
RIDE’S MAP 
 

A) BRAINSTORMING 
 
Fantasy: Pirate 
 
Decided to go with a simple fantasy. 
 
Inspiration: 
 

1. Assassin’s Creed 4 
2. Pirates of the Caribbean 

 
Brainstorming Notes 
 
PIRATES Adventure: 
 
Male Pirate 
Personality would be something like Stede Bonnet’s - New young pirate. Very enthusiastic. No 
experience with piracy. Worked for the buccaneers 
Female Pirate (Posing as a male on the ship) [Pretty common- trying to be accepted by other 
pirates on the ship] [Finally does get accepted] 
 
NPCs: 
Ghosts 
Guards 
 
3 hours: 
3 major events! 
 
Keep 5 ready as contingency. 
 
Events: 
 
Finding Captain Kidd’s hidden treasure 
 
Building Encounters: 
Kraken Fight 
Fight with the British Navy Guards 
Stealing a ship 
Blackbeard’s Ghost 



 
Possible story 
 
3 male pirates meet somewhere. [One of them is female but is disguised as male]. The female 
pirate is Mary Reed. [Each of them can choose their own name]  
 
Mary Reed sent  
Kraken- Comes out when they go to one of the islands in search 
 
 
World: 
 
Tortuga 
 
4 Caribbean islands: 
 
One with the key. Guarded by Blackbeard’s ghost- after solving the Blackbeard’s puzzle, you 
get a chest that has the map as well as the key to the actual treasure. 
 
One with the treasure. 
 
One that is near the center of the map and is guarded by the Kraken. 
This one has a mountain cavern. That leads you to another island.-the fourth one. 
 
There is also a British port with all the ships. Heavily guarded. It is recommended to not go near 
it. 
 
 
 
Surprise: Pirate hunter ships spawn. 
 
[Kill captain andrews to get the other part of the map.] 
 
The map reveals that there are two parts to the treasure. The first part is marked as a key on the 
map. That is the first destination. It is guarded by Blackbeard’s ghost. He needs to get past 
 
The maps are the puzzles. 
Each of them have symbols. 
 
 
 
 
 



 

B) “RIDE’S MAP” ADVENTURE: 
 
Character Sheets: 
 

MARLEY RIDE 
 
Attributes and Skills: 

Health: 18 
Defense: 10 
Physical: 10 

Unarmed Combat: -2 
Melee Combat: +2 
Long-Range Combat: -1 
Athletics:  
Stealth: +4 

Mental: 8 
Investigation: +2 
Science: -1 
Medicine: 
Technology: -1 

Social: 12 
Leadership: +1 
Persuasion: +2 
Intimidation: -1 
Subterfuge: -2 

Special: 
Disguise: You can disguise yourself as anyone. 

 
Inventory: 

1. Set of common clothes (male) 
2. Half Pirate Map 
3. Flintlock +2 Damage 
4. Cutlass +3 Damage 
5. 10 Gold 
6. Knife 

 
Story: 
 

● You father was a pirate and was killed recently by a British Captain. You were on the 
same ship as him, but you managed to survive that battle somehow. He had a lot of 



wealth hidden away on an island. He gave you a part of the map that led to the island 
before he died. He lost the rest of the map in his scuffle with the British Captain. 

 
 
 

 
Goals and Motivation: 
 

● You aim to find the rest of the map and claim the treasure that is rightfully yours. 
 

● All your previous crew members either fled or were killed in the battle with Captain 
Andrews. So you are looking to recruit smart and enthusiastic people that would help 
you in your journey. 

 
● [You are actually a girl, but your father has kept this fact hidden as he wanted you to 

become a pirate. Someday you hope to reveal your identity. Your real name is Mary.] 
 
Personality: 

● Mid 20s. 
● Good at sword fighting. 
● Good at persuading people.  
● Charming. 
● Very goal oriented. 
● Inexperienced. 
● Tends to get very emotional sometimes. Does not like the fact that people hate female 

pirates. 
● You tend to be annoyed by arrogant people. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

WILLIAM RACKHAM 
 
Attributes and Skills: 

Health: 15 
Defense: 9 
Physical: 8 

Unarmed Combat: -2 
Melee Combat: -1 
Long-Range Combat: +1 
Athletics: +4 
Stealth: +2 

Mental: 10 
Investigation: -3 
Science: +1 
Medicine: +2 
Technology: -2 

Social: 14 
Leadership: -1 
Persuasion: +2 
Intimidation: -1 
Subterfuge: +1 

Special: 
Doctor’s Locations: You have good contacts with doctors around these islands. 

