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Tales of Gothic horror have frightened and entranced readers for nigh on two centuries. There is
something undeniably captivating about these stories of melancholy and terror—something that
appeals to our sense of place in the universe. They bear much in common with frightful campfire
tales and in fact, are certainly the descendants of stories told before the written word.
This game allows you to explore these stories in a new way. No longer are these stories to read in the
dark during a thunderstorm while clutching a hot cup of tea (or something stronger). Within the
pages of this manuscript you’ll find everything to explore the world of Nevermore.

The Nevermore Quickstart Guide begins with a brief overview of the Nevermore’s Gothic horror setting
including the Esoteric Order of the Illuminous and the seven cabals that make up the order. Next is a
brief outline of the card-based system used in Nevermore and all of the rules you’ll need to play the
game. Following the rules section, you’ll find a short adventure called The Winter House which
introduces additional (narrator-facing) rules. Pre-generated protagonists are available for download
on DriveThruRPG.com or the Nepenthe Games website.

At least two people (although four to six is
best).

A deck of playing cards (with a red and
black Joker) for each player and the narrator.

Some form of tokens (these could be
pennies, poker chips, or anything similar.

The pre-generated characters provided in
this booklet.

Pencils and scratch paper.

Your imagination!

The rules presented in this Quickstart
provide you with the basics of the
Nevermore rules. You have everything
you need to play, but you should be
aware that quite a bit has been left
out. None of the character creation
rules are included (got to the
Nepenthe Games website or
DriveThruRPG.com and search for
Nevermore Protagonist Sheet Pre-
Gens) and many of the other rules
have been simplified or trimmed for
ease of play. You can expect a lot more
depth and clarity in the core rulebook.

Once Upon A
Midnight Dreary
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Nevermore is a roleplaying game of Gothic horror set on the eastern seaboard of America in the year
1888. It evokes the tales of Melville, Poe, Gilman, Wharton, James, and Bierce and leans heavily into
tropes of pathos and despair. The game is uniquely American and relies heavily on the foundations
of American Gothic tales. The protagonists of this game are likely to find themselves exploring
haunted houses, traversing gloomy and forsaken landscapes, doing battle with sorcerous villains,
terrifying ghosts, and cursed beasts, while courageously fending off the ravages of madness and
despair.

On the surface, there is little difference between the realm of Nevermore and the Gilded Age of our
own world. Although a careful observer might notice the odd machine or device that does not quite
fit in, the technology is much the same. The same people of historic significance live and breathe.
Grover Cleveland is president of the United States, and Queen Victoria rules in Great Britain. Nikola
Tesla has just invented alternating current, and one might meet Frederick Douglas, Susan B. Anthony,
Mark Twain, or Harriet Tubman on the streets of any major city. Yet, there is something not quite
right; the shadows are a little darker, people walk a little faster as night falls, and a pervasive sense of
dread and foreboding lingers at the back of the mind.
.

Aethyr is a mysterious substance that has no known form, shape, or structure, yet it exists. It is the
source of magic and can fuel great wonders, allowing humankind to perform incredible magical feats.
Regrettably, it also allows for the existence of monsters, such as werewolves, ghosts, ghouls, and
other dreadful abominations.

In a world without aethyr, science dominates. There are no miracles, no magic, and no horrors
without explanation. For example, in our world aethyr can sometimes be found in small pockets or
faint wisps that are sometimes experienced, but briefly. These manifestations might take the form of a
prophetic dream, miraculous healing, or the appearance of a ghost or spirit. But since these
encounters can rarely be replicated, they are dismissed as coincidences or figments of the
imagination.

An aethyros is a place where the aethyr coalesces and grows over time. If left to fester, wisps and
tendrils of aethyr eventually escape and find a new place to defile. If aethyros were not dealt with and
destroyed, they would eventually blanket the entire world.

An aethyros can be of any size: it might be a room, a house, or even a neighborhood, a village, or a
mountain valley. The insidious nature of the aethyros is that their very existence is not easily
observable and they often go unnoticed by those who live within. Detecting an aethyros requires
special training, and one must enter an aethyros to interact with it, discover its secrets, and resolve it.
.

Certain it is, the place still continues under the sway of some witching power, that holds a spell over the minds
of the good people, causing them to walk in a continual reverie. They are given to all kinds of marvellous beliefs,
are subject to trances and visions, and frequently see strange sights, and hear music and voices in the air. The
whole neighborhood abounds with local tales, haunted spots, and twilight superstitions; stars shoot and meteors
glare oftener across the valley than in any other part of the country, and the nightmare, with her whole ninefold,
seems to make it the favorite scene of her gambols.
—Sleepy Hollow, Washington Irving
.

Welcome to Nevermore
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The Esoteric Order of the Illuminous (often referred to simply as the Illuminous) has existed for
hundreds, perhaps thousands of years and has gone by many names. Known records go back as far
as the 6th century, but most scholars agree that the Illuminous has been around much longer. Every
time an aethyros has appeared, the Illuminous have been there to drive it back. Should they ever
fail, the world would likely fall to the encroaching aethyros, and humanity would be lost to horror
and corruption.
.

The Esoteric Order of the Illuminous is comprised
of seven cabals, each with its own ideas and
methods, but these cabals share the same ultimate
goal of saving the world from being overcome by
aethyros.

Aethyric Engineers are inventors and tinkerers
who use captured aethyr to power strange
electrical and mechanical devices.
Disciples of the Emerald Tablet infuse aethyr
into mixed compounds and substances to create
potions and elixirs with magical effects.
Ravens are often wealthy socialites who are
skilled at opening doors and removing obstacles
with their words.
Rooks move amongst the shadows, have
connections in the underworld and are especially
good at acquiring illicit goods and services.
Scholars of Mu are capable investigators skilled
at uncovering long-lost information and sniffing
out the truth.
Soldiers of Mithras are not only skilled warriors,
but are usually quite knowledgeable about the
mysteries of aethyr and how to defend against
aethyric horrors.
Theurgists dabble in the dark arts and use their
knowledge to evoke, control, and destroy aethyric
entities.

Each cabal also guards a secret—a Cabal
Gift that allows members of their order to use the
aethyr to their advantage.

.

The ESOTERIC ORDER OF THE
ILLUMINOUS
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The protagonist sheet gives the players all the information they need to play their character. Let's take
a quick look at the sheet before exploring the rules of the game. You may want to refer to one of the
protagonists, available for download on the Nepenthe Games website or DriveThruRPG.com, as you
proceed.

Character creation rules are not included in this Quickstart, but there are seven pre-gens (one
from each cabal, located at the back of the booklet.

1 Write your name here.

2 Your protagonist’s cabal goes here: Aethyric Engineer, Disciple of the Emerald Tablet, Raven,
Rook, Scholar of Mu, Soldier of Mithras, or Theurgist.

3 Write your protagonist’s name here.

4 Your protagonist’s background goes here: first people, immigrant, rural, or urban.

5 Your protagonist’s social status goes here: gentry, upper-class, upper-middle class, middle-
class, or working class.

6 Your protagonist’s calling goes here: artisan, caretaker, combatant, dabbler, entertainer,
investigator, laborer, loner, mechanic, mystic, scholar, scientist, or scoundrel.

7 Your protagonist’s qualities are listed here. Each protagonist has four qualities that inform
you of the protagonist's will, mental, physical, and social capacity. Each of the qualities also relates to
one of the four card suits.
♥ Kardia (Heart) is used for social interactions, from being persuasive to understanding social
nuances.
♣ Corpus (Body) is used for most physical actions, from fisticuffs to stealthy movement.
♠ Psyche (Mind) is used in matters of intellect, from recalling historical facts to lying and deception.
♦ Pneuma (Spirit) is the expression of practical knowledge (differing from Psyche's intellectual
knowledge) and willpower.

The quality’s level of 2 to Ace is listed in the circle to the right. When a protagonist attempts to
make a test the player must play a card that is equal to or less than the rating of the quality being
used—OR—of the same suit. (See Playing With Cards on pg. 10.)

8 Beneath each quality is a list of nine skills. The quality above the skill is used when making a
test. To the right of each skill are five triangles. You fill in one triangle for every level you have of a
skill. Each skill level allows you to draw one card when making a test.

9 The Sight is a special quality (and skills) that allows your protagonist to perceive the aethyr.
Using the Sight you can tell if you are within an aethyros, if an item is infused with aethyr (and thus
magical), or even if a person is possessed by a spirit. The suit used for the Sight is indicated within
the pentagram. The value of the quality is listed in the circle.

10 The three skills listed here are connected to The Sight just as other skills are to other qualities.

11 Your protagonist’s Courage is listed here. Your permanent (starting) Courage is listed in the
box to the left. As you lose Courage, the new number is recorded in the box to the right.

Protagonist Sheet
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12 Your protagonist’s Grit is listed here. Grit is a resource that represents your luck, stamina,
perseverance all rolled into one. It allows you to keep from being damaged and increase your
chances of success. Your permanent (starting) Grit is listed in the box to the left. As you lose Grit,
the new number is recorded in the box to the right.

13 Hardening allows you to reduce the amount of Courage lost when you experience shock.
The type of hardening used depends upon the type of shock: Loss, Violence, Identity, or Horror.
Each level in a hardening category allows you to play one card to resist losing Courage. (See, Shock
and Courage on pg. 17.)

14 When you take a Damage Condition, you mark off the box to the right and apply any
consequences. (See, Damage Conditions on pg. 14.)

15 This space is provided for your protagonist’s languages and for notes.

16 Your protagonist’s Weakness is listed here. The quality associated with that Weakness is
listed in the pentagram.

17 When you receive a Psychological Condition, you mark off the box to the right and apply
any consequences. (See, Psychological Conditions on pg. 14.)

18 When you receive Other Conditions, you mark off the box to the right and apply any
consequences. (See, Other Conditions on pg. 15.)

19 Space is provided here for a picture of your protagonist.

20 Assets determines your standard of living as well as your access to cash and credit—
anything you might want to purchase.Your protagonist’s current Assets score is listed under
permanent. Temporary reductions or increases are listed in the box to the right.

21 Any gear your protagonist is carrying is listed here.

22 Details on your protagonist’s Cabal Gifts are listed here.

23 Your protagonist’s Advantages and Liabilities are recorded here.
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Playing With Cards
Unlike many roleplaying games, Nevermore uses cards rather than dice. The narrator and each player
needs a regular deck of playing cards that has Jokers of two different colors, preferably red and black.
If they are not red and black, you will need to designate them as red and black in some way.

The value of numbered cards is equal to the number listed on the card. Face cards are a little
trickier. Jacks have a value of 11, the King and Queen are called Crown cards both have a value of 12,
and finally, the Ace can either have a value of 1 or 13 (whoever plays the Ace gets to decide).

Every protagonist has four qualities which have a rating based on playing cards (2 thru Ace) and
each is represented by a card suit. Protagonists also have skills that define their areas of knowledge
and expertise. Skills can range from combat skills such as firearms or weaponry to social skills such as
charm or perform to more practical knowledge such as ride or tinker. Each skill has a rating of 1 to 5
that are represented by filling in the appropriate number of triangles on your character sheet.

Whenever a protagonist takes an action that involves some level of risk or difficulty, the player
plays cards to determine success or failure—this is called a test of quality, or simply a test. Every test
requires a number of successes. This is referred to as the level of Risk.

