
Caverns & Flagons 
Pirate RPG based loosely on Pathfinder 

 

Ahoy! You’ve been hired as a privateer aboard a mercenary 
vessel in the employ of a small island nation. 
 

Find Your Previous Occupation (Class) 

 
VIKING  +1 to hit with large weapons. d10 HD 
 

 
LOOKOUT  +1 to do stunts and maneuvers. d10 HD 
 

 
BRAWLER  +2 to unarmed. Your fists do 1d6 damage. d10 
HD 
 
 

 
CRUSADER  Super holy. +1 damage to undead. d10 HD 
 

 
*BARD  Can cast all magic in the form of a song. d8 HD 
 

 
CAPTAIN Has an animal with equal HD to you. d8 HD 
 

 

 
PIRATE  Can do a sneak attack for x3 damage. d8 HD 
 

 
*CLERIC  Put the fear of your god into your enemies. d6 HD 
 

 
*DRUID Turn into a bear or wolf or some shit. Awesome. d6 
HD 
 

 
*SORCERER  1 extra spell per day, but 1 less spell roll. d6 HD 
 

 
*WARLOCK  Blast shit with hell powers for 1d8 dmg. d6 HD 
 

 
*WIZARD Pointy hat. Versatile. Cosmic power. Nerd. d6 HD  
 
 
 
 
 
 
 
 
*indicates the ability to cast spells 



 

Find Your Race 
(+ indicates one point added to stat. - indicates one point 
removed from stat) 
 
HUMAN ++(stat of choice) 

 
Humans get a +10% EXP bonus. Ya racist fucks. 
 
DRAGONBORN (No stat bonuses or losses) 

 
Dragonborns can breathe fire for 1d8 damage. 
 
DWARF ++CON  ++INT  --CHA. 

 

Dwarves can see in pitch dark. +1 to hit things with hammers  
 
ELF ++DEX  ++WIS  --CON 

 
Elves have an ethereal beauty. Creepy as fuck.  
 
GNOME ++CON  ++CHA  --STR 

 
Gnomes can see through the eyes of woodland creatures.  
 
HALFLING ++DEX  ++CHA  --WIS 

 
Halflings have a reputation as stealthy burglars. 



 
HALF-ORC ++(stat of choice) 

 
Half-Orcs get +1 to hit with any weapon, fuck yeah.  
 
TIEFLING ++DEX  -INT 

 
Tiefling See in dark, cast darkness 1/day. So edgy. 
 
DROW --(1 stat of choice) 

 
Drow have the lowest stats of any race, but can change all 
aspects of their physical appearance at will. They can also 
spit acid. 

 
Choose Ability Scores 
In front of the GM, roll 4d6, discard the lowest die result, and 
add the three remaining results together. Record this total and 
repeat the process until six numbers are generated. Assign 
these totals to your ability scores as you see fit. Then add and 
subtract race modifiers. 
 
STRENGTH measures muscle and physical power.  
(Being able to throw a tomato really far) 
 
DEXTERITY measures agility, reflexes, and balance.  
(Being able to dodge a thrown tomato) 
 
CONSTITUTION represents health and stamina.  
(Being able to eat a shitty tomato) 
 
INTELLIGENCE determines how well you learn and reason. 
(Knowing a tomato is a fruit) 
 
WISDOM describes common sense, awareness, and intuition. 
(Knowing not to put a tomato in a fruit salad) 
 
CHARISMA measures personality, magnetism and ability to 
lead. (Being able to sell a fruit salad full of tomatoes) 
 
Note: STATS DO NOT DIRECTLY AFFECT COMBAT! (but 
they do determine which weapons you can use) 

 
 
Choose Equipment 
Pick 3 weapons, or 2 weapons and a shield. No class 
restrictions 
because fuck that (unless you’re a Druid, in which case, pick 
whatever you want, but it’s made of bone and leather and 
shit). Then choose some armor. 
 
Weapon Example Dmg Req 
 
SMALL   dagger, sling, rock, broken bottle d4  
 
RANGED       bow, crossbow, javelin d6 Dex 13 
 
MEDIUM     cutlass, rapier, big-ass club d8 Str 13 

 
LARGE  polearm, greatsword, your mom d10 Str 15 
 
Firearms 
 
PISTOLS      pistols d8 Dex 13 
 
RIFLES      rifles d10 Dex 15 
 
SPREAD         blunderbuss, shotgun d12 Str 15 
 
 
 



 
 
Armor Class (AC) Movement (MV) 
 
Unarmored 10 12 
 
Leather 12 9 
 
Chainmail 14 6 
 
Plate mail 16 3 
 
Shield +1 -1 
 
Eyepatch -1 +1  
 
 

Roll Hit Points 
New characters get the full hit points (hp) for their hit die 
(HD) at level 1. So, an Officer gets 10 hp. Each time you level 
up, roll your HD and add that number to your total hp. 
 
