serves
as the Game Master (or GM) and everyone
else makes player characters. These are the
heroes of the epic tale you're about to tell.
CSG’s don’t usually need a GM, but in the
Pirates RPG, he’s the storyteller and rules
arbitrator.

If you’re the Game Master, you’ll find it’s
an easy game to run. The Pirates RPG is
designed to cut down on bookkeeping, allow
you to make exciting adventures in minutes,
and to run high-action combat in exciting
locales, both on land and at sea.
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PIRATES OF THE SPANISH MAIN

If you're a player, you're in for a treat as
well. The Pirates RPG lets you make just
about any type of swashbuckling character
you can imagine, and on average you’ll get
to “level up” and improve your skills or get
an awesome new ability about every other
adventure! You'll find “Edges” for characters
specializing in leadership, social situations,
mastery of a ship, and of course furious
sword-clashing, fist-flying, swashbuckling
combat!

Dice

The Pirates RPG uses all 6 traditional
gaming dice: 4-sided, 6-sided, 8-sided, 10-
sided, 12-sided, and occasionally 20-sided
dice. All of these are available from your
favorite local gaming store, or online directly
from us.

Like most roleplaying games, we abbrevi-
ate the different dice as d4, d6, d8, d10, d12,
and d20. If you see something like 2d0, that
means to roll two six-sided dice and add
them up.

Players really need only one set of these
dice, though a spare d6 can be handy. The
GM might want a couple of sets so she can
roll attacks for several villains at once.

Cards

The Pirates RPG uses a standard deck of
54 playing cards with both Jokers left in. The
cards are used for initiative in combat to help
keep things moving fast and furious. You’ll
even find an official set of Savage Worlds
cards where you found this book!

Figures and Battle Mats

Figures of some sort are very useful for
running the Pirates RPG. Metal miniatures
are available from several manufacturers,
and cheaper full-color cardstock heroes and
villains can be found as well. In these rules,
we assume you’re using 28mm figures—the
standard “large size” hobby gaming minia-
ture. Ranges for weapons, movement, and
everything else is figured for this size figure
on the table-top. If you’re using larger or

6

smaller figures, you may want to adjust your
ranges to make things a little more realistic
for your chosen scale.

No game carrying the word “pirates” in
the title would be complete without ship
combat, and for that you’ll need miniatures.
Guess what, you can use all your Pirates CSG
models to help run epic naval battles using
the quick and easy Pirates RPG rules. The RPG
rules differ from those of the CSG, but we’ve
kept all the features of the ships and worked
them into these rules. We’ve included a few
sample ships you may recognize from the
CSG on pages 116 to 118 to get you started,
along with rules on how to make your own
sailing ships.

It’s essential to have some kind of gaming
surface as well, either a terrain board or a
Chessex Battle Mat™.

We recommend the latter. That way the
GM can draw out the tactical situation with
water-soluble markers so that everyone can
see what’s going on and make the most of
their surroundings.

Mapping out a battle like this can really help
everyone understand where their characters
are, where their allies are, and what terrain
features they might be able to make use of
for cover or clever tricks and maneuvers.

A Little Imagination

As you're already reading this book, you’re
probably like millions of other gamers in the
world. You’ve got a brilliant imagination just
bubbling with ideas and fantastic stories of
what happens in the Pirates universe outside
of ship combuat.

These rules help you explore the wonders
of the Pirates universe with a quick and easy
game system that everyone—even your most
casual gamer friends—can play and enjoy.
Wargamers, roleplayers, and munchkins
alike should find everything they’re looking
for right here in one simple set of rules.

That’s all the basic setup—now it’s time to
read a little on the universe, and then play
the game!



Whether you’re new to the Pirates CSG or
an old hand, you might be wondering what
this game is about. Well, here’s a very quick
overview that will help set the scene.

Its Not the CSG

Although the Pirates RPG is set firmly in
the Pirates CSG universe, shares the same
background, uses the same types of ships,
and has the same personalities, the RPG is a
separate game.

