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COMMON CONDITIONS

“EEIEHITIY - - cn1ar conprrions

. N
P o BLEEDING. At the start of your turn, take 1\_1) r IGNITED. Take 1 Burning damage at the FROZEN. Your Speed becomes 0,and you )
Slashing Damage. g start of your turn for each Counter. If you I can take no Actions or Reactions. Slashing
~—) TREATMENT: Anvy creature can spend an {~_ have 3 or more Counters, creatures ~—' or Piercing damage you take is halved.
ROUNDS A tion to ,‘emovz 1d4 Rounds of sLeeping YN %5 adjacent to you suffer half as much ROUNDS Bludgeoning damage is doubled. Burning
from a target it can touch, including itself. Burning damage as well. damage does not harm you. .
P TREATMENT: Taking 2 Freezing damage TREATMENT: If you would take 5+ Burning
II\./IPAI:ED. Every 10ft. you move, take 1 removes 1 IGNITE Counter. Any creature damage, end the FROZEN condition. You
i Plerc1ng Damage for each IMPALE Counter may take an Action to remove one IGNITE are immune io tl'Lis (:loﬁdition ifl‘:)yourfare
~—~_' _you have. IGNIGHTED. It ta i -freez-
COUNTERS T REATMENT: Any creature can spend an i Coumrer . ing temperaturel ;Zr pgilxllr; 101} %r:g:iné‘eel
Action to removg 1d4 1MPALE Counters STUNNED. Your speed is halved, you may Damage for FROZEN to end naturally.
from a tareet it can touch . including itself g only take one Action per Round, and you ) ) )
. arget 1t ca uch, Iciuding 1tscit. ) cannot take Reactions. MELTING. The first time you suffer this
If the roll is a 1,the IMPALED creature takes 1 ¢ » : Y
Slashi d ! ! ROUNDS conditon, gain the ARMOR COMPROMISED,
ashing damage. " MINOR AFFLICTION.
DAZED. Your speed is halved. Your attack 18T MELT Eyvery subsequent turn you would suffer
i j rolls have a -1d4 penalty. MELTING, you take +1d4 Acid damage.
S These effects reset after a Full Rest.
RETNDS FORCEFUL CONDITIONS
o
r KNOCKED DOWN. Your Speed is reduced to DEAFENED. You are deaf. You fail all )
5ft. (crawling). ‘While KNOCKED DOWN, E z Checks that rely on hearing. Counter-
melee attacks against you §in a +1d12 S spelling Verbalspells costs x3 Mana.
bonus to hit, and deal +1d8 damage. ;
TREATMENT: Standing up takes 1 Action.
ESOTERIC CONDITIONS
r Po1sONED. Fortitude checks made while FRIGHTENED. Your Attack rolls are halved. D1SSOCIATED. At the start of your turn, roll
i POSIONED are reduced by -1 for each Z j You may only move toward hostile I i 1d8. Regenerate that much Stamina and
(__7 POSION counter. Creatures with 1 or more ~—. creatures at half Speed. ~— Mana, or your normal Regneration rates,
COUNTERS po1sON Counters are considered ROUNDS o b WHELMING: If vou end your turn ROUNDS whichever is lower. This condition stacks,
POISONED. ) a with 10+ Rounds of Frightenéd reamining, reducing the size of the die for each
DEADLY:CIfyou end youdr_ turn with 20+ you are INCAPACITATED until they expire. instance. (d8, d6, d4, d2, 1).
POISON Counters, you die.
BLINDED. You are blind. You fail all Checks CURSED. Whenever you roll a d12, roll SAPPED. You cannot benefit from any buff
i j that rely on vision. Melee Attack rolls are g j twice and take the lower result. I g to Mana Regeneration. Make a Fortitude
~— halved. Ranged Attack rolls are quartered. e g Check, target = (4+your maximum Mana).

ROUNDS Yoy cannot counter Somatic- or

Focus-based spells.

