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START HERE

A system-adaptable narrative roleplaying sourcebook based on 
Captain Blood by Rafael Sabatini that’s fully compatible with The 
Simple Approach system in structure and philosophy of play. 

Chains break, sails rise, and destiny shifts. Captain Blood offers stories where 
injustice sparks defiance, where captives become commanders, and where freedom 
is seized through risk. This book gives you the tools to play those stories with The 
Simple Approach: a framework for fast, story-first, system-adaptable roleplaying.

Captain  Blood  is  a  setting  for  swashbuckling  rebellion  in  the  seventeenth-
century  Caribbean.  The  tone  is  bold  and  romantic,  driven  by  peril,  loyalty,  and 
ambition.  You  tell  stories  shaped  by  trials,  mutinies,  sea  battles,  raids,  and  the 
struggle between empire and freedom. This genre thrives at the table because every 
decision carries weight, turning history and legend into living drama.

With these tools, you build characters scarred by captivity, ships that embody 
identity, factions that test loyalty, and stories that balance peril with pride. You can 
roll for inspiration or choose elements to fit your campaign. Every entry is written to  
fuel story, reveal character, and keep play moving. The focus is always on narrative 
consequence, not tactics or charts.

The Simple Approach uses traits rated 1–5, opposed rolls, and action difficulties 
set by tone and context. You can use this structure directly or adapt the content into  
any other rules system. The Principia core book expands on the framework, but you 
don’t need it to use the material here.

These tools matter because they give your group a way to explore history and  
fiction through play. You decide whether Captain Blood’s legacy ends in triumph, 
compromise, or tragedy. The guidance here sparks creativity while leaving space for  
your own vision to shape every session.

You don’t need a certain table size, prep style, or rule set. If your group values 
story, you can use this book. Whether you want a single raid or a full campaign of 
rebellion, you’ll find resources here to make it real.

Take these tools and set sail. Create bold characters, clash with empire, seize 
fortune, and carve legacy from peril. Your story begins now.

THIS BOOK CONTAINS
You hold a toolkit for turning Captain Blood into story-first roleplaying. Each 

chapter offers developed material you can use directly with The Simple Approach or 
adapt into any system that values narrative play.

Captain Blood: This section gives you a clear overview of the book’s themes and 
how they become roleplaying scenarios. You see how rebellion, freedom, and legacy 
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shape  identity,  and learn how to  frame those forces  in play so  that  every  story 
reflects the defiance and transformation at the heart of the genre.

Characters: Here you explore the kinds of characters central to Captain Blood 
and the themes they carry. You’ll find a collection of traits you can adapt or use as 
written, giving you tools to shape identity, reveal conflict, and create arcs that grow 
naturally in play while echoing the spirit of piracy.

Settings: This section shows what makes a strong Captain Blood setting and 
how  you  can  capture  that  tone.  You’ll  find  setting  traits  designed  to  spark 
inspiration and help you create original environments, from plantations and ports to 
seas and islands, each filled with danger,  opportunity, and themes of empire and 
resistance.

Factions: Here you discover the groups and organizations that fill the world of 
Captain Blood. You’ll see how factions embody power, secrecy, and influence, and 
you’ll  get traits  that let  you define them at your table.  These tools give factions 
agendas that drive conflict and provide story hooks shaped by loyalty and rivalry.

Stories: Ready-to-use  material  for  building  adventures  in  the  Captain  Blood 
genre. You’ll find plot hooks, obstacles, and antagonists designed to test identity and 
create consequence. Each element works as a seed for original stories, letting you 
frame high-stakes drama that grows into lasting campaigns.

Genre Tools: In this section you’ll find system-adaptable advice on reflecting the 
tropes of Captain Blood through play. You learn how to echo tone and atmosphere 
with  mechanics  that  stay  light  but  keep  narrative  weight.  These  tools  let  you 
emphasize rebellion, survival, and freedom without locking you to one rule set.

Techniques: This section provides narrative methods you can apply with any 
system.  These  techniques  help  you  emulate  Captain  Blood’s  focus  on  identity, 
legacy,  and consequence.  They work as  flexible tools,  giving your group ways  to 
capture the spirit of swashbuckling rebellion while keeping the story alive at every 
turn of play.

Glossary: Here  you’ll  find  essential  Captain  Blood  terms  and  The  Simple 
Approach vocabulary,  presented with  clear  pronunciation.  This  glossary  offers  a 
quick reference during play, making sure players and gamemasters share language 
that reflects both the historical setting and the narrative style of this roleplaying 
framework.

Bibliography: This final section gives you curated reading drawn from history, 
fiction, film, and television. Each entry comes with notes that explain how it informs 
the Captain Blood genre. You can use the bibliography as inspiration, grounding, or  
context, expanding your sense of rebellion, piracy, and Caribbean storytelling.
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CAPTAIN BLOOD
A tale of exile, rebellion, and freedom waits in Captain Blood. Published in 1922, 

Rafael Sabatini’s novel invites readers and players alike into a world of injustice, 
defiance,  and  redemption.  The  story  doesn’t  linger  on  spectacle  alone.  It  binds 
history to adventure, making sea battles and courtroom trials matter because they 
reveal choices under pressure. That balance of action and consequence turns the 
book into fertile ground for roleplaying.

