
WITCHCRAFT TALES

IS a game setting based on 19th-century Brazil, inspired by the 
fictional characters of the Brazillian writer Machado de Assis, 
his historical and literary contemporaries and elements of the 
Victorian age. It is a world permeated by Brazillian fantastic 
realism with secret societies, sorcery cabals, supernatural creatures 
and legends, all side by side with a fascination for Science and 
progress. In this reality, based on the historical Brazillian 
monarchy, the narrative elements and characters of Machado de 
Assis’ works encounter figures such as Aleister Crowley, Tolstói, 
Masters Mason, João do Rio, Lawrence of Arabia, Annie Besant, 
Rui Barbosa and many other personalities that compose this 
eccentric universe.

This setting uses the INCORPOREAL RULES SYSTEM 
avaiable at the website: http://historias.interativas.nom.br/
witchcrafttales/

HOW TO USE THIS BOOKLET

This is a web enhanced booklet so you will need a smartphone or 
computer with internet connection.
If your downloaded this booklet from the website print it duplex 
(using both sides of the paper) and assemble them as isntructed 
at the website.
Open or detach the Character Sheet. Keep to fill the card as long 
as you play the story and follow the instructions. Use the final 
blank pages as your character’s journal.

HOW TO PLAY?
This kit contains 1 Numeral/Events Deck, 6 Bond Cards,  1 Action 

Deck, 1 Concept Deck and 1 Character Sheet containing the sheet 
for character creation plus 6 blank Character Decks.

I. CREATE YOUR CHARACTERS 

1. Distribute the Character Sheets among the players.

2. Choose how you want to create or characters:
- playing the solo story in the next pages (recommended for 

first time players); OR
- drawing from the Concept Deck one CallingxProfile card 

for each player.

3. Copy the information to the blank cards on the Character 
Sheet [13 and 14] or avaiable inside the Character Sheet folder.

II. PLAY THE CHALLENGES

1. Build the bonds among your characters by drawing the 
Bond Cards (necessary for the Cardgame, optional for the 
Boardgame and RPG).

2. Copy the results to the Bond Diagram in the Character Sheet  
[16].

3. Build the challenges for the characters to solve using the 
results of  the Bond Diagram within the Mission Diagram 
[17] (necessary for the Cardgame, optional for the RPG, not 
used in the Boardgame).

4. Use the Experience Points (XP) acquired after the games to 
improve your characters [15].

5. Publish your tales at the website.



April, 2nd, 1870                                                               
My dear friend,                                                                 
I hope all is well with you and your family. I am writing to 
invite you to join me in an expedition to the city of Rio de 
Janeiro at the Empire of Brazil in the coming June. I have 
been called there by my good friend Dr. Carlos Cruz to help 
him research some odd events that happened after their last 
yellow fever outbreak. These oddities, I believe, are sure to 
draw your attention since I believe they might call upon your 
expertise and previous areas of interest.      
If you have some reservations about going to Rio de Janeiro 
let me dissuade you from them by saying first that Dom Pedro 
II, the emperor of Brazil, is a man of both great learning and 
great ethical stature. I am assured of this by our mutual 
friends Louis Pasteur and Richard Wagner. The emperor also 
is an abolitionist who endeavors to end the plague of slavery 
in his kingdom and is a patron of arts and sciences. Secondly, I 
inform that the terrible Triple Alliance War involving Brazil, 
Argentina and Uruguay against Paraguay is finally over 
with the victory of the Allies, so the city of Rio de Janeiro in a 
welcoming mood and friendly to foreigners. Finally, although 
the city of Rio de Janeiro has over 200,000 inhabitants and 
cannot be considered among the most salubrious places on 
Earth there are no outbreaks of yellow fever, cholera of typhus 
at present.                                     
May I count then with your good services and even better 
company in this endeavor?                                                                  
Your friend,                                                                      

Abraham Van Helsing

This letter brings memories of an old acquaintance of yours. 
If you like this acquaintance to be:
>> Sir Richard Burton, the adventurer, go to 2.
>> Lady Ada Lovelace, the inventor, go to 3.
>> Mr. Willian Howard Russell, the journalist, go to 4.
>> Dr. Elizabeth Blackwell, the physician, go to 5. 
>> Mr. Charles Darwin, the naturalist, go to 6.
>> Mam. Helena Petrovna Blavatsky, the occultist, go to 7.

Abraham Van Helsing is a ficcional character by Bram Stoker, based on Ármin Vámbéry [https://
en.wikipedia.org/wiki/%C3%81rmin_V%C3%A1mb%C3%A9ry] [https://archive.org/
details/travelsincentra01vmgoog] [https://archive.org/details/arminiusvambry00vmuoft]

Pictures:
D. Pedro II with his daughter, Princess Isabel, c. 1865. by Joaquim Insley Pacheco [http://

brasilianafotografica.bn.br/?tag=joaquim-insley-pacheco]
Marc Ferrez. From the Albun Rio de Janeiro Landscapes - Rio de Janeiro’s Entrance, c. 1880. Rio de 

Janeiro / IMS Database [http://brasilianafotografica.bn.br/?p=1443]



War, his explorations of the San Francisco River, and the 
great mixtures of races and cultures there. From that time 
one I have harbored a great desire to visit Brazil and explore 
both its cities and jungles. And now the perfect opportunity 
has arrived through the good Dutch doctor. I will polish my 
saber, clean my rifle and depart to meet Dr. Van Helsing 
right away! 

