Fear, Horror, and Madness Rules for PCs:  12-15-20
Fear/Horror/Madness Basics: 


In the Jail of the Night campaign, PCs will be subject to terrible events.  When this happens, PCs may have to make a Fear, Horror, or Madness Check.  

Fear, Horror, and Madness saves are considered Spirit saves in all respects. 

If a character fails the Spirit save, then the margin of failure determines the result. Subtract the final check result from the DC; this result determines whether the character suffers a minor, moderate, or major effect.  
Failure Margin Effect:

Fails by: 0-3 points   Minor

Fails by 4-6 points  Moderate 

Fails by 7-9 points   Major   

Fails by 10+ points Major, plus additional effect (see below for specifics). 

When determining the results of failed Horror and Madness saves, the player also needs to roll 1d4 to select a specific effect.   

Madness (GMO, pg. 26): Normal people start with 0 Madness score (your PCs are different..).  
If your score ever reaches a total of 100, the character is hopelessly lost in their own tormented perceptions and can no longer function as a player character (You lose your PC). 
Madness is gained from traumatic events, unearthly insights, and dabbling with eldritch powers. Usually, if PCs succeed on a Spirit Save, they take the minimum Madness for the situation or half (usually 1 pt.).  Madness also has other effect on PCs as it increases (By steps of 10)


Reducing/Recovering from Madness:  
PCs may reduce Madness by taking a Delirium (See list below). After taking the Delirum the player rolls 1d20; if the roll is equal or greater than their total number of Deliria then the newfound structure and rationalization soothes their mind, subtracting 10 points of Madness from their total. If the roll is less than their total number of Deliria, then the fresh insanity just makes everything worse, and 10 points are added to the character’s Madness. 

Other ways PCs may help Reduce/Recover from Madness:  Each of the following Might help PCs over time..

1) Peace and Quiet 

2) Psychotherapy

3) Being in a Skilled Mental Health Facility
Sample Deliria: 

The player may choose from the following list or may suggest a custom Delirium to fit a particular situation. Whatever they suggest should have a phobia or compulsion attached that is at least occasionally troublesome but not liable to derail an entire session in placating their personal madness. 

1) Beast Phobia: The PC has a horror of natural animals and insects of all varieties, and will flee if confrontation is forced. Eldritch horrors do not trigger this phobia. 

2) Compelled Identity: The hero suffers a horror of appearing as someone he is not, for fear of his identity slipping away. He cannot adopt disguises or pretend to be something he isn’t, and must answer truthfully when asked his name or identity. 

3) Eavesdropper’s Dread: The PC cannot bear to communicate over phone, Internet, or postal service, aware that something awful must be listening. They can talk only face-to-face, though they can bear to ask someone to meet them if they must. 

4) Forced Cooperation: A particular class of person is able to ask anything of the hero that would require less than a day to perform, short of actions that would force additional Madness. A particular job role, ethnicity, religion, or even gender may trigger this cooperation. 

5) Invincible Truth: The character reflexively believes everything he is told, unless it is in direct conflict with his senses. While he may be willing to subordinate his judgment to friends, he is utterly unable to sift spoken truth from lies. In conflict between two statements, he believes the most recently-spoken words.

 
6) Personal Ritual: The PC must spend two hours each day in undisturbed calm to meditate, pray, or propitiate their gods. 

7) Protective Anarchist: The character is unable to cooperate with governmental authority figures in any way, as they subconsciously associate them with the outer powers. They need not assault such persons, but they will categorically refuse their requests. 

8) Protective Lies: The character is utterly unable to tell the truth to anyone but a close ally. She cannot bear to reveal any truths about herself or her knowledge for fear of the consequences. 

9) Protective Talisman: A specific object or clothing no smaller than a fist must always be kept within arm’s reach at all times. If the object is lost or destroyed the PC suffers 1d10 Madness and must choose a new talisman to obsess over. 

10) Rigorous Belief: The character adopts at least three obligations from their faith, such as Judaic kosher laws, the Muslim prayer schedule, or Christian evangelical work. Breaking these laws or omitting their regular performance is traumatic for them. 

11) Treacherous Artifact: The PC is convinced that a particular class of things– guns, cars, computers or other implement widely important to heroes– is tainted by the outer powers and will not use them under any circumstances. They will allow other teammates to use them on them or drive for them if they must. 

12) Type Phobia: The PC subconsciously associates a particular type of person with the outer darkness. Policemen, retail clerks, a particular ethnicity, speakers of a particular language, or other large class might qualify. They cannot bear to interact with these people and reflexively flee if forcibly confronted by them.

