


The 
Player 

Companion



ThePlayer Companion all contents © 2014 by Rogue Games Inc. No part of this book may be reproduced with-
out permission except small parts for review or scholarly criticism.

All rights reserved. 

Without limiting the rights under copyright reserved above, no part of this publication may be reproduced, 
stored in or introduced into a retrieval system, or transmitted, in any form, or by any means (electronic, me-
chanical, photocopying, recording, or otherwise) without the prior written permission of both the copyright 

owner and the above publisher of this book.

Rogue Games, Rogue Games logo, 12°, 12° logo, Colonial Gothic and Colonial Gothic logo are ™ and © 2007-
2014 by Rogue Games, Inc.

If you have purchased the PDF version of this game, you have permission to print one copy of it for your use.  
This statement serves as written permission.



The 
Player 

Companion



Written by Richard Iorio II

Additional material by Gabriel Brouillard, Graeme Davis & Bryce Whitacre

Editing by Tom Cadorette

Illustrations by Storn Cook, Kevin Davies, Bradley K. McDevitt, Howard 
Pyle, James Shields, Jason Walton

Colonial Gothic created by Richard Iorio II

Colonial Gothic Line Developer Graeme Davis

Published by Rogue Games, Inc.

12° created by Richard Iorio II & James Maliszewski

Visit the Rogue Games on the web: www.rogue-games.net

Powered by 12°. It is time to use your 12-sided dice.

Like the book? Want the PDF? If you buy a physical Rogue Games’ book in a store or online, we give 
you the option of getting the PDF, ePub or Kindle version free of charge. All you need to do is email us 
proof that your purchased the book, and the file will be sent your way. Visit the Rogue Games website 
(www.rogue-games.net) to learn about the PDF Guarantee.

http://www.rogue-games.net
http://www.rogue-games.net


Chapter 1 11
New Skills 11

Art (Resolution) 11
Cartography (Reason) 11
Craft (Reason) 11
Caving (Reason) 11
Driving (Nimble, Untrained) 12
Exorcism (Resolution) 13
Fencing (Nimble) 16
Inventing (Reason) 16
Jury-rig (Reason) 16
Lip-reading (Reason) 17
Mesmerism (Will) 17
Mimicry (Reason) 18
Prestidigitation (Quickness) 18
Scavenge (Reason) 18
Tinker (Reason) 18

New Additions to Old Skills 19
Athletics 19
Shoot 19
Stealth 20
Tracking 20

Legendary Skills 21
Gaining a Legendary Skill 21
Using Legendary Skills 22
Making Skills Legendary 22
Losing Legendary Skills 22

Chapter 2 23
Advantages & Disadvantages in Play 23

Advantages 24
Disadvantages 40

Chapter 3 51
Class 51
Birth Order 52
Father’s Status 54

Common 54

Gentleman 55
Nobility 56

Social Status 58
Chapter 4 59

Format 59
How to Use Character Templates 60

Able Seaman  61
Academic 62
Artilleryman 63
Assassin 64
Beggar 64
Bodyguard 65
Bounty Hunter 65
Cavalryman 67
Charlatan 67
Craftsman 68
Criminal 69
Demagogue 70
Diplomat 71
Explorer 72
Farmer 73
Forger 74
Hermetic Mage 75
Highwayman 76
Hunter/Trapper 76
Infantryman 78
Infantry Officer 78
Journalist 79
Laborer 80
Lawyer 81
Merchant 82
Minister 82
Minuteman 84
Native Farmer/Gatherer 84
Native Hunter/Fisherman 85
Native Shaman 87

Table of Contents



Native Warrior 87
Naval Officer 88
Official 89
Physician 90
Planter 90
Sachem 91
Schoolteacher 92
Scout 93
Spy 94
Surgeon 94
Trader 95
Witch Hunter 96

Chapter 5 97
Chases 97
Cone of Fire 98
Knockouts 99

Effects of Knockout 99
Multiple Shots 99
Staredown 100
Swinging 101
New Combat Modifiers 101