The appeal comes from more than cutlasses and cannon fire. At its heart, the 
novel traces how a man stripped of liberty creates a new identity on his own terms.  
That struggle makes the story personal while the backdrop of empire, slavery, and 
naval rivalry keeps it sweeping. When you adapt its arcs for play, you work with  
themes that still resonate: oppression answered with courage, loyalty tested at sea,  
and honor measured against survival. Because the novel rests safely in the public 
domain,  you  can  draw from its  characters  and  conflicts  without  legal  restraint, 
reshaping them for campaigns filled with risk and consequence.

SPOILER-FREE SYNOPSIS
Peter Blood, an Irish physician living quietly in the West Country, wants nothing 

more than a peaceful life. The Monmouth Rebellion of 1685 pulls that hope apart. 
Wounded rebels arrive at his door, and his oath as a doctor drives him to treat them. 
That  decision  brings  him before  Judge  Jeffreys,  whose  Bloody  Assizes  condemn 
suspected  sympathizers  with  brutal  efficiency.  Instead  of  hanging,  Blood  is 
sentenced to transportation. Shackled and shipped to Barbados, he’s sold as a slave 
to a colonial planter.

On the plantation, skill with medicine grants him a measure of protection but 
never real freedom. Fellow convicts look to him for leadership, and overseers resent 
the respect he earns. Spanish raiders soon attack the colony, and the chaos opens a 
chance to escape. Blood seizes the moment, commandeers a ship, and breaks free of 
bondage. The decision transforms him into something he never sought: a captain 
outside the law, commanding men bound together by survival and defiance.

Life at sea tests every choice. Rival empires patrol Caribbean waters, each eager  
to claim supremacy. Governors strike bargains or betray them, and every captured 
vessel  shifts  fortunes  overnight.  Blood refuses  to  mirror  the cruelty  he  escaped. 
Discipline  and  honor  guide  his  command,  even  as  other  freebooters  embrace 
violence without restraint. Encounters with allies and enemies alike show that his 
greatest battles are often with conscience, not cannon.

Romance threads through his journey as well. Connections formed before exile 
complicate  his  search  for  legitimacy.  Affection  collides  with  class  and  politics, 
forcing him to balance personal loyalty with the weight of his past. Through all of 
this, the novel remains swift and vivid. Duels, escapes, and shifting tides of power 
keep momentum high while never losing sight of the character at its center.
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As a roleplaying seed, the synopsis offers immediate material. A wrongful trial 
provides a striking origin for characters. Transportation to distant colonies sets the 
stage for escape stories or resistance arcs. Shipboard life builds natural ensemble 
play, where loyalty and rivalry among crew members create drama. Imperial politics, 
shifting allegiances, and moral choices add layers of consequence to every decision. 
Even  without  spoilers,  the  outline  shows  why  Captain  Blood has  endured:  it 
combines  the  pace  of  an  adventure  tale  with  themes  that  lend  themselves  to 
campaigns driven by choice, identity, and redemption.

RAFAEL SABATINI: LIFE AND WORK
Rafael Sabatini entered the world in Jesi, Italy, in 1875. His parents lived as opera 

singers, and his childhood carried him between Italy, Switzerland, and England. That  
mix  of  cultures  gave  him a  command of  languages  that  shaped  his  writing.  By 
adulthood  he  spoke  several  tongues  fluently,  yet  he  chose  to  write  in  English 
because he believed it offered the sharpest edge for stories of action. When you read 
his novels, you notice brisk sentences that balance clarity with rhythm, a style that 
invites you to imagine scenes unfolding as if you were present.

Early  in  his  career,  Sabatini  produced  short  stories  and  minor  novels.  
Recognition came slowly, and you see in his persistence a lesson that creative work  
often  requires  endurance  more  than  fortune.  Breakthrough  arrived  with 
Scaramouche in 1921, a tale of revolution and disguise set in France. That success 
prepared  the  way  for  Captain  Blood in  1922.  Readers  discovered  a  novel  that 
combined historical accuracy with romance and adventure, and Sabatini became one 
of the most popular adventure writers of his era. You can draw on that moment in  
his life to remind yourself that persistence and careful craft often set the stage for 
lasting impact.

His output included dozens of novels.  The Sea Hawk explored corsairs in the 
Mediterranean,  while  Scaramouche dramatized  the  French  Revolution.  Captain 
Blood joined those threads by tying personal honor to systemic injustice. He never 
wrote as a detached historian. Instead, he placed characters at the intersection of 
history and drama, making real events feel immediate. When you adapt his work for  
play,  you benefit from that same instinct. You receive enough historical detail to 
ground a scene, yet you’re free to heighten tension, romance, or danger to suit your  
table.

Sabatini’s personal life included hardship. He lost his only son in an accident in 
1927 and his  first  wife soon after.  Illness  slowed his  later  years,  and he died  in  
Switzerland in 1950. Despite those tragedies, his stories endured. Modern readers 
still find Captain Blood in print, and filmmakers and game designers return to it for 
inspiration. That endurance shows you that stories built on courage, injustice, and 
freedom don’t lose force with time. When you sit down to design or play, you inherit 
a tradition that continues to speak across generations.
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HISTORICAL AND POLITICAL CONTEXT
The  novel’s  world  grows from real  events.  England in the  1680s faced deep 

division. The Monmouth Rebellion challenged King James II, a Catholic monarch 
distrusted by Protestant subjects.  When the uprising collapsed, reprisals followed 
swiftly.  Judge  Jeffreys  presided  over  the  Bloody  Assizes,  condemning  rebels  and 
sympathizers alike. Peter Blood, though fictional, enters this moment by treating the 
wounded. You see how a single act of compassion could be branded treason, and you 
can use that same tension to frame origin stories for characters in your campaigns.

