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Thank you for choosing A Pryce in Blood by PWM Press; this package contains everything you 
need to host a Murder Mystery Mini that will provide a delightfully entertaining evening for 
eight players or teams. 
 
Our line of Murder Mystery Minis are specially designed for fast setup and easy play. All you 
need to do to get started is print out this booklet, gather together a group of players, hand out 
character sheets and name tags, and then follow along with the instructions. Best of all, the party 
facilitator gets to join in the game and solve the mystery along with the other guests! 
 
Of course, that means that you’re going to need to be careful when printing out this booklet and 
handing out the materials to your other players; if you let your eyes wander too much, you might 
accidentally read something that could spoil the surprise for you. If you want to solve the 
mystery along with the other players, you’ll need to follow the printing and handout instructions 
included in the next section precisely. 
 
On the other hand, if you would prefer to plan your party more exactingly, you can always 
choose to read through the booklet in advance; while this means that you won’t get to play a 
character or help solve the mystery, it also means that you get to read through all of the character 
sheets and assign players roles that you think will best match their personality and acting skills. 
The choice is entirely up to you! 
 
If you do plan to play along with your guests, pay attention to the warnings at the end of each 
section. If you see a green box like the one at the bottom of this page, it is safe to proceed. If you 
see a red box labeled “UPCOMING SPOILER ALERT! ” follow the instructions in the box in 
order to avoid accidentally viewing any spoilers. If you reach the end of a page and there is no 
red or green box, that means the section continues on the following page; in this case, it is safe to 
proceed. 
 
 

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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A Pryce in Blood is intended to be played around a table by eight people (or up to eight teams). 
Each of the players (or each of the teams) will be assigned a character and given a character 
sheet that explains who or what their character is, what information their character knows, and 
how their character should respond to events that occur during the game. In this particular 
Murder Mystery Mini, the guests will be playing the roles of surviving crewmembers of the 
wrecked pirate ship Retribution. The ship’s captain, Bartholomew Pryce, has been murdered, and 
his prized treasure map has been stolen. It’s up to the guests to determine who murdered the 
captain in order to recover the treasure map, find the treasure, and, of course, exact pirate justice! 
 
The game will progress in rounds. Round One will start with the party’s host or hostess reading a 
script that explains the nature of the mystery that is afoot. After the introduction is read, each 
player at the table will share a piece of information from their character sheet, and all the other 
players will have an opportunity to respond to that piece of information. 
 
Once everyone has had a chance to share their first piece of information and respond to what 
other players have shared, the game will proceed to Round Two. Round Two begins with the 
facilitator sharing a clue that should shed further light on the mystery. After the facilitator has 
provided the clue, the players will once again go around the table, providing another piece of 
information and then responding. 
 
After the second time around the table, the game will proceed to the Final Round. The Final 
Round begins with the facilitator sharing another clue. The players then go around the table a 
final time, sharing their last pieces of information and responding to each other. 
 
By this point, the players should have learned enough information to be able to piece together a 
theory about who was responsible for the murder. Each player (or team) will write down the 
name of the person who they think is responsible. The facilitator will then read the final page of 
the mystery aloud, revealing the culprit. Any player or team who correctly guessed the identity 
of the killer is declared a winner. 
 
From start to finish, the entire game should generally only require half an hour to complete. 
 
Note: As the host or hostess, there are certain times when you will be called upon to read aloud 
passages from this booklet. Passages that are meant to be read aloud will be clearly labeled and 
contained in a gray box. 
 
 

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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Our Murder Mystery Minis are specifically designed to not require very much in the way of 
supplies. All you really need is a table to sit around (or a large playing area where the guests can 
sit in a circle), a group of players (the minimum is eight; if you have more than eight, multiple 
guests can work together to play the same character), a printed copy of this booklet, a pair of 
scissors (to cut out name placards for each character), and pencils or pens for each player. You 
may also wish to provide scratch paper (for players to take notes on) and folders (to help players 
conceal their character sheets). 
 
If you wish to do so, you may also choose to provide prizes for the winner or winners (any 
players who accurately identify the culprit). Some suggested prizes might include candy, bath 
and body products, homemade treats or any other small, inexpensive gift item; remember that it 
is possible for multiple players to win, so if you choose to offer prizes, make sure you have 
enough on hand! 
 
The next section of this booklet provides a list of the available characters as well as explanations 
on how to assign characters. There are no spoilers in the next section, so you can read it even if 
you plan to play a character and help solve the mystery.   