Diary, April 15th, 1870                                                                                    
I have read and read again Dr. Van Helsing´s letter inviting 
me to join him   in his expedition to Brazil to uncover the 
secrets of mysterious deaths in that  country. I am not a 
believer in coincidences and I have received this letter just a 
week after I received another one from Sir Francis Richard 
Burton who I managed to befriend in my visit to Damascus 
in 1869.                                                                
Sir Richard Burton has lived quite the life as an officer in 
Her Majesty´s Army, going to Mecca in disguise, exploring 
the mysteries of Africa, India and the Middle East. I was 
his guest when he was British consul in Damascus and had 
a chance to know more about this great man and meet very 
interesting people as Jane Digby, the famous adventurer, 
and Abdelkader El Djezairi, the renowned leader of the 
Algerian revolt against French rule. 
At the time Sir Burton talked about his time as Consul in 
Santos, in Brazil, his impressions about the Triple Alliance 

2

 >If you accept Dr. Van Helsing’s call as any bold Explorer should have, 
choose your PROFILE among the EXPLORER CONCEPT 
CARDS. 
 >Open your PLAYER’S LOG CHARACTER SHEET and 
write your calling/profile in the PC blank card [13].
 >Then, go to 8 to choose your Valor, draw your Status and pick 
3 more skills.



Diary, April 2nd, 1870.
I made acquaintance last night of the somewhat famous and eccentric 
inventor Charles Babbage who made some interesting contributions 
to cryptography and train transportation. Mr. Babbage continuous 
rampages on newspapers towards what he calls “nuisances caused by 
the mob” and by “mob” he means the uneducated masses gave him an 
unflattering reputation, I´m afraid.
Mr. Babbage was kind enough to show me his analytical machine 
meant to automatically make mathematical tables that are vital for 
engineering, science and navigation. I was surprised when he mentioned 
how much he missed the contributions of Lady Ada Lovelace, a 
remarkable young woman who not only found errors in his calculations 
but also theorized that the machines could also be used to handle letters 
and symbols if the appropriate codes were to be created. Mr. Babbage 
does not give much credit to Lady Ada Lovelace´s ideas, preferring to 
concentrate in the pure mathematical applications of his machine, but I 
find them very intriguing. Imagine a machine that could handle letters, 
symbols and complex calculations! Why, that would revolutionize how 
we archive knowledge and cross-reference data! Alas, Lady Lovelace 
died in 1852 due to a wasting disease.
I investigated her life and discovered that she was the daughter of the 
famous poet Lord Byron and had exhibited a talent for Mathematics 
since she was only seventeen years old. At twenty-seven she was 
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exchanging letters with Mr. Babbage, correcting a mathematical error 
of his and theorizing about applications of the analytical machine to 
other fields such as music! The great scientist Michael Faraday confessed 
himself a fan of her writing. Lady Ada Lovelace died when she was 
only thirty seven years old having suffered from a poor health since she 
had cholera in 1837. Imagine if she had lived a long and healthy life!
I left London with the impression that if Mr. Babbage´s analytical 
machine ever comes to practical use it will be in no small measure due to 
Lady Lovelace´s contributions. 
This experience has prompted me to return to my own experiments and 
research that I´ve abandoned for some time now. I believe that a change 
of environment could be invigorating so I´ve decided to accept Dr. Van 
Helsing´s kind invitation to follow him in his trip to Brazil.

 > If you accept 
Dr. Van Helsing’s call as 
any visionary Inventor 
should have, choose 
your PROFILE among 
the INVENTOR 
CONCEPT CARDS. 

 > Open your 
PLAYER’S LOG 
C H A R A C T E R 
SHEET and write your 
calling/profile in the PC 
blank card [13].

 > Then, go to 8 to 
choose your Valor, draw 
your Status and pick 3 
more skills.
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Diary, April 13th, 1870
It is to be expected, I presume, that I journalist should 
keep a diary as it is a way to keep one´s mind into writing 
experienced facts. Today I write about my decision to accept 
Dr. Van Helsing´s invitation to join him in his expedition 
to Brazil. Faraway lands have attracted my attention since 
I´ve read as a child Mr. Russel´s vivid accounts of the 
Crimean War in 1854. That series of reports was the first time 
that the people of London had a realistic view of the horrors 
of war and the cruel conditions in which our soldiers were 
treated leading to many deaths due to malnutrition, poor 
sanitary conditions and so forth. Why, the public outcry the 
Government to re-evaluate the treatment of troops and led 
to Florence Nightingale’s involvement in revolutionizing 
battlefield treatment. This first contact with the power of 
news convinced me to become a journalist at an early age. 
Since those greener days I have held Mr. William Howard 
Russell in high esteem and have followed his career with 
great interest. But, unlike him that seems to be drawn to 
such conflicts as the American Civil War, my heart is drawn 
to unveiling secrets such as conspiracies, murders and the 
little known parts of the world. One can see then why this 
expedition to Brazil is so appealing to me. A European king 
in a tropical land surrounded by African slaves is exotic 

 >If you accept Dr. Van Helsing’s call as any inquisitive Journalist 
should have, choose your PROFILE among the JOURNALIST 
CONCEPT CARDS. 
 >Open your PLAYER’S LOG CHARACTER SHEET and 
write your calling/profile in the PC blank card [13].
 >Then, go to 8 to choose your Valor, draw your Status and pick 
3 more skills.