Transportation to the colonies replaced execution for many prisoners. Convicts 
became  forced  labor  on  plantations  in  places  like  Barbados.  Conditions  proved 
harsh, with disease and punishment claiming lives quickly. Blood’s sale into slavery 
mirrors that reality. When you adapt it, you can craft sessions that highlight survival  
under oppression and the bonds forged in captivity. A plantation isn’t just backdrop. 
It becomes a crucible where loyalty, resistance, and defiance take shape. That setting 
lets you explore stories of escape, solidarity, and revenge without needing to invent a 
new framework.

The Caribbean itself formed a contested arena. Spain held vast territories but 
struggled to defend them. England, France,  and the Netherlands pushed into the 
region,  often by sponsoring  privateers.  Letters  of  marque offered legal  cover  for 
what outsiders called piracy. The line between patriot and outlaw shifted depending 
on which flag a ship flew. When Blood seizes his chance at freedom, he sails directly  
into  this  gray  zone.  That  ambiguity  makes  for  compelling  play.  You  can  stage 
encounters where allegiances change mid-battle, or where a governor’s letter turns a 
pirate into a hero overnight.

Wider wars in Europe spilled into colonial struggles. The Nine Years’ War from 
1688 to 1697 pitted England and France against each other and pulled their colonies 
into open conflict. Every treaty, alliance, and betrayal changed the balance of power  
in the Caribbean. Sabatini wove this instability into the novel’s fabric. When you set 
adventures in this period, you give players both sea battles and political intrigues. 
Courts, admirals, and rival captains become as dangerous as stormy seas, and every 
decision carries consequence beyond the deck of a single ship.

You can’t ignore the darker realities of empire. Enslaved Africans labored on 
sugar  plantations  under  brutal  regimes.  Indigenous  communities  endured 
displacement and violence. Sabatini, writing in the early twentieth century, treated 
these  subjects  lightly  compared  to  how  we  view  them  today.  When  you  adapt 
Captain Blood, you hold the responsibility to bring those realities forward with care. 
Doing so adds depth and weight to your campaigns. Freedom becomes more than a 
theme.  It  becomes  a  tangible  goal  for  characters  whose  choices  echo  the  lived 
struggles of the time.

Grounding your play in this history gives you more than scenery. It provides  
pressure, consequence, and moral complexity. Injustices of law, cruelty of empire, 
and  instability  of  politics  all  become  forces  your  group  can  resist,  exploit,  or  
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navigate. Captain Blood offers the story of one man’s odyssey, but the world around 
him opens countless paths. When you build on this context, you invite your table to 
write sagas where every decision matters and every voyage carries echoes of history.

THEMES AND LITERARY SIGNIFICANCE
Themes give Captain Blood its strength. Escapes and battles provide excitement, 

yet the story’s heart lies in struggles with justice, honor, freedom, love, and empire. 
Each  theme  matters  at  the  table  because  it  drives  choices  and  shapes  conflict.  
Sabatini treated these ideas as central to the story, and you can use them as building 
blocks for campaigns that blend drama with consequence.

Injustice and Survival
The  novel  opens  with  injustice.  Peter  Blood treats  wounded  rebels  after  the 

Monmouth Rebellion, and the Crown condemns him for compassion. His sentence 
removes liberty and throws him into brutal conditions. Roleplaying thrives on this 
kind of  tension.  Characters who face  wrongful  punishment must  decide  how to 
endure or resist. You can build campaigns that start with conviction, exile, or forced 
labor. Each path forward becomes a fight to endure, escape, and transform. Survival 
requires choice, resourcefulness, and determination, and those qualities drive action 
in every scene.

Honor Against Law
Blood commands with fairness and discipline, even while the world names him 

criminal. He earns loyalty through principle, not fear. That collision of honor and 
legality invites rich play. Crews may follow a captain because they trust his code, 
even when  governors  declare  him outlaw.  You  can design  dilemmas  where  law 
orders one course and conscience calls for another. Each decision shapes reputation, 
loyalty, and outcome. Campaigns that focus on this theme stay dynamic, because 
law and honor rarely move in the same direction.

Freedom and Captivity
Captivity shapes the first act of the novel, while freedom shapes the rest. Blood 

endures trial, transport, and slavery, then claims command, a crew, and open waters.  
This rhythm translates directly to roleplaying. Campaigns can begin in confinement, 
build tension through escape, and expand into voyages where liberty depends on 
choices players make. Groups that experience both loss of freedom and its recovery 
gain deeper stakes. Liberty feels earned, and every threat of capture renews tension 
that pushes the story forward.