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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In A Pryce in Blood, each of the players will be playing the role of a surviving crewmember from 
the wrecked pirate ship Retribution. These are the available characters: 
  
·  Olde Lucky, Aging Pirate: Olde Lucky has been a pirate for forty years. He’s seen a lot of 

action and is missing the body parts to show it. He may be going a little senile. (Page 8) 
·  Master Luftinant, Former Naval Officer: Once an officer in the Royal Navy, Master 

Luftinant became a pirate after a mutiny gone awry. He still maintains a certain military 
stiffness. (Page 9) 

·  Celine du Nuit, French Exile: Celine is a French deportee and the widow of legendary 
buccaneer Philippe de Berry. She uses a falsely naïve demeanor to catch her enemies off 
guard. (Page 10) 

·  Orphan Ollie, Cabin Boy: After losing his parents, Orphan Ollie stowed away on a merchant 
ship, which was subsequently captured by Captain Pryce and his crew. At only eleven years 
old, he is a master pickpocket. (Page 11) 

·  Ramsay Prescott, Former Privateer: Ramsay Prescott was once a crewmember on a 
privateering vessel, but he opted for a life of piracy after discovering the much more 
equitable distribution of loot amongst pirates. He always wants his fair share. (Page 12) 

·  Estella Buckham, Swashbuckling Beauty: Estella grew up in Charles Town but left home in 
her teens. She is quick-witted, hotheaded, and masterful with the sword. (Page 13) 

·  Sidney Sheffield, Young Aristocrat: Sidney Sheffield is the child of Baron Sheffield. 
Shirking noble duty, Sidney left home in search of adventure but has not yet learned how to 
fit in amongst pirates. (Page 14) 

·  Sawin’ Sister Sarah, Ship Doctor: Sarah was the mender of wounds, letter of blood, extractor 
of teeth, and remover of limbs on board the Retribution. She may also be a witch. (Page 15) 

 
As party facilitator, you have several choices when it comes to assigning characters: 
 
·  If you do not wish to take an active role in playing a character and solving the mystery, you 

may read through each of the character sheets and decide which player or team would be best 
suited to a particular character. 

·  Alternatively, you could read the list of available characters to your guests and let people 
choose which character they would like to play. If multiple players are interested in the same 
character, you can flip a coin or play rock-paper-scissors to see who gets their first choice. 

·  Finally, you could shuffle the character sheets together and hand them out randomly to your 
players. 

 
The next eight pages of this booklet are the character sheets. 

�

UPCOMING SPOILER ALERT!  
Warning!  If you plan to play A Pryce in Blood along with your guests, 
you should not read the character sheets!  Separate the next eight pages 

and set them aside!  You may then proceed to page 16.� �
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�����!��"  Aging Pirate  

 You are known as Olde Lucky. You’ve been pirating for forty 
years, by far the longest of any crewmember from the Retribution. 
You have only one leg, one arm, and one eye, and considering all the 
action you’ve seen, you’re lucky to still be alive—hence your name. 
Years of a hard life at sea have left your skin wrinkled and 
weathered and your demeanor gruff and grumbly. You are losing 
your hearing, and your speech often trails off mid-sentence. That, 
coupled with occasional conversations you have with your 
imaginary pet parrot Pecker, has led some of your crewmates to 
suspect you are losing your wits. Your weapons normally include a 
cane with a concealed blade and a musket. Unfortunately, your cane 
is mysteriously missing. 
 
You once hatched a mutinous plan to oust Captain Pryce and take 
the ship for yourself, but that was many years ago. You never went 
through with it, and, living up to your name (just “Lucky” at the 
time) you were fortunate that the captain didn’t find out. However, 
now you fear that Sawin’ Sarah and Master Luftinant, both of whom 
were part of the crew in those days and knew of the plot, will 
suspect you of the captain’s murder. It might be wise to try and 
discredit those two, whether they had anything to do with the murder 
or not. 
 
Of course, you did not commit the current crime. You fell asleep as 
soon as you made it to the beach after that bone-tiring swim from the 
wreckage (a one-legged and one-armed swim, mind you). And you awoke to the current hubbub—a dead captain 
and a missing treasure map. 
 
Every so often during the game, pretend you are talking to your imaginary parrot. 

Information to distribute: 
 
Round One: “Master Luftinant had a fight with the 
captain . . . last week . . . or was it yesterday. Ain’t no 
matter. All o’ ye heard it.” 
 
Round Two: “ It weren’t Pecker—a sweet bird he is! 
He didn’t peck them holes!” 
 
Round Three: “Hey, me cane be gone! Had it last 
night but ain’t seen it all morn. That cane’s got me 
sword inside. It’s me legs and me weapon!” 
 

Responses to other characters: 
 
In Round Two, when Master Luftinant implicates you: 
“Arrrr! Shiver me timbers! Me bird be real!” 
 
In Round One, when Orphan Ollie says he can’t read, 
chime in that you can’t either. 
 
