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T heRedQueen

Piratebrigantine

Fancy clothes, fancy tricorne

Flintlock pistol 2d4, reload 2actions, range30'

Rapier d8

50

48

+0
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d6
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15 30

Bandolier
12 rounds of pistol shot
Pipe & tobacco (4 uses)
Spyglass
Speaking trumpet
Manacles

“Crimson” Hockridge

Swashbuckler

I nspiring L eader: Onceeach
combat, roll ad4. Each of
your alliesmay add or
subtract that value from any
oneroll during thiscombat.

Captain: aspyglass

Cocky

Gnarly facial scar

You wronged an infamouspirate lord.

an animal pelt

Why pay for anything when 
you can steal it?



“Crimson” Hockridge
Captain of the Red Queen

Age 28

Coming from an old English family, a fierce determination to live a fast, colorful, and free life drove Hock-
ridge to the sea and from there quickly to piracy. They were not intimidated by setbacks, even when cap-
tured by French troops. Hockridge managed to be enlisted as a privateer to the Crown and so be able to 
sail on unharmed — albeit without having the slightest interest in any observance of this treaty! Instead, 
they now have a nimble ship and a capable crew of pirates whom they are determined to lead to fame and 
fortune.
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11 rounds of musket 
shot
Medical kit
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                    Brown

Brute

You begin with your trusted meat
cleaver [ d4] . I t hasaname(what isit?). I t
will never break (but can bedropped). I t
isDR -2 to attack: I t’scaked in layersof
dried blood. d4 damage; on a1, adisease
from oneof itsprior victimsinfectsthe
target. I t diesin d6hoursunlesscured.

Cook: somefinecooking spices

L oud

Obese

" Functioning" alcoholic. You'reprobably drunk right
now.

You betrayed former crewmates. N ow they hunt you.

aconch shell



Brown
Cook, Carpenter & Doctor

Age 31

Brown has probably the most varied tasks on board in personal union: they provide the crew with food, 
repairs around the ship, and uses the same tools to treat wounds. It’s just unfortunate that they’re bad at 
all three. Nevertheless, the obese Brown is a constant part of the team — simply too much now depends 
on them! In addition, they become really menacing in their mood swings: within seconds they can esca-
late into a frenzied rage. Only one thing can appease Brown then: large amounts of spirits and whores! In 
short: it is a guarantee of success on every shore leave.
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                 Decker

Rapscallion

RopeMonkey: You’reasnimble in
therigging asyou areon thedeck. I f
you attack after swinging, jumping,
or making an acrobatic maneuver,
test Agility DR10 to automatically
hit and deal +2damage.

Orphan: alonging for new parental f igures

Aggressive

Many, many tattoos

Extremely obsessivewith tasks
and relationships.

The last threeshipsyou crewed all sank.

amissing eye



Decker
Lieutenant & Helmsperson

Age 36

From the humblest of circumstances in the New World, harbors and ships have been Decker’s home since 
childhood. Orphaned at an early age, it was only fitting that they hired on as a youth and went to sea as 
soon as possible. Decker worked hard and found their place on every crew, soon becoming an able sailor, 
then a sailing master and finally even a helmsperson. Loyalty to their captain was always a matter of honor 
for them, even when a pirate took over this post and instead of trading, privateering became a way of earn-
ing a living. Decker also made themselves indispensable as a powerful corsair under Captain Hockridge.
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                  García

Buccaneer

Crack Shot: All ranged
attacksare-2DR.
Reloading your musket only
takes1round instead of 2.

Gunner: skill at shooting

Stubborn

Short

Voluntary insomniac. Sleep isfor thedead.

You escaped captivity, and will never go back.

awanted poster of an enemy



García
Master Gunner & Quartermaster

Age 56

The captain may be in charge of the ship, but García is in charge of the guns and the affairs of the crew 
and is at least the second most important person on board! They are of the opinion that this should also 
be reflected in the percentage of shares of booty. The small but tough García feels most comfortable below 
deck and maintains close contact with the regular crew members. They are humorous but slow- moving, 
but once they have made a decision, it is carried out with all efficiency — García learned this from their 
work with the cannons. They only have no sense of humor about one thing: the supernatural! That’s no 
laughing matter.