Love and Identity
Romance  drives  as  much drama as  cannon fire.  Blood’s  bond with Arabella 

challenges him to prove that honor survives beyond outlaw life. Affection collides 
with  politics  and  duty,  forcing  hard  choices.  At  the  table,  this  theme  enriches 
campaigns  by  layering  private  stakes  onto  public  action.  A  player  may  struggle 
between loyalty to a crew and devotion to a partner. Rivalries may sharpen when 
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affection  and  ambition  intersect.  Campaigns  grow  stronger  when  relationships 
matter, because victories and defeats touch both the heart and the sword.

Empire and Resistance
The seventeenth-century Caribbean pulses with imperial rivalry. Spain, England, 

and France contest control, while treaties shift with every war. Governors, admirals, 
and captains maneuver for advantage, and corruption shapes decisions as much as 
strategy. Sabatini set Blood within this storm, showing how he resisted empire while  
exploiting  its  flaws.  You  can stage  campaigns  in  the  same space.  Every  official 
becomes a potential ally or betrayer. Every letter of marque creates a dilemma of 
allegiance. Players may serve empire, oppose it, or pit rivals against one another.  
Resistance and compromise both carry weight, and each choice reshapes the map of 
your campaign.

Literary Craft
Sabatini wrote with brisk clarity.  Dialogue moves with wit,  chapters advance 

quickly,  and  description  supports  action  without  slowing  it.  History  colors  the 
backdrop but never stalls momentum. That craft offers a model for running games. 
Sessions work  best  when scenes  remain sharp,  humor lightens  peril,  and action 
advances with purpose. You can borrow his rhythm to keep your table engaged. His  
approach  shows  that  even  stories  about  empire  and  injustice  can  carry  charm, 
romance, and energy without losing force.

Influence on Pirate Fiction
Adventure fiction shifted after Captain Blood. Earlier pirate tales often painted 

villains as grotesques or reduced them to simple morality plays. Sabatini created the  
archetype of the gentleman captain: educated, principled, and unwilling to bow to 
tyranny. That image shaped cinema, television, and games. When players picture 
daring outlaws with wit and charisma, they’re drawing from this legacy. You can 
choose to affirm those expectations or twist them, but the framework already lives 
in the imagination of your table.

Adaptations and Legacy
The story quickly moved into film, most famously the 1935 version starring Errol  

Flynn.  Later  works  echoed  its  structure:  unjust  conviction,  daring  escape, 
charismatic command, and redemption through courage. Even if your group hasn’t 
read  the  book,  they’ve  absorbed  these  beats  through  popular  culture.  That 
recognition works in your favor. You can run campaigns that lean into familiar arcs  
or twist them to surprise players. Either path feels immediate because the imagery 
has carried forward for a century.

Implications for Play
Each  theme  shapes  play  in  direct  ways.  Injustice  provides  compelling 

beginnings. Honor against law tests loyalty and reputation. Freedom and captivity 
create arcs of struggle and release. Love and identity bring intimacy and conflict. 
Empire and resistance drive intrigue and betrayal. Sabatini’s craft guides pacing. His  
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influence  sets  expectations.  His  legacy  supplies  imagery  that  players  already 
recognize. When you weave these elements together, you design campaigns filled 
with consequence, humanity, and swashbuckling energy that endures at any table.

PUBLIC DOMAIN AND ADAPTABILITY
Captain Blood carries unique value for roleplaying because it rests in the public 

domain. First published in 1922, the novel is now free to use, adapt, and transform.  
That status removes barriers and hands you direct access to its characters, settings, 
and arcs.  When you treat it  as both story and resource,  you gain a toolbox that 
invites immediate play.

What Public Domain Status Means
A work in the public domain belongs to everyone. You can reprint it, reshape it,  

or  fold it  into  your  own projects  without  permission.  For  a  game designer,  that  
means direct freedom. You’ll turn chapters into adventures, dialogue into handouts, 
and settings into campaign maps.  Nothing blocks your creativity,  and no license 
limits how far you take the material. That kind of freedom gives you confidence to 
design boldly, knowing the source is open for your table to claim.

Why Captain Blood Works Well
Many older works feel stiff, yet Sabatini’s novel still carries pace and clarity. The 

story reads smoothly, the scenes shift quickly, and the mix of romance, action, and 
politics keeps tension high. You’ll find episodes that translate easily into encounters: 
a plantation raid, a naval battle, or a tense courtroom trial. Each feels vivid, so you 
won’t struggle to adapt them into sessions. Because the prose holds up, you’ll pull  
directly from the novel without heavy rewriting, and your players will feel the energy 
that kept readers engaged a century ago.

Adaptation for Setting Design
The Caribbean setting already arrives with vivid detail. Barbados, Port Royal, and 

Tortuga each stand ready to anchor campaigns. Every harbor brims with intrigue, 
every  plantation  holds  conflict,  and  the  open  sea  delivers  constant  risk.  You’ll 
reframe these places as maps, scenario seeds, or faction hubs. Nothing stops you 
from shifting  emphasis,  perhaps  one island  becomes a  stronghold  of  resistance, 
another a  nest  of  corruption.  Each site  works as a  pressure point  where  stories 
unfold. When you build your setting from this foundation, you place players in a 
world both recognizable and alive with danger.