If any of the others suggest that Sarah is a witch, agree 
with them. 
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 You are called Master Luftinant. Many years ago, you were an officer in the 
Royal Navy, but you narrowly escaped your ship after a mutiny gone awry. Your 
commander’s dictatorial ways had spiraled out of control: sailors—even 
officers—were given the lash for the slightest offense and were regularly denied 
rations while the commander ate like a king. A group of officers decided to try and 
relieve him of his command, unsuccessfully. The skirmish was over before you 
knew it had begun, and you quickly launched a skiff and made your way to the 
nearest shoreline. You fell in with Captain Pryce and his band of pirates soon 
after. 
 
You carry a musket and a sword, and you are able to read and write a little. Your 
left arm is missing below the elbow, replaced by a metal hook lashed on with 
leather straps. The arm was crushed by a dislodged cannon, and Sawin’ Sarah, the 
devil, she cut it off. You know it had to be done, but you’re bitter nonetheless. 
You resented the fact that there were women on board. Everyone knows that’s bad 
luck. The current predicament is a case in point. 
 
You respected Captain Pryce and had nothing to do with his demise. However, 
you disagreed with him from time to time, and you did so very vocally only a few 
days ago. You fear that this, coupled with your mutinous past, might lead others to suspect you of the crime. It 
might be useful to cast suspicion on someone else. You remember that many years ago Olde Lucky had a 
harebrained plan to take over the ship. At the time, he wisely reconsidered, but in his old age, he’s becoming 
increasingly incoherent and unstable. Maybe he snapped and killed the captain. 
 
In spite of the unfortunate circumstances surrounding the end of your service, you take pride in having once been 
a military officer sailing under the Union Jack, and you comport yourself accordingly—with a certain formality 
and stiffness—when you are sober. 

Information to Distribute: 
 
Round One: “Sawin’ Sarah is a witch! Bad luck to 
have women in the crew. Worse to have one as a 
doctor! I’m sure she’s up to no good—heard of her 
doing strange things, I have.” 
 
Round Two: Olde Lucky has a peg leg. It could’ve 
made those marks. You remember that way back Olde 
Lucky had a harebrained plan to take over the ship. 
Yeah, he didn’t go through with it, but he’s been 
acting demented lately. An imaginary pet parrot? 
Really? Maybe he snapped and offed the captain. 
 
Round Three: “Arr! Let’s look at the women! Up to 
no good, their kind. Take Sarah, for one. Sawed off 
me arm, she did! But Estella’s probably the only one 
of ‘em strong enough and clever enough to have done 
this! She’d be able to read the map, and she’s good 
with the blade.” 

Responses to Other Characters: 
 
In Round One, when Olde Lucky points out that you 
had a loud argument with the captain: “Yes, you all 
heard it. So you know it wasn’t a big deal. I wanted 
him to up my ration of grog, and he said no. Wouldn’t 
kill nobody over a bit of rum!”  
 
In Round One, when Sarah brings up your prior 
mutiny: “That’s got nothin’ to do with this. My 
commander on that ship was out of control. He would 
beat us for the slightest infraction—even officers! 
Captain Pryce was a good leader. I respected him.” 
 
In Round Three, when Ramsay Prescott says he saw 
Estella with Lucky’s sword cane, back him up. 
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You are Celine du Nuit. In your youth, you were deported from France 
and sent to Tortuga, punishment for a series of crimes quite petty. It was 
there that you met and married Philippe de Berry, buccaneer légendaire. 
For a time all-too-brief, you sailed aboard the ship of your husband, 
learning the ways of the sea. But his vessel, Le Magnifique, was captured 
by the Royal Navy, and all the crew hanged. You pretended that you were 
their prisoner, and thus were spared. Alone and without a home, you 
joined the Retribution. Pryce owed de Berry a sum of gold, and you 
bargained your way on board using the debt as leverage. 
 
You have survived in a world très dangereux by exhibiting a demeanor 
falsely naïve. This catches the enemy off-guard. In reality you are quite 
shrewd and capable. You can read and write French—un peu—but not 
English. You retain a heavy French accent, and your words, they fall 
often in an order distinctly French. You carry a dagger très petit. 
 
Although he did not trust you at first, you slowly won over le Capitaine. 
You even had a brief entanglement romantique. But he severed those ties, 
wounding your pride and making you less sure of your status on board 
ship. 

Information to Distribute: 
 
Round One: “What to say, I know not. Alors, Estella 
has been acting strangely these past weeks. Glaring at 
le Capitaine when she thought no one was looking, 
this is what I saw.” 
 
Round Two: Ramsay Prescott has a leg of wood also. 
But perhaps a cane could have made those marks. 
 
Round Three: “Let us not pick on the old, young, or 
weak. It was definitely not Olde Lucky, Orphan Ollie, 
or moi.” 

