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London, 1899. The Lord and the Lady are in an intentionally 
arranged marriage to cover the fact that one or both of 
them is queer, with both the Lord and the Lady enjoying 
extramarital relationships with lovers more to their 
liking.  All of this is completely and totally unacceptable 
to Society’s standards.  Both the sham of the marriage as 
well as the two affairs must be kept secret or else everyone 
involved will be ruined.

The four of you will play four primary characters: the 
Lord, the Lady, the Lord’s Lover, and the Lady’s Lover.  
You will also play the host of secondary characters that 
make up their world and with whom they interact.
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The Lovers
Begin by sketching out your characters.  You’ll do this by 
looking down the following lists and taking turns selecting 
options off the list.  When you make your selection, strike 
it off the list; no one else may select it.

Each of you will pick one of these Roles:

LORD • LADY • LORD’S LOVER • LADY’S LOVER

In general, the Lord and Lady will see a little more 
spotlight time, but this also means that their players will 
have fewer chances to play secondary characters, which 
is its own breed of fun.

Beginning with the Lord and then the Lady and then the 
Lovers, pick an Orientation for yourself:

HOMOSEXUAL • HETEROSEXUAL 
BISEXUAL • ASEXUAL

If either the Lord or Lady select Homosexual or 
Heterosexual, the Lovers’ orientations might be chosen 
for them.  Regardless, your picks will determine (or 
suggest) the genders of the Lovers; sort that out before 
proceeding.

Transgender and Nonbinary Lovers

Edwardian London does not acknowledge the 
realities of transgender or nonbinary people.  
The orientations listed are exclusively based 
off of assigned gender.  To play a Lord who is 
a closeted, straight, transgender woman, cross 
out “Homosexual” as if you picked it and write 
‘Straight Transgender Woman’ on your sheet.
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For the following lists, each player will select one trait as 
before.  The remaining trait is assigned to Society, and is 
the typical default for the secondary characters that you 
will be interacting with.  First pick on each list goes to 
whoever had last pick on the prior list.

Before you have to ask or check wikipedia, a baronet is 
a non-hereditary title purchased from the crown, usually 
held by wealthy commoners attempting to gain social 
legitimacy or for non-inheriting younger sons of nobility, 
attempting to retain social legitimacy.

Social Standing
COUSIN TO ROYALTY • NOBLE BIRTH 

FATHER IS A BARONET • PROFESSIONAL CLASS 
LOWER CLASS

Wealth
FABULOUSLY WEALTHY • RICH • COMFORTABLE 

• STRUGGLING • DESTITUTE

Personality
PIOUS • SUSPICIOUS • SELF-CENTERED 

REBELLIOUS • SOLICITOUS

Demeanor
FLAMBOYANT • GRACEFUL • WITTY • QUIET 

DUTIFUL

Childhood spent in…
LONDON • THE COUNTRY • BOARDING SCHOOL 

POVERTY • A FOREIGN COUNTRY

Driving Goal
RESPECT • SOCIAL ASCENSION • MATERIAL GAIN 

LOVE • SECURITY
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Some Questions
Then there are some quick questions for each couple.  
Answer these quickly and briefly; don’t worry about 
getting all the details exactly ‘right.’

Many of these questions will spin off names of people; jot 
them down on the Society page as potential secondary 
characters.  Mark names with an asterisk, mars symbol, or 
venus symbol if the character knows the truth about the 
marriage, the Lord’s affair, or the Lady’s affair, respectively.

1. Lord and Lady: Do you cohabitate?  Who runs your 
household(s)?  Who works there?

2. Lord and Lover: Name one person who already knows 
about your relationship.

3. Lady and Lover: Name one person who already knows 
about your relationship.

4. Lord and Lady: Do you have children?  If so, give them 
names and ages; if not, who will inherit your estate 
when you die or are declared morally incapable?

5. Lord and Lover: Does the Lover live on the grounds of 
the Lord’s manor?  If so, where?  If not, where?

6. Lady and Lover: If the Lord’s Lover does not live on 
the manor grounds, the Lady’s Lover does; where?  If 
the Lord’s Lover does live on the manor grounds, the 
Lady’s Lover does not; where?