In the CSG, you get to fight the naval
battles, but here, you also get to leave your
ship and explore the Spanish Main.

The biggest difference between the CSG
and RPG is ship combat. This book has a new
system for fighting naval battles which ties in
with the rest of the rules in this book, so your
characters get to make the important die rolls
and directly affect the outcome of the battle.

If you've invested in the CSG, you can use
your CSG ships to represent your ships in the
RPG. Even the reefs, Sargasso Sea, fog banks,
and islands can be used.

You might have a few doubts about using a
new system for ship fights, but believe us, it’s
easy to pick up and it’'ll be worth the effort
when your character fires the cannon that
sinks your enemy!

It’s Not Just About Pirates

Really, it’s not. The Pirates RPG is set in an
age of swashbuckling heroes, dandy courtiers,
dashing officers, devious spies, agile fencing
masters, rough privateers, hardy explorers,
attractive governor’s daughters, and cunning
merchants.

Hanging out at the governor’s ball may not
sound all that much fun, but there’s plenty
of intrigue happening in the Spanish Main,
duels to be fought to the death over the right
to dance with a beautiful lady, and plenty of
action to be had when the guards realize your
dashing hero is actually stealing all of the
governor’s silverware!

GETTING STARTED

The best group will probably be those able
to mix with the scum of the Earth and the
upper echelons of society, to talk their way
out of trouble but with the ability to resort to
weapons when the talking fails, and to crew
a ship so they can explore the Spanish Main
and all it has to offer.

Where, Not When

The Pirates RPG is set in the waters, and
on the islands, of the Caribbean, but it isn’t
an historically accurate game. We've taken
certain liberties with history (and maybe even
a few with geography), as does the Pirates
CSG, to make this an exciting place in which
to adventure.

Likewise, the famous pirates of Earth’s
history, not to mention explorers, governors,
admirals, and such like, don’t exist here.
They’re replaced with the personalities from
the Pirates CSG, whose names may be similar,
but who have their own stories.
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Which CSG Sets?

Some of you may already know the CSG
background and own the various sets. This
book ties in to the characters and events of
the Pirates of the Spanish Main, and Pirates
of the Crimson Coast packs.

This means you don’t get to play American
heroes just yet, except as English colonials,
and you can’t play Barbary pirates. We’ll be
expanding the game to cover the Revolution,
Barbary Coast, and other Pirates sets in
future sourcebooks.

Heroes & Villains

While you can play pirate characters in
the Pirates RPG, you don’t get to play blood-
thirsty murderers or truly evil villains. Why?
Because that isn’t fun, and you’ll just end up
getting blown to bits by the French, Spanish,
or English.

So how can you play a pirate and not be
a villain? By playing a rogue, that’s how. A
rogue skirts the edge of villainy, probably
plunders ships, and insults ladies, but he
doesn’t murder the crew or loot towns.
That’s the job of real villains, and they’re all
controlled by the GM.

Whether you’re character is a hero or a
rogue is covered by a game mechanic called
Fame. The higher your Fame, the more
renowned a hero you are. Should you opt
for playing a rogue, your negative Fame, or
Infamy, will determine how low you have
sunk.

Swashbuckling Action

The Pirates RPG harkens back to the
swashbuckling movies. Okay, you might not
be old enough to remember them, but they
crop up on TV every now and then.

Pirates is about swashbuckling action,
death traps, and clifthangers. It's about
daring heroes willing to risk life and limb
to do what’s right, about standing up to
adversity (or hiding behind a crate and just
blasting at adversity with your musket, if
you're cautious!). And—given that this is
a pirate game—it’s about exciting combat
between ships.

Where many roleplaying games favor
lengthy investigations, or long journeys
broken by random encounters, adventures in
the Pirates RPG are fast-paced, with no room
even to draw breath, and random encounters
only happen when the GM wants to add even
more action to the game.