in itself, but to have the chance to investigate a series of 
mysterious deaths is simply irresistible! I am certain to have 
material for a series of reports and perhaps even a book. 
Who could ask for more?
Tomorrow I shall write my letter of acceptance to Dr. 
Van Helsing and I can barely wait to see myself below 
the Equator!
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Diary, April 17, 1870
I don’t know why, but Dr. Van Helsing letters reminded me 
when I met Doctor Elizabeth Blackwell a few years after 
the end of the war, in November 1868. She was carrying out 
a plan that she’d developed in conjunction with Florence 
Nightingale in England: with her sister, Emily Blackwell, 
she opened the Women’s Medical College at the infirmary. 
She took the chair of hygiene herself. 
It was a scandal, but I must admit I was very impressed. 
After one of her lectures which I had the opportunity to 
attend we had a brief conversation about her life and how she 
struggled to earn her position. After being rejected by all the 
leading schools to which she applied, her application arrived 
at Geneva Medical College at Geneva, New York, where 
the administration asked the students to decide whether to 
admit her or not. The students, reportedly believing it to be 
only a practical joke, endorsed her admission. 
I made this painting from a picture on a newspaper.
Unbelievable! She graduated first in her class in January, 
1849, becoming thereby the first woman to graduate from 
medical school, the first woman doctor of medicine in the 
modern era. During her training at the midwives course at 
La Maternite in Paris she suffered a serious eye infection which 
left her blind in one eye, and she abandoned her plan to become 
a surgeon. Battle scars! She is at present working on her second 
book, The Religion of Health, soon to be published.

It was a brief but meaninful meeting. Her phrase “The idea 
of winning a doctor’s degree gradually assumed the aspect 
of a great moral struggle, and the moral fight possessed 
immense attraction for me” still echoes in my mind especially 
when I hear that I’m too lazy or irresponsible to act as a 
respectable physician.
I must confess I’m not sure if I am willing to put “moral 
struggle” above other kinds of attraction, if you know what 
I mean... But another of her phrases “If society will not 
admit of woman’s free development, then society must be 
remodeled” tempts me with the idea of helping a group of 
people to find their place among society.
Anyway, this memory must have influenced my decision 

to accept Dr. Van 
Helsing’s call.

 > If you accept 
Dr. Van Helsing’s call 
as any tireless Physician 
should have, choose 
your PROFILE among 
the PHYSICIAN 
CONCEPT CARDS. 

 > Open your 
PLAYER’S LOG 
C H A R A C T E R 
SHEET and write your 
calling/profile in the PC 
blank card [13].

 > Then, go to 8 to 
choose your Valor, draw 
your Status and pick 3 
more skills.
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Diary, April 21th, 1870.
I finally met the great researcher and naturalist, Charles Darwin. 
Since my childhood I’ve been following his researches. Even his most 
contro-versial book, ”On the Origin of Species”, that became wildly 
popular and heavily debated from the moment of its release in 1859. 
Darwin was careful to speak of common descent and not evolution, but 
controversy ensued all the same. In this publication he introduces the 
Idea of evolution from a common ancestry, through a natural selection 
process. I’m glad that the idea of evolution is getting more and more 
approval in the scientific community and I am confident that Mr. 
Darwin´s natural selection theory will prove to be the correct one. 
It’s interesting to know that Mr. Darwin turned his interests towards 
Natural History while still in medical school. I think that this was 
a fortunate decision, since I am told that he can’t stand the sight of 
blood. 
Thanks to his change in research focus Mr. Darwin managed to travel 
onboard the HMS Beagle for five years 
around the world and see and 
record things in a larger scale. 
His keen observations and 
disciplined methodology 
made me admire him even 
more, as a geologist and a 
writer as well.  
Mr. Darwin´s observations of the 
natural world led him to the species 
diversification studies and, in the year of 
1838, to the development of the Natural 
Selection theory, an incredible work, 
I must say. A cautious man, Mr. 
Darsin was aware that others 
had been severely punished 
for suggesting ideas such as 
these, so he confided only 

in his closest friends and continued his research trying to anticipate 
further objections. 
I just came from one of his lectures, and I could finally discuss his ideas 
and better understand his way of seeing the world. I am curious as to 
his passing reference “light will be thrown on the origin of man and his 
history” on his first bood. Mr. Darwin was so good as to tell me that he 
is working on a second book that might bring even more debate.
In our conversation, he told me not only about his research, but also 
about the negative critics he suffers because of such revolutionary ideas 
and even persecution from religious extremists. He told about his voyage 
around the world and the many species not yet seen by Europeans. This 
has prompted me to accept Dr. Van Helsing´s invitation to join him in 
his expedition to Brazil.

 > If you accept 
Dr. Van Helsing’s call as 
any sensible Naturalist 
should have, choose 
your PROFILE among 
the NATURALIST 
CONCEPT CARDS. 

 > Open your 
PLAYER’S LOG 
C H A R A C T E R 
SHEET and write your 
calling/profile in the PC 
blank card [13].

