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Terror, Horror, and Madness (No Chart or Dice) 
 
Characters are confronted with awful things in a Gothic fantasy game. Can their minds cope? 
 
• Terror. Characters use Commitment to resist Terror, pitting their conviction in the world as they 

understand it against supernatural mind-bending threats and eldritch forces.  
• Horror. Characters use Daring to resist Horror, drawing on their courage against disgusting, filthy, 

physically threatening or gruesome stimulants.  
 
The DM sets a difficulty, starting at 6 and going up by increments of 3 as the stimulant intensifies. If the 
character has [the appropriate ability x3] then the character is fine; if not, the character loses control. 
 
Players can spend Awesome Points (1 Awesome Point to add +2 to their score, as though boosting a roll) 
to stay in control of their character. 
 
Losing Control 
 
If a player agrees to lose control of the character for a round, the player gets an Awesome Point from the 
Stack. If a player agrees to lose control of the character for a scene, the player gets 3 Awesome Points. 
 
An out-of-control character is freaked out by the situation and unable to think clearly. If the player 
suggests crazed things the character could do, the DM (and other players) can reward that creativity with 
further Awesome Points. The DM decides what the character does, and what happens to the character, 
while freaked out. 
 
Madness 
 
If a character goes through an intensely traumatic situation, the player and the DM can cooperatively 
decide to add madness to the character (both player and DM must consent). This insanity can take various 
forms, and either the DM can accept the player’s suggestion for madness, or choose one without the 
player’s approval. When a character goes insane, the player gets 6 Awesome Points from the Stack. 
 
The DM awards the player an Awesome Point from the Stack when the player role plays the madness for 
the character in a way that amuses the DM or improves the overall tone and flavor of the game. If the DM 
calls for the insane character to do something insane, and the player resists, that’s fine and the player stays 
in control, but it costs the player 1 Awesome Point that does not count towards leveling. The DM can call 
for insane behavior at any time. 