Rapier Sharp Wit
Despite being set against the backdrop of a

political and military conflict, this game still
has humor.

We’re not talking slapstick humor here.
Think instead of witty quips, larger-than-life
stereotypes (such as the dandy courtier who
squeals like a girl when a sword is drawn),
and such like.

By all means crack a joke during the game,
but don’t let it get out of hand. Pirates is
designed to be fun, but it’s not supposed to
be a comedy RPG.



Intrigue & Politics

The three main European powers in the
region are seeking domination, preferably
without having to wage a full-blown war on
the far side of the world. Spies, secret agents,
double agents, and agents provocateur work
their artful mischief in the noble courts and
administrative centers of the Caribbean.

Little Maygic

Some other pirate games introduce magic
as something characters can use. There is
a small amount of the supernatural in this
book, but it’s limited. These are very super-
stitious times, though, and common folk still
believe in the existence of magic; just don’t
expect to pick up guns that fire fireballs or
quaff potions of invisibility. That’s a different
game.

A Friendly Guide

We know some of you might be new to
roleplaying games, the Pirates universe, or
maybe even both, so we’ve drafted in some
extra help.

Throughout the book you’ll see a friendly
face in the roguish form of Jack Hawkins.
Of course, he is a pirate, but who better to
guide you through this buccaneering world?
He knows how to swash and buckle with the
best of them, and at heart he’s more rogue
than villain. Check out the sidebar for a quick
biography on this notorious pirate.

Throughout the book, whenever you see
Jack’s head in a sidebar, there’s something
there you should read. It might be an example
of a rule, or just some tips and hints about
the Pirates universe. We also use Jack’s head
to mark the major characters in the Spanish
Main. We call these individuals Wild Cards,
and they are special in lots of ways. We’ll
go into it all in detail soon, but for now just
remember that Jack’s head marks something
important.

So without further ado, it’s time to get
started and create the character whose daring
escapades you’re going to follow. Read on,
shipmate—swashbuckling adventure awaits!

GETTING STARTED

o R o

here are more lurid stories about Jack

Hawkins’ adventures than seem possible
given his age. He has taken more treasure and
ships than any other pirate in the Caribbean,
yet ke is always broke and looking for a new
ship. He courts only the most beautiful —and
deadly—women, though his declarations of
undying love seem to pass about as quickly as a
Caribbean storm! As a result, he has more than
his fair share of love-hate relationships, with the
most definite emphasis on “hate.” Though Jack
has a girl in every port, most of them are looking
for some kind of payback for a past insult!

Il through the book, Jack’s comments focus on
some aspect af the vules or a hint or tip to
remember during play. These should kely you get

the most out af your Pirates games.

T’fze Savage Warlds system on which the
Pirates RPG is hased is very easy to learn
as you play. The best thing you can do is get
started with your character and pick up the rules
you need as you go along.

If you are planning to be a GM and run
Pirates adventures for your group you'll have
to do a bit more reading first. You'll need to
know the rules a little better and describe the
action to your players. We've given you a whale
lot maore information on how to run Pirates
games, and in fact, youve got a whale section
of this book devoted solely to that purpese. If
you're a player, steer clear of the GMs’ section,
unless your GM says you can read it. You'll
find lots of the tricks of the GM trade there
along with vules for making adventures, some
background to the Spanish Main and a host
of fearsome adversaries with which to challenge
your heraes.




PIRATES OF THE SPANISH MAIN

An Introduction to Roleplaying

So you’re curious about this whole roleplaying thing but haven’t got to try it yet. Or maybe
a friend dragged you over to the game table telling you how much you’re going to like
gaming if you’ll just give it a chance.

But what’s it all about? Easy. Roleplaying is all the best parts of your favorite fiction and
movies, but you don’t just sit back and watch—you take part in the action, or rather, your
character does. Most of the time, you play a character from another world or another time.
In this particular game, you get to play swashbuckling heroes out to make their fame and
fortune You can be an officer in the English Navy, a French merchant, a Spanish fencing
instructor, or pretty much anything else your imagination can cook up.