 > Then, go to 8 to 
choose your Valor, draw 
your Status and pick 3 
more skills.
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Diary, April 16th, 1870
I write to collect my thoughts. I’ve tried today the 
“meditation techniques” taught to me by Madam Helena 
Petrovna Blavatsky, a very intelligent woman that I´ve 
met a month ago in the Middle East. The circumstances of 
our meeting are to remain solely on my mind, as written text 
can so easily fall into the wrong hands. 
Madam Blavatsky made reference to a Teacher that sent 
her in a journey of inner and outer discovery around the 
world, crossing Europe, Constantinople, going as far as 
India and Tibet. She has revealed many things to me about 
the Mayahana Budhism and Tibetan occult knowledge. 
This knowledge and the impression she imparted to me, the 
glimpses of her mission that she revealed, have shaken me 
to the bones. Such a strength of personality and willpower 
coupled with an acute mind and a determination to learn 
what has been kept in close secret for centuries.
I will now consider an example and take her mission as 
my own as well. Therefore, I´ll accept my good friend Dr. 
Van Helsing´s invitation to accompany him to Brazil, as 
South America has so far escaped Madam Blavatsky´s 
attention. I can only imagine what secrets remain hidden in 
the African traditions, Native rituals and a transplanted 
European court in that tropical land. It is said that when 
the student is ready the teacher presents himself, or 
herself. I wonder who I will meet there.

 >If you accept Dr. Van Helsing’s call as any peculiar Occultist 
should have, choose your PROFILE among the OCCULTIST 
CONCEPT CARDS. 
 >Open your PLAYER’S LOG CHARACTER SHEET and 
write your calling/profile in the PC blank card [13].
 >Then, go to 8 to choose your Valor, draw your Status and pick 
3 more skills.



VALOR 
Choose why your character acts the way he or she does, his or her Virtue, wich 
is his or her drive, and his or her Sin, wich is his or her doom. Write them in 
your PC blank card [13].

>VIRTUES: Humility, Generosity, Compassion, Serenity, Temperance, 
Selfconfidence, Iniciative.

>SINS: Arrogance, Greed, Envy, Wrath, Vice, Indecision, Laziness.

All characters begin with +1 in his or her choosen Virtue and -1 in his or 
her Sin. This points can interfere in actions related to the character’s Valor, 
according to the character’s decisions. The Master decides is these decisions 
will convey more positive or more negative Ethics Experience Points (XP), 
as described beside. If the difference between positive and negative Valor 
points reaches -5 or negative points reach -21, the character turns into NPC.

STATUS 
Pick a numeral card [http://historias.interativas.nom.br/sorteadores/numerais] to 
determine your level of social influence. Write the resul in your PC blank card [13]:

[L]=LABOR: common worker - 2 to 6; if you get a :( you are ensalved for 
some reason (debts, ethny, so on).

[B]=BOURGEOISE: educated commoner with some material confort and 
political influence - 7 to 10.

[A]=ARISTOCRAT: person with noble title, considerable political influence 
and powerful contacts - 11 to 12; if you get a :) you belong to a high noble 
powerful family.

SKILLS
Choose 3 more from this list and write them on your SKILL/SPELL blank card [14]

ACADEMICS
 > Alchemy: knowledge and techniques to manipulate minerals and inorganic substances for 
different purposes such as making acids, medicine or cleansing metals and crystals.

 > Astronomy: knowledge of celestial bodies and forces of Nature
 > Medicine: knowledge and techniques about how the body works and how to perform complex 
treatments and surgeries and how to apply alchemic medicines

 > Naturalism: knowledge and techniques to manipulate living beings and organic substances for 
different purposes such as to create natural medicine or make poisons.

 > Occultism: knowledge of the theory of witchcraft such as rituals, practices, orders etc.
 > Religion: knowledge of the theory related to a specific religious belief such as myths, rituals, 
hierarchies etc.

 > Research: techniques to obtain information in different sources and to use productively

COMBAT
 > Melee: close combat with hand weapons such as knives, swords, staffs, axes, maces etc.
 > Military Engineering: how to build or destroy war machines and edifications for attack, 
defense or troop movements.

 > Brawling: techniques for unarmed combat (street fighting, martial arts etc)
 > Artillery: large scale war machines such as catapults, trebuchets, balestras, cannons.
 > Projectiles: range combat with weapons that require aiming such as bows, crossbows, javelins 
and firearms

 > Survival: knowledge of equipments and procedures to survive in harsh environments and 
dangerous situations

 > Military techniques: knowledge of tactics and strategy to manage and command military 
actions.

COMUNICATION
 > Singing: melodic use of the voice
 > Dancing: ability to move one´s body in accordance with the rhythm of the music
 > Teaching: techniques to transmit knowledge and help build competencies and skills, and to 
develop the ability to research

 > Language: to be able to communicate in a language other than your first language.
 > Musical instrument: to play a musical instrument, includes knowing how to maintain and fix 
said instrument

 > Read/Write: basic schooling which includes knowledge of reading and writing and basic Math.
 > Myths and Legends: general knowledge of the myths, legends, beliefs, superstitions, folklore 
and popular traditions of a culture

 > Performance: how to use one´s body and/or instruments for public performances.
 > Persuasion: how to change someone´s mind through debate or manipulations

SUBTERFUGE
 > Disguise: how to change one´s appearance through clothing, makeup and body language
 > Fraud: how to forge or falsify documents or objects
 > Pick pocketing: techniques to steal objects without being seen
 > Stealth: how to hide or move silently without being seen
 > Interrogation: how to induce someone to reveal information
 > Investigation: techniques to obtain information from secret or veiled sources
 > Streetwise: knowledge of tricks, cons, scams and double-crossing.
 > Security: knowledge of equipment and procedures for capture, detection and capture

SPORTS
 > Acrobatics: techniques for agility and body prowess
 > Climbing: techniques to climb in vertical surfaces such as cliffs, walls and trees
 > Sleight of hand: techniques of dexterity and trickery
 > Riding:  how to use animals as means of transportation
 > Swimming: how to move in water without drowning

SERVICES
 > Administration: how to organize, manage and control organizations; It also includes basic 
accounting.