Bull Rush 101
Dirty Fighting 102

Disarm 102
Entangle 102
Feint 103
Hug 103
Shield Bash 104
Shield Charge 104
Steal 104
Armor 104

Shields 105
Option: Deadly Damage 105
Option: Decay of Armor 105

Chapter 6 107
Counterspelling 107
Alchemical Arts 108

Alchemical Zombie 108

Doppleganger 109
Powder of Jābir ibn Hayyān 109
Fluid of the Living Dead 110
Fluid of Preservation 111
Hespier’s Dust 111
Oxygenation 112
Reanimation Fluid 113

New Common Spells 115
Armor of Providence 115
Cool Body 115
Darkness 116
Grave Descent 117
Mask Death’s Fragrance 118
Obscurement 118
Putrescence 119
Seal of Death 119
Sight 120
Transverse Communication 120

New Arcane Spells 121
Channeling 121
Mind Transference 123

Chapter 7 125
Firearms 125

Musket 125
Musketoon 126
Blunderbuss 126
Pistol 126
Rifle 127
Carbine 128

New Weapons 129
Armors  138
The Adventure Continues 141




	Chapter 1
	New Skills
	Art (Resolution)
	Cartography (Reason)
	Craft (Reason)
	Caving (Reason)
	Driving (Nimble, Untrained)
	Exorcism (Resolution)
	Fencing (Nimble)
	Inventing (Reason)
	Jury-rig (Reason)
	Lip-reading (Reason)
	Mesmerism (Will)
	Mimicry (Reason)
	Prestidigitation (Quickness)
	Scavenge (Reason)
	Tinker (Reason)

	New Additions to Old Skills
	Athletics
	Shoot
	Stealth
	Tracking

	Legendary Skills
	Gaining a Legendary Skill
	Using Legendary Skills
	Making Skills Legendary
	Losing Legendary Skills


	Chapter 2
	Advantages
	Disadvantages


	Chapter 3
	Birth Order
	Father’s Status
	Common
	Gentleman
	Nobility

	Social Status

	Chapter 4
	How to Use Character Templates
	Able Seaman 
	Academic
	Artilleryman
	Assassin
	Beggar
	Bodyguard
	Bounty Hunter
	Cavalryman
	Charlatan
	Craftsman
	Criminal
	Demagogue
	Diplomat
	Explorer
	Farmer
	Forger
	Hermetic Mage
	Highwayman
	Hunter/Trapper
	Infantryman
	Infantry Officer
	Journalist
	Laborer
	Lawyer
	Merchant
	Minister
	Minuteman
	Native Farmer/Gatherer
	Native Hunter/Fisherman
	Native Shaman
	Native Warrior
	Naval Officer
	Official
	Physician
	Planter
	Sachem
	Schoolteacher
	Scout
	Spy
	Surgeon
	Trader
	Witch Hunter


	Chapter 5
	Cone of Fire
	Knockouts
	Effects of Knockout

	Multiple Shots
	Staredown
	Swinging
	New Combat Modifiers
	Bull Rush
	Dirty Fighting

	Disarm
	Entangle
	Feint
	Hug
	Shield Bash
	Shield Charge
	Steal
	Armor
	Shields
	Option: Deadly Damage
	Option: Decay of Armor


	Chapter 6
	Alchemical Arts
	Alchemical Zombie
	Doppleganger
	Powder of Jābir ibn Hayyān
	Fluid of the Living Dead
	Fluid of Preservation
	Hespier’s Dust
	Oxygenation
	Reanimation Fluid

	New Common Spells
	Armor of Providence
	Cool Body
	Darkness
	Grave Descent
	Mask Death’s Fragrance
	Obscurement
	Putrescence
	Seal of Death
	Sight
	Transverse Communication

	New Arcane Spells
	Channeling
	Mind Transference


	Chapter 7
	Musketoon
	Blunderbuss
	Pistol
	Rifle
	Carbine

	New Weapons
	Armors 
	The Adventure Continues