 

Number of Attacks 
Vikings, Officers, Brawlers, and Crusaders get one extra 
attack for every 4 levels of advancement. No one else gets 
that, losers. Also, Warlocks can blast shit once each round, 
even if they already attacked with a weapon or cast a spell, 
because they’re evil dicks. Same for Dragonborn, because 
they’re badass. A Dragonborn Warlock can only use one per 
turn. Ha. 
 
 

Alignment 
 
Good Versus Evil 
GOOD implies altruism. Good characters are willing to make 
personal sacrifices to help others. 
 
EVIL implies willingness to hurt and kill others. Evil 
characters lack compassion for others and kill without qualms 
if doing so is convenient. 
 
NEUTRAL characters are generally against killing the 
innocent, but may lack the desire to make sacrifices to protect 
or help others. 
 
 
Lawful Versus Chaotic 
LAWFUL implies honor, trustworthiness, and reliability. On 
the downside, lawfulness can include closed-mindedness, 
self-righteousness, and a lack of adaptability. Those who 
promote lawfulness say that only lawful behavior creates a 
society in which people can depend on each other and make 
the right decisions in full confidence that others will act as 
they should. 
 

CHAOTIC implies freedom and flexibility. On the downside, 
chaos can include recklessness, resentment toward legitimate 
authority, arbitrary actions, and irresponsibility. Those who 
promote chaotic behavior say that only unfettered personal 
freedom allows people to express themselves fully and lets 
society benefit from the potential that its individuals have 
within them. 
 
NEUTRAL characters have some respect for authority and 
feel neither a compulsion to obey nor a compulsion to rebel. 
They are generally honest, but are more than capable of 
lying or deceiving others. 
 
 

Your Character Sheet 
There, you’re done. Characters are recorded like this: 
 
Jack Sparrow, Lvl 1 Chaotic Human Pirate  
AC 10, MV 12, HD 1d8, HP 8  
Chaotic Neutral 
1d8 pistol, 1d8 cutlass  
 
STRENGTH 13 (+1) 
DEXTERITY 14 (+2) 
CONSTITUTION 10 (+0) 
INTELLIGENCE 12 (+1) 
WISDOM 11 (+0) 
CHARISMA 15 (+3) 
 
Clever pirate from the Caribbean who was mutinied by his 
former crew. 
 
 

Fighting 
Initiative: Roll 1d20 + MV. Bards, Captains, and Pirates get 
+2. Highest number goes first. This means that those chumps 
with tons of armor are slower and fast characters will shank 
you first. 
 
Attack: Roll 1d20 + level. If it is equal to or greater than the 
targets AC the attack hits. Shit’s that simple. Casting any spell 
counts as an attack for that round. 
 
Damage: Roll the damage die next to the weapon, and 
subtract the result from the target’s hp. At zero hit points you 
can’t fight anymore motherfucker. 
 
Morale: After someone gets KO’d, both sides roll 1d20 and 
add the level (or HD) of their greatest combatant. If your 
total is at least twice what the other fuckers got, they lose 
their shit and run away. If the enemy rolled double what you 
got, you take a -1 penalty to all rolls until you can make a 
higher morale roll than them(because they are winning and 
you are getting scared like a bitch). 
 
Recovery: Characters recover up to their max hit points after 
one full day of rest, or up to half total hit points rounded 
down after resting for 4 hours. 
 



 

 
Adventuring 
All feats of dungeoneering and other heroic shit are 
attempted by rolling 1d20 + MV. PCs add 1⁄2 their level 
unless stated otherwise below. Monsters add 1⁄2 their HD. A 
result of 20+ indicates success. 
 
Athletics: Swimming, jumping, forcing doors, horsemanship 
and so on are all feats of athletics.  Vikings, Officers, 
Brawlers, and Crusaders add their level rather than 1⁄2 their 
level.  Then add strength bonus. 
 
Subterfuge: Sneaking, climbing, fiddling locks, hiding, 
disguise, forgery, picking pockets and so on are all feats of 
subterfuge. Bards, Captains, and Pirates add their level rather 
than 1⁄2 their level. Then add dexterity bonus. 
 
Lore: Reading spells from scrolls, operating wands, deciphering 
runes, negotiation, diplomacy, scholarly pursuits, addressing 
nobles in court and so on are all feats of lore.  All classes with 
an asterisk except add their level rather than 1⁄2 their level. 
Then add intelligence bonus. 
 
Dangers: Traps and dangerous shit are all over, especially in 
some evil wizard’s dungeon. If it could kill a person it does 1d8 
damage, if it could kill a beast it does 2d8 damage, if it could 
anger a dragon it does 4d8 damage. 
 
Saving Throws: If you done fucked up and a save is required 
from being poisoned or blown up or something, roll 1d20 + 
level (HD). Then add (or subtract) stat bonus.  If the result is 
20 or more, the save is successful. 