The narrator sets the Risk level for any action a protagonist takes—the Risk is rated from 0 to 5 (or
higher). If the Risk is 0, no test is required. However, if an action is Risk 1 or higher the player must
play cards and attempt to earn a number of successes equal to or greater than the level of Risk. If your
level of skill is greater than the Risk you may not need to make a test (see, Automatic Successes on pg.
13).

Example: A protagonist attempting to leap over a small fence might be Risk 1. However, urging your horse leap
across a swiftly running stream might be Risk 3.

When a test of quality is called for, you draw a number of cards equal to your character’s rating in the
skill being used. This means that you generally play one to five cards in a hand. Other factors may
affect the number of cards you can play. (See, Playing a Hand on pg. 11.) One success is earned for
each card played that is equal to or under the relevant quality or of the same suit. If a card played is
both equal to or less than the quality used and of the same suit, you gain Fortune which can be spent
immediately to earn another success without adding to the narrator’s Doom Pool (see Doom on pg.
16), or kept. Any card that is not a success is a failure and is immediately discarded, having no effect
on the success total. You continue playing cards from your deck until you run out of cards, at which
point you reshuffle your deck.

Finally, there are two types of tests: static tests and opposed tests, each of which are described on
pg. 11.

Example: Picking a lock or searching for a book in a library would be a static action. However, sneaking past a
guard, lying to them, or hitting them with your walking stick would be an opposed action.
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When playing a hand, you want to have as many cards in your hand as you can that are either equal
to or less than your score in the appropriate quality or of the same suits as the quality you are using.
The following is a more detailed descriptions of how cards are played during a test of quality:
• If you have a skill appropriate to the task you are attempting, you can draw a number of cards

equal to your skill level. So, if you have three levels of a skill, you’ll draw three cards.
• Gifts, Conditions, Liabilities and other effects might affect the number of cards you get to draw.
• Before you draw any cards for skill or other effects, you can spend Grit to purchase additional

cards. You draw one additional card for every point of Grit spent. There is no limit to how
many cards you can add to the draw by spending Grit. (See, Grit on pg. 15.)

• All of the cards (for skill, assistance, Gifts, or Grit) are drawn at the same time.
• Discard down to five cards (you must keep any Jokers) and show your hand. This gives you your

final hand. (See, Hand Result Summary on pg. 12).
• If you have at least one success, other protagonists (and supporting cast) can assist by

contributing cards. (See Assisting on pg. 13.)
• If you earn one success, you can spend Fortune for additional successes. (See Fortune pg. 16.)
• After being played, all cards are discarded.

Note: Decks are reshuffled only after you draw the last card, by spending Fortune, or the from an
Advantage or Gift.

A static test is made for any action a protagonist
takes without resistance. Static tests have a Risk
of 1 to 5 which is set by the narrator. In addition
to a set Risk, static tests have a time interval that
is set by the narrator, which can be anything from
a single combat round to hours or even days. For
example, the narrator might say that picking a
lock requires five minutes while searching for a
tombstone in a graveyard might take one hour.

Any action where another character, antagonist or other supporting character counters or resists the
protagonist requires and opposed test. This includes combat, chases and some social interactions.
During an opposed test, both sides make a test using the appropriate skill. The character who earns
the most successes wins the test. Subtract the losing character’s successes from the winner to
determine their final result. If both have the same number of successes, the test is a draw.

In some cases, an opposed test can have a Risk. In such cases, the winning character must
have enough remaining successes to overcome the level of Risk

Easy Risk 1
Average Risk 2
Challenging Risk 3
Difficult Risk 4
Formidable Risk 5
Impossible Risk 6+
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Any card less than or equal to your score in the Quality being tested grants 1
success.

Any card that is of the same suit grants 1 success.

A card with less than or equal to and of the same suit as the Quality grants 1
success and 1 Fortune. This Fortune can be spent immediately for an additional
success without adding the narrator’s Doom pool (see Doom on pg. 16), or kept.

All other cards are discarded. They do not affect the number of successes.

Aces are either the highest (13) or lowest card (1). The person who plays the card gets to choose.
You cannot ever discard a Joker. If you have a Joker (or Jokers) in your hand, you must play them as
part of your hand. Even if due to spending Grit or other effects you draw more than five cards, you
must keep the Joker(s) in your hand when you discard down to five. The effect of the Joker varies
depending upon its color. If two Jokers are drawn, they cancel each other out.

Matching Joker: If the Joker matches the color of the Quality you are using, it gives you two
successes.

Non-matching Joker: A non-matching Joker reduces the number of successes you gain by two. There
are no additional penalties.

So, now that you have the basics, its time to get into some of the things that complicated matters. The
core rulebook has quite a few more complications, but this is enough to allow you to play the game.

There are two types of failure: complete failure and partial failure. A complete failure is when you earn
no successes. Generally, with a complete failure, you make so progress toward your desired goal and
may even suffer a setback, such as taking damage. A partial failure means that you did make some
progress, but not a much as you needed to complete the task.

For example, f you are climbing up a cliff and the narrator says you need 4 successes, and you get
no successes, you likely fall and injure yourself (suffering some Grit loss or even damage Condition).
However, if you get two successes, the narrator may decide that you have climbed halfway, but must
make another test to to complete the climb.

However, if the test was to avoid taking damage such as jumping over a pit, dodging a falling rock,
or resisting the effects of a witch’s hex, then you will likely lose Grit or suffer a Damage Condition.
Although the damage could be reduced if you earn some successes.
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Conflict occurs any time two opposing parties are trying to achieve opposing goals—usually combat.
An opposed test is required to see which one succeeds.

Combat almost always begins with the protagonists except in cases of ambushes or special abilities.
The players can choose amongst themselves who goes first. After that, an antagonist acts, then
another protagonist, and so on until everyone has taken an action. Once everyone has taken an
action, a new round begins with the protagonist who acted first.

Damage is determined by the base weapon damage of an attack, plus an another point for each
additional success earned during the attack beyond that which his needed to hit. You can spend Grit
to mitigate damage. Every point of Grit reduces damage by one point. If you don’t have enough Grit
to spend, you suffer a Damage Condition and another for every 3 additional points of damage taken.
(Note that you can choose to take an injury instead of spending Grit anytime you wish.) Once your
Grit is reduced to 0, it remains 0; there is no such thing as negative Grit. At this point, you take
Damage Condition instead of removing Grit. The same is true for damage that causes a Damage
Condition. If a protagonist is at 0 Grit and takes even 1 point of damage, the gain a Damage
Condition. For ever 3 additional points, they gain another Damage Condition. For example, if a
protagonist has 3 Grit and they take 4 damage they are reduced to 0 Grit and take one Damage
Condition. If, when they are are at 0 Grit, they take 1-3 Grit of damage they gain one more Damage
Condition; if they take 4-6 they take two (and so on).

When assisting another protagonist, you draw a number of cards equal to your level in that skill.
From the cards you draw, you may play one card of your choice to add to the hand played by the
primary. The only caveat is that if you draw a Joker, you must play it. If you draw two Jokers, you
only play the non-matching Joker.

There is no hard limit on how many protagonists can assist one another. However, the number of
characters involved is limited by practicality. For example, in a melee combat, probably no more than
three or four characters can attack a single opponent at the same time.

If a protagonist does not possess the skill for an action they wish to take they can still make an
attempt. When making an unskilled test, the player draws two cards and plays the least effective
card. The only exception is if a matching Joker is drawn, it can be used since Jokers must always be
played. Grit can be spent to draw additional cards in an unskilled test. The draws of any cards using
Grit are resolved normally.

You can choose to automatically succeed with one success at any non-opposed (and non-combat)
test where your skill level exceeds the Risk. For example, if you are attempting to do something that
is Risk 2 and you have three levels of skill, you can automatically succeed. No Fortune is ever earned
for automatic successes.
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Psychological conditions reduce the number of cards you can play. Typically, the maximum number
of cards you can play is five. So, if you must reduce the number of cards you can play by one, the
maximum number of cards you can play would be four. If a circumstance or an advantage allows
you to play up to six cards, and you must reduce the number of cards you can by one, you can only
play five cards.

Enervated: You feel weak and unsteady. Reduce the maximum number of cards you can play in a
hand by one. Usually, this means you can only play four cards, no matter how many are drawn.

Major (and Minor) Bout of Weakness: The effects are determined by your Weakness. Other
Psychological Conditions may apply.

Conditions are states that affect what your protagonist can do and how well. Protagonists, supporting
characters, and even antagonists can gain conditions resulting from damage, psychological trauma,
special attacks, or environmental conditions. Both damage conditions and Psychological Conditions
advance as you receive them. In other words you cannot have two different Damage Conditions (or
Psychological Conditions). For example, if you are Injured, and take another Damage Condition, you
are now Wounded (Injured no longer applies). However, you can have a Damage Condition,
Psychological Condition (and any number of other conditions) and the effects of all of these different
Conditions are cumulative.

If you have a damage condition and take a new one, it increases to the next highest condition. Damage
Conditions are listed in order of severity here.

Injured: You have scrapes, abrasions, sprains, or small cuts, but nothing that will kill you. After all
modifiers are applied (including spending Grit) reduce the number of cards drawn by one. The
minimum number of cards you can play is one.

Wounded: You have a serious cut, cracked ribs, or a serious sprain. After all modifiers are applied
(including spending Grit) reduce the number of cards drawn by two. The minimum number of cards
you can play is one.

Crippled: You have suffered severe injuries: deep piercing wounds, severe sprains, or maybe even
broken bones. Your movement is reduced to a crawl. If you do not receive medical attention that
restores at least 1 Grit within one minute (10 rounds), you become Helpless. After all modifiers are
applied (including spending Grit) reduce the number of cards drawn by three. The minimum number
of cards you can play is one.

Helpless: You are unable to move or take any action other than to speak at a whisper. Any attempt at
any action automatically fails and gives you the Unconscious Condition.

Dying: You suffer the effects of the Unconscious Condition (see Other Conditions) and are near death.
Each following round, you must make a Corpus or Pneuma resistance test (draw two cards and make
a test using Corpus or Pneuma). If you fail this test, you pass from this pass from this mortal plain. Or
put simply, you die. The first three rounds you the test is Risk 1. The next three rounds, the test is Risk
2. The next three rounds the test is Risk 3, and so on.
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Weary: You are exhausted. Reduce the maximum number of cards you can play in a hand by two.
Usually, this means you can only play three cards, no matter how many are drawn.

Lethargic: You can can barely move. Reduce the maximum number of cards you can play in a hand
by three. This means you can only play two cards, no matter how many are drawn.

Torpid: You are unable to move, take any action or defend yourself. You can speak but only at a
whisper.

There are a number of other conditions that can affect a protagonist. A condition can be gained by
anything from the magical to the mundane.

Afflicted (Attribute): When making a test of quality, the indicated Quality is reduced by one.
Multiple Afflictions for the dame Quality are cumulative.

Blind: Cannot see. You automatically fail any action that requires Sight.

Deaf: Cannot hear. Automatically fail any test involving hearing.

Unconscious: You are unaware of your surroundings and can take no actions.

Prone: You are lying on the ground. An opponent in physical range gets to draw an additional card.
An opponent attacking at range (medium-range or further) plays fewer cards; subtract one card for
medium range and two cards for long-range.

Grit has two functions: it can be used to avoid taking Damage Conditions (when you use Grit, you
are avoiding physical harm) and draw additional cards when making a test (see Playing a Hand on
pg. 11). Only when you run out of Grit do you take physical damage which are reflected as Damage
Conditions (see Damage on pg. 13).
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Fortune allows protagonists to perform amazing feats and break the rules. It is also necessary for
activating Cabal Gifts and some Advantages. At the start of a story create of Fortune Pool of 5
Fortune tokens for each player. Each player then takes 1 token from the pool.