You and a few other friends become the “player characters” (sometimes called PCs, but we
usually call them heroes), the protagonists of the adventure you’re about to experience.
Think of it as ad lib acting where each person plays the role of some fantastic character. But
instead of following a script, the game system provides a set of rules to determine whether
your hero hits his foe or swipes at empty air, or whether or not your heroes fight off the
marauding pirates who were destroying the village.

Another of your friends becomes the Game Master (GM). He concocts the plot, creates
the villains, and directs the action. He also plays the roles of the non-player characters (we
call them NPCs or extras)—the blackmarket contacts, villainous soldiers, or other minor
characters your hero may meet during his epic journey.

The dice and game rules help you all to tell the tale. They also add an extra element of
randomness to the game so that no one—not even the Game Master—knows precisely
what’s going to happen next. A lucky attack roll might kill the pirate chief in one shot. A
bad one might mean a character falls at the feet of his terrible foe. In actuality, you and your
friends sit around and talk out your actions. There’s no “live action” to the game—it’s all
a mental exercise in creativity.

Here’s a short example. Simon is playing Captain Jack Hawkins, a daring swashbuckling
pirate captain, and Maggie is playing Genny Gallows, a rival captain and sometimes friend
of Jack.

We join the action as the Game Master briefly sets the scene.

Game Master: The map you won from Pedro Garcia, the Spanish pirate, is rumored to
show the location of the Dragon’s Eye.

Simon: Sounds promising. Do I know anything about the Eye?
GM: Make a Common Knowledge roll. Since you've researched about buried treasure

in the past, you’ve probably come across references before, so I'll give you a +2 to your
roll.

Simon: Woohoo! 12!

GM: Actually, yes. You remember reading a description of it. It’s a large stone ornately
carved to resemble a reptilian eye. Whoever bears the eye, it was said, cannot be harmed
by disease, aging, or even weapons. While that sounds a bit far-fetched to you, you’ve
seen enough in your previous adventures to know that stranger things have proven
true.

Simon: Hmm. I’ll hit the books at the church library and see if I can find out more.
Genny, why don’t you talk to some of your pirate contacts and see if they know any-
thing?

Maggie: Okay. What do I do?

10



GETTING STARTED

GM: Make a Streetwise roll.

Maggie: I rolled 2. Oh! And plus 4 for my Charisma because I’'m Very Attractive. That’s
a more respectable total of 6.

GM: Great! You spend most of the day talking to fellow pirates, especially those who
served on ships operating along the Spanish Main. You don’t gain any new information,
but you do verify everything Jack found out.

Simon: Okay. How about me? Anything else? I got an 11 on my Investigation roll!

GM: Hey! That’s great! Yes. You find an old journal by a Spanish explorer. He claims
the Dragon’s Eye rests in an ancient temple deep in the heart of the jungle, which cor-
responds to what your map says. A tribe of crocodile-worshippers once lived there and
protected it. The journal is over a decade old, however, and the explorer has long since
gone missing, so there’s no way to find out anything else.

Now the tale moves to a small town on the Spanish Main. Jack and Genny are planning
on hiring a small skiff to get them up river but wind up in a scuffle with a rowdy group of
pirates. The rules used in the fight below may not make much sense to you until you’ve
skimmed the rules, but give a good idea how these things play out for those who have
never gamed before.

GM: You're at the docks of this little town. A quick glance reveals a number of unsavory
types hanging about. One small group of them seems to be ogling Genny and are
making their way over. The largest of the group, a big fellow with dirty clothes and
greasy black hair walks straight up to Genny.

GM (as Pirate #1): “Hey lady, you lookin’ for a big strong man to help you with that
cargo?”

Maggie: “No thanks. I think we’ve got it.”

GM: The thug looks over at Jack and smiles. “Let Manuel help you. That little fella’s
liable to hurt himself. You need a real man, wench.” He reaches out to grab Genny’s
arm.