 > Agriculture: how to raise crops and livestock. It includes storage procedures for grains.
 > Crafting: how to create objects (including clothes), for practical, devotional or decorative 
purposes.

 > Commerce: how to negotiate goods and services based on knowledge of economy and finance.
 > Construction: how to make buildings and equipments.
 > Healing:  know how to make homemade medicine and simple natural medicines, and first aid 
techniques. It also includes knowledge on how to perform simple surgeries and treatments.

 > Extractivism: techniques to extract natural resources (hunting, fruit gathering, mining) for 
survival or to sell.

 > Sailing: how to navigate and fix ships and boats.
 > Domestic labor: services involving the maintenance and routine of private spaces (hygiene, 
cooking, fixing etc)

 > Animal handling: techniques to train animals for different purposes such as transportation, 
plowing fields, war etc.

Then,

 > If you are an EXPLORER, INVENTOR, JOURNALIST, PHYSICIAN or 
NATURALIST you can either believe all “supernatural” events will eventually 
be explained by science, meaning you are skeptical, or believe there will always 
be “more things in heaven and earth, Horatio, than are dreamt of in your 
philosophy”. Either way, go to 9.

 > If you are an OCCULTIST you either believe that there will always be “more 
things in heaven and earth, Horatio, than are dreamt of in your philosophy”; in 
this case go to 9; or you believe you can defy the laws of the universe; in this case, 
go to 10.
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EXPLORER, INVENTOR, JOURNALIST, PHYSICIAN, 
NATURALIST & OCCULTIST
These are the callings to adventure with which you begin to conceive your 
character. 

 > SKEPTICAL: people who 
do not believe in anything 
that science cannot or will 
not explain. Supernatural 
events are seen as delusions 
and tricks and people who 
claim to possess magic 
powers are seen as charlatans. 
They are not affected by any 
kind of magic (including 
the good kind, like healing) 
and are not able to perceive 
magical manifestations, 
like monsters, ghosts and 
so forth. You cannot be 
an skeptical Occultist for 
obvious reasons.

Sting rays, Histoire naturelle des quadrupèdes-ovipares. 
Paris: Rapet, 1819. Par La Cépède, M. le comte de (Bernard 
Germain Etienne de La Ville sur Illon), 1756-1825 [http://
www.biodiversitylibrary.org/page/28125316#page/175/
mode/1up].

 > BELIEVER: people who believe in something other than 
what science can or will explain. That includes religious 
and supersticious people who are certain of the existence 
of supernatural events, like monsters, ghosts and so forth, 
as well as of other people who can perform sorcery or 
miracles. If you are an OCCULTIST, you are entitled to 
possess magic points, even if you are not a sorcerer/ess. 
That means you believe in and are suscetible to magic but 
you are not sure you can make it.

Now go to 11 to see Dr. Van Helsing’s reply.
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OCCULTIST SORCERER/ESS
Besides being an Occultist, you actualy possess magical powers, with 
which you manipulate reality by means os rituals, talimans and amulets, 
like alchemistas, witches and wizards, fortune-tellers, witchdoctors, 
xamans, pagan priests/priestesses and so forth.

Besides the skill OCCULTISM, you can choose, at the begining, one of the 
MAGICAL EFFECTS listed below:

 > Cognition: tests difficulty in accordance with level attempted. Clairvoyance, 
clairaudience, omens, dreams etc. from present, past or future. Physical and temporal 
distances affect difficulty.

 > Conjuring: it needs a comparative test against the competence of the target to 
summon spirits to bargain for favors. It allows the incorporation and materialization 
of non-corporeal entities that may allow the users to manipulate other magical 
effects through the summoned spirit. The demands of the spirits are varied, so they 
may be decided by the Master.

 > Empathy: it needs a comparative test against the competence of the target. It 
allows mental manipulation from detection of thoughts and to direct mental 
communication and empathic projection to the level of suggestion. At its higher 
levels it allows the alteration of mental patterns such as programming memories, 
traumas, repressions and desires.

 > Banishment: tests difficulty in accordance with level attempted or a comparative test 
against the competence of the target. It allows the removal of spells or banishment of 
spirits. It needs a direct contact with the target.

 > Illusion: it needs a comparative test against the competence of the target. It allows a 
manipulation of the physical senses to the point of creation hallucinations.

 > Astral projection: tests difficulty in accordance with level attempted. It allows the 
spirit of the user to leave his/her body in astral form. It allows the user to see the 
spiritual world and even to journey through it while the physical body remains 
unconscious. The astral form cannot interfere in the physical world, but it can 
communicate.

 > Psychokinesis: tests difficulty in accordance with level attempted or a comparative 
test against the competence of the target. It allows the manipulation of kinetic 
energy that permits the user to sense movement, levitate and move objects mentally.