You can spend Fortune tokens for any of the following:
Reduce Time: Each point of Fortune reduces the time required to complete a test by half. So, if the
narrator stated it would take 1 hour to complete a test, you can spend 1 Fortune to reduce that time to
30 minutes, and 2 Fortune reduces the time to 15 minutes (and so on).
Multiple Actions: You can spend Fortune to attempt multiple actions in the same round. The amount
of Fortune spent increases by one for each additional action. In other words, a third action costs 2
Fortune, a fourth action costs 4 Fortune, and so on.
Bonus Successes: If a test is successful, Fortune can be spent to increase the number of successes.
Each point of Fortune earns 1 additional success. This can be done as many times as you have Fortune
to spend.
Shuffle Your Deck: You can spend one Fortune to reshuffle your deck at any time.

Whenever a player spends Fortune it goes immediately into the narrator’s Doom Pool (see Doom,
below). A player can take a Fortune token from the pool whenever they need it, but this comes with
a cost; if a player doesn’t have Fortune and takes one from the Fortune Pool that token goes into the
narrator’s Doom Pool as well as 1 additional token (the narrator gains 2 Doom).

At the beginning of a story, the narrator takes 1 token from the Fortune Pool for every player. This
becomes the Doom Pool.

The narrator can spend this Doom in many of
the same ways that players can. Any Doom spent
this way returns the token to the Fortune Pool.

The narrator can spend Doom tokens for any of
the following:

Increase Risk: The narrator can increase the Risk
for a test by one for each Doom token spent.
(Describe the reason, eg. as you prepare to fire
your pistol, a bat flutters in front of you,
obscuring your aim.)

Player Effects: The narrator can use Doom to
replicate any protagonist effects, including
reducing time, multiple actions, or bonus
successes.

Use Dark Gifts: Some supporting cast and most
aethyric entities have Dark Gifts or Advantages.
Most of these require the narrator to spend a
Doom token.
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Miraculous Escape: The narrator can spend as many Doom tokens as there are characters in a scene
to allow the villain to miraculously escape. For a one-shot adventure, this can only be used in any
scene prior to the final scene. It can be used at any time for an ongoing campaign.

Shuffle Your Deck: The narrator can spend 1 Fortune to reshuffle their deck at any time.

If the Fortune Pool run dry, the protagonists’ Fortune has run out, and something dramatic happens
that affects the story. By running dry, we mean there are no more tokens in the Fortune Pool. (They
are all either possessed by a player or in the Doom Pool.) When this happens, there is a Doom effect.
If it happens multiple times during a story, the effect is more pronounced each time. The good news
is that when this happens, the narrator returns all of their Doom tokens (above those they began the
game with) to the Fortune Pool. Also, every player who has more than 1 Fortune must place 1
Fortune token back into the pool.

The first Doom Effect is minor, the second major, and the third epic. Typically, there can only be
three Doom Effects in a given story. When a Doom Effect occurs the narrator consults the Doom
Effect table and chooses a result.

Minor:
� A group of Minions harasses a character. (Up to double the number of
protagonists).
� A character automatically fails a non-critical test.
� A supporting character becomes annoyed and shifts down one step on the
reaction chart.

Major:
� A group of Minions (up to triple the number of protagonists) or a new antagonist
attacks.
� Enemies become aware of the protagonists’ existence.
� A supporting character’s opinion shifts two degrees down.

Epic:
� A second villain appears in the aethyros.
� A group of Enemies (equal to the number of protagonists) or a horde of Minions
attack.
� An ally becomes an enemy and betrays the characters.

Protagonists are witnesses to and suffer many terrible things during their investigations. These
harrowing experiences deteriorate the mind over time, leading to despair. Any shock to the senses
can cause a them to loose courage—witnessing a murder, discovering a mutilated corpse, or
witnessing entities of the aethyr. Even comparatively minor experiences such as being betrayed or
placed in isolation can cause Courage loss.
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When making a Hardening test, you draw a number of cards equal your protagonists hardening in the
appropriate category. This test that uses the appropriate quality, based on the event that initiated the
shock test:♣ Corpus for Violence, ♠ Psyche for Identity, ♥ Kardia for Loss, and ♦ Pneuma for
Horror). Each success reduces that amount of Courage lost by one. If you do not have any Hardening
you can still make an unskilled test (see Unskilled Tests on pg. 13). If the total number of cards you
would draw equals of exceeds the Shock received, no test is required and you do not lose any
Courage.

The following conditions affect the number of cards drawn:

Forewarned of the encounter. (Someone warns you of the corpse in the next room.): +1 card.

Previously encountered a similar situation or entity during the story: +1 card (cumulative). So, the
second time you encounter a ghost you get +1 card to the test.

If you do not have any remaining Courage and lose additional Courage, you must check the first
Psychological Condition (Enervated). In a single encounter, if your Courage is reduced to 0 and you
lose 3 more Courage, must check an additional Condition (the next being Minor Bout of Weakness).
Each time you would lose another point of Courage you must check a Condition and if you lose 4 or
more Courage you take two Conditions.

When a protagonist encounters a situation that causes mental stress their Courage score is reduced by
the amount of shock taken which is determined by the narrator. Fortunately, you can make a
Hardening test to reduce the amount of Courage that is lost, perhaps even reducing it to zero.

There are four categories of shock, each of which is associated with one of the four Qualities: violence
(Corpus), identity (Psyche), loss (Kardia), and horror (Pneuma). Shock is the amount of Courage lost
before making a Hardening test.

Shock Example
1-2 Discover signs of violence (pool of blood)
1-2 Attacked with a weapon
2-3 Attacked by claws or teeth
2-3 Injured (take a damage condition) by an attacker
2-3 Discover a corpse
3-4 Harm a person (inflict a damage condition)
3-4 Experience an earthquake or explosion
3-4 Attacked by numerous attackers of equal or greater skill
3-4 Witness torture
4-5 Witness a killing
4-6 Tortured
6-7 Perform Torture
8-10 Kill a human being
+1 Person affected is a friend or ally
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Shock Example
1 Suddenly plunged into darkness
1-2 Lose an important personal possession
1-2 Lose a friend or ally
2-3 Lose a loved one or boon companion
2-3 Learn of the death of a friend or ally
2-3 Lose a treasured possession
2-3 Short term isolation (days)
2-5 Becoming lost in a cave or forest
3-4 Learn of the death of a loved one or boon companion
3-4 Long-term isolation (weeks or months)
4-5 Lose a limb
5-6 Lose eyesight or hearing
5-6 Extreme isolation (years)

Shock Example
1 Break a small promise
2-3 Break a major promise
2-3 Betrayed by a friend or ally
3-4 Betray a friend or ally
3-4 Break a vow
5-6 Betrayed by a loved one or boon companion
5-6 Experience time distortion
6-7 Betray a loved one or boon companion
6-7 Possessed by an entity
6-10 Forced to make an impossible choice
+1-2 Perform heinous acts while possessed by an entity
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Shock Example
* Using the Sight to Peer
1-2 Inhuman sounds
1-2 Discover a pile of human bones
1-3 Take part in a ritual that has a noticeable effect
1-3 Take part in a séance
2-3 Discover body parts
2-4 Witness strange animal behavior
3-4 Encounter an unnatural beast (barghest, cryptid, etc.)
3-4 Encounter a walking corpse
3-5 Experience poltergeist activity
4-5 Encounter a walking skeleton
6-7 Encounter a ghost or spirit
7-8 Witness a human transformation (werewolf, etc.)
7-10 Seeing another plane of existence
* Based on the aethyros rank

Weaknesses are how you react when your mental defenses are overcome,
and you have seen or experienced ‘too. Part of the effects are through
roleplay, and part have rules effects. You Weakness also determines the
suit you use when using The Sight.

Suit: ♣

When you succumb to your Weakness you are overcome with fear and terror. You want nothing more than to get
to a safe place.

Minor Bout of Weakness
Afflicted ♣
You cannot initiate an attack although you can defend yourself, and if you are attacked, you can fight
back.
You gain +1 card to any Evade test.
Major Bout of Weakness
You cannot make any form of attack or even defend yourself (although you can evade and attack). You
become Torpid if you lose any more Courage.
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Suit: ♠

When you succumb to your weakness you experience delusions. You see things that aren’t there, and often
don’t know where or when you are.

Minor Bout of Weakness
Afflicted ♠
narrator can spend one Doom to force you to take an action. This does not count against your normal
actions.
Gain +1 card to any Enigmas or Mysteries test.

Major Bout of Weakness
You automatically fail all Psyche tests and may even get incorrect information. You become Torpid if
you lose any more Courage.

Indulgences
Risky Behavior (Short) – Engage in extremely risky behavior. This could be any action that could
cause death or damage such as climbing out on an icy ledge, racing a horse and carriage down a
winding country road, engaging in a fight with a more powerful foe. This action cannot be anything
that furthers the investigation but must be eccentric and weird behavior.

Lunacy (Long) – The protagonist can only speak nonsense and behave in an erratic manner for an
hour. At the end of the hour, they draw one card. If it is an Ace or number card the Indulgence is
successful. If it is a Jack or Crown card, they must proceed for another hour then draw again. If they
draw a Joker it acts as a Crown card, and they Lose 1 Courage.

Indulgences
Isolation (Long) – You must spend at least 8 hours alone and undisturbed in a safe place.

Confidence (Short) – Successfully defeat an opponent or witness an opponent defeated.

Suit: ♥

You sink into utter gloom and hopelessness.
Minor Bout of Weakness
Afflicted ♥
Cannot use Grit to draw cards.
Gain +1 card to any test to any shock test. You just don’t care.

Major Bout of Weakness
You gain the Weary Condition, and you automatically fail all Kardia tests. You become Torpid if
you lose any more Courage.
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Indulgences
Substance Abuse (Long) – Indulge in the substance of your choice. This could be alcohol, or
narcotics or hallucinogens. The actual act of indulging may be fairly quick, but you will be under the
influence of your chosen substance for several hours.

Comradeship (Short) – Engaging in a short (around 15 minute), upbeat conversation can list your
spirits. You cannot initiate this conversation.
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Suit: ♦

You lash out at those around you, either verbally or physically.
Minor Bout of Weakness
Afflicted ♦
You cannot disengage from a fight.
+ 1 damage from any attack using Fisticuffs or Brawl

Major Bout of Weakness
You can only use Corpus-related skills. If you are attacked or are currently engaged in combat, you
will fight until either you or your opponent are not moving. You must make a Pneuma resistance test
with Risk equal to Grit your opponent has caused you to lose (Risk 1 minimum and Risk 10
maximum). You become Torpid if you lose any more Courage.

Indulgence
Lash Out (Short) —You physically lash out at someone who doesn’t deserve it. The narrator is the
final arbiter of whether the target of the protagonist’s fury fulfills this Indulgence. You must inflict at
least 3 damage or Despair on the target. Alternately, you can break something of value.

Slumber (Long) — Sometimes, the only way to work through your psychological disturbance is to
sleep it off. Protagonists who are suffering from Wrathful may be unwilling to willingly go to sleep,
and their companions may have to force them. If giving in to this Indulgence, you still gain Courage
even if your sleep is fitful. This is not cumulative with A Good Night’s Sleep (see page 23).