Simon: I'll step up between them. “There’s no need for that, my friend.” I'll make that
an Intimidate. Dang. I rolled a 5.

GM: (Rolls for the thug.) Seven. He isn’t impressed and pulls Genny closer.

Maggie: The hell he does. I knee him in the groin.

GM: Okay. That’s a called shot. Make a Fighting roll at -2.

Maggie: No problem—I got a 7!

GM: That'll do it! The thug’s Parry was a 5, so you nailed him! Roll your Strength for
damage, and add +2 for that rather unladylike shot to his groin.

Maggie: Ha! 12!

GM: Well! His Toughness is just a 6, so he drops like a rock. He’s out of this fight. His
mates grab Manuel by the arm and haul him off to the local tavern. Here Maggie—have
a benny for settling this without getting into a major fight. Nice job!

Later that night, the pirates watch Jack and Genny depart. They slip onto their own ship
and give chase to get some payback for Manuel’s wounded pride. What happens next is
completely up to the players and the GM!
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Yo Ho Ho! — Pirate Lz'ncqa

Account: The act of piracy. A pirate is said
to be, “On the Account.”

Aft: The rear (stern) of a ship.

Amidships: The ship’s center.

Ballast: Weight placed in the lower middle
of a ship to help keep it steady in water.

Belay: An order to halt an activity.

Bilge: The broadest part of the hold at the
bottom of a ship. Pumps are often placed
here to evacuate water from leaky vessels.

Bow: The front of a ship.

Bowsprit: The beam that extends out from
the front of the ship.

Buccaneer: Originally a term for those
who cooked meat with “barbecues” (called
“boucans”), given to European settlers of
the Caribbean by Arawak Indians. Eventually,
pirates of the Caribbean region became
known as buccaneers.

Bulwark: The “rim” of the ship that runs
around the top of the upper deck.

Capstan: A large wheel around which is
wound the anchor chain.

Careen: Beaching a ship so barnacles and
marine pests, such as worms, can be removed.

Corsairs: Privateers operating in the
Mediterranean. Most were French or Turkish,
though the Knights of Malta were also
notorious for attacking Moslem ships (and vice
versa), and thus became known as corsairs as
well.

Crow’s Nest: A lookout “basket” high atop
the main mast.

Davy Jones Locker: Davy Jones is believed
to be an evil sea spirit. His locker is the sea
bed, where drowned sailors rest.

Forecastle: The raised platform at the
front of the ship designed to provide a high
fighting platform during close quarters.

Hold: The large space in the center of the
ship used for storing cargo.

Hornswaggled: To cheat.

Keel: The central bottom beam that forms
the “spine” of a wooden ship.

Knot: A measurement of ship’s speed. One
knot is equal to one nautical mile an hour.

Main (Yard): The crossbeam from which a
ship’s main sail hangs.
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Marooning: The act of deliberately leaving
a person on a deserted island. Victims were
usually given a pistol and a single shot so
they could end their misery quickly.

Mast: One of the towering poles upon which
the ship’s sails hang. The large one in the central
is the mainmast, the rear-most is the mizzen.

Native: A person born in the Caribbean
Usually these are Indians, though some
second generation Europeans are beginning
to use the term for themselves.

Poop Deck: The rear raised area of a ship
designed to provide an elevated fighting
platform during boarding actions or close
combat. Also called the sterncastle.

Port: The left-hand side of a ship as it faces
forward.

Privateer: Officially, privateers were captains
given official (royal) “letters of marque” to
attack nations currently at war with the home
government. Many privateers exploited their
commission and attacked whatever targets they
could find, exploiting loopholes or outright
lying to capture foreign prize ships.

Prize Ship: A captured ship. A ship loaded
with treasure could provide booty for entire
crews to retire for life—but amazingly most
squandered their ill-gotten gains on wine
and women in only a few short weeks.

Rigging: The various ropes used to operate
and secure the various sails and masts.

