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Honor + Intrigue (pronounced “Honor and Intrigue”) 
is a role-playing game where the players take on the 
roles of heroic musketeers, dashing highwaymen, 
and rakish pirates in swashbuckling adventures set 
against a 17th Century backdrop. Inspired as much 
by Hollywood as by history, Honor + Intrigue pays 
homage to the swashbucklers of the silver screen 
as well as great works such as those of Dumas and 
Sabatini. True to its inspiration, Honor + Intrigue 

plays fast and cinematic, leaving the focus on drama 
and unfolding action. 

Most of the people playing the game will be “Players” 
portraying the heroes in a swashbuckling adventure 
story. Each of these heroes will be characters the 
players create themselves, heroes who are larger than 
life. One person will be the “Game Master” or “GM”, 
essentially the “Director” of this swashbuckling story, 
who also comes up with the plot and portrays all the 
other characters that interact with the heroes, from 
the humble barmaid to the dastardly villain. The “GM” 
is also in the role of a referee whenever a judgment 
call needs to be made in the story. 

Introduction
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