There are a number of ways protagonists can restore lost Grit and Courage. Each requires a set
measure of time, and some require a test. Some of these actions allow a protagonist to recover Grit
and/or Courage. In such cases, it is up to the player to decide which is recovered. Each of these
actions can only be used once per day. Recovered Grit or Courage can never raise them above their
permanent rating.

Take a Breather requires 15 minutes of rest and can be used once per day to restore Grit or Courage.
Draw one card from your deck. If the card is equal to or under your Corpus (for Grit) or Pneuma (for
Courage), you recover an amount of Grit or Courage equal to the card drawn.

Repose can be any form of relaxation and requires at least one hour of time. It could be lounging on a
couch, reading a book, sharing a meal with friends, etc. You automatically recover an amount of Grit
equal to your Corpus or Courage equal to your Pneuma.

Inspire allows you to make an Inspire test to help another character recover Grit or Courage. The
Risk for this test is 0. Every success restores one point of Grit Courage. Inspire can affect multiple
protagonists, with each recovering one point of Grit or Courage per success. The player gets to decide
whether the recovered points go to Grit our Courage.

RECOVERING GRIT & COURAGE
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Getting a night of restful sleep has many benefits for characters. They can recover
Grit, restore Courage, and even reset certain Advantages. At least 6 hours of sound
sleep is needed for a good night’s sleep.

However, getting a full night of rest isn’t always easy, especially while inside an
aethyros. The aethyr has a way of playing tricks on the mind and can cause fitful
dreams, visions, even vivid hallucinations.

Whenever a protagonist sleeps inside an aethyros, you must determine if their
sleep is Fitful, Disturbed, or they have Good Night’s Sleep. You make a Pneuma
Resistance test (drawing two cards and comparing to your Pneuma Quality) at Risk 2.
However, the difficulty increases for each Psychological Condition you have. If you
succeed, you have a Good Night’s Sleep; if the test fails, your sleep is Fitful. If a Joker
of either color is drawn, you have Disturbed Sleep.

Fitful Sleep
You sleep fitfully and spend the night tossing and turning, your attempt at sleep
intruded upon by bad dreams and dark thoughts. You can spend 1 Fortune to recover
up to 3 Grit or Courage (in any combination).

Disturbed Sleep
You do not get a Good Night’s Sleep, and your attempt to sleep results in harrowing
nightmares and horrific visions. You may experience a vision that aids you in your
investigation or warns you of a future danger.

Alienism (Courage Only)
Once per day, a character with the alienism skill can attempt to restore Courage or remove
Psychological Conditions. The Risk is 0 but increases by 1 for every Psychological Condition you
have checked. Each additional success restores 1 Courage, or 3 successes can be spent to remove a
Psychological Condition.

Indulgence (Courage Only)
Each Weakness has an indulgence that allows you to regain Courage. By submitting to your
Indulgence you restore up to 3 Courage and remove one Psychological Condition (for a Short
Indulgence) and restore up to 6 Courage and remove two Psychological Conditions (for a Long
Indulgence).

A Good Night’s Sleep allows you to automatically recover all Grit and a chance to restore Courage.
If you are within an aethyros when you try to get a Good Night’s Sleep see the Sleeping in an
Aethyros sidebar.

If you manage to have a Good Night’s Sleep draw one card from your deck with the following
effects:
Numeral Card: Restore up to 3 Courage
Jack: Restore up to 5 Courage or remove one Psychological Condition
Crown Card: Restore up to 5 Courage and remove one Psychological Condition
Ace: Restore up to 10 Courage and remove one Psychological Condition
Joker (Color Matches Weakness): Restore all Courage and remove all Psychological Conditions
Joker (Color Does Not Match Weakness): Lose 5 Courage or Grit or gain one Psychological
Condition
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The Sight allows you to perceive the strength and nature of an aethyros and to determine if objects or
entities have been affected by or are infused with aethyr. All members of the Esoteric Order of the
Illuminous have the Sight to one degree or another although each cabal specializes in different
aspects.

Activating the Sight, requires a moment during which you relax and let your vision go unfocused.
Many artists describe using this technique when drawing or painting as it allows you to take in the
entire work rather than focusing one area—also described as allowing their vision to go “soft”. After
a moment, you can then see the aethyr all around you. Within an aethyros you can determine its
strength and the nature (or manifestation). Also, you can see if an item is enchanted or if a mechanical
item is powered by aethyr. You can determine if an entity is something of the aethyr (a spirit, vampire
or demon) or if a person is under the effects of a spell or a curse. Of course, while you can see the
aethyr in something, that does not mean that you understand its effects—that requires the proper
skill related to the effect. There are three areas of focus when using the Sight. Locus is used to view
places and to see an aethyros. Materia allows you to examine objects and items for the presence of
aethyr. And you employ Spiritus to determine the effects of aethyr on people and to see aethyric
entities, including those that are normally invisible.

You can use the Sight at any time, but perceiving the aethyr always comes with risks. Any time you
lift the veil to discern the aethyr, you are opening yourself to realms of horror and madness. This
leaves an impact in the form of losing Courage. To prevent themselves from suffering too much when
using the Sight, the Illuminous has developed two means of looking at the aethyr. The first is called
peeking and allows the protagonist a safe, quick glimpse of any aethyr that is present. The second is
called peering, which allows for a closer examination and possibly determining the exact nature of
the aethyric presence, but with greater risk.

Peeking is a free action and allows the protagonist to determine if there is aethyr present. Peeking
provides a simple negative or positive to the presence of aethyr. You cannot determine any details or
even learn the strength of the aethyric presence. The narrator simply answers with a yes or no as to
the presence of aethyr. Peeking is comparatively quick (free action), no test is required, and the
protagonist does not automatically lose any Courage (although there are cases where they do). Also,
specific skills are not required to peek. Any character with the Sight can peek at anything they wish—
a place (Locus), object (Materia) or person or entity (Spiritus) regardless of what skills they possess.

The SIGHT
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Successes Earned Result

0 Successes Determine if aethyr is present (as per peeking) but
lose 1 additional Courage.

1 Success Identify the rank of the aethyros.

2 Successes Identify the manifestation (see The Aethyros on pg.
38) of the aethyros and one effect.

3+ Successes Identify one additional effect of the aethyros for each
additional success.

Peering requires at least one full action (one round) and possibly more depending upon how in-
depth the examination. The first round allows you to learn anything up to two successes. Each
additional success that gleans more information takes an additional round. When peering, you must
make a test using the appropriate skill based on what you are examining. This is Locus for places or
aethyros, Materia for items and objects, or Spiritus for people or entities.

Peering into the aethyr reveals things that mortal minds are not meant to see. Every time you
make a test to examine something in the aethyr, you lose 1 (or more) point(s) of Courage. No test can
be made to mitigate this Courage loss gain since it is willfully undertaken.

When peering, you make an static test using Sight as the Quality. Remember, the Quality used
for Sight is based on your current Weakness (see Weaknesses on pg. 20).
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Successes Earned Result

0 Successes Determine if aethyr is present (as per peeking) but
lose 1 additional Courage.

1 Success Identify the rank (if any) of the aethyr present.

2 Successes Identify the Manifestation of the aethyros and one
effect.

3+ Successes Identify one additional effect for each additional
success.

Thank you for checking out the Nevermore Quickstart Edition. This guide is intended to give you a
chance to dive right in without worrying about too many details.. You’ll also find additional rules for
the narrator scattered throughout the adventure, A Winters Tale. If you feel something is missing or
doesn’t work quite right you can expect it to be better explained in the core rulebook. Nevermore is
still in playtest, so please feel free to send your thoughts and comments at nepenthegames.com/
contact/.
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What Has Come Before

A Winter’s Tale

To play this advenutre you’ll need to download the pre-generated Nevermore protagonists which
you can find on DriveThuRPG.com of the Nepenthe Games website.

Before you begin, the players should choose characters from amongst the pre-gens available on the
Nepenthe Games website or DriveThruRPG.com. It is recommended that at least one of the Aethyric
Engineeer, Soldier of Mithrus, or Theurgist be in the group since they all have effective means of
banishing aethyric entities. The adventure can be completed without them, but it will certainly be easier
if at least one is present.

The story opens with the protagonists at their lodge on a Thursday morning, awaiting the arrival of
Mr. Curtis Fry, Esquire, who recently contacted them about a possible supernatural investigation. They
do not know any of the details of the incident since Mr. Fry was unwilling to speak about it over the
phone; a sensible precaution since if his inquiry came to be publicly known, it could be quite damaging
to his career. Mr. Curtis faces enough struggles as the second African American appointed to the
Maryland Bar Association without being connected to wild tales of ghosts.

In 1850 Archibald Winters had a Victorian-style mansion built for his wife and family in the forested
countryside a few miles to the west of Baltimore City in the area that has recently come to be called
the Uplands. Although an east coaster by birth, Archibald made his fortune investing in mining
operations in California. After a few decades out west, he deeply wished to return to the east coast
and decided to pack up his family and move back to his native Baltimore.

At the time of its construction, the Winters Estate was one of the largest and most grandiose in
the region, and for a time, parties and events at the estate were the talk of the town. However, the
party days came to an end when Archibald’s wife, Candice, passed away in 1865. In 1870 Archibald
learned that he was dying of a brain tumor so his thoughts turned to who would inherit his estate
(not to mention the sizable quantity of gold bars he had brought with him from California).

Archie despised both of his sons. His elder son Charles was a liar and a cheat and had fallen in
with a crowd who romanticized the Lost Cause of the South. Worse, Charles chose to use his
expensive law degree to push for maintaining and even expanding Jim Crow laws. Although not
particularly political, Archie had been an abolitionist and could not abide by his son’s political
views. His younger son, Theodore, had been his favorite for many years, but had grown to be a
gambler and a wastrel. He expected Theo would burn through the inheritance in a few short years.
Having given up on both sons, his daughter, Evelyn became the apple of his eye, and as much as he
loved and doted on her, he loved his granddaughter, Edith, even more. The choice was clear;
although unconventional at the time, Archie arranged to bequeath the entirety of his wealth and
estate to Evelyn.
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Near the end of his time on Earth, Evelyn and her family, traveled from their home in Delaware to be
with her father during his last days. Unfortunately, both Evelyn and her husband were tragically
killed when the train crashed on their way to visit him; only his granddaughter Edith survived.

Broken-hearted, Archie changed his will to ensure that Edith was well provided for and so that
she would inherit upon her 18th birthday. He also set aside a fund to ensure that after his death, the
servants could remain on and maintain the property so that it was in fine shape on the day Edith
could inherit. He made both his attorney, Hans Grommet, Esquire, and his butler and long-time
friend Gerald Fitzpatrick, swear to keep the estate safe for Edith. Being only ten years old, he feared
that Charles would try to use legal trickery, or even worse, to steal his wealth and estate from her.

As his impending death drew closer and the tumor riddled his brain, Archie became increasingly
paranoid that Charles would somehow gain control of the estate when he was gone. To prevent this,
he concocted a plan to make it impossible for Charles to cheat Edith of her inheritance. He had
managed to keep the fact that he had cancer secret from but a few people, so he would go on
“vacation” until she came of age. If Archie were on holiday, traveling the world, Charles would have
no grounds to take control of the estate. This would ensure that Edith would safely inherit.

He told no one of his plans except Gerald, who he recruited to assist him in carrying it out. Gerald
and Archie had been very close for many years and meant much more to each other than anyone
knew. In fact, there was nearly nothing Gerald would not do for Archie—even commit murder.