 > Synchronicity: tests difficulty in accordance with level attempted. It allows the 
manipulation of coincidences and fate like in curses or blessings, evil eye, doom 
etc. it also allows protection against magic and possession and, at its higher levels, 
against physical harm.

 > Transmutation: tests difficulty in accordance with level attempted. It allows the 
manipulation of inanimate matter and of energies to the level of its chemical 
components and physical properties. It includes the manipulation of the 4 alchemical 
elements: fire; air; water; earth

 > Vitality: tests difficulty in accordance with level attempted or a comparative test 
against the competence of the target. It allows the alteration of living organisms 
(human, animal, vegetable) to heal wounds and diseases, or to create them. In higher 
levels it allows shapeshifting.

After you gain experience, you can learn more effects and their spells. Veja nas cartas do 
Baralho de Ações receitas de feitiços mais comuns.

Write your skills in your blank card and  go to 11 to seeDr. Van Helsing’s reply.



11 April, 28th,1870
My dear friend,
I am very glad that you have decided to join our expedition 
to Brazil, we have formed an interesting group so far.
But I have received a disturbing letter from my good 
friend Dr.Carlos Cruz and I feel that it is my duty to share 
its information with you before we depart.
Dr.Carlos Cruz informed me that recently nine children 
from the ages of 3 to 9 have been found dead without their 
livers in the streets of Rio de Janeiro. Yellow fever affects 
the liver, hence its name due to the afflicted change in skin 
color, the complete disappearance of the victim´s liver is 
unheard of.
I know that some might speculate that this may be one 
of the strange and unnatural occurrences that surface 
from time to time in wilder regions of the world such as 
Southeast Asia and Africa. I must disagree in two points.
First, emulating Sir Richard Burton´s admiration for 
the Persian civilization, many of these regions had 
civilizations that rivaled Ancient Greece.
Second, many times the so called supernatural is just 
something that Science has not explained yet. The world is 
still full of wonders that we have not, to this day, been able 
to fully comprehend.
Science has yet to determine the true cause of yellow 
fever and how to eradicate it and these strange events in 
Brazil may provide these answers. If in our investigation 
we do find unnatural creatures and events unknown to 
man, alas, we are indebted to Science to make these things 
known and, this way, a part of Nature.
Your friend

Abraham Van Helsing

While in the ship to Brazil, you have the chance to meet your 
companions. It is time to see what kind of bonds will emerge 
amongst the group. Go to 12.
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1.Pick the BOND CARDS in 

the folder on the back cover.
2.Shuffle and distribute them 

randomly among the players.
3.Pick the NUMERAL/

EVENTS DECK in the 
folder on the back cover, one 
for each player.

4.Shuffle and distribute them 
randomly among the players, 
one for each player.

5.Each player should write 
on his/her results on the 
BONDS DIAGRAM [16] 
in his/her PLAYER’S LOG 
CHARACTER SHEET.

Your character is ready to 
answer the call to adventure.
Choose how to begin: 
CARDGAME, BOARDGAME 
or TABLETOP RPG at the 
website: 
http://historias.interativas.
nom.br/witchcrafttales/
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Name:                                                              

Calling:                                                                
Profile:                                                                   

INT PHY HP SOC MAG MP

Skills:                                                                        
                                                                             
                                                                                  
                                                                                 
Virtue [+                                                           ]
Sin [-                                                                   ]
Itens:                                                                     

[Level:           ]  [Status:           ]

COMPETENCES & SKILLS 
Copy the information of 
your Calling and Profile to 
this blank card from http://
historias.interativas.nom.br/
witchcrafttales/becoming-

an-adventurer or from the Concep Deck of 
your Player’s Log, if you have it. 
_________________________________

HP (Health Points): competence PHY 
(Physique) + 10.

MP (Magic Points): all Occultists begin 
with 6 points.

LEVEL = all characters begin as Skilled 
(SKD); after the first game session, they allowed 
allowed to pick from the list in 12, 3 more skills 
or, if  Sorecerer/ess, 3 Magical Effects; after 
that, they can acquire more skills or magical 
effects as long as they change levels as described 
in EXPERIENCE POINTS (XP): 
Competence Qualitative Level of Knowledge

1 to 3 SKD: Skilled =  6 skills (3 from Calling & 
Profile + 3 freely chosen from 12. LIST OF 
SKILLS)

4 to 5 XPD: Experienced = 10 skills (+ 4 freely 
chosen from 12. LIST OF SKILLS)

6 XPT: Expert = 12 skills on (choose 
freely as many as desired from 12. LIST 
OF SKILLS)

XP: Creativity =                                                         

Management = 

Creativity = 0 to 3 free spending but Valor; 
Management = 0 to 3 Competences only; Ethics = 0 
to 3 Valor only. To increase Competence spend as many 
points as the desired level x3: 1 to 2, 6 points; 2 to 3, 9 
points; 1 to 4, 6+9+12=27 points.

VALOR = choose why your character 
acts the way he or she does, his or her 
Virtue, wich is his or her drive, and his or 
her Sin, wich is his or her doom:
VIRTUES: Humility, Generosity, 
Compassion, Serenity, Temperance, 
Selfconfidence, Iniciative.
SINS: Arrogance, Greed, Envy, Wrath, 
Vice, Indecision, Laziness.
All characters begin with +1 in his or 
her choosen Virtue and -1 in his or her 
Sin. This points can interfere in actions 
related to the character’s Valor, according 
to the character’s decisions. The Master 
decides is these decisions will convey 
more positive or more negative Ethics 
Experience Points (XP), as described 
beside. If the difference between positive 
and negative Valor points reaches -5 or 
negative points reach -21, the character 
turns into NPC.