Adaptation for Characters
The  cast  of  Captain  Blood supplies  models  for  both  player  and  supporting 

characters. You’ll find the wronged professional, the loyal companion, the ambitious 
rival,  the  harsh governor,  and the conflicted  romantic  partner.  Each can inspire 
archetypes  or  appear  directly  in your  campaign.  Because they rest  in the public 
domain,  you’ll  adjust  names,  backgrounds,  or  motives  as  needed.  A  rival  might 
become an ally, a governor might secretly support rebellion, or a companion might 
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turn traitor. These figures give you instant drama, and your group will shape them 
further as play unfolds.

Adaptation for Story Arcs
The novel’s structure lends itself to campaign design. Trial, transport, captivity, 

escape, and command form a clear sequence. You can pace a storyline across those 
arcs, each serving as a chapter in a larger saga. A session might cover courtroom 
scenes,  another  the desperation of  captivity,  and a later  one the exhilaration of 
escape. Once players seize command, every voyage becomes an episode of choice 
and consequence. Because the framework already works, you’ll trust its rhythm and 
then branch, twist, or extend as your table prefers. That structure ensures escalation 
and payoff, which are vital to sustaining long play.

Considerations for Modern Play
Adapting this material means engaging with the realities of empire, slavery, and 

displacement. Sabatini wrote for audiences of his time, and his focus leaned toward 
romance  and  adventure  rather  than  social  critique.  You’ll  approach  the  subject 
differently,  giving  weight  to  the suffering and resistance of  enslaved people  and 
acknowledging the human cost of empire. Doing so doesn’t dampen adventure, it  
deepens  it.  Campaigns  gain  gravity  when  freedom  means  escape  from  actual 
bondage, and when resistance means challenging colonial systems. Addressing these 
realities with care ensures your group experiences both excitement and meaning.

Benefits of Adaptation
Working from  Captain Blood offers clear advantages. You receive characters, 

settings, and conflicts already shaped for drama. The story’s arc provides structure 
for  campaigns,  while its  themes supply  depth.  Because the novel  belongs to the 
public domain, you hold full creative freedom. You’ll borrow, transform, or expand 
as needed, never constrained by license. That freedom reduces your design burden 
and speeds preparation. Instead of building every detail from nothing, you’ll refine a 
framework  that  already  resonates,  ensuring  your  campaigns  move  quickly  from 
concept to play.

Implications for Play
Public domain status turns Captain Blood into a resource you can claim directly. 

You’ll launch campaigns that begin in courtroom trials, on plantations, or aboard 
stolen ships. You’ll  adapt characters into rivals,  allies,  or companions. You’ll  use 
settings  as  hubs  for  intrigue,  and  you’ll  pace  arcs  around captivity,  escape,  and 
command. Each decision places your group in a story that carries both historical 
weight and swashbuckling flair. Because the novel belongs to you as much as to 
anyone,  you’ll  reshape  it  freely,  crafting  adventures  that  honor  Sabatini’s  vision 
while delivering stories only your table can tell.

Captain  Blood offers  material  you  can use  directly  at  the  table.  Archetypes, 
settings,  factions, arcs,  mechanics,  and seeds all  adapt into campaigns that carry 
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swashbuckling tension. Each element provides drama and consequence that players 
shape with every decision.

Character Archetypes
Characters form the foundation of every campaign. The novel’s cast supplies 

models that adapt into archetypes for players and supporting figures.  Each entry 
expands into a full sentence that highlights both identity and roleplaying use.

The  Wronged  Professional: A  skilled  figure  like  a  doctor,  soldier,  or  scholar 
condemned  through  injustice.  This  archetype  lets  players  explore  resilience, 
transformation,  and  defiance.  By  beginning  from a  place  of  unfair  punishment, 
you’ll ensure that survival and identity remain constant points of tension.

The Loyal Companion: A friend, fellow captive, or crew member who anchors 
trust. This figure highlights the bonds that hold a group together, even when empire 
or greed tears them apart. When you play with this role, you create arcs of loyalty,  
betrayal, and sacrifice that drive campaigns forward.

The Ambitious Rival: A pirate, officer, or adventurer who seeks power at any 
cost.  This  character  mirrors  players’  ambitions,  pushing  them  to  compete, 
compromise,  or  confront.  You’ll  use  this  figure  to  escalate  tension and to  keep 
stories sharp with challenges that reflect the same hunger for command.

The Conflicted Governor: A colonial leader trapped between imperial duty and 
conscience. This figure can aid, resist, or betray depending on circumstance. When 
you  bring  this  role  into  play,  you  turn  political  pressure  into  personal  conflict,  
forcing characters to weigh loyalty against opportunity.

The Romantic Partner: A relationship that shapes decisions, identity, and loyalty. 
This role blends emotion with politics, since affection often collides with ambition. 
By weaving this character into campaigns, you balance combat with intimacy and 
give players choices that resonate beyond victory or defeat.

Setting Opportunities
The Caribbean setting brims with potential locations. Each site carries pressure, 

conflict, and consequence. By treating them as narrative engines, you guarantee that 
every harbor or plantation becomes a stage for choice.

Plantation Strongholds: Plantations embody captivity, exploitation, and survival. 
They create opportunities for rebellion, rescue, or escape. When you use them, you 
invite players to confront oppression, form bonds under pressure, and plan daring 
acts that reveal how freedom and defiance shape identity.