Once everything was in place, as per his instructions, Gerald set a fine meal in the ground floor
tower room off of the library, to which he invited all of the household staff, saying that their master,
Archibald wished to share a final meal with them. The entire staff came as asked, and a few even
brought him hand-made cards and notes to show their appreciation. Sadly for them, the meal was
poisoned. Within minutes, each of them fell dead, with Archie watching from the head of the table.
Their thoughts and words of gratitude quickly turned to cries of anger and despair.

With the first part of the plan enacted, the two men said their farewells, and Gerald began
bricking up the archway to the tower room. He then nailed shut the trap door in the upper tower level
and installed a new section of bookshelves in front of the bricked-up archway. Soon after, young
Edith and her maid came to live at the Winters Estate, where they were well taken care of. When
Charles or others made any inquiries about Archibald, Gerald claimed that Mr. Winters was off on
one last adventure, to see the world in his remaining years. Letters arrived from time to time, having
been pre-written by Archibald, which lent proof to the story.

Everything had gone according to Archibald’s plans, but Charles was not one to give up so easily.
He desperately wanted his father’s estate and his gold. It took him a couple years of planning, but he
managed to frame Gerald for embezzlement from the family fortune. As the eldest living heir, he
arraigned to become Edith’s guardian until she turned 18 and moved into the estate as well. He
waited just a few months before murdering Edith, making it appear as if she accidentally drowned in
a the pond located in the front driveway. With all of his obstacles removed and employing his legal
acumen, it was easy enough to ensure that the Winters Estate fell to its rightful heir—him.

Upon inheriting the estate, Charles quickly learned that there was very little of the family fortune
remaining, In fact, it was just enough to keep the estate running, and there was no sign at all of
Archibald’s fortune in gold. Charles knew it must be somewhere. He had seen the gold bars as a child
but never since. He became obsessed and began frantically searching the house and grounds. It was
then that he noticed the new bookshelf in the library, and that there was no longer an entryway into
the tower from the library. In a frenzy, he threw the books from the shelf, shoved them to the side,
and discovered the bricked-up section of the wall.
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Charles went to the outdoor shed, where he found a sledgehammer and began smashing the brick.
Inside, he discovered the skeletal remains of his father and the household servants sitting around a
table in a grotesque mockery of life. Piled on the floor beyond the table, he saw what he was
seeking—his father’s gold bars. He grabbed two bars, placed them on a table in the library, and
returned for more. This time, as his hands clasped the cold metal, he saw the skeletal form of his
father (possessed by the spectre) rise from his corpse. Charles screamed once and died… painfully.

A few weeks later, the newly divorced Theodore arrived at the Winters Estate hoping to stay with
his estranged brother, at least for a time. After no one answered the door, he showed himself inside.
He was wholly unprepared for the sight of the broken down wall and the horrifying tableau of the
seated skeletal servants around a table and the withered form of his father with his bony hands still
wrapped around his brother’s putrefying corpse.

After recovering his wits, Theo made haste back to town to gather supplies, then set about
repairing the shattered brickwork and carefully restoring the bookcase to its former condition. Even
after seeing the pile of gold bars, he touched nothing inside the room, daring not even to cross the
threshold. To ensure that no one would accidentally discover the hidden room, he also knocked
down the walkway leading to the tower's upper level.

It was only after completing this work that he found the gold bars that Charles had placed in the
library. He sold one of the bars, and the other he gave to his ex-wife, “for their daughter’s future”. He
also gave her his skeleton key for the Winters Estate without any explanation. He decided that once
Charles remained missing for a year, he would inherit the house and pass it down to his daughter.
Unfortunately, this was never to be.

With the Winters Estate now empty and the wall repaired, Theo lugged what few belongings he
had to the house and took up residence in his old bedroom. He wanted nothing to do with the Master
Bedroom where memories of his father and brother lingered. And every time he entered that room,
he was certain he could feel his father's eyes on him. It wasn’t long before he encountered Edith's
ghost and suffered cruel pranks from the poltergeists of the servants. This drove him back into a
binge of drinking and gambling, and he burned through the money he had from selling the gold bar
in short order. Then, after a night of heavy drinking Theo fell into the ice-cold waters of the Fells
Point harbor and drowned.

With every member of the Winters family
deceased, the house reverted to Mr. Grommet, the
executor of the estate. Theo had never been able to
bequeath the title to his daughter and Mr.
Grommet was unaware of her existence. Uncertain
what to do with the home, and given that there
was not much interest since it was so far removed
from the city, not to mention having a bad
reputation at this point, he didn’t give it much
mind. A little more than a decade later, things
changed. The city had grown, and the Winters
Estate was no longer so far away from the city.
When his acquaintance, Curtis Fry, Esquire began
inquiring about about reasonably priced homes,
he mentioned the Winters home. After a brief visit,
both Curtis and his wife decided to purchase the
home. Unfortunately, after just a few weeks,
reconstruction came to a halt when the workers
encountered the poltergeists of the servants and
the spectre of Archibald Winters.
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July 1855 Construction of the Winters Estate is completed and the Winters
family moves in.
May 1873 Archibald Winters mysteriously vanishes. Known only to Gerald,
he is bricked up in the tower room along with the deceased servants of the
Winters Estate.
July 1873 11-year-old Edith moves into the Winters Estate with her maid.
Much of the house is closed off since the only people living there are Edith, her
maid, and Gerald.
June 1875 Charles frames Gerald for embezzlement. He is tried and convicted
for 25 years. He dies after only three months in prison.
July 1875 Charles has himself appointed as Edith’s ward and moved into the
Winters Estate.
October 1875 14-year-old Edith is drowned in a nearby pond by Charles
Winters. Charles inherits the estate.
November 1875 Charles locates the hidden tower room and is killed by the
spectre of his father.
December 1875 Theo discovers the corpses of his brother, father, and
servants. He bricks up the archways and restores the bookcase that concealed it.
He gives one gold bar and a skeleton key to the house to his ex-wife.
February 1876Theodore Winters falls in the harbor and drowns. The property
reverts to Hans Grommet, Esquire.
October 1887 The Winters Estate is purchased by Curtis and Daphne Fry.
January 1888 Everett Green’s contracting company begins work on the
Winters Estate. He suddenly quits the rehab project, and all of his crew quit with
him after they have multiple encounters with spirits in the house.

Beginning Your Tale
Before beginning, you should give the players some details about their lodge and then allow each of
them to introduce their characters. Encourage them to give a physical description, their cabal, and a
few details that the other protagonists would know about them. Remind them that they have worked
together for some time and are fairly familiar with each other’s quirks and personalities.

Once you have given a description of the lodge and all of the protagonists have been introduced,
you can open by reading the following:

It is 10:15 a.m. on February 2nd, 1888, and a winter gale is blowing outside, rattling the windows and howling
in the eves. You had an appointment with Mr. Curtis and Mrs. Daphne Fry for 10:00, but so far, no one has
arrived. Though certainly, a little lateness can be forgiven given the violent snowstorm raging across the city.
Still, when a client is late, it often bodes ill, and it has you all on edge.

At this point, pause and ask the players to describe how they while away the time as they wait for
the arrival of the Frys. Once they have finished, continue.
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Every chapter of the Esoteric Order of the Illuminous maintains a lodge where members
gather to discuss current events, review potential cases, and socialize. Each lodge is unique
and reflects the needs and resources of a particular chapter of the Illuminous.

The Baltimore lodge, where our story begins, is a large three-story row home located
downtown, just a few blocks from the harbor. It has room for workshops in the basement
and a library on the second floor (should any of the protagonists have these advantages).
There are several bedrooms (for guests or when a member needs to spend the night), a
water closet, a kitchen, and a dining room. A large supply cabinet also contains many
items that might be needed during an investigation, such as lanterns, tools, backpacks,
camping gear, rope, and even spare weapons and ammo. Rather than have them go
shopping for any gear they need, it might be easier to assume they have access to it at the
lodge. They also have access to two horses and a six-person carriage located at a stable just
a few blocks down the street. Finally, a married couple, Mr. Reginald Pendleton acts as
butler and driver, and Mrs. Irene Pendleton serves as the maid and cook. Irene also
maintains a small herb garden in the courtyard behind the house. Feel free to embellish
any additional details you feel are necessary.

Three days ago, you received a call from Mr. Fry, and after a bit of hemming and hawing, he admitted that a
colleague of his had recommended he contact your... order and that you were skilled at dealing with
circumstances such as what he is experiencing. It quickly became clear that Mr. Fry was uncomfortable with
speaking openly about the supernatural on the phone. After a brief back and forth, it was decided that he and his
wife would meet with you at the lodge on Thursday the 2nd at 10:00 a.m. After a brief inquiry, you discovered
that Mr. Fry was the Curtis Fry, Esquire, the second African American to be admitted to the Maryland State
Bar Association.

Suddenly there is a sharp rapping on the door. It sounds as if whoever is outside has the temerity to forgo
the doorknocker and to rap on the door with a cane. Your butler, Pendleton, quickly opens the door to reveal Mr.
And Mrs. Frys standing on the doorstep, shaking snow from themselves. Curtis Fry is an African American
gentleman of medium height with a receding hairline and a beard and mustache speckled with gray. He is
wearing a very fine suite and gold spectacles. Daphne Frys is an African American woman wearing an
intricately embroidered gray dress accented with fine jewelry. She appears to be about four to five months
pregnant.

Mr. Fry begins muttering an apology about using his stick on the door and says something about his cane
being frozen to his glove. He lifts his gloved hand and opens his fingers, showing that it is indeed frozen in
place. As Mr. Pendleton takes their coats, he thanks you for being willing to meet them, despite the inclement
weather.

Once comfortably seated by the fire and with a hot cup of tea in hand, courtesy of Mrs.
Pendleton, the Frys tell their story. With his recent successes, including being appointed to the
Maryland State Bar, they felt they should purchase a larger home that reflected their new status.
However, with his recent meteoric rise, their finances did not match their new social standing. By
good fortune, a fellow attorney, Mr. Hans Grommet, Esq., informed him of a property that was
available, the former Winters estate located just west of the city proper.
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The deal seemed almost too good to be true. Although the house needed some repairs, having sat
empty for more than a decade, the price was certainly right. The Frys purchased the estate with the
help of Mr. Grommet for about one-third the value. He hired a contracting firm owned by Mr.
Everette Green to make the necessary updates and repairs while they prepared to make the move. Mr.
Green estimated that the rehab would take about three to four months, so in the meantime, they are
staying at the recently constructed Altamont Hotel.

Work on the house began in early January and all seemed to be going well despite some delays
due to weather. Then, with no warning, Mr. Green informed the Frys immediately that he and his
crew were quitting the project. Desperate to have the house completed by the time Mrs. Fry gives
birth, Mr. Fry pressed for additional information, but Mr. Green indicated only that structural issues
had led to multiple injuries. When pressed, he refused to offer any additional information, and
shockingly hung up on Mr. Fry at one point.

Mrs. Fry speaks up then and explains that she managed to talk to Mr. Green’s wife and that she
was a little more forthcoming. Mrs. Green sheepishly explained that her husband believes the estate is
haunted by an evil spirit. Several of the crew had reported sightings, and a couple were even injured
in the encounters. Of course, at first, Mr. Green ignored this foolishness, but then he witnessed the
spirit himself. It scared him half to death as he was working in the master bedroom. Mrs. Green
claimed that he came home pale and shaking and swore he was quitting the job immediately. Mrs.
Fry then goes on to explain that as a member of the Theosophical Society of Baltimore, she had heard
about the Illuminous and convinced her husband to make contact to see if this matter might be of
interest to you. They also indicate that they are more than willing to make a donation to the
Illuminous and cover any expenses, especially if they can settle this matter so that either Mr. Green
and his crew can be convinced to return to work, or they can safely hire another contractor.