STATUS 
Pick a numeral card [http://
historias. interativas.nom.br/
sorteadores/numerais] to determine 
your level of  social influence:

[L]=LABOR: common worker - 2 to 6; 
if you get a :( you are ensalved for some 
reason (debts, ethny, so on).

[B]=BOURGEOISE: educated 
commoner with some material confort 
and political influence - 7 to 10.

[A]=ARISTOCRAT: person with noble 
title, considerable political influence and 
powerful contacts - 11 to 12; if you get a :) 
you belong to a high noble powerful family.
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COMPETENCE TEST = Competence Point + 
2D6 or 1 numeral card 

Numeric 
Result

Difficulty/Description

:( Disastrous!!!
2 to 5 Fail
6 to 7 Easy/Mediocre success
8 to 9 Ordinary/Ordinary success

10 to 11 Hard/ Great success
12 to 13 Very Hard/Astaounding 

success
14  on Almost impossible

:) Miraculous!!!

MAGIC = Magic Competence + 2D6 or 1 
numeral card x Knowledge & Intensity Level: 

Intensity 
Level SKilleD eXPerienceD eXPerT

Difficulty 6 to 9 10 to 13 14 to 15
MP Cost* 3 points 6 points 12 points

Duration result 
in rounds

result 
in hours

result 
in days

Targets 1 result at will
Prepare** imediate 1 hour 24 hours

 *MP Recover: 1, 2 or 3 points per hour; nr. 
of hours = Magic Competence test result. 
**Prepare time applies only to sorcerer 
spells. Effects range (distance, area, weigth, 
speed etc) derives from test result plus user’s 
total MP number.

NUMERAL DECK:
www.historias.interativas.nom.br/incorporais/sorteadores/numerais

SKILL/SPELL COM ESP TRA BM

COM: competence + ESP: especialization + TRA: 
traits = BM: base modifier + 1 numeral card

COMBAT = Physique Competence + 
2D6 or 1 numeral card

Kind Difficulty Damage Range
Unnarmed easy 5* --

Melee easy 10* 7m
Range ordinary 12** 150m

Firearms ordinary 24** 700m
* Plus difference betwen attack and defense results.

** Plus difference between result and difficulty
-------------

PROTECTION (use the Itens Deck or 
this Table): 

Material Penalty Damage 
Hold

Hard canvas or 
leather 0 2

Studded hard 
canvas or leather -1 4

Wood, bones, 
pottery  plates -2 6

Chain mail -4 8
Plated mail -5 10

HEALTH (HP): 10 + Physique points 

Health Points Result in Damage/
Fatigue

Recovers/
resting

Total[           ] a 1 Hurt/Tired: normal 
test

PHY/
hour

0 -1 -2 -3 -4 Injured/Exhausted: -1 
in tests PHY/day

-5 -6 -7 -8 -9 Wounded/Extenuated: 
-3 in tests

PHY/
week

-10  -11 -12 -13  -14 Inactive Treatment

-15 -16 -17 -18 -19 -20 Incounscious Treatment
-21 or less Death --

T
his sam

e set of rules apply  to the C
A

RD
G
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the BO
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 and the RPG

.



COMBAT SPECIALIZATION

Kind: [  ]Unarmmed  [  ] Melee [  ] Range

                                                                       

>>Dificulty:                                                     

>>Damage:                                                              

>>PHY:                                                              

>>Especialty:                                                   

>>Trait:                                                           

>>Members:                                                     

>>Throwing:                                                       

>>Range:                                                          

>>Effects:                                                          

                                                                                   

                                                                                    

                                                                                   

                                                                        

                                                                    

MAGIC SPECIALIZATION
Effect: [  ] Astral Projection [  ] Banishment 

[  ] Cognition [  ] Conjuring [  ] Empathy 
[  ] Illusion [  ] Psychokinesis [  ] Sincronicity  

[  ] Transmutation [  ] Vitality

                                                                                                     

Spell/Power:                                                                          

                                                                                                                      

Preparation:                                                                                          

                                                                                                                     

>>SKD:                                                                                                   

                                                                                                                     

                                                                                                                     

>>XPD:                                                                                                

                                                                                                                     

                                                                                                                     

>>XPT:                                                                                                     

                                                                                                                     

                                                                                                                     

ITEM:                                                

Type:                                                               

[            ] [              ] [           ]

[             ] [               ] [            ]

Effects:                                                                    
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Specializations can be acquired when 
you reach the Experienced [XPD] Level 
with 9 points of  Creativity XP each. 

You can only have 1 specialization per 
skill/magic effect. At level XPD, add 
1; at level Expert [XPT] add 2 to the 
specific skill/magic effect.
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ASSISTANT:

 Name:                                                         
YOU: whenever assist soemone from your group he/

she gets your status bonus for a test.
NPC: takes active role beside you, assinting you in the 
missions; every time your assistant helps you in a test 

you get his/her status bonus. 
+1 LABOR

+2 BOURGEOISE
+3 ARISTOCRAT

-1 LABOR
-2 BOURGEOISE
-3 ARISTOCRAT

YOU: your group must protect you or remediate 
some damage you suffered; every time you get hurts, 

the other character gets your status penalty for 
emotional tests.

