




Relic Worlds
Expeditions

Space Pirates!
Relic Worlds by
Jeff  McArthur



Contents
Introduction . . . . 3

Pirates . . . . . 4

Heroes . . . . . 6

Minor heroes . . . . 10

Major Minions . . . . 13

Minions . . . . . 14

Extras and allies . . . 16



Introduction
 Welcome to the universe of Relic Worlds.  Humanity 
has thrust itself into the cosmos and settled on distant worlds, 
but they have not encountered any alien civilizations.  Instead 
they have only found the ruined remains of their once glorious 
cities, and the shattered pieces of their ancient relics.
 Various kinds of people seek these ancient treasures 
for very different reasons.  Some seek them for understanding, 
others for riches, and others wish to use them as weapons 
against their enemies.  These factions collide within the 
boundaries of those ruins; all of them trying to claim as many 
treasures as they can while they accomplish their own goals.
 In Relic Worlds Expeditions, players choose one 
of these factions, then compete with each other, or work 
cooperatively to locate treasures and accomplish their faction’s 
goals.  They start by getting the rulebook, then they get the 
faction book of the group they wish to play.  The players then 
choose units from their faction books to be part of their team.
 To play Relic Worlds Expeditions, you will need a copy 
of the core rulebook, which can be found at Drivethru and 
Amazon, but can also be found at the series website:

www.relicworlds.com

 This booklet introduces you to the SPACE PIRATES, 
a faction looking to make a quick buck out of any and all 
treasures found within the ruins.  They get points by looting 
whatever they can find, and staying alive long enough to get 
them back to their ship.
 They are most effective when they are hurrying out to 
get as many treasures as they can; disregarding difficult-to-find 
artifacts in favor of a large number of mundane items.  They 
are savage in melee, and most of their weapons work at close 
range, so they want to stay out of long-range duels.
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The Pirates!
 Some folks prefer the freedom of “independent 
contracting” and open space to the restrictions of corporate 
governments.  These wayward spirits are often on the search for 
untold treasures and riches.

Motivation: All mundane items that pirates have at the end of 
the game gain 1 extra electro marker on them for the purpose 
of scoring.

Units
Heroes:   Minions:
 Pirate captain   Crew 
 Infamous pirate  Raiders
 Shasa
 Otto   Extras:
     Hideout
Minor Heroes:    Bribery & blackmail
 Quartermasters  Booty
 Sharpshooters   Treasure map
     Buried treasure
Major Minions:
 Pirate officer  Allies:
 Gunners   Criminals
     Corporate spies
     Mercenaries
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Pirate Captain (Hero)
Strength: 7   Shooting: 6
Agility: 7   Melee: 8
Knowledge: 6   Endurance: 6
Initiative: 4   Morale: 6
Evade: 4   Luck: 3

Special:
Inspire (Action): All stands under Captain’s command within 
medium range (12”) roll their morale.  If they pass, they may 
discard 1 fear or rattled token.

Sell the booty: At the end of the game, roll a d8 for every 
mundane item and relic in the captain’s possession.  For every 
4+ rolled, the item is worth 1 additional point.

Weapon  Range  RoF Damage 
Laser pistol  Medium 1 2d6
Extension daggers -  1 Strength+2d6+1

Wounds
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Infamous Pirate (Hero)
Strength: 6   Shooting: 5
Agility: 9   Melee: 7
Knowledge: 4   Endurance: 6
Initiative: 5   Morale: 6
Evade: 5   Luck: 3

Special:
Agile: When required to roll agility, always passes.

Swashbuckling: When moving through woods or anywhere that 
defi nitively has branches, vines, or ropes, gets +1 to run roll.  
Not slowed by any other terrain except impassible.

Dodge: -1 to being hit with ranged attacks.

Multi-tasker: Can attack with a melee weapon and a ranged 
weapon at the same time with no penalty.  Enemies ganging up 
against infamous pirate get no bonus.

Weapon  Range  RoF Damage
Laser pistol  Medium 1 2d6
Extension daggers -  1 Strength+2d6+1

Wounds
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Shasa (Hero)
Strength: 5   Shooting: 6
Agility: 7   Melee: 8
Knowledge: 8   Endurance: 6
Initiative: 3   Morale: 7
Evade: 3   Luck: 2

Special:

Natural leader (Action): May give bennies to any pirate within 
15”.

Quick learner: Every time Shasa passes a skill roll, she gains a 
benny. (Th is does not include fi ghting or shooting.)

Nerves of steel: Ignore 1 point of wound penalties.

Sibling bond: May give her re-rolls at any time to Otto. (If Otto 
is not in the game, get 1 extra point of luck.)

Weapon Range  RoF  Damage
Laser pistol  15/30/60 1 2d6
Extension daggers -  1 Strength+2d6+1

Wounds
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Otto (Hero)
Strength: 6   Shooting: 7
Agility: 5   Melee: 5
Knowledge: 3   Endurance: 7 (Armor: 3) = 10
Initiative: 2   Morale: 6
Evade: 2   Luck: 3

Special:

Common bond (Action): May give his re-rolls to any unit 
within short range (6”).

Great Aim: If Otto does not move, he gets 1 re-roll when 
shooting.

Sibling bond: May use his bennies at any time for Shasa. (If 
Shasa is not in the game, get 1 extra point of luck.)