You can roll to find the nearest doctor. 
 

 
Inventory: 

 
1. Set of common clothes (male) 
2. Cutlass +1 Damage 
3. 30 Gold 
4. Rum 
5. Rope 

 
Story: 

● You have been a sugar merchant for the past 10 years. You had a wife who left you 
because you did not earn much. Therefore you decided to give up an honest life and 
become a pirate. 

 
 
 



 
Goals and Motivation: 

● Want to earn as much gold as possible. 
● You want to become a fearful pirate as soon as possible. 

 
Personality: 

● Mid 30s 
● Very enthusiastic. 
● Fast.  
● Knows a lot of people. No pirate record. Can persuade people. 
● Knows how to lie and bribe people. 
● Greedy 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



JAMES BUTCHER 
 
Attributes and Skills: 

Health: 16 
Defense: 12 
Physical: 13 

Unarmed Combat:  
Melee Combat: +1 
Long-Range Combat: +2 
Athletics: +1 
Stealth: -1 

Mental: 12 
Investigation: +2 
Science: -1 
Medicine: +1 
Technology: 

Social: 7 
Leadership: -1 
Persuasion: -1 
Intimidation: +1 
Subterfuge: +2 

Special: 
Knowledge of the seas: Knows everything about the mysteries of the seas - from 

monsters to treasures. 
Navigator: Use your compass to find the way in the treacherous seas. 

 
Inventory: 

1. Compass 
2. Flintlock +1 Damage 
3. Cutlass +2 Damage 
4. 5 Gold 
5. Medicine 

 
Story: 

● Your dad was a commodore in the British Navy. He was known to be the most fearsome 
pirate hunter in the seas and was admired by the entire navy. You idolized him and 
wanted to become a Commodore as well. 

 
● Once he was sent to hunt down a dangerous pirate with only one vessel. While chasing 

the pirate he realized that the pirate’s fleet was larger than they had expected. He 
realized that if they engaged the fleet in combat, his crew would certainly die.. So he 
decided to abandon his orders and return back to the port to save his crew. He planned 



on returning to hunt down the pirate with a stronger fleet. But that night, the pirate 
attacked the very city you lived in and took the lives of many people. Everyone blamed 
the commodore for this incident and he was ridiculed. In the end he could not bear this 
shame and killed himself. Because of this, you hold a grudge against the british navy. 

 
● You decided to become a pirate to humiliate the british navy. 

 
● You have travelled the seas for several years now and have great knowledge of the 

deepest and wildest mysteries of the seas. 
 
Goals and Motivation: 
 

● Shame the British army as much as possible. 
● Kill as many British officers as possible. 
● Get rid of female pirates 

 
Personality/Appearance: 

● Mid 50s 
● Serious tone of voice 
● Very experienced Sailor. Amazing knowledge of the seas and its mysteries 
● Very Intelligent. 
● Keen hearing abilities. 
● Does not trust women. Hates the idea of female pirates 
● Physically strong as well. 
● Not very keen on socializing. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



MAP OF THE WORLD:  
 

 
 
 



TREASURE MAP 
 
The piece of map player starts with: 

 
 
The piece that the players find: 

 
 



Final Map:

 
 
 
Adventure Outline: 
 
[Notes for Running the Adventure] 
 
START: 
 
Mary has a map and needs a smart crew to help her find the treasure. A piece of the map is 
missing. The map belonged to Mary’s father who recently died. The other piece of the map with 
the british naval officer that killed her father [her father was a pirate]. She needs a crew and a 
ship first to start looking for him. She is in Tortuga disguised as a male pirate looking for the 
same reason. [Assume she is a man from this point forward until the point she reveals herself] 
 
MEETING: 
 
He has put up a recruiting desk maybe? Promising unimaginable amount of gold to the people 
who join “him” on this dangerous adventure. [No one has signed up so far] 
 



[Teague is intrigued but stays far away. Or he comes up and join] 
 