_

, — Arrriction TasLE
o ROLL 1D8+(CURRENT TOTAL AFFLICTIONS) o

—

UprpPER BoDY INJURY, MINOR.
Your weapon attack rolls suffer a -1d4 penalty to hit.
Lower Bopy INJURY, MINOR.
Your Speed is reduced by 5ft.
ARMOR COMPROMISED, MINOR.
Your Armor is reduced by 1.
BrokEN BONE, MINOR.
Your Stamina Regeneration is reduced by 1 (minimum 1).
RATTLED, MINOR.
Spell Attack rolls suffer a -1d4 penalty to hit.
ARMOR COMPROMISED, MAJOR.
Your Armor is reduced by 1d4.
UprPER BODY INJURY, MAJOR.
Your weapon attack rolls suffer a -1d6 penalty to hit. You
cannot wield two-handed weapons.
Lower Bopy INJURY, MAJOR.
Your Speed is halved.
BROKEN BONE, MAJOR.
Your Stamina Regeneration is reduced by 4 (minimum 1).
RATTLED, MAJOR.
Spell Attack rolls suffer a -1d6 penalty to hit. Mana
Regeneration is reduced by 3 (minimum 1).
INTERNAL INJURY, MINOR.
Your Stamina Capacity is reduced by 1d4 (minimum 1).

—
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—
—

—
N

Heap INjURY, MINOR.

Your Mana Capacity is reduced by 1d4 (minimum 1).
OPEN WOUND, MINOR.

‘When Afflicted, and every 8 hours afterward, you have a

20% chance of gaining the DISEASED SPECIAL AFFLICTION.
INTERNAL INJURY, MAJOR.

Your Stamina Capacity is reduced by 3 (minimum 1).
HEeaD INJURY, MAJOR.

Your Mana Capacity is reduced by 3 (minimum 1).
OPEN WOUND, MAJOR.

When Afflicted, and every 8 hours afterward, you have a

40% chance of gaining the DISEASED SPECIAL AFFLICTION.
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Success: your Mana Regeneration is halved.
Failure: your Mana Regeneration becomes 1.

- SPeEciaL aFrLictions
GAINED FROM SPECIFIC EFFECTS

O O

. T
j <>DEATH Fucue.
Your Stamina and Mana Capacity are halved. This lasts a
number of days equal to your Character Level.
DooMED.
When you suffer damage, take an additional point of the same
type.

ELDRITCH WITNESS.
You are a window into the unseeable. Whenever you suffer
another Affliction, all creatures within sight of you
suffer 1d4 Eldritch damage.
MANA SHOCK.
You cannot use the “Channel” Action, and can only Sustain
spells for up to 1 round.
DISEASED.
Fortitude checks have a -1d10 penalty. If you would gain a
Poison counter, gain 2 instead. You enter combat with the
DAZED Condition for 1d4 Rounds.
<>PERMANENT BLINDNESS.
You have the BLINDED Condition until cured.
OPERMANENT DEAFNESS.
You have the DEAFENED Condition until cured.
<>INCAPACITATED.
You are unable to move, communicate, and cannot take
Actions or Reactions. Melee attacks made against you
automatically hit, and deal +1d4 damage. You fail all Checks.
Damage taken while Incapacitated can kill you
(see TOUGHNESS). An ally can remove this Affliction from you
with an Action while out of combat.
EXHAUSTED.
O You can suffer this Affliction mutliple times.
O The first four instances of this Affliction have no effect, but
O still count toward your total number of Afflictions.
- If you would gain a fifth instance, instead gain the
INCAPACITATED Affliction.
If you would gain six instances, you die.
Remove 1 instance of EXHAUSTION whenever you complete a
Rest.

-

UNCONSCIOUSNESS.
20 ﬂ

Gain the INCAPACITATED SPECIAL AFFLICTION.
DEATH.

-If you would suffer a “Minor” Affliction twice, instead gain the “Major” variant.

-If you would suffer the “Ma‘jor" variant twice, roll again.

-The effects of “Major” variants replace “Minor” Afflictions. You are still considered to have suffered both

for the purposes of determining how many Afflictions you have.

TOTAL AFFLICTIONS:

e
"
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