Weapon Range  RoF  Damage 
Vera  Long  1  3d8+2

Wounds
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Quartermasters (Minor hero)
Strength: 6   Shooting: 4
Agility: 5   Melee: 4
Knowledge: 7   Endurance: 3
Initiative: 2   Morale: 3
Evade: 2   Luck: 1

Special:

Supplies: Begin the game with 1 of the following for each 
quartermaster:
 Armor - Increase endurance by 3
 Mundane item (random)
 Rapid fi re pistol: Range: Short, RoF: 3, Damage: 2d6
 Smoke grenades: Cause large template of medium cover

Resourcesful: Whenever a quartermaster is within short (6”) of 
a discovery when it is turned over, they receive a re-roll.

Appraiser: At the end of the game, roll knowledge for every 
mundane item and relic the quartermaster has.  For every 
success, gain 1d4 total points for every mundane item, and add 
1d4 points for every relic.

Weapon  Range  RoF Dmg. 
Laser pistol  Short  1 2d6
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Sharpshooters (Minor hero)
Strength: 4   Shooting: 9
Agility: 6   Melee: 6
Knowledge: 4   Endurance: 4
Initiative: 4   Morale: 2
Evade: 3   Luck: 1

Special:

On-target: May re-roll any number of dice during the damage 
roll once.

Scope: Reduce range by 1 full amount.  (Medium to short, long 
to medium, etc.  Can shoot 6” past long.)

Weapon  Range  RoF Damage 
Sharpshooter rifl e Long  1 3d6+1
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Officers (Minor hero)

Strength: 4   Shooting: 4
Agility: 5   Melee: 5
Knowledge: 4   Endurance: 4
Initiative: 3   Morale: 5
Evade: 3   Luck: 1

Special:

Appraisal: When drawing or rolling for a mundane item, draw 
or roll for 2 and choose which one you want.

Sneak up on ‘em (Action): Aft er the unit has moved its standard 
speed entirely within terrain without running, the pirate offi  cer 
can use his action to roll knowledge.  If successful, the unit that 
the offi  cer is with is hidden.  If unsuccessful, it is not hidden 
and the rest of the unit can take its action as normal, but cannot 
run this turn.  A hidden unit cannot be fi red upon for one full 
turn.

Weapon  Range  RoF Damage 
Laser pistol  Short  1 2d6
Extension daggers -  1 Strength+2d6+1

Wounds

Wounds

Wounds
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Gunners (Major Minion)
Strength: 8   Shooting: 7
Agility: 4   Melee: 4
Knowledge: 2   Endurance: 6 (Armor 2) = 8
Initiative: 1   Morale: 4
Evade: 1

Special:

Broadside: When two or more Gunner units fi re at the same 
unit, all Gunner units get +1 to hit.

Encumbered: Speed is 5”.

Weapon  Range  RoF Damage 
Portable cannon Long  1 2d10+2



Crew (Minions)
Strength: 4   Shooting: 4
Agility: 4   Melee: 5
Knowledge: 4   Endurance: 4
Initiative: 2   Morale: 2
Evade: 2

Special:
Multi-skilled: 1 re-roll on all agility and knowledge rolls.

Weapon  Range  RoF Damage 
Extension daggers -  1 Strength+2d6+1
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Raiders (Minions)
Strength: 2   Shooting: 4
Agility: 5   Melee: 6
Knowledge: 2   Endurance: 4
Initiative: 2   Morale: 2
Evade: 3

Special:

Th ieves & pickpockets: When in melee with an enemy unit that 
has a relic, or mundane item, if any raider hits, they can choose 
to steal instead of wound.  For each wound infl icted, they take 1 
item at random from the target.

Weapon  Range  RoF Damage 
Laser pistol  Short  1 2d6
Extension daggers -  1 3d6+1
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Extras
Each item listed below costs the same amount as a hero.  They 
are not represented by figures, but are used as described.

Hideout: Once during the game, either when attacked, (even 
after taking damage,) or during the turn of a given unit, the 
target unit may disappear from the board, leaving one piece 
as a marker.  During the next turn for that unit, roll 2d6.  The 
pirate player must move the piece he left as a marker that many 
inches, then place all pieces from that unit around it, keeping 
them linked to each other within 2”, (one piece within 2” of the 
first, the next within 2” of that piece, etc.)

Bribery & Blackmail: Once during the game, when the enemy 
declares an attack, the pirate player may say that unit has 
been bribed, and it does not attack, but instead makes a full 
movement away from its target, (even if it already moved,) and 
takes no more actions this turn.

Booty: At the end of the game, choose one mundane item that 
has been recovered by your side.  Roll a d6 and add that many 
points to it.

Treasure map: After placing all discoveries and before placing 
figures, roll a d6.  Secretly look at that many discoveries.

Buried treasure: Once during the game, when a mundane 
item is revealed, the pirate player may declare it to be buried 
treasure.  No one else can take it.  When the pirate player tries 
to recover it, he must succeed at a strength roll and a smarts roll 
in the same turn.  (This roll can be done by 2 different units.)  
If the player succeeds, do not draw or roll for a mundane item, 
but instead roll 2d6.  That’s how many points the treasure is 
worth to any player who has it at the end of the game.