Ports  of  Intrigue: Ports  serve  as  hubs  where  politics,  commerce,  and  rumor 
collide.  Ships  dock,  crews rest,  and  bargains  unfold.  You’ll  turn  these  sites  into 
stages for diplomacy, betrayal, and alliance. Every visit becomes a chance to weave 
intrigue into campaigns while giving players clear agency.

Perilous Sea Lanes: Open waters deliver freedom and risk. Storms strike, navies 
patrol, and rivals hunt. You can stage naval battles, chases, and rescues across these 

10

Sam
ple 

file



routes. Each voyage keeps momentum high, because every wave hides danger, and 
every pursuit demands courage, skill, and sacrifice.

Faction Play
Factions shape politics, loyalty, and consequence. They act as living forces that 

shift alliances and escalate pressure. You’ll place them at the heart of campaigns to 
keep decisions meaningful.

Imperial Powers: Rival nations project force across the Caribbean. Each offers 
potential  support,  but  each  demands  loyalty  in  return.  Players  choose  whom to 
serve, whom to betray, and when to strike out alone. By weaving empires into play, 
you anchor campaigns in constant political tension.

Privateer Captains: Letters of marque turn pirates into patriots, but only when 
politics  align.  These captains may ally with players or  serve as rivals.  You’ll  use 
them to blur the line between law and outlaw, forcing players to decide how far 
they’ll go to claim legitimacy.

Crew Allegiances: Crews form the lifeblood of every voyage. They unite around 
leaders  but  fracture  under  stress.  You’ll  highlight  their  loyalty  and  resentment,  
letting mutiny, faith, and desperation shape stories. When crews matter, campaigns 
feel alive, because every choice echoes through the ship.

Colonial  Elites: Governors,  planters,  and  merchants  thrive  on  empire.  They 
resent disruption, yet they sometimes need pirates for profit or power. You’ll make 
them slippery figures who tempt, threaten, and betray. Their presence ensures that 
politics never stay simple, and intrigue drives every negotiation.

Story Arcs
The novel’s  rhythm translates  into  arcs  you can frame directly  as  campaign 

stages. Each arc offers pressure and release, with stakes that grow with the story.

Trial and Conviction: Characters face unjust judgment and exile. This arc forces 
them to endure public shame and loss. You’ll stage scenes of defense, outrage, and 
condemnation.  By  beginning  campaigns  with  injustice,  you  guarantee  strong 
motivation and ensure that every later choice carries weight.

Captivity and Survival: Enslavement or forced service strips freedom and safety. 
Players  confront  cruelty  while  building  solidarity.  This  arc  lets  you  emphasize 
endurance and camaraderie, creating space for escape plans and moral struggle. The 
pressure of captivity ensures that survival becomes the first shared goal.

Escape  and  Revolt: Breaking  free  launches  momentum  and  sets  direction. 
Players plan revolts, seize ships, and claim control of their fate. This arc transforms 
hardship into triumph and builds unity. When you run it, you’ll give your group the  
thrill of liberation and the risks of command.

Voyages and Command: Ships, seas, and rivals test every decision. Command 
means discipline, loyalty, and reputation. You’ll stage raids, alliances, and betrayals  
that force leaders to prove their worth. This arc anchors long campaigns, because it 
turns every voyage into a test of honor and ambition.
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Mechanics and Systems
The story suggests mechanics that reinforce swashbuckling play. You’ll adapt 

them to your system of choice, always keeping themes central.

Reputation  Systems: Reputation  tracks  how empires,  rivals,  and  crews  view 
characters.  Every  raid  or  deal  shifts  standing.  You’ll  use  reputation  to  reward 
choices, spark conflict, and escalate stakes. This mechanic ensures that every action 
shapes how the world reacts.

Codes of Honor: Principles define pirates as much as cannons. A code of honor 
rewards mercy, loyalty, or discipline under stress. Players earn strength when they 
uphold it, and they pay costs when they betray it. This mechanic keeps integrity 
alive in every decision.

Ship Rules: Sailing demands skill and sacrifice. You’ll use mechanics that track 
navigation,  combat,  and supply.  Ships  become characters  themselves,  shaped by 
victories, storms, and repairs. When ship rules matter, the sea stays dangerous, and 
voyages never feel routine.

Romance and Loyalty: Relationships carry weight alongside battles. Mechanics 
for  affection,  loyalty,  and rivalry  make choices  personal.  You’ll  track bonds  that 
strengthen or fracture. These rules keep campaigns alive beyond combat, ensuring 
that every decision carries both public and private cost.

Campaign Seeds
You  can  launch  campaigns  directly  from  the  novel’s  material.  Each  seed 

expands into a saga that players shape through choice and consequence.

The Monmouth Legacy: Characters condemned for  rebellion find themselves 
enslaved in Barbados. Escape offers both liberty and revenge. You’ll stage courtroom 
trials,  plantation  oppression,  and  desperate  flights.  This  seed  grounds  your 
campaign in injustice while building toward revolt and command.

The  Governor’s  Bargain: A colonial  leader  offers  legitimacy  in exchange  for 
loyalty.  Betrayal lurks in every deal,  and politics demand compromise. You’ll  test 
players with intrigue, divided allegiances, and dangerous promises. This seed turns 
every negotiation into a gamble that reshapes reputation and power.

