
http://fictivefantasies.wordpress.com/ 

 

Characters encounter things face-to-face that are viscerally, intellectually, and sensually overwhelming. It 

is not desirable or appropriate for the player to be faced with those things, but it is also not quite 

appropriate for the player to decide a character can shrug off the effects of overwhelming stimulus in the 

game. A middle ground to manage that distance is a system for terror, horror, and madness. 

 

Managing Fear 
What if there is something that invokes both terror and horror? Well, if one is obviously more of a threat 

than the other, the DM can choose that one; otherwise, the player can choose, as the character focuses in 

on the more manageable source of distress. Often a character will favor Daring or Commitment. 

 

At its foundation, this system is about adding gothic spice to the game, and making it more awesome. It 

should not escalate to a punitive system; in fact, it can be ignored if the DM desires.  

 

 

Terror involves a feeling of expanding—hair rises on the neck, breathing quickens, the implications sink 

in, the hands start to shake as an impossible truth confronts a rational mind. Terror strikes at the sense of 

self’s location in relation to the outside world. The sense of human significance is reframed and revised to 

be much smaller than civilization teaches, on an alien scale. When characters’ reality bends, so should 

their minds. 

 

Confronted with terror, the character tests Commitment. The difficulty is set by the scale of the terror, 

adjusted up or down a level or so by the DM (whose judgment on these matters is final, and sets the 

desired tone for the game—but should be consistent.) This roll can be adjusted with Awesome Points. 

 

Difficulty Description Examples 

3 Uneasy Someone innocent is capable of dark acts. Your friend has a dark past. 

6 Chilling A mentor is corrupt. The dead do not leave. Confronted with magic. 

9 Shocking You can be a monster. Evidence of eternal torment. Assaulted by magic. 

12 Blood Curdling You are complicit in atrocity. You are possessed. Faced by demons. 

15 World-Changing You are damned. Trusted authorities are alien. Witness an alien god. 

18 Unendurable You have damned others. Aliens consumed your loved ones. No hope. 

21 Insupportable You ended all human future. Communion with an alien god. 

 

If the roll fails, roll 1d12. 

 

1d12 Roll Effect 

1-3 Shaken. You are -2 to all rolls while in the presence of the terrifying influence for the next 

few minutes. 

4-6 Staggered. You reel backwards in terror, and lose 1 round. 

7-8 Paralyzed. You lose 1d6 rounds, rooted to the spot unable to process what confronts you. 

9 Flee. Fear overtakes you. You must flee for 1d6 rounds. 

10 Faint. Your mind gives way, you fall unconscious for 1d6 minutes or until roused. 

11 Shocked. Roll 1d10; that percentage of your hair turns stark pure white, and you lose that 

many rounds to dizzying vertigo of the mind. 

12 Madness. Roll once on the Madness table, the condition begins to afflict you at the start of 

your next adventure. 
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Horror involves the soul-shrinking impressions of disgust or revulsion. The mind tries to shut out or 

repress the implications of what you’ve just seen. These influences are more external to the sense of self, 

more visceral. Something encountered by the body and senses, rather than the mind and intellect. 

Corpses, blood, and slime; disgusting and corrupting. Horror reminds characters that they are mortal, 

vulnerable, subject to bodily disintegration or transformation, we are fallible, mutational, or unstable. 

 

Confronted with horror, the character tests Daring. The difficulty is set by the scale of the horror, adjusted 

up or down a level or so by the DM (whose judgment on these matters is final, and sets the desired tone 

for the game—but should be consistent.) This roll can be adjusted with Awesome Points. 

 

Difficulty Description Examples 

3 Distasteful Stink of death. Significant blood. A corpse. Minor mutation. Parasite. 

6 Queasy Mutilated corpse. Gory murder scene. Maggots. Cripple beggar. 

9 Disgusting Handling viscera. Rotting wounds. Flyblown or waterlogged corpse. 

12 Revolting Torture. Experience minor mutation or crippling. Handle dead. Infested. 

15 Vile Rape. Crippling torture. Exposed to wasting disease. Cannibalism. 

18 Utterly Corrupt Alien rape. Transformation to another form. Buried alive. 

 

If the roll fails, roll 1d12. 