[Hopefully Stede Bonnet joins you by approaching the desk] 
 
[If he does not, Reed puts up a banner or something- more gold to the pirate with a ship or 
something] 
 
Now Bonnet and Reed are together, I give Reed the half piece of map that shows the path that 
they should take, but not the destination. They start talking about the British Army and Teague 
overhears them, he decides to join the band but does not tell them the story, or maybe he does] 
 
 
[Since it is tortuga, there are also other ships on the port. Several brigs, frigates and schooner. 
Some new frigates and schooners have some crew on guard, but most of the old ships are left 
alone. So if you want a stronger and faster ship, you have to go through guard or else you can 
also steal an old brig/frigate/schooner. 
 
Stede has a schooner, but it is upto the pirates to figure out if they want to use it or not.] 
 
 
 
 
EVERYONE IS TOGETHER SOMEHOW AT THIS POINT. AND THEY HAVE A SHIP. IF NOT 
THEY I CAN LEAD THEM TOWARDS THE PORT WHERE ALL THE SHIPS ARE TIED 
DOWN. 
 
What if they are not together at this point? 
-> Improv something at this point. 
 
 
Current location of the british officer is somewhere in the sea. So the first objective is to find him 
and get the rest of the map. They find out where he is using investigation. 
 
They find the officer - Improv the battle [Regular captain with some crew members] 
 
Crew Members: 
Number : 4 
Each Member: 
Health: 6 
Attack: 4 
Defence: 7 
 
 



Captain Andrews: 
Health: 10 
Attack: 5 
Defence: 10 
Captain Andrews: 
Weapon : Flintlock dmg +3, Cutlasses dmg +1 
 
 
After finding the map they head towards the key island. Once on the key island, they investigate 
it for further clues and find out that the tribal folk have control of the chest. The tribal folk greet 
them and tie them up, so that they can be eaten. 
 
Tribal Folk Language: 
 
“Huka narupa. Neeka jaaru pe” 
“TEKKA! TEKKA! TEKKA!” 
 
“Jana paanda cara nuka pee” 
“Hoo-ah! Hoo-ah! Hoo-ah!” 
 
 
They have to escape these people and find out where the treasure is hidden. 
 
Showing them the map reveals the location of the chest on the island. They tell you where it is 
but it is important to them so they tie you up. Escape them. 
 
[PUZZLE 1] 
Find the location of the treasure. Go to the cave painting puzzle. Solving it would let you access 
to the Key. 
 
You are attacked by the tribals. You have to escape them there is no other way. You are in a 
jungle that is like a maze. You have to escape these tribals and get back to your ship. 
 
You start going towards the other island, but you are attacked by the British backup Brig. You 
attack them or escape them. 
 
Then you encounter the Kraken on the opening of the mountain cavern. You job is to figure out 
what is going to hurt it. Every 2 mins or so, it is going to reduce everyone’s HP on board.  
 
It can be hurt with gunpowder. Or you can abandon the ship and swim to the cavern. Not 
recommended though. 
 
 



[PUZZLE 2] 
When you reach the end of the cavern, you encounter Blackbeard’s ghost. His puzzle you must 
solve while fighting him- to get access to the puzzle. 
 
Teague has the advantage here as he knows the mysteries of the places. After solving the 
riddle of the ocean, blackbeard lets you through, and you open the chest. 
 
 
 
Ship Names: [If Needed] 
 
HMS Elizabeth 
HMS Britannica 
HMS Carpathia 
 
 
 
 
PUZZLES: 
[Thought it best to discuss the puzzles first to give some context to the reader before I outline 
the adventure.] 
 

1. Cave Painting Puzzle: 
The players had to put the painting back together to open the door to the cave. 
 
Unsolved: 

 



 
Solved: 

 
2. Blackbeard’s Puzzle: 
The players have to solve this puzzle to get the treasure from Blackbeard. The treasure map 
actually makes a word. 
 