Responses to Other Characters: 
 
In Round One, when Orphan Ollie says he can’t read, 
chime in that you can’t either—at least not l’anglais. 
 
In Round Two, when Ramsay Prescott claims you had 
a relationship with le Capitaine, do not deny it. But 
when he comments on the heels of your shoes, point 
out that you lost your shoes in the swim to shore. 
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You are Orphan Ollie. At only eleven years old, you were the youngest 
crewmember on the pirate ship Retribution. How did a child of such a tender 
age come to be a pirate, one might ask. Well, your parents died of an awful 
fever two years ago, and with no remaining family, you would have certainly 
been sent to an orphanage. Wary of that loathsome fate, you stowed away on a 
merchant ship. Captain Pryce and his pirates captured the vessel shortly 
thereafter. After much argument amongst the buccaneers, you were spared (the 
rest of the merchant crew wasn’t so fortunate); Captain Pryce decided that the 
Retribution had need of a cabin boy. When you’re lucky, the pirates train you 
in combat techniques and various forms of depravity that such characters find 
useful and entertaining, but mostly, you just prepare their grub and clean the 
decks—and pick their pockets when they are sleeping. 
 
You have a slight build in keeping with your young age. Your hair is long and 
unkempt. Your clothes are in tatters. You cannot read or write. You lack a real 
weapon, but you have collected a few commonplace implements that you think 
might come in handy in a pinch: a fork, a piece of rope you keep tied around 
your waist, and a jagged piece of metal you keep tucked into your belt. You are 
distraught about Captain Pryce’s murder. Despite his sometimes abrasive 
personality, you had formed a bond with him over the past months. He was the closest thing you had to a father.  
 
During the game, act as though you are trying to steal items (e.g., pens, pencils, scratch paper) from those seated 
around you. In doing so, you are demonstrating your character’s pick-pocketing tendencies. Just be careful not to 
actually take and read anyone else’s character sheet. That could spoil the game! 

Information to Distribute: 
 
Round One: There was writing on the map that you had 
to be able to read if you wanted to use the map. All of 
you knew that. Whoever stole the map must have been 
able to read. You sure can’t. 
 
Round Two: “Ramsay knew a lot about the map. I saw 
him and the captain lookin’ at it together just the other 
day! Maybe he thought he could use it on his own.” 
 
Round Three: “Last night, Estella had a piece of rope 
tied around her waist. She’s not wearin’ it anymore.” 

Responses to Other Characters: 
 
In Round One, when Ramsay Prescott accuses you of 
thievery: “I’m no thief. And I’m way too small to have 
taken on the captain. Plus, I can’t read! What would I do 
with the map?” 
 
In Round One, when Celine brings up Estella glaring at 
the captain: “I overheard the captain sayin’ somethin’ 
‘bout Estella to the quartermaster a few weeks ago. I 
couldn’t understand all they were sayin’. Something 
about ‘left ‘em thar fer good’ and ’Charles Town’.” 
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You are Ramsay Prescott. You once sailed aboard a privateer vessel, 
licensed by a Letter of Marque to capture and despoil enemy merchant 
ships. Your activities would have been called piracy were they not 
sanctioned by the British government. You became disgruntled with the 
privateer captain, who kept most of the wealth you captured for himself. 
You heard tale of more equitable distribution of booty amongst pirates, so 
you decided to join their ranks. 
 
Like several of your fellow pirates, you are missing a limb—your right leg. 
To remedy the situation, a peg leg is a necessary nuisance. A flintlock 
pistol is your weapon of choice, but you also carry a cutlass. Unfortunately, 
when you lost your leg, you also lost the maneuverability necessary for 
good swordsmanship. You can read and write at only a very basic level, but 
you are an expert navigator. In fact, Captain Pryce let you see parts of his 
precious map in order to help steer the ship toward this godforsaken island. 
You are very concerned with finding the treasure and getting your fair 
share. You salvaged a length of rope from the Retribution because you 
thought it might come in handy. 
  
You did not kill Captain Pryce, but you did harbor some resentment against him. Celine du Nuit rebuffed your 
advances, and you suspect she reacted more favorably to the captain’s. You may have revealed your jealousy to 
a few of the others, which may lead them to suspect you.  
 
Also, you had a leather pouch filled with pieces of eight, and now it is missing. You suspect Orphan Ollie had 
something to do with this, as he has swiped items from you in the past. You don’t think he killed the captain, but 
you want to give him a hard time. You consider theft of your personal property an unforgivable offense. 

Information to Distribute: 
 
Round One: “Orphan Ollie has stolen from me time 
and again. He’s a thief. Maybe he’s a killer too!” 
 
Round Two: “Celine had a relationship with the 
captain, and he broke it off. She was angry with him. 
Maybe the heels on her sweet little shoes made those 
marks!” 
 