NPC: suffers some kind of damage you must 
remediate; every time the victim gets hurt, you get 

his/her status penalty on your emotional tests..

Name:

VICTIM

DONOR

Name:                                                      
YOU: gives your status bonus for the group to 

gather resources, hints, itens and so forth.
NPC: offers resources, hints, itens or anything that 

gives you his/her status bonus.

+1 LABOR
+2 BOURGEOISE
+3 ARISTOCRAT

-1 LABOR
-2 BOURGEOISE
-3 ARISTOCRAT

YOU: get your status bonus to repeat a test in which 
someone from your group failed and gets his/her penalty 

status whenever you need his/her help on a test.  
NPC: competes with you for the same goals; 

the rival gets his/her status bonus to repeat a test 
in which you failed and gets your status penalty 

whenever needs your help on a test.  

Name:

RIVAL

PATRON
 Name:                                                          

YOU:  give your group your status bonus to 
group tests.

NPC: proposes or imposes the misson on you giving 
your group his/her status bonus to group tests.

+1 LABOR
+2 BOURGEOISE
+3 ARISTOCRAT

-1 LABOR
-2 BOURGEOISE
-3 ARISTOCRAT

YOU: get your status bonus to attack someone 
from your group and suffers his/her status penalty 

to resist attacking him/her under unreasonable 
circunstances.

NPC: antagonizes you in some destructive way 
getting his/her status bonus to attack you and 

suffers your status penalty to resist attacking you 
under unreasonable circunstances.

Name:

OPONENT

EVENT/ASPECT BOND:

The Role Bond is triggered by an 
Event. Mark which one:

(   )2.Complicity 
(   )3.Violation
(   )4.Shock 
(   )5.Brand
(   )6.Test 
(   )7.Unknown Arrival
(   )8.Persecution
(   )9.Task
(   )10.Punishment
(   )11.Acknowledgement
(   )12.Reward

of a certain Aspect. Mark which one: 
(   )Emotional 
(   )Spiritual
(   )Material 
(   )Mental

in a positive or negative way giving 
(   )+1  or (   )-1 to tests.

EVENT/ASPECT BOND:

The Role Bond is triggered by an 
Event. Mark which one:

(   )2.Complicity 
(   )3.Violation
(   )4.Shock 
(   )5.Brand
(   )6.Test 
(   )7.Unknown Arrival
(   )8.Persecution
(   )9.Task
(   )10.Punishment
(   )11.Acknowledgement
(   )12.Reward

of a certain Aspect. Mark which one: 
(   )Emotional 
(   )Spiritual
(   )Material 
(   )Mental

in a positive or negative way giving 
(   )+1  or (   )-1 to tests.

EVENT/ASPECT BOND:

The Role Bond is triggered by an 
Event. Mark which one:

(   )2.Complicity 
(   )3.Violation
(   )4.Shock 
(   )5.Brand
(   )6.Test 
(   )7.Unknown Arrival
(   )8.Persecution
(   )9.Task
(   )10.Punishment
(   )11.Acknowledgement
(   )12.Reward

of a certain Aspect. Mark which one: 
(   )Emotional 
(   )Spiritual
(   )Material 
(   )Mental

in a positive or negative way giving 
(   )+1  or (   )-1 to tests. N

ecessary for the C
A

RD
G

A
M

E
, optional 

for the BO
A
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 and RPG

.
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Describe the Problem:                                                      
                                                                                    
                                                                                   

           

    
    1(L)2(B)3(A)             Role:                                            

+
1(L)2(B)3(A) 

Role::              

RECKONING (-1):

Mark the EVENT:
7.Unknown Arrival
8.Persecution
9.Task

Mark the Event’s ASPECT: 
Emotional 
Spiritual
Material 
Mental

Mark if it’s positive or negative: 
0 or -2 to tests.

--

_

           1(L)2(B)3(A)               Role:                                     +
1(L)2(B)3(A) 

Role::              

--

           1(L)2(B)3(A)               Role:                                         +
1(L)2(B)3(A) 

Role::              

--

TRIGGER:

Mark the EVENT:
(   )2.Complicity 
(   )3.Violation

Mark the Event’s ASPECT: 
(   )Emotional 
(   )Spiritual
(   )Material 
(   )Mental

Mark if it’s positive or 
negative: 

(   )+1  or (   )-1 to tests.

SEARCH:

Mark the EVENT:
(   )4.Shock 
(   )5.Brand
(   )6.Test 

Mark the Event’s ASPECT: 
(   )Emotional 
(   )Spiritual
(   )Material 
(   )Mental

Mark if it’s positive or 
negative: 

(   )+1  or (   )-1 to tests. RETURN:

Mark the EVENT:
(   )10.Punishment
(   )11.
Acknowledgement
(   )12.Reward

Mark the Event’s ASPECT: 
(   )Emotional 
(   )Spiritual
(   )Material 
(   )Mental

Mark if it’s positive or 
negative: 

(   )+1  or (   )-1 to tests.

N
ecessary for the C

A
RD

G
A

M
E

, optional 
for the RPG

, not used in the BO
A

RD
G

A
M

E
.
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KEEP YOUR 
CARDS HERE

PLAYER’S LOG
CHARACTER SHEET

http://historias.interativas.nom.br/
witchcrafttales/

12
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Um Brasil  para inglês ver.                                      
                                           
                                           