 
 



 
OTHER ILLUSTRATIONS: 
 
SHIPS: 

 
 
PIRATES: 

 



KRAKEN: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



BLACKBEARD: 

 
 
 
 
 



Character Sheets for Ships: 
 

SCHOONER 
 
Attributes:: 

Health: 20 
Defense: 10 
Speed: 10 
Combat: 7 
Stealth: 15 
 

Inventory: 
Gun Powder barrels: 5 
Rum: 10 
Sugar:5 
Medicine: 2 

 
 

BRIG 
 
Attributes:: 

Health: 25 
Defense: 12 
Speed: 7 
Combat: 10 
Stealth: 8 
 

Inventory: 
Gun Powder barrels: 2 
Rum: 10 
Cannon: 3 
Medicine: 3 

 
 
 
 
 



FRIGATE 
 
Attributes:: 

Health: 30 
Defense: 14 
Speed: 5 
Combat: 12 
Stealth: 5  

Inventory: 
Gun Powder barrels: 2 
Rum: 15 
Mortar: 3 
Cannon: 3 
Medicine: 3 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



C) STEP BY STEP NARRATIVE 
 
The link to the videos of the playthrough: 
https://drive.google.com/open?id=1jvbKthflM--BPdvqJRuZEz0gJBR9KdXO 
 
VIDEO 00: 
 
[WE NEED TO WORK TOGETHER!] 
 
The adventure starts by the Game Master explaining the characters and setting up the scene for 
the players. They are currently in Tortuga sitting in a bar all performing their respective activities. 
Marley is recruiting people to help him find his father’s treasure. He has a desk set-up with a 
sign that reads “GOLD and ADVENTURE of a lifetime for the most fearless pirates!” 
 
[Expected: The other two pirates: James and William are supposed to walk up to the Marley. 
Their character sheets provide enough motivation for them to come together as a team and start 
their journey.] 
 
William walked up to the desk and joined up with Marley as his major motivation was gold.  
 
[Marley had two objectives- take his father’s treasure and take revenge on the british officer that 
killed him. James hated the british Navy and I had hoped that those two would bring them 
together. Turns out Marley had completely forgotten to read about his second goal: Revenge.] 
 
Marley and William decided to persuade James as he was not willing to join the adventure. At 
some point he was tempted by gold but he thought his time would be best spent hunting down 
the navy. After using their persuasion skills and some Rum as bribe, William and Marley were 
able to get James onboard. 
 
Now they needed a ship. The GM mentions that William has a ship- a schooner (smaller but 
faster). They were given options to steal larger ships from the port, but the players decided to go 
with their own schooner to avoid unnecessary attention.  
 
 
 
VIDEO 01:  
 
[FINDING THE FOOD] 
 
Then they realise they have no food. So they go ahead to steal the food from some bar. Marley 
sneaks into the kitchen while the other two distract the attention of the employees. Turns out 
Marley is caught by the Chef in the kitchen and both of them get into a battle as Marley was 

https://drive.google.com/open?id=1jvbKthflM--BPdvqJRuZEz0gJBR9KdXO


unable to leave successfully because of bad rolls. While Marley and the Chef were having a 
battle, the other two were found out and thrown out of the bar. Marley was thrown out as well 
after losing to the chef. Next Marley decides to use his Disguise ability to sneak into another bar 
and steal the food. He was successful. They loaded up in the schooner and set out on their 
journey. 
 
[This scene was never a part of the adventure. It was all made up during play.] 
 
 
 
VIDEO 02:  
 
[FREE OURSELVES WE MUST] 
 
All of them decided to go to BARTA- the island that shows the “key” on the map. They reach 
there easily without much trouble, but get caught by the tribal people. Each of them try to 
escape by rolling meticulously. Two of them are successful in getting away but one is already in 
their hands. One more manages to get caught as well. So the third one, Marley, who had a clear 
chance of running away, decides to come back and save the other two as he needed their help 
to find the treasure. 
 
All of them are taken to a village where all their weapons are taken. On seeing the island 
marked with a key symbol on Marley’s map, the head of the tribe gets pissed off and sends one 
of his guards to the caves to check if it was secure. This gave the players an idea that this is 
where they need to go next. The guard comes back saying everything is fine. All the tribal folk 
go to some empty grounds to get ready to cook these three. They leave a guard behind to keep 
an eye on these three. James had a knife hidden in his clothes and he manages to free himself 
and knock out the guard. He also manages to untie the other two pirates. 
 
 
 
VIDEO 03:  
 
[TO THE CAVES!] 
 