Round Three: You saw Estella with Lucky’s sword 
cane a bit earlier. She must have gotten rid of it since 
then, but you’re certain she had it. 
 

Responses to Other Characters: 
 
In Round Two, when Orphan Ollie says you knew a 
lot about the map, confirm this. Say you knew enough 
about it not to try to go it alone. 
 
In Round Two, when Celine points out that you have a 
peg leg, confirm this fact. But add that you wear a 
shoe on it. 
 
In Round Two, when Estella says that you always 
want your fair share: Of course I want my fair share. 
“Who wouldn’t? That’s why I’m a privateer no more. 
Pirates are much more fair when it comes to dividing 
the booty!” 
 
In Round Three, when Estella says you have a rope, 
counter that she had a rope as well, but now it’s gone. 
You still have yours, and you can show everyone that 
there’s no blood on it. 
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'�������(��"��&  Swashbuckling Beauty  

 You are Estella Buckham, a beautiful, quick-witted swashbuckler. You grew up in 
Charles Town, capital of the Carolina colony. Until very recently, you never knew 
your father. You were raised by your mother, who ran a small inn that hosted a 
variety of colorful characters over the course of your youth. You were especially 
fascinated by the seafaring guests’ stories, some of whom you suspected may have 
been pirates. At the age of sixteen, your mother’s business collapsed; she was 
forced into domestic servitude and could no longer support you. So you set out on 
your own, hoping to make your fortune and someday return to rescue your mother. 
You met Captain Pryce while working as a barmaid in Port Royal, Jamaica, and 
after a brief conversation, he invited you to join his crew. 
 
You are remarkably skilled with swords and blades of all types (although you 
seem to have lost all of your weapons in the treacherous swim to shore). Able to 
read and write, skills that your mother insisted you learn, you pride yourself on 
your mental sharpness, which you have needed time and again to survive in a 
man’s world. Hotheaded and arrogant, you are often defiant toward authority 
figures. The captain was no exception. You often questioned his decisions in front 
of other crewmembers and on occasion, disobeyed orders outright. For some 
reason, the captain tolerated this behavior, and just a few months ago, you 
discovered the reason for his soft spot. He was your father! You overheard him 
confiding this revelation to Seaweed Saunders, the quartermaster, may he rest in 
peace. 
 
Full of anger and resentment toward your father, who abandoned you as a young babe and left your mother to fend for 
herself, you vowed that at the right moment, you would deliver justice—for yourself and your mother. Last night after the 
shipwreck you recognized the perfect opportunity. The survivors were strewn about the beach in utter exhaustion, and you 
acted in quiet haste in the dead of night. Using a length of rope that had been tied about your waist, you tried to strangle the 
sleeping Pryce. Unsuccessful in this maneuver, you grabbed Olde Lucky’s cane (Lucky was out like a dead man). After a 
brief time trying to fight with the cane, you remembered that it had a concealed blade; you unsheathed it and ran your victim 
through, and then you swiped the captain’s treasure map. You hope that the others will not find you out and that you will all 
make your escape from the island (without the treasure, which they won’t be able to find without the map). Someday you will 
return to claim the treasure—and keep all of it for yourself and your mother. 

Information to Distribute: 
 
Round One: Sidney Sheffield is obsessed with that treasure. 
It’s all he can talk about—when he’s not asking stupid 
questions about sailing, looting, fighting . . . well just about 
everything. (Roll your eyes.) Maybe he wanted the treasure 
all to himself! 
 
Round Two: Ramsay is always wanting his fair share. 
Maybe he wanted more than that. 
 
Round Three: “Ramsay Prescott salvaged a piece of rope 
from the shipwreck. I saw him do it!” 
 

Responses to Other Characters: 
 
In Round One, when Celine says she saw you glaring at the 
captain, say it must have just been one of your little 
disagreements. You hate taking orders, and the captain was 
really grunting them out that day. Not a big deal. 
 
In Round Two, when Sidney Sheffield implicates you 
because of your swift blade, point out that you lost all your 
weapons during the swim to shore. 
 
In Round Three, when Master Luftinant says you are the 
most likely killer among the women, ask him why he thinks 
it must be a woman. It’s just his old prejudice, right? 
 
In Round Three, when Orphan Ollie points out that you had 
a piece of rope tied around your waist earlier, say you must 
have lost it during the swim to shore. 
 
In Round Three, when Ramsay Prescott says he saw you 
with Olde Lucky’s sword cane, challenge him to prove it. 
It’s your word against his. 
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You are Sidney Sheffield, child of Baron Sheffield. Depressed by 
the prospects of a life of noble duty, you set off on your own in 
search of adventure. You made your way across the great ocean and 
fell in with Captain Pryce and his crew of pirates. As a child you 
were fascinated by tales of swashbuckling buccaneers, and now you 
are one of them! 
 