Preliminary
INvestigation

Before heading out to the estate, the protagonists may want to (and in fact should) conduct a
preliminary investigation. The most likely avenues of investigation are presented here, although the
players may come up with something else. If they do, use the information provided here and in What
Has Come Before (pp. 43-45) to respond to their inquiries as best you can.

The protagonists might want to see what they can learn about the Winters Estate and family from
public records and newspaper articles. Narrators should note that most Research tests have a Risk 0
result. Information that is required to move the story forward is usually Risk 0. You never want the
story to come to a grinding halt just because a player failed a test.
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A Revelation represents an Ah Ha! moment for the protagonists as they piece together the
various clues and conclude how the aethyros can be destroyed. Every aethyros is unique, and
the protagonists must discern how to end it every time they encounter a new one.
At a certain point in the story, a protagonist can attempt to have a Revelation using the Tell-
Tales they have acquired. The protagonists must have first discovered the aethyros and
successfully peer using Locus. However, they can choose to wait and to gather more Tell-
Tales so as to increase their chances of success.

When the players are ready, they can draw tokens from the Fortune pool, up to the
number of Tell-Tales they have earned. (Note that they are limited by the number of tokens
remaining in the pool.) These tokens are removed from the game (not added to the Doom
Pool), and the player gets to make a test by drawing a number of cards equal to the number of
Tell-Tale tokens removed. This test cannot be modified by using Grit, but other characters can
Assist. An assisting character can use use the Locus or Mysteries skill. Each player Assisting
can contribute one card as usual, as long as the primary earns at least one success. All
protagonists involved in the Revelation are at risk of the consequences should the test fail. If
those Assisting fail their test, they lose 1 Courage (no Hardening test) in addition to any
Courage lost if the primary fails.

The Risk for this test is equal to the Rank of the aethyros +1. The Quality used is based on
the Manifestation of the aethyros. If the test fails, the character(s) attempting the Revelation
lose Courage. The amount of Courage lost is equal to the amount by which they failed the test
plus 1. There is no Hardening test to prevent this Courage loss. So, if the Risk was 8 and they

Tell-Tales are a game mechanic that represents the clues and information the protagonists
gather as they investigate the source of an aethyros. Each time a Tell-Tale is earned, a token is
added to the Fortune Pool. Once the protagonists discover and enter the aethyros, Fortune
tokens can be removed from the Fortune Pool to learn how to resolve it. Each Tell-Tale is
indicated by a raven in the margin.

Earning Tell-Tales
The exact number of Tell-Tales available in a story is up to the narrator but is usually between
6 to 12, depending upon the length of the story. When designing an adventure, you’ll need to
think about which clues are Tell-Tales. There should usually be 1 Tell-Tale available per
scene. This number may be higher, especially in earlier scenes. Essential information
(anything that is Risk 0) often does not provide a Tell-Tale. The following is a guideline as to
when Tell-Tales should be rewarded.
Skill Test
A Risk 2 or higher test that provides information and a better understanding about the
aethyros or an aethyric entity. This could be a knowledge skill test such as history or
mysteries. Or, it could be information learned using interview or persuasion.
Documents
The discovery of a book, journal, or other writings pertaining to the aethyros or an entity.
This should require some degree of risk or difficulty, such as making a research test to find
the documents or using persuasion or guile to obtain them.
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only got 5 successes, they lose 3 Courage. However, any successes gained with this test are
kept and count toward a later attempt. (The next Revelation attempt would only be Risk 3.) A
new test cannot be made until the protagonists discover a new Tell-Tale or encounter an
aethyric entity within the aethyros.

A character who succeeds at this test has a Revelation about the aethyros. Success grants
the following:

� The first success allows the protagonist to recognize the source and understand the
means of resolving the aethyros when they see it. They do not get this information
immediately, but when they encounter it, they know what they have to do. This might be
destroying an artifact, banishing an aethyric entity, setting a wrong right, or any number of
things.
� A success can be spent to lower the Rank of every aethyric entity connected to the
aethyros by 1 (to a minimum of Rank 1).
� The player can remove one token from the Doom Pool and return it to the Fortune
Pool for every additional success spent.
� The player may ask the narrator a yes or no question about the aethyros (or any of it’s
entities) for every additional success spent. The narrator can choose to offer more
information, but they are only required to answer yes or no.

The following information can readily be found at Baltimore City Hall, or possibly thorugh Hans
Gromett. Esquire. :
Deed to the Winters Property: Everything is in order with the deed. The land was purchased in 1850
by Archibald Winters, and in 1876, the property fell into the care the executor of the family estate,
Hans Grommet. Finally, the property was purchased by Curtis and Daphne Fry in October 1887.
Marriage and Divorce Records: There are no marriage records for Charles Winters. There is a record
of Theodore Winters marrying Henrietta Kline in June 1866 and then divorced 1875.

Research test results:
Risk 1 - A society piece called Mansion in the Woods about the Winters Estate. It gives some details
about the Winters family, including that Archibald Winters is believed to have brought a trunk full
of gold bars with him when he moved to Baltimore. And that there are rumors that the gold is
cursed.

Another society piece mentions Theodore’s divorce from his wife, Henrietta. The piece does not
paint a good picture of him, describing him as a wastrel who places his desire for gambling above
his wife and daughter.

A death notice describing that Theodore Winters was found drowned in the harbor in Fells
Point. He was last seen drinking and playing cards at the Wharf Rat Saloon.
Risk 2 - (Text Prop #1) Millionaire Vanishes, (Text Prop #2) Millionaire Mystery Solved, and (Text Prop
#3) Pro-Segregation Lawyer Vanishes.

Additonal information such as death notices (usually a Risk 0 test) and the like can also be found
here.
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There is record of any of the former staff at the Winters Estate except Gerald Fitzpatrick. They all
came with Mr. Winters from California, making locating previous records nearly impossible. Records
show that Gerald lived at the Winters Estate until June 1875 when he was incarcerated for embezzling
money from the Winters family. He died after only three months in prison.

The protagonists might wish to interview some of the people connected directly to the estate,
including Everett Green (contractor), Hans Grommet Esq., (attorney who arranged the sale of the
Winters Estate), Henrietta Winters (Theodore’s ex-wife), or any of the former staff of the Winters
Estate. As with Research (see pg. 33), there are Risk 0 test results to move the story along.

A supporting character’s relationship affects how they are likely to interact with the
protagonists. This relationship can be changed, either up or down, by their actions or by
making a Charm (Kardia) test. The Effect column indicates how any future social tests
such Persuade or Interview are affected. Tests described in the story assume a Neutral
Relationhip. For example, a supporting character whose relationship is cautious
increases the Risk of any social test by 1. The Risk to Improve column is the Risk needed
to increase the relationship. A realtionship is improved an additonal step for every 2
earned.

Relationship Effect Risk to Improve
Loathing +4 Risk 6
Dislike +3 Risk 5
Wary +2 Risk 4
Cautious +1 Risk 3
Neutral No effect 2
Cordial -1 Risk 3
Trusting -2 Risk 4
Amiable -3 Risk 5
Adoring -4 Risk 6

Everett Green lives with his wife and three kids. He is a plain-looking man with a receding hairline,
large bushy mustache, and dark skin. He is not particularly happy to talk to anyone about the Winters
Estate and only grudgingly admits that he believes the house to be haunted.
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Everette Green Interview test results:
Risk 0 - He sticks to his story that the house was unstable and too dangerous for his crew to continue
work.
Risk 1 - He admits that the crew became frightened of something they saw. Some say it was a ghost.
Risk 2 - He admits to having seen something that spooked him as well.
Risk 4 or higher - He relates the story of how he was making some minor repairs in the closet of the
master bedroom when a dark, shadowy figure reached for him, and he felt a terror he had never
known and ran. What is truly chilling is that he swears the shadowy figure was the spitting image of
the man in the portrait hanging in the grand hall—Mr. Archibald Winters. (1 Tell-Tale is earned for
hearing this admission.)

Hans Grommet is a tall, stern man with steel-gray hair and a handlebar mustache in his mid-sixties.
He dresses impeccably and carries a walking stick wherever he goes. He also checks his watch almost
impulsively.
He is more than happy to relate his experiences with the Winters family. He considers the whole
thing to be rather tragic. A Risk 3 Interview test gets him to admit that he fears that Charles Winters
may have killed his niece, Edith, so that he could inherit the property. (1 Tell-Tale is earned for
learning this information.)

Henrietta Winters is Theodore’s ex-wife. She
currently lives alone in an apartment in-town. She
is still bitter over her failed marriage.
Henrietta Winters Interview test results:
Risk 0 – She goes on at length about how her
husband was a drunk and a gambler, not offering
much of anything useful. Sadly, their daughter
died of consumption just the previous year.
Risk 2 – She suspects that Charles murdered Edith
to get the estate. She also mentions that Theo
recently gave her a Skeleton Key, saying something
about the house being their daughter’s future.
Risk 4 or higher – She knows that Theodore found
something hidden in the library of the Winter’s

Estate. She didn’t understand much of what he was saying, but apparently, he discovered some of the
family’s lost fortune. He gave her a gold bar which he said was to provide for their daughter. (1 Tell-
Tale is earned for receiving this information.)

The Winter’s Estate is situated on 10 acres a few miles to the northwest of the Baltimore city line. Just
a few years ago, this area was almost entirely forested countryside with a few scattered farms.
However, in recent years, new homes have rapidly appeared, and the forests have been clear-cut for
lumber to make room for more construction. The region surrounding the Winters house is still thickly
forested, and after a decade of unchecked growth, the woods have begun to retake the land. A thick
blanket of snow covers everything, and the limbs of the trees hang heavy with snow and ice.

The Winters Estate
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A dirt track leads through the forboding forest to the house, although it is currently blanketed in a
thick layer of snow, and more than one fallen tree must be navigated. Eventually, the track passes
under a brick and wrought iron gateway, and the forest opens into what would have been the front
lawn (now snow-covered). The track widens to become a paved, looped driveway surrounding an
ornamental pond. Thick wild grape vines climb the house's walls, completely covering many
windows.

The house is a three-story Victorian mansion with a wrap-around porch and a tower in the
northeast corner. The clapboard siding is peeling and faded, but there are still remnants of its original
Federal Blue paint. In the driveway, just outside the main entrance, there are stacks of lumber, brick,
and other building materials, including some discarded tools underneath large tarps.

The aethyros in the story encompasses the Winters Estate and a few yards from the front
door to the pond where Edith was murdered. Peeking using Locus immediately reveals the
presence of the aethyros but no additional details. (See The Sight on pp. 25-26.)

The following details can be discerned using Locus.
Rank: 6
Manifestation: Entropy
Everything in this aethyros is ruined and crumbling. Repairs do not last and quickly fall
apart. Mechanical and electric items are prone to failure.
Quality: Pneuma
Effect: At any point, the narrator can spend 1 Doom token to cause an electric or mechanical
device to fail. This effect can occur a number of times equal to the Rank of the aethyros per
day. An Aethyric Engineer can make an opposed test using their Engineering skill, to resist
this effect. The narrator makes the opposed test using the Rank and Quality of the aethyros.