They take the guard hostage and decided to get more information out of him. THe guard tries to 
escape but they manage to pin him down and ultimately ask him some questions about the 
cave. Meanwhile they manage to retrieve their weapons. After gathering some information, they 
head towards the caves where they encounter their first literal puzzle: putting the cave painting 
back together to open the cave. 
 
[This puzzle is introduced 9 minutes 30 seconds into the video] 
 



After fixing the cave painting, the cave opens and the pirates start investigating the insides for 
traps. 
 
 
 
VIDEO 04:  
 
[THE KEY IS OURS!] 
 
After investigating the cave carefully, one of them decides to go in, another one will be a 
back-up and a third one will keep watch. They plan it out pretty accurately and are able to get 
the key in the cave without any troubles. The cave starts to close when they touch the key. This 
alarms the tribal folk as the whole island starts shaking while the cave is closing. Somehow they 
manage to get out and at this point the tribal people are near the cave and have spotted the 
pirates. The pirates can either run towards a clearing or towards a jungle. They decide to go 
towards a jungle to confuse the tribal folk. 
 
They keep running until they come up to a guarded bridge between two cliffs. They shoot the 
guard and go to the other side of the bridge. At the point the tribal people have caught up to 
them and are on the other side of the bridge. They cut the ropes of the bridge and make it to the 
ship safely. 
 
At this point, they still do not have the other half of the map. So they read their character sheets 
again and this time Marley realizes that he needs to find Captain Andrews who killed his father 
and has the other half of the map. They investigate about his location and reach Port Royal. 
 
 
 
VIDEO 05:  
 
[THE MAP IS MINE!] 
 
They find out where he lives in Port Royal and decide to infiltrate his house at night. Two of 
them stand guard outside while Marley decides to go into the house. He avoids a few guards 
while going through the compound and reaches the back door. He makes his way into the 
house slowly and up the stairs. He is given a choice to either investigate the library on his right 
or go into the room on his left where Andrews is with a whore. He decides to check out the 
library and after some struggle finds the other half of the map. At this point he decides to leave 
the house. 
 
After regrouping, they decide to set sail for the Cage Islands- this is where the treasure is 
according to the map. There is also a huge Skull mark near the island. They investigate and find 
out that the most fearsome monster is rumoured to have been seen around those islands. 



 
VIDEO 06:  
 
[GET TO THE TREASURE!] 
 
They decide to go around the island and not directly towards it mouth where the monster is said 
to appear. They manage to successfully avoid the monster. The islands are surrounded by huge 
cliffs and the terrain is hard to navigate around. Here they spent most of the time looking for the 
treasure. They finally found entrance to a mountain cavern but it was pretty hard to go around 
as it was dark. They had some failed attempts to light the fire. After navigating their way around 
by using sunlight as their guide, they finally reach a secluded clearing. 
 
 
 
VIDEO 07:  
 
[BLACKBEARD’s GHOST and THE KRAKEN] 
 
[This is probably the most interesting part of the adventure.] 
 
On reaching the clearing, they encounter Blackbeard’s Ghost who keeps driving them away. 
The players try to get near but the ghost threatens them. At this moment, Blackbeard hints 
towards the map being a puzzle. 
 
[This puzzle is introduced 2 minutes 30 seconds into the video] 
 
Blackbeard is asking for a word written on the map here. After some struggle, the GM hints by 
telling them that the arrangement of the islands make up a word. In a few minutes or so, they 
figure out what the word is. On mentioning the word to Blackbeard, he reveals the treasure and 
leaves. The treasure contains unimaginable amount of gold and jewels. 
 
[Funnily enough, they do not try to kill or betray each other at this point, although that’s what 
pirates do.] 
 
They reach the ship with the treasure and get ready to sail. At that very moment, they are 
attacked by THE KRAKEN! The pirates try to escape but the tentacles take hold of the ship. At 
his point, they start attacking the tentacles with everything and James remembers that fire is 
something that the Kraken takes huge damage from. So they pour Rum all over the tentacles 
and set them on fire. This allows them enough time to escape and venture into the open seas 
with their newly found treasure. 
 
 
 



 
VIDEO 08:  
 
[REVENGE IS A DISH BEST SERVED COLD!] 
 