You are equipped with a cutlass and a blunderbuss, neither of 
which you use very proficiently - yet. You seek out the more 
experienced pirates for pointers in swordsmanship, close-quarters 
fighting, and various sorts of depravity. Sometimes they grow 
impatient with your incessant questions. You are highly educated 
and quite literate, but you yearn for knowledge that books can’t 
teach. 
 
You had nothing to do with the captain’s death. In fact, you 
admired his level head and fair mindedness. He was your primary 
mentor in all things pirate, and you are eager to find his murderer 
and implement a pirate-appropriate punishment. You are also eager 
to recover the treasure map and continue on the quest to find the Lost Grotto. Locating the treasure could be your 
only hope of escaping from this island—and also, it would make a great ending to this story. Once the treasure is 
found, you plan to retire from piracy, put this experience to paper, and inspire other bored youths with stories of 
high adventure. 

Information to Distribute: 
 
Round One: “We should move this discussion 
beyond the obvious motive. Who among us had 
additional reasons for wanting the captain gone? So 
far we know that Estella and Master Luftinant were 
both angry with him.” 
 
Round Two: “Whoever did this must have done it 
very quietly since we didn’t discover it until the 
morning. Estella is a winsome gal with a swift blade. 
She could have gotten very close to the poor old 
captain and attacked before he knew what was 
coming. Everyone knows he gave her favorable 
treatment. Haven’t worked out yet how she would’ve 
made those holes, but I’ll figure it out. Just give me 
time.” 
 
Round Three: “We’re getting so close. I can feel it. 
Once we’ve figured it out, found the treasure, and 
returned to civilization, I will put this in a book. What 
a great adventure! I feel like such a pirate!” 

Responses to Other Characters: 
 
In Round One, when Orphan Ollie denies being a 
thief, let out a surprised laugh and say that you are 
quite certain he’s stolen money from you. 
 
In Round One, when Estella implies you had a motive 
because you really wanted to find the treasure, point 
out the obvious: didn’t you all have that motive? 
 
In Round Two, when Ramsay Prescott implicates 
Celine du Nuit, point out that he’s just jealous. Celine 
favored the captain but rebuffed Ramsay, and Ramsay 
was insulted. 
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)�������������  Ship Doctor  

 You are Sawin’ Sister Sarah. For many years, you were the mender 
of wounds, letter of blood, extractor of teeth, and remover of limbs 
on board the Retribution. Your knowledge and skill were 
accumulated over years of experience, not from book learning (you 
can barely read) or formal training. You know a bit about herbal 
remedies and potions—useful tools you learned from a sage old 
woman on Barbados.     
 
Some of your surgical tools can double as weapons. And sometimes 
you use weapons as surgical tools. 
A blade is a blade. You wear loose, brightly colored garments, and 
some of your hair has matted into long locks. Sometimes you chant 
nonsense and stare into the distance as if you are able see things that 
no one else can. Several of the others believe your eccentric ways 
and healing talents are evidence of witchcraft. Sometimes you play 
this up, even though you do not consider yourself to be a witch. It’s a 
fine balance you must strike to ensure your survival amongst such 
sordid company. Yes, they value you for your healing knowledge. 
But a woman in this crew must be extra valuable - or feared.  
 
So sad it was to see the old ship damaged like that. You have sailed on her longer than any of the other surviving 
crewmembers barring Olde Lucky. You may be a little more upset about the ship than you are about the dead 
captain and missing map. You don’t want to perish on this island, though, and so you will do your best to help 
solve the mystery. 

Information to Distribute: 
 
Round One: “Master Luftinant was a mutineer 
before. That’s how he come to piratin’. A botched 
mutiny against his commander in the navy!” 
 
Round Two: “Whoever done this was young and 
strong. Us old folks were done in by that swim!” 
 
Round Three: “We’re lookin’ for someone with a 
rope, a blade, and somethin’ that would make those 
funny little holes in the sand. Who has all of those 
things?” 

Responses to Other Characters: 
 
In Round One, in response to Master Luftinant’s 
accusation that you are a witch: “A witch? Maybe I is 
and maybe I ain’t. But this ain’t withcraft. This is 
plain ol’ killin’ and thievin’. And you say I’s bad luck. 
Well, I ain’t the only woman here!” 
 
In Round One, when Orphan Ollie says he can’t read, 
chime in that you can’t either—at least not very well. 
Your knowledge is practical knowledge. 
 
In Round Three, when Master Luftinant complains 
about you having cut off his leg, say that you had to 
do it if he wanted to live—and he knows that!  
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The next two pages contain name placards for each of the players. You should cut along the 
dotted line and then fold these placards in half along the solid black line. You may then place 
each placard in front of the player who is acting as the character whose name is on the placard. 
This way it will be easy to remember who everyone is playing! 