The interior of the manor is exactly what you would expect of a house that has sat empty for a decade.
There are several leaks in the roof, causing large stains in some places on the ceiling and wallpaper to
peel. Over the course of years, wild animals have made dens inside the house. Although the debris
from the animal dens has mostly been cleaned up, they have caused damage to furniture, walls, and
doors.

A shed made of brick and wood is the only outbuilding that the encroaching forest has not destroyed.
The door is chained shut with a large rusty padlock and requires a Risk 2 Knavery to open. The chain
or lock could also be broken with a Risk 2 Tinker test. Inside is a wide array of old tools. Almost
anything needed for common house repairs or maintenance can be found here. There is also a
wheelbarrow with several bags of concrete mix and some masonry tools. Theodore purchased and
used these to seal up the tower after he made the gruesome discovery in the Tower Chamber. There is
also a large stack of bricks located around the back of the shed. The bricks are covered with an old and
rotting tarp.
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Most of the furniture remains, although some items have already been removed and discarded.
There are also signs of recent restoration. In some places, walls have been knocked down, and new
walls are in the process of being installed. New black and red tile is on the process of being laid in
the entry foyer. Creaks, groans and all sorts of noises emanate from the dilapidated interior.

The manor has over 40 rooms, but only those of importance to the story are described here. If the
protagonists insist on searching every single room, you can describe many of the unimportant
rooms as being in such a state of disrepair and construction as to be impossible to safely navigate
with torn up floors and debris everywhere.

A massive four-posted canopied bed dominates the center of the room. It is otherwise appointed with
dark mahogany furniture and has textured wallpaper of patterned burgundy and yellow. On the
nightstand, next to the bed, is a dogeared copy of Tales by Edgar Allen Poe, published New York: Wiley
and Putman, 1845. The book contains a collection of stories by Poe, and there is a bookmark on page
37 (the second story in the book) which is the beginning of The Black Cat. The pages of that story are
dog-eared as if it has been read many times. Anyone skimming the story and making a successful
Risk 2 Mysteries test gets the sense that Archibald was inspired by the story. (1 Tell-Tale is earned
for making this realization.)

Connected to the Master Bedroom is a walk-in closet the size of a small room. Archibald Winters’
belongings have been unceremoniously pushed to the back of the closet and, in some cases, even
piled on the floor. The front of the closet is filled with clothing belonging to Charles. Near the
entrance to the closet, there are signs of recent work. Someone had been scraping the old paint from
the trim. There is evidence from the piles of flaked paint and a few tools that were left behind.

Anyone searching the room who makes a Risk 4 Notice test (or Risk 2 if they specifically state
they are searching the closet) finds a hidden panel in the floor. Removing the panel reveals a safe. The
safe requires a Risk 4 Knavery test to open. Inside are the following:
� $1000 cash
� Revolver and 20 rounds of ammunition
� Identification documents for Archibald Winters, including his passport
� Birth Certificates for all members of the Winters Family
� His marriage license
� A copy of Archibald’s will deeding the house to his granddaughter Edith.

This room is locked and can be opened with the Skeleton Key or a Risk 2 Knavery test. Edith moved
into her mother’s room during her brief stay at the manor. All of her belongings are still here, and the
room has remained untouched since her death. A successful Risk 2 Notice test turns up her diary,
hidden under her bed. Reading through the entire diary takes two hours. A protagonist can make a
Research test, with each success halving the amount of time to locate the pertinent information.

The diary is filled mostly with the thoughts and activities of a typical teen girl of the era. She does
mention Charles a few times, and it is clear that she fears him. She has a deep sense that he hates her
but doesn’t understand why. In one of the last entries, shortly before her death, she describes him as
“furiously stalking her around the house”. No matter where she went, he seemed to follow. She also
mentions feeling her grandfathers presence in the Master Bedroom. Although she felt it intended her
no harm, it caused her fear. (1 Tell-Tale is earned for reading her diary.)
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With the right tools (sledgehammer, crowbar), the wall is fairly easy to break down. If you wish, you
can ask for a Tinker test merely to see how well it is accomplished, especially if they are trying to
avoid damaging the library.

The library is an open-ceiling, two-story affair. There is a desk, a few coffee tables, and several large
leather chairs. There are sliding ladders which allow one to reach the higher shelves. On what would
be the second floor, a balcony traverses half the outside of the room, and more books rise to the ceiling
on that level as well. There is a door that leads to the balcony from the main part of the house, located
just above the main entrance below. There is another door that connects to the tower, however, the
walkway has been destroyed as has the circular staircase that once ascended from the lower level.

Anyone examining the destroyed walkway or the stairs can easily tell that they were deliberately
destroyed, probably with a sledgehammer or something similar. If someone manages to traverse the
gap made in the balcony and cling to the narrow piece remaining, they find that the door has been
nailed shut. If the nails are removed, it is locked and requires the Skeleton Key or a Risk 3 Knavery test
to open. Should someone get inside, they find a bare room with a stairway going up to the next level.
There is a trap door in the in the floor which has also been nailed shut. If that is opened, it leads into
the lower level of the (see The Tower Chamber on pg. 56).

In the library, the wall where one would expect to find a door to the tower is covered with a
bookshelf. Anyone searching the library who makes a Risk 2 Notice test (Risk 1 if they are specifically
searching the area of that bookshelf) discovers that the bookcase is not built into the wall like the
others and has been repeatedly moved.

The study is right next to the library and has a concealed door that enters from there and another that
opens into the hall. The library door is not truly hidden, but it is designed so as to not be immediately
obvious. This door can only be opened from inside the study. The other door in the hallway is locked
and requires a Risk 3 Knavery test (or the Skeleton Key) to open.

The study is crammed with bookshelves, a large desk, leather chair, and a globe. It appears to be
untouched since Mr. Winters’ disappearance. The books are a combination of fiction and geology and
binders full of geological surveys. The desk drawers contain files with ledgers and receipts for the
running of the household up until May 1871. There are also older documents that detail Mr. Winters’
former mining interests. On the desktop under a travelogue about exploring Africa is a folder
containing advertisements for Atlantic cruises and information about sightseeing in Egypt and Africa.

A protagonist who is searching the study who makes a successful Risk 3 Notice test (or who
specifically states they are looking for hidden compartments in the desk) finds a false bottom on one of
the desk drawers. Insider a a number of documents. Have anyone going through them make a
Research test with the following results:
Risk 0 – A folder containing pre-written letters from Archibald Winters to his butler, Gerald, from
various places around the world. A few are stamped and in envelopes. They are dated between 1871
and 1875.
Risk 2 or more– Medical documents diagnosing Archibald Winters with terminal cancer. The last
document, dated March 3rd 1871 gives him 6 months or less to live.
(1 Tell-Tale is earned for discovering this information.)
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The bookshelf slides away to reveal an archway where they had once been a door that has been
bricked up. A successful Risk 2 Tinker or Engineering test reveals that it was bricked up about 10-12
years ago. Risk 3 that it was broken into at some point and then re-bricked up sometime soon after.

Beyond the brick wall are the grotesque remains of Archibald Winters, his son Charles, and six of the
household servants. The scene is quite grotesque. When the protagonists discover the chamber, you
can read the following:

An oblong table lies in the middle of the tower chamber, set as if for a luncheon, however, the food is long
decayed. A thick layer of dust and mold covers the china, and tattered tablecloth. Seated are what appear to be
the mouldering skeletons of former servants of the Winters Estate. At the far end, seated in a wheelchair is
another desiccated figure, possibly Archibald Winters based on his clothing and eyeglasses. Archibalds’s hands
are outstretched in a death grip around the throat of yet another skeletal figure, presumably that of his son
Charles. Your eye is then drawn to the stack glittering of gold bars, stacked neatly on the floor behind
Arhchibald, curously free of dust.

Initially witnessing this macabre scene inflicts 4 Courage, although a Violence Hardening test can be
made to mitigate these effects. (1 Tell-Tale is earned for discovering this chamber.)

There are 40 bars of gold weighing 400 ounces each. Each is engraved with Mr. Winter’s business
logo. These are worth approximately $825 each (or about $26,000 each or a little over a million dollars
in today’s currency). Some of the protagonists may be tempted to keep this fortune, but remind them,
that to do so could lead to future problems with the aethyric entities of the Winter’s family. Before
they can resolve the aethyros, the protagonists must deal with the revenant of Charles and possibly
the spectre of Archibald (if he had not been previously banished or dispelled).
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Resolving the Aethyros
The power of the aethyros is fueled by selfishness, greed and jealousy. It began with Archibald’s
madness and his horrific plan to leave the estate to his granddaughter Edith. And it was strengthened
by Charles’ obsessive desire to possess the Winters Estate and his father’s gold.

If the protagonists have made a successful Revelation, the source of the aethyros becomes clear
when they discover the Tower Chamber. The gold bars have become a focus for the aethyros. They
must be removed from the house, melted down, and properly disposed of. This could mean selling the
gold and donating the proceeds to a good cause. Or, they could drop it into the deepest part of the
harbor or otherwise dispose of it. Finally, the corpses of each of Archibald, Charles, and the servants
must receive a proper burial. There could be some complications with this, especially if the
protagonists engaged a prolonged fight with the entities, leaving the corpses with recent damage.
However, it shouldn’t be anything a Raven or spreading around a few bribes can’t solve.

Razing the house to the ground certainly wouldn’t hurt, but isn’t necessary. As long as the gold is
appropriately disposed of and everyone gets a proper burial, it should be safe for the Frys to continue
with their plans. Of course, should anyone decide to keep one of the bars for themselves, this could
lead to later complications and possibly even the creation of a new aethyros.

Antagonists
The antagonists in this story are the aethyric entities that reside in the house; the various members of
the Winters family who died, and the servants who were murdered. The locations for each are
indicated in the description of the house. Details on their Rank, Shock, Dark Gifts, and Inherent Traits
are located at the end of this section. (1 Tell-Tale is earned for each separate encounter with an
aethyric entity.)

Four types of entities haunt the Winters Estate, and each has its own behaviors and motivations
described under its entry. The apparition of Edith Winters sets a tone of despair and melancholy. She
poses no real threat (other than a possible loss of Courage) unless the protagonists interfere with her
wandering. The household servants have become angry poltergeists. These likely prove to be more of
an annoyance than any real danger. Archibald himself is a powerful spectre who may show up at any
time to try to dive the protagonists from the house. Banishing him is key to resolving the aethyros. The
final spirit is that of Charles Winters, who dies at the hands of his father’s spectre. He has become a
revenant that desires revenge and to protect his father’s gold. He can only be encountered once the
hidden room in the tower is discovered and is also key to ending the aethyros.

Each entity has a description that provides its location and behaviors as well as some details on
how it can be dealt with. There are also stats which are described here:
Rank – The entity’s Rank is an indication of it’s overall strength. The Rank is the number of cards that
are drawn whenever it takes an action or makes an attack.
Grit – An entity’s Grit functions exactly as with protagonists. They lose Grit when they take damage,
and the narrator can spend their Grit to draw additional cards. Many entities do not have Damage
Conditions and are dispersed when they reach 0 Grit. However, a dispersed entity is not gone forever
and can reappear that night. An antagonist can never spend more Grit than its Rank, and the narrator
must declare the amount of Grit first, and the player can respond.
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Damage Conditions: If an entity has Damage Conditions (usually true only for corporeal entities), it
is listed here. Each Damage Condition causes the same effects as those of a protagonist. Once the last
damage Condition is checked, it is destroyed.