 

1d12 Roll Effect 

1-4 Disgusted. You fight through your feelings of disgust and are -2 to all actions attempted in 

the presence of the horrific influence. 

5-8 Recoil. Drop what you are holding and recoil in fear, lose 1 action. 

7-8 Sickened. Gag, vomit, lose 1d6 actions to the shakes and violent retching. 

9-10 Flee. Run away for 1d6 rounds. 

11 Rage. You attack as best you can, +1 to hit and +1 Wound; if no clear target, act out 

violently against whatever is handy. 

12 Madness. You can’t handle it. Roll on the Madness table, this condition begins to afflict 

you at the start of your next adventure. 

 

 

The mind’s desperate attempt to compensate as it is assaulted by supernatural forces or new ambiguity 

can unbalance it. 

 

Any time the madness could affect a character, test Commitment. The difficulty is 9 to avoid falling into 

or avoid snapping out of an ongoing condition. The difficulty is 12 to avoid a specific action. 

 
2d10 Roll Madness Effects 

2 Addictive Personality Action. Constantly in search of intoxication to stave off fear. All rolls are -

2 to -6 while under the influence. If unable to get the substance when in 

need of it, -4 to all rolls. 

3 Black Melancholia Ongoing. If slipping into the melancholy, -6 to all rolls until it is over. Test 

once every 6 hours of encouragement, or 24 hours of being left alone. 

4 Changed Personality Your old personality couldn’t protect you. The new one can. But it isn’t 

very nice. And, former friends and family seem a threat to the new you. 

5 Fear of Enclosed Spaces Action. If you are in a tight fit, -4 to all rolls until you get out; if 
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compensating, only -2. 

6 Fear of the Dark Action. If you are in the dark, -4 to all rolls until you get light; if 

compensating, only -2. 

7 Fingersmith Action. If you have the opportunity to steal something, test to resist. 

8 Fixation on the Occult Action. If you can master the occult, you can master your fear. Buy tomes 

and tutoring, apply occult solutions to all problems. 

9 Gluttony Ongoing. Every 6 months you don’t make the roll, lose 1 Brawn and 

Daring and gain 50 pounds. If you reach 0 on either, you are bedridden. 

10 Imp of the Perverse Action. You have an irrational urge to do and say the wrong thing in any 

given situation. Test to resist it. 

11 Insane Bravery Ongoing. You can’t bear the ambiguity of your danger and vulnerability, 

so you ignore it. Test to see if you can retreat from danger. 

12 Murderous Rages Ongoing. You are freaked. Any provocation must be resisted or you attack 

whatever is bothering you. Also, you must pass a test to stop attacking 

before your target (and any allies) are downed. 

13 Nervous Wreck Ongoing. You can’t handle it anymore. You are -4 on Terror and Horror 

tests, and the results of failure are upgraded by 1d6. 

14 Odious Quirks Ongoing. You talk to yourself, or choose some other socially unacceptable 

loony behavior. Test to avoid lapsing into that state, and to snap out of it. 

15 Prone to Nightmares Ongoing. 50% chance your sleep will be wracked by nightmares; upon 

waking, lose 1d6 Awesome Points; if you don’t have enough, take the rest 

in Wounds. 

16 Religious Mania Ongoing. Faith will protect you from fear. Spend all your income tithing to 

a church. You can take Zealot talents. 

17 Self-Starvation Ongoing. Every 6 months you don’t make the roll, lose 1 Brawn and 

Daring and lose 30 pounds. If you reach 0 on either, you are bedridden. 

18 Self-Torturer Action. About once after every stressful situation, you have the urge to cut 

yourself, doing 1 Wound of damage that only heals after 24 hours. 

19 Stupefied Ongoing. You go catatonic for 1d6 hours if you slip into this, only coming 

out of it if you make the roll.  

20 Hearing Voices Ongoing. Your Awareness and Commitment are -2 as you are constantly 

distracted by dark whispering. 

 