7. Lord and Lady: Name two people who must believe 
your marriage is genuine, and the consequences if 
they discover the truth.
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8. Lady and Lover: Is the Lover married?  Does their 
spouse know of your relationship to the Lady?  If the 
Lover is unmarried, who wants them to get married?

9. Lord and Lover: If the Lady’s Lover is not married, 
the Lord’s Lover is; does their spouse know of your 
relationship to the Lord?  Otherwise, who wants you 
to get married?

10. Lord and Lady: Who arranged your marriage?  
Yourselves?  Parents?  Friends?

11. Lord and Lover: Is the Lord’s Lover financially 
dependent on the Lord?

12. Lady and Lover: Do you have a cover for your 
relationship to explain your constant companionship?

13. Lord and Lady: Both of you know of the other’s lover; 
have you told your own lovers of your spouse’s lover?

Some Numbers
Count up how many people know about each relationship, 
yourselves included, to find the relationship’s Exposure.  
Double the highest Exposure to set the Ruin thresholds.

Lastly, everyone starts with 6 Poise.
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Scenes
Players will take turns framing scenes for the primary 
characters they are not playing.  When you are framing 
a scene, you play secondary characters.  You may invite 
other players whose primary characters are not in the 
scene to do the same.

When introducing a secondary character, take a quick 
look at the Society sheet.  If someone appropriate to your 
plans is already listed, use them.  Otherwise, make up a 
new character and add their name to the list.

Secondary characters will generally share the traits listed 
on the Society sheet. You might change one aspect a great 
deal or two aspects a bit, but try not to stray too far from 
how you’ve defined your society.

When you are playing a secondary character, you have 
three goals:

a) Discover what a primary character wants.  Get them 
to articulate their desires in specific and concrete 
terms.

b) Offer them what they want for a cost.  The cost 
should be difficult; at least enough to give them pause, 
and possibly so egregious that they can’t imagine 
paying it… at least in the moment.  The cost can be 
an uncertain challenge (requiring tossing coins in a 
contest, below) or a straightforward deal that only 
requires agreement and cooperation.

c) Track changes.  Find out how the primary character’s 
desires have changed since they last professed them.

You may pursue any combination of these three.  If you 
succeed in any of them, allow the scene draw to a close.  
The player to your right frames the next scene.
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Contests
If in the course of a scene, two characters are taking 
action towards opposed goals, you have created a contest.  
Social situations where a character tries to get another to 
admit their inmost desires are perfectly valid contests.  
Contests risk Exposure and Ruin but are often the only 
way to pursue your personal goals.

Pick up a number of coins equal to your Poise.  Toss them 
in your cupped hands and slap them down on the back of 
one hand or the table.  Count heads.

If one of your traits would help you in the contest, you 
may check it off to retoss your coins.  You may not use the 
trait again until it has been unchecked.  

If the contest is with another primary character, they will 
toss coins equal to their Poise, as well.

If the contest is with a secondary character, whoever has 
been playing that character will toss six coins.  Secondary 
characters may not check traits for retosses.

If you have MORE HEADS than the other player, you get 
your way.  Describe what happens, with help from the 
others in the scene.  As part of this narration, you may 
decide to end the scene.

If you TIE, the other player can offer you success at a 
cost.  Accept the cost or refuse it and then describe what 
happens.  Do not try to wriggle out of the cost or negate 
its bite.
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Exposure
Whenever you toss more tails than heads, you gain 
Exposure.  A slip of the tongue, a meaningful glance, a 
clandestine touch observed: whatever the cause, someone 
figures out your secret.  Describe how.  If necessary, 
describe how a secondary character entered the scene at 
exactly the worst moment, or was there the whole time 
unnoticed (like a household servant).  

Add one to the Exposure of the relationship they now 
know about, on both sheets it appears on.  If the Exposure 
score hits the Ruin threshold, the game ends; see Ruin.

Mark the name of the secondary character who knows.  If 
they aren’t already on the Society list, add them.