Shock - This number indicates the amount of Courage lost (before making a Hardening test) when it
is first encountered.

Damage - This is the base damage for the entity if it is able to make a physical attack.

Inherent Traits – These are special abilities that are persistent and do not require the narrator to
spend Doom to activate. Details for these are located at the end of the Antagonists section.

Dark Gifts – These are powers (often deadly) that the narrator must spend Doom to activate. In
some cases, a Doom token allows the gift to be used once; in others, the gift remains persistant for a
set period once activated. Details for these are located at the end of the Antagonists section.

A poltergeist is the aethryic entity that is often the spirit of a person who died suddenly when angry
or confused. Such is the case for all of the household servants. These entities generally manifest in
places that were most important to them or where they spent much of their time. They cannot
usually communicate and don’t even manifest in any form. They simply lash out at people in the
vicinity.

Although all six of the household servants have become poltergeists it is probably best to only
have two or three appear during the course of the adventure, otherwise the encouters could become
monotonous. They all felt a deep sense of shock, betrayal, and even bewilderment when they
realized they had been poisoned. During the decade that the house sat empty they were mostly
dormant but continued to grow in power. The arrival of the work crews, tearing apart and making
changes to their beloved house, has awakened them, and they are filled with rage.

Typically, the only way to deal with a poltergeist is to use the Sight to Peer at it, at which point a
Soldier of Mithras could use Dispel Entity, or a Theurgist could use a Banishing Ritual.

The three most likely locations to encounter a poltergeist are the outdoor shed, the kitchen, and
the library. Any other encounters are at the discretion of the narrator, and even these should only be
used if you feel it suits the pacing of the story.
Rank: 2-3
Grit: 5 (No Damage Conditions, they are destroyed upon reaching 0 Grit.)
Shock: 3 Horror (Poltergeists are always invisible, so they typically cause no Shock unless the Sight
is used to view them. However, their actions might. Being attacked by a levitating knife might cause
1 or 2 violence Shock. Remember that protagonists get bonus cards to Hardening tests for multiple
encounters of the same entity (see Hardening Tests on Pg. 18).

Inherent Traits Dark Gifts
Invisible Push
Incorporeal Throw

Phantom Attack
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After being killed by the spectre of his father, Charles became a
revenant. His seething jealousy and anger drives him to protect
the family fortune of gold and to lash out in rage at any of the
living. His withered corpse kneels at his father’s feet with the
elder Winters’ hand still wrapped around his neck. If disturbed
in any way, or when someone enters the Tower Chamber he
rises free of the grasp and attacks the nearest living being
although he will divert his attacks to anyone who touches the
chest of gold bars.

Rank: 4
Grit: 15
Damage Conditions: O O O O O
Shock: 4 Horror
Damage: 3 (claw/bite)

Inherent Traits Dark Gifts
Analgesia Summon Minions
Bloodless Vicious Attack
Unliving

Archibald lingered after his death as a spirit due to his desire to watch over Edith. It was Edith’s
murder and his desire for vengeance that transformed him into a spectre. He soon fulfilled his desire
to kill Charles, but his hatred of Charles transformed into a hatred of all living beings, so he remained,
growing even more powerful over the years. Now he quietly waits, jealously guarding everything that
belongs to him. His spectre can be encountered in several locations throughout the estate, but he is
most powerful in the Tower Chamber.

The spectre cannot be permanently dispelled or banished as long as the aethyros remains. If he is
defeated elsewhere in the house the narrator can spend 1 Doom to have him reappear an hour later or
immediately in the Tower Chamber.
Rank: 5 (6 in the Tower Chamber).
Grit: 10 (No Damage Conditions, the spectre is dispelled upon reaching 0 Grit. However, it can return
the following night if the aethyros is not resolved or if the narrator spends 1 Doom token.)
Shock: 6

Inherent Traits Dark Gifts
Invisible Draining
Incorporeal Inhabit
Vulnerability (Daylight) Manifest

Phantom Attack
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The revenant of Charles has the ability to animate skeletons
using the Summon Minions Dark Gift. The animated skeletons
are provided should he invoke that power. They only have
three damage conditions, so they are destroyed after taking
enough damage to apply those conditions. Small weapons and
guns inflict a base damage of 0 on skeletons.

Rank: 1
Grit: 0
Damage Conditions: O O
Shock: 3
Damage: 1 (claw/bite)

Inherent Traits Dark Gifts
Analgesia None
Bloodless
Unliving

An apparition is an aethryic entity that traces the path of their former life. They often appear to be
oblivious to anyone around them as they go through the motions of their former life. They usually
ignore any attempt to interact with them but occasionally they react violently.

Every day, at the same time (determined by the narrator), Edith’s apparition leaves her room, goes
down the stairs, wanders into the library and browses books for a while. After 20 minutes browsing
the books she goes outside and walks to a now overgrown pond where she kneels as though picking
flowers. Suddenly, she looks up, a look of terror on her face. She’s then plunged into the pool by
unseen hands. She struggles but some force holds her head underwater. Then her body floats in the
water for a time before slowly fading away.

The apparition of Edith ignores any attempt to interact with her. If someone stands in front of her, she
passes through them. She can be banished or dispelled by any of the usual methods.

Rank: 2
Grit: 5 (No Damage Conditions, the apparition is destroyed upon reaching 0 Grit.)
Shock: 4 Horror for initially seeing the apparition and 3 Violence for witnessing her murder.

Inherent Traits
Invisible
Incorporeal
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Dark GiftsDark GiftsDark Gifts
Animate
Cost: 1 Doom (per corpse animated)
The entity can animate any corpses that are within its line of sight. In this story, Charles can use it it
animate the skeletons of the servants. If not given a specific command, animated corpses attack the
nearest living being.

Inhabit
Cost: 1 Doom
The entity can animate an existing corpse by possessing it. The entity then gains 5 Damage Conditions
and also the Inherent Traits of Analgesia, Bloodless, and Unliving. They also gain a base damage of 2.

Draining
Cost: 1 Doom
This attack inflicts base 0 damage, but damage increases for each success (over the defender) earned.
The entity gains the same amount of Grit it inflicts and recovers a Damage Conditions if Damage
Conditions are caused. If the entity does not have Damage Conditions, they gain 5 Grit for each
Damage Condition caused.

Analgesia
Anything with this trait doesn’t feel pain. As a result, they do not suffer any penalties from Damage
Conditions, although movement penalties apply.

Bloodless
The entity doesn’t bleed, so Damage Conditions do not increase if left untreated.

Incorporeal
The entity cannot be physically touched or harmed, but cannot physically interact with protagonists or
the world around it without using a Dark Gift. Gifts such a Dispel affect the entity normally.

Invisible
The entity cannot be seen with normal sight.

Unliving
The entity has no need to eat or breath.

Vulnerability
The entity’s Rank is reduced by 1 when in the presence of the Vulnerability.

Inherent Traits
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Phantom Attack
Cost: 1 Doom (lasts 1 scene)
An Incorporeal entity can make physical attacks whenever it wishes for the duration of 1 scene.
Unlike a typical round when the protagonists act first, the entity acts first during any round that it
decides to attack. If it was invisible, it automatically gains surprise (and a free attack) on the first
round). The entity is vulnerable to any form of attack during the round that it makes an attack. The
Phantom Attack has base damage equal to the entity’s Rank.

Push
Cost: 1 Doom
The entity can push or shove a person or object within its line of sight. It can affect up to 50 pounds
per Rank, so a Rank 3 entity can push up to 150 pounds. If used on an inanimate object the effect is
automatic can be pushed 1 yard per Rank. If used on a living being, the person affected can make an
opposed Athletics test. Each success over the defender pushes them back 1 yard.

Summon Minions
Cost: 1 Doom
The entity has the ability to summon minions: bats, wolves, rats, insects, zombies, skeletons, etc.
Multiple Doom tokens can be spent to summon more than one minion at a time.

Throw
Cost: 1 Doom
An incorporeal entity can cause an object within its sight to be thrown in any direction it wishes. The
object cannot be more than 5 pounds per Rank of the entity. If used this Dark Gift as an attack the
entity makes a test (which can be opposed by making and Escape test). If successful, the damage is
based on the object thrown, plus the entity’s Rank, plus 1 for each additional success.

Vicious Attack
Cost: 1 Doom
The entity can make a vicious attack that, if successful, causes a Damage Condition in addition to
any Grit inflicted. If the protagonist gains a Damage Condition(s) due to Grit loss, this Vicious Attack
causes an additional Damage Condition. The entity must be able to make a physical attack to use this
Dark Gift, although it can be combined with something like Phantom Attack.
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Text Props
The following text props are provided to hand out to players when the protagonists discover them.

MILLIONAIRE MYSTERY
SOLVED?
BALTIMORE, July 17th, 1873
Gerald Fitzpatrick, the head butler of the
Winters estate has reported to police that he
has received correspondence from his
erstwhile employer, Archibald Winters. In the
correspondence, Winters claims to be on
vacation in Africa.

Archibald's eldest son, Charles Winters,
refutes this claim, saying that his father was
far too ill to have possibly made a journey to
Africa. However, despite the protest by
Charles Winters, authorities have closed the
case, citing the letters fromArchibald winters
to his butler, Gerald Fitzpatrick ample proof.

MILLIONAIRE VANISHES
BALTIMORE, May 22nd, 1873
Reclusive millionaire Archibald Winters has
gone missing. Former Californian, Archibald
Winters is known primarily for his wealth from
several very successful mines in the Pacific
Northwest. Police are baffled by his
disappearance. His head butler, Gerald
Fitzpatrick, claims that when he returned from
visiting family in New York, Winters and the
rest of the household staff were no longer
present. He expressed deep concern at the
sudden disappearance and theorizes that maybe
the elderly millionaire returned to California,
although the police say there has been no luck
contacting him through any of his former
business associates.

.

PRO-SEGREGATION
LAWYER VANISHES
BALTIMORE, December 20th, 1875
Mr. Charles Winters, Esquire, known in legal in
political circles as an advocate for Southern
causes and enforcement of segregation laws,
has been reported missing by his younger
brother, Theodore Winters. His mysterious
disappearance mirrors that of the elder Winters.

Archibald Winters also vanished quite
suddenly in 1873. It was eventually learned,
from his former butler, Gerald Fitzpatrick, that
he had gone on holiday in Europe and Africa.
He was declared deceased earlier this year, and
per his request, the family estate was
bequeathed to his granddaughter, Edith. Sadly,
young Edith died in a drowning accident only
months after inheriting the estate and family
fortune.
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Are you eager for more information on about
the Nevermore RPG? Stop by our website

where you’ll find more art and information
about the game.

nepenthegames.com

A world inspired by the authors of American Gothic
Horror, where terrifying monsters haunt the night.
Only you, and your stalwart allies in the Esoteric
Order of the Illuminous can fend off the darkness,
which left unchecked, could consume the world.

This Quickstart Guide is a sampling of what you’ll
find in the core rulebook. Inside, you’ll find the
basic rules. seven pre-made protagonists, and a
ready-to-play adventure. All you need is a few
friends, pencils, and a few decks of regular playing
cards. Choose a protagonist and see if you can solve
the mystery of A Winter’s Tale!

Nevermore: A Roleplaying Game of American Gothic
Horror is written and designed by Ian Lemke, the
creator of games such as Changeling: The Dreaming
and Talisman Adventures.

.


