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INTRODUCTION

ack in 2009 friend, and former Colonial Gothic

Line Developer Graeme Davis presented me with

an idea: create a campaign for Colonial Gothic tak-

ing into account the totality of the American Rev-

olution. At first, I balked at the idea. It was not be-
cause it was a bad idea (it wasn’t) but published campaigns tend
to sprawl and quickly get out of control. Yet, anticipating my
skepticism, Graeme had a trump card: “Remember 7he Enemy
Within campaign for Warhammer Fantasy Roleplay?”

He got me.

He knew the special place both that campaign and Warhammer FRP holds with me.
He knew I had run 7he Enemy Within three separate times, as well as played in it as well.
It also did not hurt that one of the writers for the campaign gave me the nudge I needed
to go for it.

Flames of Freedom is a campaign conceived to allow you to take part in the history of
the American Revolution. I, as well as Graeme, wanted something that was not only filled
with action but offered information on areas that could be use again and again. That is why
we included not only great adventures but sourcebooks dealing with the major cities im-
portant in the war.

Flames of Freedom is more than allowing players to take part in the history of the
period. It is more than guidebooks to Boston and Philadelphia. Flames of Freedom is
about revealing the secrets lurking in history’s shadows. Some of these secrets are explana-
tions for real historical events (see 4 Fortuitous Mist on page 46), but the real secrets is
the slow reveal of what is hinted in Colonial Gothic’s background.

A careful reading of Colonial Gothic you see clues and historical bits revealing that
something deeper has taken place during England’s colonizing of North America. Pur-
posely, these events have been hinted at, and the reason for this is simple: it adds to the
overall tone of a secret history of Colonial America.

When Graeme and I hashed out the first two parts of Flames of Freedom, the major
goal I set was to tie all the various loose threads in Colonial Gothic and bring them to-
gether. Starting in Boston the threads begin to be weaved into a larger tapestry, which only
will be seen, by the time the campaign is over.

'The events of Flames of Freedom are big. Taking the characters from Boston to the
heart of the Continental Congress at Philadelphia, upon finishing these two chapters, the
players discover things are more than they seem. Those familiar with the original two



'The long march to freedom begins here.

While the world watches, and both sides draw up the plans of
war, others lurk in the shadows, prowling forgotten tunnels,
and heroes battle. An ancient enemy sows seeds of strife, and
a much larger battle is about to begin. While Colonists cry
for freedom and Loyalists struggle to reconcile with England,
dark enemies gnaw and plague the unsuspecting.

In Boston the siege grinds on, but the end is in sight. Now

is the time to break the yoke of tyranny on the city that
sparked the revolution. Secret plots, secret cults, and mysteries
abound, as you explore the city of Boston during the last days
of the siege. You are at the start of the revolution and will be
caught up in a series of events that will take you from one end
of the city to the other.

Victory in Boston, is only short live.

Spring, 1776. The Second Continental Congress works at
creating a new nation. But as they debate, shadowy forces
prepare to strike.

Welcome to Philadelphia.
As Congress works, the Heroes scour the City of Brotherly

Love for a friend's missing son. Not all is as it appears, and
soon their simple assignment turns into a race against time to
prevent a tragedy that could kill the American independence
before it has begun.

Flames of Freedom: Beginnings, is the first volume in an
epic campaign for Colonial Gothic. In this book you will
find our guide to the great cities of Boston and Philadelphia,
and a ready-to-play adventure which sets the stage for the
entire Revolution.
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