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INTRODUCTION

olonial Gothic is a supernatural historical role-

playing game inspired by the history and setting

of the American colonial period, from founding

of Roanoke in 1568 to the end of the War of 1812

in 1815 at the Battle of New Orleans. From the
initial discovery of America by the Europeans to the War of In-
dependence, Colonial Gothic provides both Gamemasters and
players with everything they need to set games in this period,
but with a supernatural twist. In Colonial Gothic you will play a
character who, through the course of your adventures, will slowly
come to discover that the “New World” is so much more than
what it seems to be.

Mysterious conspiracies and evil plots abound. Malevolent enemies lurk in shadows,
pulling strings and influencing events. While the world might be the dawn of the Age of
Reason, there is much remaining mysterious and hidden, defying the rationality and logic
of the new philosophies: Magic is real; creatures of the occult and supernatural exist. The
player characters might already know this, or will come to know it as they begin uncover-
ing the truth about the world they live in.

Everything you need to know about COLONIAL GOTHIC as a player or Gamemaster (GM).
This introduction serves as your primer to the game, describing the setting, explaining the
core mechanic, providing you with general knowledge of how the game works, and what
you are able to do with it. As a player, this chapter gives you a sense of what your character
is about to experience in the world of coLONIAL coTHIC. As a Gamemaster, you find plenty
of ideas and inspiration of what you can do with the game and setting, and how you craft
adventures and campaigns that work best for your group’s taste and preference. Consider
this chapter an amuse-bouche, if you will, a single tasty bite to help prepare you for the
feast to come.

So without further ado, welcome to the world of COLONIAL GoTHIC!
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Introduction

SETTING

COLONIAL GOTHIC is a world deeply mired in mysteries, secrets, and plots. The sense of
darkness and horror your group experiences in your game sessions rely heavily upon both
the Gamemaster’s creativity and the players’imaginations—and this book provides plenty
of ideas and resources to stimulate both. Together, the Gamemaster and the players craft
a story in which the characters face increasing wickedness and villainy in the world, dis-
covering that while some enemies are all too human, others have never been human at all.
Whether your character is a soldier grimly facing the brutality of war in the campaigns of
the American Revolution, or a witch hunter relentlessly searching out and battling evil, is
entirely up to you.

COLONIAL GOTHIC is designed with a simple premise: the occult and supernatural are
real and extant within the world. Drawing upon history, COLONIAL GOTHIC’s perspective
is that of the American Colonists: witches are real, devils and monsters run rampant in the
world, and Magic exists—usually with terrible effect on all involved. Most Colonists have
either chosen to deny the supernatural or rationalize it away, while others have been irre-
versibly damaged by their experiences with it. But some know and accept it for what it is
and act accordingly, willingly choosing to place their reputations, faith, and Sanity on the
line to fight back. Seeing themselves as the last line of defense against the onslaught of evil,
these characters war with the terrifying forces that lurk in the shadows.

FOR THE PLAYERS

Your character is a Colonist hailing from one of the 13 English Colonies in America. For
the most part, the world is entering a new era, what Thomas Paine called the “Age of
Reason,” slowly but steadily leaving behind old beliefs rooted in myth and superstition,
and beginning to embrace new philosophies defined by logic, mathematics, and science.
"The works of Descartes, Hobbes, and Newton have changed the way mankind thinks about
not only the world, but existence itself. Though many have adopted these new beliefs and
thoughts, some have not. There are those who know the truth: Magic is real, a power im-
manent in the very fabric of reality itself!

In coLoNIAL GOTHIC you play a character who not only knows Magic is real, but also
the unspeakable horrors it spawns—and these horrors are everywhere: witches who curse
an isolated settlement, a vampire that followed European immigrants to the New World,
or angry spirits terrorizing a Cherokee tribe. Whether your character is fighting in the
frontier or fending off a supernatural disease like Curse from the Grave (see page 47),
you—along with others like you who know the truth—ceaselessly wage a hidden war against
the forces seeking to plunge the world into chaos and darkness. There are none but you and
your compatriots brave enough to face the Devil’s minions, fight them, and triumph.

FOR THE GAMEMASTER

As the Gamemaster, you create adventures and campaigns inspired by Colonial Amer-
ican history. The adventures you create revolve around both the mundane and the super-
natural. From scheming royal agents and power-hungry politicians to practitioners of the
dark arts and horrific monsters, many campaign possibilities await you and your group in
COLONIAL GOTHIC. As guidelines to aid you in crafting your game, there are three recom-
mended styles of play, each emphasizing different elements of the setting: High-Action,
Occult & Mystery, and Supernatural.



For the Gamemaster

The High-Action style downplays the occult and supernatural. Instead of slaying monsters,
characters fight against common and mundane threats like slavers,
French traders, and the British military, to name but a few. In-
spirations for this style are found in the stories of James Fenimore
Cooper, or movies like The Last of the Mohicans, The Patriot, or
Dances with Wolves, or in Brian Wood’s comic book Rebels. If
a military campaign doesn’t interest you and/or your group,
you could create a campaign based around exploration of
the American continent. The Colonies are still new to most
people—many wonders, resources, and native cultures await
“discovery.” This style works well for players who like a lot of
movement and action in their game play; it also works well
for players who want to explore the natural world of the
COLONIAL GOTHIC setting.