�

SAFE TO PROCEED 
You may turn to the next page without worrying 

about seeing something you shouldn’t.� �
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Cabin Boy�
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Ship Doctor�
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[To be read aloud by the host/hostess to all the players before beginning] 
 

Welcome, and thank you for joining us. We are going to be playing A Pryce in Blood, a mini 
murder mystery game designed to be completed in half an hour. We will start by arranging 
ourselves and getting set up. Let’s have all of the guests sit down around the table, clockwise 
in the following order: 
 
Olde Lucky: Aging Pirate 
Major Luftinant: Former Sailor 
Celine du Nuit: French Exile 
Orphan Ollie: Cabin Boy 
Ramsay Prescott: Former Privateer 
Estella Buckham: Swashbuckling Beauty 
Sidney Sheffield: Young Aristocrat 
Sawin’ Sister Sarah: Ship Doctor 
 
Please make sure that you have your character sheet and that your name placard is set in front 
of you and is clearly visible. Don’t let anyone else see your character sheet, as there is 
information on each of the sheets that might accidentally give away important secrets! 
 
Now let me quickly set the scene: 
 
All of us are going to be playing the roles of surviving crewmembers of the wrecked pirate 
ship Retribution. While navigating toward a remote Caribbean island, the purported resting 
place of the famous Treasure of the Lost Grotto, a huge storm erupted and the ship hit a large 
reef, splitting the hull. You were within sight of the island, and nine pirates, including your 
leader, Captain Bartholomew Pryce, were able to salvage planks from the wreckage and use 
them to assist in the swim to shore. The rest of the crew perished. Awakening from your first 
night on the island—spent in exhaustion on the beach—you find that the captain has been 
murdered, and the treasure map, which he kept on his person at all times, has been stolen. You 
must determine who committed this murder in order to recover the treasure map, find the 
treasure, and of course, exact pirate justice. Once those tasks are complete, it will be time to 
do your best to salvage and repair the Retribution, which is still out there amongst the rocks. 
 
And now let me explain how the game will work: 
 
This game will be played in three rounds. At the beginning of each round, we will go around 
the table clockwise, starting with Olde Lucky, then Master Luftinant, then Celine du Nuit, and 
so on. On the bottom left of each of your character sheets you will see a box labeled 
“Information to distribute.” When it is your turn to speak, you will share the piece of 
information listed next to “Round One.” 
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You don’t need to read the information aloud verbatim; you can put it in your own words, 
speaking as you think your character would. However, make sure you offer all the facts 
you’ve been given (without inventing any new “facts”).  Information in quotation marks can 
be read verbatim if you so choose, or you may paraphrase. 
 
On the bottom right of your character sheets you should see a box labeled “Responses to other 
characters.” You should read through and familiarize yourself with the information in that 
box. Each time a player shares a piece of information, all of the players will have an 
opportunity to question that information, ask for clarification, defend themselves against 
accusations, and so forth. If one of the players shares a piece of information that you should 
respond to, you will be given a chance to do so before the round proceeds. 
 
So, for example, at the beginning of this round Olde Lucky will share the piece of information 
listed on his character sheet under “Round One.” After he has shared that information, I will 
ask if anyone has any responses. Once everyone has responded, we will then move on to 
Master Luftinant, who will share his piece of information, followed by responses from 
everyone else. Once everyone has had a chance to share their Round One information and 
everyone else has had a chance to respond, I will turn to the next page, which will provide us 
with a clue to consider. After we consider the clue, we will move on to Round Two, followed 
by the next clue, followed by the Final Round. 
 
At the end of the Final Round, once everyone has all of the available information, we will go 
around the table and everyone will share who they think is responsible for the murder of 
Captain Pryce and the theft of the treasure map and why. Then we will turn to the last page in 
the book and learn what really happened! 

�

UPCOMING SPOILER ALERT!  
Warning! If you plan to play A Pryce in Blood along with your guests, 
you should wait to turn the page until you have finished reading the 

above script to the players.� �
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Starting with Olde Lucky and proceeding clockwise around the table, each player will share the 
information listed on their character sheet for Round One. After a player has shared his or her 
information, the host/hostess should ask if anyone has any responses. Once all the responses 
have been heard, the host/hostess should let the next player share their piece of information. 
 
Once all the players have had an opportunity to share their piece of information and responses, 
the round is over and you may turn the page to uncover the first clue. 