Run a Shot Across the Bow: Order to fire
a warning shot, but not to strike the enemy.

Spanish Main: The “Spanish Main” refers
to parts of Central and South America, from
upper Mexico to lower Peru, conquered by
the Conquistadors. Spanish ships of the Main
were often rich prizes for pirates—loaded with
gold stolen from the Aztecs and Mayans.

Spritsail: A small sail sometimes attached
to the bowsprit.

Starboard: The right-hand side of a ship
as it faces forward.

Stem: The thin forward area of the ship
that parts the water before it.

Sterncastle: See Poop Deck.

Striking the Colors: Lowering of a flag.

Walk the Plank: Making a bound prisoner
walk off the edge of the ship. Not used
historically, but a staple of pirate fiction.

Whipstaff: A long stick used to steer before
the addition of captain’s wheels.

Yard: A pole from which sails are hung.



CHARACTERS
w

Making heroes for the Pirates RPG is easy.
Perhaps the hardest part is figuring out what
kind of character to play. Once you do that,
actually filling out your character sheet is
a breeze. Below are a number of common
character types inhabiting the Spanish Main.
The list here is just a place to start. If you can
think of a character type you want to play,
feel free to add to this list.

Common Folk: Not every great hero has
to start as a pirate or naval officer. Some
are ordinary men and women, carpenters,
seamstresses, or craftsmen, who are caught
up in extraordinary events. These souls are
perhaps the greatest of all heroes, for they do
not look for adventure, fame, or wealth, but
deal with the dangers of the Caribbean out
of necessity or to protect their friends and
family.

Duelist: Duels are common in this era, and
a skilled duelist can make a fortune hiring his
blade out to nobles of lesser skill.

Escaped Slave: The colonial powers still
transport many slaves to the Caribbean to
work on the plantations and in the mines.
Life is very hard, and more than a few escape
to seek a better life elsewhere.

Explorer: The New World is aptly named.
Many explorers are known to be roaming the
lands, mapping hitherto unknown regions
and searching for new wonders.

Hunter: The lands and islands of the
Spanish Main are ripe with game—some of
which is more than capable of fighting back.
Hunters explore the jungles and mountains
in search of meat to sell in towns and villages.
Some are solitary souls armed only with a

single musket and a brace of pistols. Others
lead hired skinners to butcher and rapidly
transport the meat back to civilization.

Marine: Marines fight from the decks of
ships. They are well-trained in fighting and
shooting, and the best have long muskets
and metal armor, which they don whenever
trouble looms.

Merchant: The economics of the New
World are still developing. Merchants travel
the seas attempting to discover new markets.
They help establish company trade routes,
negotiate prices, and ensure goods head
where they’re needed

Missionary: Most Europeans consider
the natives of the Spanish Main to be god-
less savages. The missionary is dedicated to
enlightening the natives, and teaching them
the ways of civilization. It can be a very haz-
ardous occupation.

Native: The Spanish Main was inhabited
long before Columbus discovered the New
World. Considered to be savages by the
European powers, the natives know their
islands like the backs of their hands, and
have proven resourceful opponents when
pushed too far.

Noble: The lure of new land and wealth
has brought many nobles to the New World.
Some are here to buy land and expand their
assets, others simply to enjoy the life away
from court.

Officer: National navies appoint officers
to run their crews. They are either given their
commission due to their wealth or birth, or
more rarely earned their position “through
the ranks.”
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Pilot: Also known as helmsmen, pilots are
skilled mariners, able to steer ships through
reefs and storms alike. Pilots keep detailed
secret journals, known as “rutters,” which
contain notes about their routes and they
jealously guard them from prying eyes.

Pirate: True pirates are thieves looking
to get rich off the hard-earned fortunes of
others. Most are able seamen of course, but
aren’t necessarily good fighters. Pirates rarely
attack crews who can fight back, preferring to
prey on the weak for easy plunder instead.