Retossing does not negate exposure. 

However, you may try to cover your gaffe and explain 
away whatever it was that the witness saw or heard.  If you 
do this, your Exposure does not increase, but it is costly: 
reduce your Poise by one, instead.

Choosing to tell someone incurs Exposure, as well.  

Intimacy
When you enjoy private intimacy with your lover–whether 
that means sweaty sexcapades or a quiet, companionable 
evening–you may uncheck one of your traits.

Getting an opportunity for intimacy can be difficult–
scenes always begin with secondary characters impinging 
on the primary characters’ lives.  Extricating yourself to 
be alone with your lover can be very difficult.
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Ruin
If any relationship’s Exposure reaches the Ruin threshold, 
the game ends.

If the Lord and Lady’s marriage is exposed as a 
convenience to hide their unholy affairs, the couple 
are completely ruined.  Their friends and family abandon 
them; their business associates cut ties; their charities 
return their cheques.  Social ostracism is only the 
beginning, however.  Criminal charges may be brought 
to bear, ancestral titles may be threatened, and the 
Edwardian period’s horrific mental institutions may 
open their gates to the pair.  The Lovers work together to 
describe the Lord and Lady’s fate in an epilogue.

If the Lady and Lady’s Lover are exposed, they are 
socially ruined and ostracized to start.  The Lord’s 
reputation is also grievously harmed, and life in London 
will become impossible unless the Lord takes action.  
The Lady will have to go away: either to the Country 
(never to return) or to Tour the Continent (never to 
return), if willing; otherwise the Lady will be committed 
to Bethlehem Royal Hospital.  The Lady’s Lover may face 
criminal charges if male; if female, her husband or father 
will face the same dire decisions as the Lord. The Lord 
and Lord’s Lover work together to describe the fate of the 
Lady and Lady’s Lover in an epilogue.



12

If the Lord and Lord’s Lover are exposed, the Lord is cut 
out of the social fabric of London–after a feeding frenzy 
to collect all debts and bills.  The Lord will not be able to 
conduct business, participate in politics, or ever call on 
old friends again.  If the Lord’s Lover is male, both the Lord 
and the Lord’s Lover will face criminal charges, although 
if either have title, criminal charges might go away if they 
abdicate.  The Lady may be able to participate in society, 
alone, if the Lord vacates London.  The Lady and Lady’s 
Lover work together to describe the fate of the Lord and 
Lord’s Lover in an epilogue.

If you were not a part of the exposed relationship, you 
may be able to avoid scandal.  Toss your Poise; you may 
not check off traits to retoss.  Your lover narrates your 
epilogue according to the results of your toss:

5-6 Heads: You skate.  Behind a veil of careful omissions 
and outright lies, you distance yourself from the 
exposed couple.  If you are the Lord or Lady, there will 
always be snickers behind your back, but little else.  
If you are one of the Lovers, you can put your affair 
behind you and live a full life with only bittersweet 
memories of the dalliance in your past.

3-4 Heads: You can only escape unscathed if you turn on 
your lover.  Do you give testimony in court?  Do you 
commit your spouse to Bedlam?  Pen a tell-all memoir?  
Or do you stand by your lover and share their fate?

2 or fewer Heads: You go down as hard as the others, if 
not more so.  If you are poor, lower class, or a foreigner, 
the papers make you out as the instigator of the entire 
scandal.  This might actually alleviate the others’ fate 
slightly, but you end your days in penury.  Otherwise, 
you find yourself socially abandoned, stripped of all 
title and privilege, financially crippled, and threatened 
with worse if you contact your lover ever again.
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Happy Ending
If you avoid Ruin long enough, you may find the story 
drawing to a natural close.  Perhaps one or more of the 
primary characters have realized some goals.  Perhaps a 
relationship has ended amicably.  Perhaps the spectre of 
Ruin is drawing uncomfortably near and you are happy 
enough with what you’ve managed to get away with.

Suggest that the game may be drawing to a close.  The 
other players may want to play out another scene or three 
before drawing the curtain.

Once everyone is satisfied, go around the table and narrate 
your own epilogues.
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