The Rival Captain: Another freebooter rises with skill and ambition. He mirrors 
the  players’  drive,  forcing  confrontation.  You’ll  stage  duels,  chases,  and  shifting 
alliances.  This seed ensures rivalry becomes central,  turning every session into a 
contest of honor, loyalty, and cunning.

The  Chain  of  Command: A  crew  questions  its  captain’s  choices,  straining 
loyalty.  Mutiny threatens, and every order carries risk. You’ll let players confront 
doubt, authority, and ambition. This seed turns leadership into a constant challenge, 
ensuring that command always feels fragile and contested.

The  Lovers’  Divide: Romance  collides  with  politics  when  affection  ties 
characters to empire. Choices between love and loyalty push campaigns into drama. 
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You’ll frame conflicts that test both heart and conscience. This seed adds depth, 
proving that swashbuckling stories thrive on intimacy as much as combat.

Implications for Play
Every element of Captain Blood carries roleplaying potential. Archetypes shape 

characters,  settings  anchor  intrigue,  factions  fuel  politics,  arcs  build  rhythm, 
mechanics reinforce theme, and seeds launch sagas. When you use them together, 
you design campaigns that feel immediate, tense, and deeply human. This material 
transforms directly  into  play,  keeping your table  in constant  motion across  seas 
filled with consequence.

THE ADVENTURE AHEAD
Captain Blood endures because it blends history, romance, and rebellion into a 

story  that  feels  alive.  Sabatini  gave  readers  a  hero  who  faced  injustice,  seized 
freedom, and commanded loyalty on contested seas. That blend of hardship, daring,  
and  honor  continues  to  resonate  because  it  speaks  to  struggles  that  never  lose 
relevance. When you adapt it for roleplaying, you inherit a framework that already 
balances action with consequence.

You’ve seen how biography and history shape the novel’s foundation. You’ve 
traced themes of injustice, honor, freedom, love, and empire. You’ve explored how 
public domain status frees you to adapt every character,  setting,  and arc.  You’ve 
expanded those ideas into archetypes, locations, factions, storylines, mechanics, and 
campaign  seeds.  Each  part  equips  you  to  build  sessions  that  carry  both 
swashbuckling energy and meaningful stakes.

The  value of  this  source  rests  in  adaptability.  You’ll  take  trials,  plantations, 
ports, and sea lanes and turn them into playable spaces. You’ll use governors, rivals,  
and  companions  to  test  loyalty  and  integrity.  You’ll  frame  campaigns  around 
captivity and command, love and betrayal, empire and resistance. Each adaptation 
ensures  that  your  table  writes  its  own odyssey,  shaped  by  Sabatini’s  vision  but 
defined by your players’ choices.

Sabatini’s novel sits in the public domain, and that gift removes barriers. You 
don’t need permission to adapt it. You don’t need licenses or contracts. You hold full 
authority to transform it into campaigns, supplements, or settings. That freedom lets 
you experiment, remix, and innovate. Every group that sails into these waters writes  
its  own story,  carrying  a  tradition  that  stretches  back  a  century  while  pointing 
toward new horizons.

The adventure ahead belongs to you. You can launch voyages that begin with 
trials and end with redemption, or you can chart arcs that twist into unexpected 
betrayals.  You  can  center  romance,  politics,  or  combat  as  your  group  prefers. 
However you choose to shape it,  Captain Blood gives you a foundation tested by 
time. The sea waits, the empire presses, and freedom calls. Now you hold the chance  
to make that call echo through your campaigns.
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DRAMATIS PERSONAE
The characters in  Captain Blood reveal the world’s sharp edges through their 

choices and conflicts. Each one embodies a force that shapes the Caribbean, from 
cruelty and greed to loyalty and defiance. Together, they anchor the tale of survival,  
ambition, and transformation on sea and shore.

Peter Blood begins as a physician whose compassion leads to slavery, yet his wit  
and resolve turn injustice into power. He emerges as a strategist who guides others 
through danger and betrayal. His journey proves how intelligence and will can cut 
through chains and create command from desperation.

Colonel Bishop rules with arrogance and cruelty, clinging to wealth and status 
while dismissing humanity. His oppression drives the story’s tension and sets Blood 
on a path of defiance. Arabella Bishop complicates that cruelty, offering sympathy 
without surrendering her privilege. Her presence introduces a fragile bridge between 
power and recognition.

Governor Lord Willoughby embodies the reach of empire. His actions remind 
the reader that local lives are bound to distant decisions. Admiral Rivarol arrives as  
an  ally  but  soon  shows  how  ambition  corrodes  loyalty.  Their  shifting  alliances 
highlight the fragility of trust in a world where politics overrides honor.

Spanish captains and colonial strongholds serve as adversaries who test Blood’s 
resolve. Every clash sharpens his reputation as a daring commander. They function 
less as individual foes and more as symbols of empire, turning the Caribbean into a 
proving ground for courage and cunning.

Through this  cast,  the novel  demonstrates  how personal  character  intersects 
with  history.  Compassion,  cruelty,  ambition,  and  loyalty  collide  in  scenes  that 
demand action. The story never leaves these figures as background detail. They drive 
events forward, forcing choices that shape both destiny and legend.

PETER BLOOD
A physician turned convict, you rise from injustice to claim freedom on the sea.  