Staying true to their characters, the pirates decide to go to Port Royal to dispose of Andrews. 
First they went to Tortuga to get some supplies and upgrade their ship. They decide to buy 
every ship on the market and later realize that Andrews lives deep in the town on Port Royal; far 
from any ship’s range. 
 
This time, both James and Marley enter the house at midnight. As they are here to kill, they 
show no mercy and take out the guards in the compound instead of sneaking past them. They 
enter through the back door, while William is keeping watch, and reach the second floor quietly. 
Andrews is right behind them on the stairs and before he could react, Marley and James pull out 
their Flintlocks and put two holes in his body, ultimately killing him. Before they leave, they set 
fire to his entire mansion. 
 
All of them go back to Tortuga, where William and Marley are satisfied as their objectives are 
achieved. As for James, he is buying the most fearsome ships and recruiting the most 
dangerous pirates to go head to head against the British Navy. We wish him good luck on his 
new adventure. 
 
THE END! 
 
 
VIDEO 09 and VIDEO 10:  
 
[FEEDBACK] 
 
Summary: 
 

1. Rolling the dice for everything was frustrating. 
2. Solid Campaign overall! 
3. It felt like everything belonged in the world. 
4. The Maps were aesthetically pleasing. Even the other illustrations 
5. Sound effects kept the players engaged. 
6. Elaborate visual descriptions were very helpful and gave a cohesive picture of the world 

to all the players. 
7. Cave painting puzzle was not so fun. 
8. The map puzzle was engaging and made the players feel smart. 
9. During some scenes one or two players got bored as they were just standing where they 

are while waiting for the other player to get something done. For e.g. Marley infiltrating 



Andrews’ to steal the map. James and William were just standing outside during this 
scene and they got bored. 

10. Navigating in mountain cavern dragged on and got boring. 
11. They liked the fact that I allowed them to form a team themselves rather than forming it 

by myself. 
12. All the situations felt very open. They loved this! 
13. Blackbeard and Kraken felt a little underwhelming. 
14. They were glad that each situation did not take very long. That kept them engaged 
15. Exploring the map was fun. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
D) PUZZLES 
 

1. Cave Painting Puzzle: 
 
The players had to put the painting back together to open the door to the cave. 
 
Unsolved:          Solved: 

    
 
Feedback: 
 
Good things: 
It was well integrated into the story. It felt like we needed to put the effort forward to get 
somewhere. So it was a good challenge for testing player skills. 
 
Not so good things: 
The puzzle did not make the players feel smart as they knew how to approach it and that made 
it less interesting because a major part of what makes puzzles fun is finding out how to actually 
start solving one. 
 
According to me, it felt like a necessary puzzle, not a fun one. 
 
 
 
 
 
 
 
 
 
 



 
 
2. Blackbeard’s Puzzle: 
 
The players have to solve this puzzle to get the treasure from Blackbeard. The treasure map 
actually makes a word. The Cage Islands on top left make a ‘G’. Crooked Islands upside down 
make an inverted ‘L’. Port Royal on center right makes an inverted ‘D’. The islands in the center 
make an ‘O’. So the word is GOLD. 
 

 
Feedback: 
 
Good things: 
It was a base for the entire game and the reveal moment, when they figured out that the map 
itself was the puzzle was surprising and satisfying. They did not know how to approach this 
puzzle and that is what made it engaging. All they knew was that they were looking for a word in 
the map. They felt smart after solving this puzzle. 
 
Not so good things: 
They required a bit of direction to proceed. They had to know that there was no different 
between different color of the islands. 
 
Solving this puzzle was one of the high points of the adventure. 

 



E) INTEREST CURVE - BEFORE PLAY 
 

 
 
 
 
 
 
 
 



 
F) INTEREST CURVE - AFTER PLAY 
 

 
 
 
 
 
 
 



G) PLAYER INTEREST CURVES 

 
Xiang Luo 
20, Sophomore Business Administration 
 

 
 
 
 
 
 
 
 
 
 
 



Rebecca Kern - 21, Senior Information Systems 

 



Magian Li - 24, First Year ETCer 
 

 

 
 
 
 
 
 
 



H) ANALYSIS - EXPECT THE UNEXPECTED! 
 