 

UPCOMING SPOILER ALERT!  
Warning! If you plan to play A Pryce in Blood along with your guests, 

you should wait to turn the page until 
Round One is finished.  
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[To be read aloud by the host/hostess to all the players] 
 

The area on the beach where Captain Pryce’s body was found shows signs of a struggle. 
There are several adult-sized footprints around the corpse. Their close clustering and chaotic, 
overlapping placement suggest a short but heated altercation. Unfortunately, the moist but 
loose sand has not retained any distinct patterns from the soles of the shoes. What is more 
revealing, however, is the series of small, circular indentations in the sand, each at least a 
couple of inches deep, some much deeper, interspersed among the footprints. 

 

�

UPCOMING SPOILER ALERT!  
Warning! If you plan to play A Pryce in Blood along with your guests, you 

should wait to turn the page until you have completed Round One and 
everyone has seen the clue described above.� �
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Starting with Olde Lucky and proceeding clockwise around the table, each player will share the 
information listed on their character sheet for Round Two. After a player has shared his or her 
information, the host/hostess should ask if anyone has any responses. Once all the responses 
have been heard, the host/hostess should let the next player share their piece of information. 
 
Once all the players have had an opportunity to share their piece of information and responses, 
the round is over and you may turn the page to uncover the second clue. 
 

�

UPCOMING SPOILER ALERT!  
Warning! If you plan to play A Pryce in Blood along with your guests, 

you should wait to turn the page until 
Round Two is finished.� �
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[To be read aloud by the host/hostess to all the players] 
 

A closer examination of the captain’s body reveals two wounds: a bleeding rope burn around 
his neck and a deep, penetrating cut through the left side of his chest. The last wound, near his 
heart, must have been the cause of death. But the other injury could be just as informative! 

 

�

UPCOMING SPOILER ALERT!  
Warning! If you plan to play A Pryce in Blood along with your guests, you 

should wait to turn the page until you have completed Round Two and 
everyone has seen the clue described above.� �
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Starting with Olde Lucky and proceeding clockwise around the table, each player will share the 
information listed on their character sheet for Round Three (the Final Round). After a player has 
shared his or her information, the host/hostess should ask if anyone has any responses. Once all 
the responses have been heard, the host/hostess should let the next player share their piece of 
information. 
 
Once all the players have had an opportunity to share their piece of information and responses, 
the round is over. It is now time for the players to try to guess the solution to the mystery. Read 
the following instructions aloud to the group. 
 
[To be read aloud by the host/hostess to all the players] 
 

We have gathered all the available information and viewed all the clues. Now we will go 
around the table one last time and let everyone say who they think is responsible for Captain 
Pryce’s murder and why. After everyone has made their guess, then we will learn who was 
truly responsible. 
 
One quick note: If your character is the perpetrator, you should try to blame the crime on one 
of the other players when it is your turn to say who you think is responsible; that will keep 
everyone guessing until the very end. 
 
We’ll start with Olde Lucky, and then go clockwise around the table. Lucky, when you are 
ready, go ahead and give us your guess. 

 
When everyone has made their guess, turn to the next page for the solution. 

�

UPCOMING SPOILER ALERT!  
Warning! If you plan to play A Pryce in Blood along with your guests, 
you should wait to turn the page until you have completed the Final 
Round and everyone has had a chance to guess the identity of the 
perpetrator. The next page contains the solution to the mystery!�

�
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[To be read aloud by the host/hostess to all the players] 
 

“Yes, it was I,” confesses Estella Buckham. “And this is why and how I did it . . .” 

 
At this point, the host/hostess should give the player responsible for Estella Buckham the 
opportunity to read the following speech.  
 

My father abandoned my mother and I when I was just a babe. He left us to work and scrape 
out a living in Charles Town. It was hard—on me and my mum. She is destitute now, working 
as a servant. I have always hated my father, but I did not know who he was. Well, a few 
weeks ago, I learned his identity. I heard Captain Pryce confess to the quartermaster (may he 
rest in peace) that I was his daughter! The captain, my father!? And he never told me? I was 
crushed and so very angry. And so, last night after the shipwreck, I saw the perfect 
opportunity to get revenge. The survivors were strewn about the beach—out cold. Pryce was 
sleeping like the rest of you. I sneaked up behind him and tried using the rope from my waist 
to strangle him. It didn’t work. So I grabbed Olde Lucky’s cane (Lucky was out like a dead 
man). After a time trying to fight with the cane, I remembered that it had a concealed blade; I 
unsheathed it and ran the blackguard through. And then I swiped the map. I figured that if the 
map were gone, we’d all have to leave the island without the treasure. And then one day I’d 
be able to return to claim the wealth for myself and my mother. This is how Pryce would 
finally give what he owed! 

 
Congratulations! You have now completed A Pryce in Blood! Anyone who correctly identified 
Estella Buckham as the culprit is a winner; if you are awarding prizes, you may present them to 
the winners at this time. 
 
 