Privateer: Those who plunder foreign
shipping with official commissions from the
European powers are called privateers. Theirs
is a dangerous job, for foreign nations see
them as pirates and hunt them relentlessly.
Privateers walk a fine line, as governments
frequently sign new treaties that make their

activities illegal. In times of peace, privateers
often turn to piracy and are then dealt with
mercilessly by their former employers.

Sailor: Not every sailor is a treacherous
cutthroat. Some are honest seaman who
simply prefer the roll of the ocean to work
on land.

Sea Rover: These weapon masters are
mercenaries who specialize in fighting aboard
ships. They hire out their cutlass for a share
of any treasure, and rarely care whether their
employers are honest merchants or scurvy
pirates.

Soldier: The European powers came to
the Caribbean to gain new riches, and exploit
the region’s many natural resources. The
obstacles to that wealth—the natives—have
to be removed by force and the new-found
colonies protected from old enemies. The
common soldier lives an uncomfortable,
dangerous, and inglorious life.

Spy: The intrigues of the Spanish Main
rival, and in many cases, exceed those of
European courts. Suspicion and mistrust
is rife, both between the great powers and
within major households. With great power
comes a degree of paranoia, and nobles
never know who can be trusted, and who is
plotting against them. The services of spies
are in great demand.

Surgeon: Surgeons perform the bloody
but necessary work of patching together
the wounded. Medicine is still a develop-
ing science, and skilled and knowledgeable
surgeons are few and far between. On board
ship, these dedicated souls are usually given
extra shares or higher salaries for their valu-
able work.

Treasure Hunter: Rumors of vast treasure
hoards—such as that of the fabled city of
El Dorado—are common. Those who gain
some clue to their location—or better yet a
map—search the Spanish Main relentlessly
for these treasures.

Whaler: Many men hunt whales for their
oil, flesh, and blubber. The work is dirty and
dangerous, but it pays well.



Making Characters

Creating daring heroes or dastardly villains
for the Pirates RPG couldn’t be easier. The
only thing you need is a copy of the character
sheet found at the back of this book or on
our website, www.peginc.com. Once you’ve
got your sheet, follow these steps to make
your hero.

Note that you’ll occasionally see a reference
to your hero’s “Rank.” The Ranks are Novice,
Seasoned, Veteran, Heroic, and Legendary. This
section assumes you're starting as a “Novice.”

If the GM wants to start your group at a
higher Rank, see page 74.

1) Race

All characters in Pirates are humans, but
you can choose to be of any nationality you
like. The English, Spanish, and French are
the major players in the region, but there’s
nothing stopping you being Dutch, American
(still British colonists at this time), a native
Indian, or even an African former slave.

Your character begins the game with a free
Edge. He has to meet certain requirements
for the Edge, however (see page 29).

2) Traits

Characters are defined by attributes and
skills, collectively called “Traits,” and both work
in exactly the same way. Attributes and skills are
ranked by die types, from a d4 to a d12, with d6
being the average for adult humans.

We’ll tell you exactly how to use them in
just a bit, but for now, just remember that
higher is better!

Afttributes

Let’s start making your hero by defining his
attributes. Every character starts with a d4 in
each attribute, and has 5 points with which
to raise any or all of them. Raising a d4 to a
do, for example, costs 1 point. You're free to
spend these points however you want with
one exception: no attribute may be raised
above a d12.

CHARACTERS

Here’s some more information on your
attributes and what they are used for during
the game.

* Agility is your hero’s nimbleness,
quickness, and dexterity.

* Smarts is a measure of how well your
character knows his world and culture, how
well he thinks on his feet, and his mental
agility. See the section about Common
Knowledge on page 22 for another use of the
Smarts attribute.

* Spirit is the spiritual side of your hero,
reflecting his inner wisdom and willpower.
Spirit is very important as it helps your
character recover from being rattled when
injured.

* Strength is raw physical power and
general fitness. Strength is also used to figure
out your warrior’s damage in hand-to-hand
combat.