Chains don’t  define you;  leadership, wit,  and resilience do. From exile you carve 
command, shaping crews through principle and daring. Your story blends healing,  
piracy, and honor into a legacy of defiance.

You walk both as healer and captain, scarred by trial and bondage yet steady in 
resolve. Wit sharpens your command, and humor balances weight. Every choice you 
make  ties  loyalty,  rivalry,  and  justice  into  a  journey  that  keeps  seas  alive  with 
consequence.

Appearance
Tall and lean, you carry the carriage of a soldier and the calm of a doctor. Dark  

hair shadows sharp eyes that read every detail, while sun and hardship mark your 
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skin.  Clothes  remain plain yet  precise,  chosen for  function.  The impression you 
leave is authority carried without vanity.

Personality
Intelligence and wit shape your leadership, while fairness anchors it.  Humor 

keeps command from hardening into severity, and charm softens resolve. You refuse 
cruelty, yet you never waver in discipline. Those who follow you trust that decisions 
rest on honor, even when danger surrounds every voyage.

Gentleman Captain [3]
Education and  daring  set  you  apart  from common raiders.  You  earn  loyalty 

through principle and inspire through skill. Discipline steadies your hand, and wit 
lightens tense waters. Crews trust you because you lead with courage, and rivals fear  
you because authority holds firm no matter the peril faced.

Dispossessed Physician [4]
You began life as a doctor, calm in judgment and skilled in saving lives. Chains 

shifted your course but never erased that past. Compassion lingers, shaping every 
decision, even when survival feels harsh. The healer remains within you, ensuring 
mercy and strategy thread through every act of command.

Master Strategist [4]
Planning  defines  your  strength.  You  read  men,  study  tides,  and  turn 

disadvantage into  gain.  Every  engagement carries  layers  you’ve  already  weighed. 
This foresight makes battle less chance and more design. Crews rely on that vision, 
knowing each plan you craft pulls victory from situations that seem impossible.

Stubborn Pride [5]
Confidence  often hardens  into  pride  that  resists  compromise.  You bristle  at 

insult, reject help too quickly, and escalate conflicts when humility might have saved 
ground. Allies sometimes falter under the strain, yet this flaw keeps tension alive, 
since every scene risks turning loyalty into fracture and unity into doubt.

Quest for Justice [4]
Justice  drives  you to  prove that  integrity  survives  even in outlaw life.  Every 

voyage becomes another step toward freedom reclaimed and honor restored. You 
seek vindication through courage, mercy, and resolve. This pursuit keeps arcs alive, 
ensuring that campaigns carry the weight of redemption against empire’s reach.

Assets
You carry tools that define your story. Medical instruments recall your oath as 

healer.  A soldier’s  blade links  to your past  as  fighter.  Most  of  all,  the  ship you  
command binds crew, survival, and ambition together. Each possession shapes play 
by anchoring identity in skill, resolve, and freedom.
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ARABELLA BISHOP
You live at the edge of empire, niece to a harsh plantation master, yet your own 

spirit  refuses  cruelty.  Compassion,  wit,  and  resolve  mark  you  apart  from those 
around you. Though bound by family and circumstance, you hold your own ground,  
shaping loyalty and conflict in equal measure.

Your presence balances command and rebellion. You move through courts and 
plantations with poise, yet your choices ripple into every arc of Blood’s life. You 
embody  both  anchor  and  challenge,  showing  that  personal  loyalty  and  sharp 
judgment can cut as deep as any blade or cannon.

Appearance
Grace and confidence shape your presence. Fair skin contrasts with bright eyes  

that flash with intelligence. Hair falls in neat waves, worn with pride and precision. 
You dress elegantly yet never extravagantly, preferring attire that shows poise and 
dignity. Wherever you stand, authority follows without request.

Personality
You mix compassion with sharp wit, refusing cruelty and speaking boldly when 

silence would serve comfort. Pride keeps you steady, but fairness tempers judgment.  
You  challenge  arrogance  and  praise  integrity,  holding  others  to  high  standards. 
Those around you see both warmth and defiance in every word you give.

Independent Spirit [3]
Your role as a planter’s niece never silences your voice. You speak openly, act 

decisively, and refuse to fade into expectation. Independence makes you both ally 
and critic, since your loyalty rests on trust earned. You shape scenes by asserting 
agency, driving tension while inspiring courage in others.

Colonial Heiress [2]
Your identity carries privilege and weight, placing you within circles of power 

yet exposing you to scrutiny. You navigate courts, plantations, and salons with grace,  
and those spaces become stages where politics unfold. This position ensures you’ll  
always influence events, whether through counsel, defiance, or sharp observation.

Keen Insight [3]
You notice  what  others  miss,  reading  motives  and  moods  with  clarity.  That 

insight makes your judgment precise,  and your words land with authority.  When 
tempers rise, you cut through with observation, and when danger hides, you uncover 
it quickly. This strength makes you indispensable in scenes of intrigue.

Stubborn Will [4]
Your  resolve  hardens  when challenged,  pushing  you to  defy  orders  or  resist 

compromise. This stubbornness can drive allies to frustration and escalate conflicts 
that  patience  might  ease.  Yet  your  will  also  keeps  you  strong  under  pressure, 
ensuring that betrayal or manipulation never finds you unprepared.
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