'The Occult & Mystery style introduces the player
characters to the occult, but softens the horrors
awaiting them. The threats they face are few
and far between, with adventures usually
centered on a particular mystery. The
mystery you design might be a strange cult
intent on winning the war for its own dev-
ilish reasons, or a mage intent on infiltrating
the militia for some devious purpose. While
the setting details of the comic book Man-
ifest Destiny, or movies like Sleepy Hollow @Y
and From Hell are not an exact fit for
COLONIAL GOTHIC, they do have similar
elements suitable for an Occult & Mystery
campaign: a strong sense of period authen-
ticity, an atmosphere of dark mystery, and suspen-
sion of disbelief. As for books, the writings of Edgar
Allan Poe, Nathaniel Hawthorne, Irving Wash-
ington, and even H. P. Lovecraft and Robert E.
Howard are ideal for tone, setting, and scope.
Whatever mystery you devise, this style works
best when encouraging investigation while
de-emphasizing (but not necessarily eliminat-
ing) action and combat.
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The Supernatural style is COLONIAL GOTH-
1c’s default. Similar to Occult & Mystery,
this style also has Magic and mayhem, but
significantly more of it. The threats the
characters face are far more widespread and
epic than they are in Occult & Mystery, approaching
a world-changing scale. At first, the characters
might not know that Magic exists or how SAY
it works, having only a vague understand- & =
ing of how to fight the monsters and perils
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Introduction

spawning from it. As their knowledge and experience grow, some characters might try to
use Magic and the occult to their anvantage, while others will shy away or recoil in horror
from it. For inspiration, movies like Brotherhood of the Wolf, the Pirates of the Caribbean series,
and Van Helsing have dark forces within them that, if unchecked, will somehow change the
world’s very fabric of reality. In works of literature, Mary Shelley’s Frankenstein and Bram
Stoker’s Dracula, while much later than the Colonial era in the period they dramatize, are
close enough in time for their themes and tone to also be representative of the Supernar-
ural style.

Regardless of the style you choose, the action in COLONIAL GOTHIC is larger-than-life.
What does this mean to you as a Gamemaster? Characters and villains are capable of
performing feats that others find impossible. When designing adventures and running your
game sessions, remember: think big, but more importantly, give your players the opportu-
nities to have their characters react “bigger.”

12°

'The basic descriptions found in this chapter allow you to quickly understand the game’s
mechanical foundations and dive right into playing. COLONIAL GOTHIC is a relatively simple
game to learn and play, with straightforward rules easy to remember. Nevertheless, there
are a handful of occasions when multiple modifiers and special cases might come into play.
'The more you understand the basic rules, the better equipped you are to deal with those
situations as they come up.

PLAYING THE GAME

To play coLONIAL GOTHIC you need:

*  Two twelve-sided dice (d12), preferably with each player having their own
set. Gamemasters should
probably have several d12s

TABLE OF TARGET NUMBERS
on hand.

TARGET SITUATION

*  Ablank piece of paper (ora  [ESzENBRAel
character sheet) and a pencil.

NUMBER (TN) +FOR TESTS®

5 . Otherworldly 48 -9
* A willingness and c.lesne 0 Jmpossible % b
have fun, tell stories, and
. a Nearly Impossible 38 -7
share in a great game session
with fellow players of like Heroic 34 -6
mind and manner. Daring 30 -
Reckless 26 -4
RULES SUMMARY  omidable 2 3
Action in COLONIAL GOTHIC isn'tintend-  Challenging 18 )
ed to be “realistic” or “gritty.” It is instead  Difficult 14 1
meant to recreate the kind of actionyouve . 10 +0
likely read in adventure books and graphic
. . : Easy 6 +2
novels/comic books, or seen in a movie or
. - Trivial 4 +4
television show. But by the same token,
COLONIAL GOTHIC is not cartoonish or ~ Instinctive 2 +6
ridiculously over the top: it emphasizes 1. These Situation modifiers do not increase or decrease
verisimilitude instead of a strict, detailed the value of your ability, or the TN. They simply come

into play when you need to make an ability ftest.



The Drums of War Sound...

The great nations of Europe struggle for control of the New-

World. Native Americans struggle for their land and their lives.
Planters and traders struggle for wealth and position. A new na- |
tion struggles to be born.

But look beneath the surface.

Monsters stalk the woods. Angry ghosts and spiteful witches
plague the villagers. Explorers search for lost cities and fabled
treasures. Ancient evils are awakened. There is a secret history,
and this history deals with events that took place in the shadows.
These events played a role in the history of the American colo-
nies and the Revolution that few know about.

The truth is hidden, and plots are afoot. Events are moving be-
hind the scenes, and lurking in the shadows are agents with their |
own agenda.

War is coming. The Siege of Boston is lifted, and General
Washington is leading the Continental Army to New York. The
enemies are many, but as to who they are, you do not know.

Revised, rewritten and redesigned Colonial Gothic 3rd Edi-
tion provides players and Gamemasters what they need to run
adventures during the American Revolution. Everything you
need to run a historical supernatural horror game is found in
this book: rules covering the use of magic and alchemy, in-depth
information on the life and times of the colonies, a bestiary of
monsters pulled straight from the period; the possibilities are
endless. Using a fast and simple mechanic, setting up and run-
ning a game of Colonial Gothic has never been easier. Plus,
this 3rd Edition Rulebook is fully compatible with all previous |
Colonial Gothic adventures and sourcebooks. ‘

Now the time has come.
War is here.

Choose your side.
RGG 6001
US $29.99
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