Analysis of the Playthrough:  
 

1. Describing the world as clearly as possible is important. The GM should have a clear 
picture in the head of where everyone is and what they are doing to be able to explain it 
properly to the players. Visual description of locations and characters is so important to 
help them visualize the situation. More detailed the description the better. The players 
started out strong as they had a clear picture of where they are. 

 
2. So the first job of the adventure was to figure out a way to come together as a team, the 

players were given a lot of room to explore their characters here. I was really worried 
whether they would be able to come together or not. But it worked out in the end and 
they loved this part. The reason why this worked was because they were allowed to 
explore their characters and space initially. This allowed them to define what their 
characters want out of the adventure rather than the GM telling them. I believe that 
when they make choices themselves for the adventure, they get more engaged as 
they are primarily driving the character and not GM. 

 
3. They avoided all the sea combat situations that I had planned. Improv was crucial in this 

adventure and I had that in mind. I had mapped out the situations loosely and they 
could connect to each other in any manner that I wanted. So the story could be 
easily changed on the fly while keeping the major elements in the story at the 
same time. A good example was the players going to Barta first instead of Port Royal to 
get the other piece. But it did not matter as both the events were disjoined but important 
for the adventure. 

 
4. The control of the map worked much more than I thought. They were directly 

drawn to the key marked on the Barta island. They even wanted to take the route 
marked on the map to the CAGE ISLANDS. 

 
5. They stayed true to their characters. In the final leg of the adventure they decided to kill 

Captain Andrews. I had not planned for this. But I thought that letting them do what 
was consistent with the character would provide good closure. So we played the 
final leg of the adventure totally improv. In retrospect, it was more fun than the 
planned events, mainly because it provided more opportunities for the players and 
the GM to develop the situation. And it felt more real! 

 
6. Aesthetics like the world map and illustration provided a good starting point when 

imagining the worlds for the players. They are useful for things that players don’t 
need to imagine everything. For e.g. it was necessary to show everyone that 
blackbeard was scary and not to be messed around with. 



 
7. Sound effects go a long way. Especially character voices as they gave more character to 

the NPCs. This helped the players to understand the personalities of NPCs more 
than anything else. 

 
8. Puzzles that make them feel smarter are more important. Blackbeard’s Puzzle was 

more fun and engaging over the Cave Puzzle. Our brains love new challenges 
especially when bundled with a good story and interesting interactive mechanics. 
That is what makes for a good puzzle according to me. 

 
9. Indirect control is welcomed by the players as it presents new and interesting 

opportunities to move forward. 
 

10. World cohesion was crucial to the experience. Everything felt like it belonged there. It 
was essential to figure out whether the world is set in reality or fiction. So it was a 
fictitious world with real world elements. This gave the players a sense of where 
but not exactly. I did not want geography to restrict their exploration instincts. 

 
11. I never realized exploration could be as important as the adventure itself. Their desire to 

check out each and every island was one of the reasons that kept the adventure going. 
The lesson I learnt here was that it was important to exploit the compulsive needs 
of the players. And most games do so by having the idea of collectibles 

 
 
 
Interest Curve Analysis: 
 

1. Xiang felt that he interest curve was high for her throughout the adventure. She was 
playing Marley. This I feel was mainly because she was involved in each and every 
situation in the game. This actually makes sense as she was in the lead in the 
adventure. She felt more important than the rest of the characters. Develop breathing 
room for each player. There should be some situations where players can sit back 
and watch. 

 
2. For James and William there are some dips where I had expected peaks, because they 

did not involve themselves in that situation because it was inconsistent with their 
characters. So develop situations where each character can shine separately and 
together as a group. When developing the world keep in mind, the personalities 
and skills of the characters. 

 
3. As far as the AFTER and BEFORE interest curves go, there was a change in timeline as 

can be seen. I had expected that and wanted free form exploration to be a part of the 
game. Something that was not anticipated was collection of food and killing Andrews at 



the end. Here there are 4 pirates stealing food from a bar. I had never heard of this 
situation. But playing along was important because the player is always right. 
Whatever the player does, the world should react to it and not deny the player. 
This allowed my players to naturally learn the rules of the world and the 
limitations of their characters rather than me describing them to the players. This 
is perhaps my most important takeaway as far as story telling games go.  