* Vigor represents endurance, resistance
to disease, poison, or toxins, and how much
pain and physical damage a hero can shake
off.

Skills

Skills are learned abilities such as shooting,
fighting, scientific knowledge, professional
know-how, and so on. You’ll find a complete
list on page 47. These are very broad skills that
cover all related aspects. Shooting, for example,
covers all types of handguns, ship weapons,
and other ranged weapons; you don’t need a
different skill for each.

You have 15 points to distribute among
your skills. Each die type costs 1 point as
long as the skill is equal to or less than the
attribute it’s linked to (listed beside the skill
in parentheses). If you exceed the attribute,
the cost becomes 2 points per die type.

As with attributes, no skill may be increased
above d12.

Example: Fighting is linked to Agil-
ity. A character with a d8 Agility can
buy Fighting for one point per die type
to d8. Buying a d10 costs 2 points,
and a d12 costs another 2 points.
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Derived Statistics

Your character sheet contains a few other
statistics you need to fill in.

Pace is how fast your character moves in a
standard combat round. Humans can walk 6”
in a round and can move an additional 1d6”
if they run (see page 78). Write “6” on your
character sheet beside the word Pace. Edges
and Hindrances can modify this number.
Note that this is 6” on the table-top—every
inch there represents 2 yards in the “real
world.”

Parry is equal to 2 plus half your hero’s
Fighting (just 2 if a character does not have
the Fighting skill), plus any bonuses for
certain weapons. This is the number an
opponent needs to roll in order to hit your
hero in hand-to-hand combat. Like other
derived stats, your Parry can be modified by
Edges and Hindrances.

Charisma is a measure of your character’s
appearance, manner, and general likability.
It’s 0 unless you have Edges or Hindrances
that modify it. Your Charisma is added to
Persuasion and Streetwise rolls, and is used
by the Game Master to figure out how the
nonplayer characters of the world react to
your hero.

Toughness is your character’s damage
threshold. Anything over this causes him to
be rattled or worse. Toughness is 2 plus half
your hero’s Vigor, plus Armor (use the armor
worn on his torso), plus any Hindrances or
Edges that modify Toughness.

Example: Jobn “The Patch” Gibbs’
Charisma is +0. His Pace is 6 just like
everyone else. He has a d8 Fighting, so
that gives bim a Parry of 6. His Vigor is
a do and be doesn’t wear any armor,
so that’s a Toughness score of 5.

Languages

Since the Pirates RPG is about fun, most
characters speak several languages at the
start of the game. This cuts out any tedious
problems with communication between all
the various nationalities, yet still allows the
GM to use language as a barrier. A treasure
map, for instance, may be written in Latin or
Greek.
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Your hero knows a number of languages
equal to half his Smarts die. Your hero must
use up one language buying his native
tongue. Any permanent increase in your
Smarts during play also gains you additional
languages.

List all your known languages on your
character sheet; you are able to speak, read
and write each language you know (no roll
is needed to communicate). Illiterate heroes
(those who take the Illiterate Edge) can still
speak multiple languages, but they can’t read
or write any of them.

Languages: Aztec, Carib Indian, Creole*
(divided up into Dutch, English, French,
Portuguese, Spanish), Dutch, English,
French, Greek, Latin, Mayan, Portuguese,
and Spanish.

* Rather than list dozens of individual
native Indian dialects, Creole is used to
describe any language spoken by natives
living under the dominion of a European
power. Thus, the natives of every French
island speak Creole French, while all native
inhabitants of a Spanish colony speak Creole
Spanish.

3) Edges & Hindrances

Great heroes are far more than simply a
collection of skills and attributes. It’s their
individual gifts, special talents, and tragic
flaws that truly make them the unique and
interesting characters they are.

Characters can take special abilities (called
Edges) by balancing them out with character
flaws (called Hindrances). You'll find a full
list of Edges and Hindrances, and what they
do in the game, starting on page 23.

During character generation, you c