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Horror 

By Brent P. Newhall, adapted by Andrew Shields 
 

Character SHEET 
 

Ability Max Score Bonus  Current Bonus 

Awareness      

Danger      

Lore      

Resolve      

Strength      
 

Capacity Max Score Bonus  Current Bonus 

Health      

Sanity      

 

Catch Phrase: (Use once per adventure for +2 on a roll) 

 

 

Description: 

 

Gear on Hand: 

 

 

Cash: 

Resolve an Action 
 

Roll 2d6 and add a relevant ability score modifier. 

 

Roll Result  Ability Modifier 
2 or less Disastrous failure  2-3 -4 

3-5 Failure  4-5 -3 

6-8 Failure, with benefit  6-7 -2 

9-11 Success  8-9 -1 

12 or more Spectacular success  10-11 0 

 

GM can grant +1 or -1 before 

dice are rolled. 

 12-13 +1 

 14-15 +2 

 16-17 +3 

 18-19 +4 

 

Generation and Advancement 
 

Each ability and capacity score starts at 10. Reduce one to 

raise another one. Minimum 2, maximum 19. Come up 

with a catch phrase and a description. Starting gear and any 

other questions can be worked out with the DM before play 

starts. 

 

At the end of a story, the GM may reward each player with 

a point to add to an ability or capacity score. 

Notes, Equipment, Allies, Enemies, Etc Mental Stress 
 

Characters must test Resolve when faced with stressful 

situations, distressingly gross experiences, or alien horrors. 

 

Intimidation. Use Dangerous or Resolve. This can be a 

free action as a benefit with a failure or better on a relevant 

action, but is a full action otherwise. A failed attempt to 

intimidate lowers the ability used by 1 for the aggressor. 

 

Subtract the target’s Dangerous or Resolve bonus from the 

roll as a penalty.  

 

Aggressor’s result and consequence: 

 Disastrous Failure: Ability loses 2, gets 1 back an hour. 

 Failure: No intimidation. Ability used loses 1 for 1 hour. 

 Failure, with benefit: No intimidation, no ability loss. 

 Success: Target is shaken, -1 until the situation changes. 

 Spectacular success: Target only rolls 1d until the 

situation changes. 

 

Can multiple uses of intimidation stack? Can multiple 

characters intimidate the same targets? That is up to the 

GM to decide, based on the situation. Sometimes, maybe. 

Madness. Sometimes reading forbidden lore, or seeing 

monsters that are not possible, bends the edges of 

consensual reality and frays the hem of the mind’s 

cohesion. That is Sanity damage. 

 

Scale for penalties for madness: 

 +1 or more: don’t bother rolling. 

 0: Finding a corpse, a shocking revelation. 

 -1: Confronted with the unnatural, attacked by monster. 

 -2: Supernatural assault on sanity, giant monster. 

 

Sanity defender’s result and consequence: 

 Disastrous Failure: Permanently lose 1 Sanity. 

 Failure: -1 Sanity. 

 Failure, with benefit: -1 Sanity. Gain an insight into the 

current problem, or +1 Lore until 1 Sanity returns. 

 Success: No consequence. 

 Spectacular success: If 1 temporary Sanity lost, regain it. 

 

If a character runs out of temporary Sanity, then the 

character’s permanent Sanity is reduced by 1 and the 

character picks up an odd quirk. The character is also out of 

control (GM gets to choose how) for 1d6x2 hours. 

 

Lost Sanity returns 1 per 4 hours of reassuring activity. 

 

Combat 

 

Physical attacks use Danger and damage Health. 

 

 Disastrous failure: A bad consequence. 

 Failure: Nothing unusual. 

 Failure, with benefit: Choose a non-damage benefit. 

 Success: Choose any benefit. 

 Spectacular Success: Choose two benefits. 

 

Possible Bad Consequences: 

 Take 1d6 damage to Health. 

 Lose an action. 

 Drop a weapon or held object. 

 Movement related disadvantage, context. 

 

Possible Good Consequences: 

 Inflict 1d6 damage to target’s Health. 

 Opponent loses an action. 

 Knock something out of the target’s grip. 

 Movement related advantage, context. 

 

Lost Health returns 1 per 4 hours of complete rest. 

 

Protection/Armor can reduce damage. Every 2 points of 

protection is -1 on appropriate rolls from weight and fit. 

Every point of armor negates one incoming point of 

damage per attack. 

 1: equivalent of light armor. 

 2: equivalent of flak vest or heavy leather armor. 

 3: equivalent of full riot gear or metal armor. 

 

Melee Weapons can increase damage.  

 Improvised: Every +1 damage is -1 to hit. Up to 4 rating. 

 Minor: +1 to hit, 1d6+1 damage. 

 Hand Weapon: +2 to hit, 1d6+2 damage. 

 Hand-and-a-half:  +3 to hit, 1d6+3 damage. 

 Two Handed: +2 to hit, 1d6+4 damage. 

 

Against an armed foe, bonuses to hit cancel out. A hand 

weapon against a minor weapon would be +1 to hit, not +2 

to hit, but would still be +2 damage. 

 

Range Weapons. 

 Improvised: Every +1 damage is -1 to hit. Up to 2 rating. 

 Throwing Weapon: 1d6+1 damage. 

 Small Caliber: 2d6 damage. 

 Medium Caliber: 6+1d6 damage. 

 Heavy Caliber: 6+2d6 damage. 

Character Sketch 
 

 


