
  

 

Accelerated 
Your Speed is increased. Accelerated 

is always followed by a number indicat-
ing how many feet the condition increas-
es your movement Speed by (for example, 
accelerated 10 increases your Speed by 
10 feet). If the condition doesn’t specify 
which of your movement types it applies 
to, it applies to all of them, but it 
doesn’t grant you any movement types 
that you don’t already have. 

 

  

 

Asleep 
You can’t act. Furthermore, you have 

the blinded and flat-footed conditions 
and take a –4 conditional penalty to AC 
and Perception. You critically fail all 
Reflex saves you must attempt. When you 
gain this condition, you fall prone and 
drop items you are holding or wielding. 

If you take damage while asleep, the 
condition ends. If you are within an 
ally’s natural reach, that ally can usu-
ally nudge or shake you awake with an 
Interact action. If there is loud noise 
going on around you, at the start of 
your turn you can attempt a Perception 
check as a free action. 

  

 

Blinded 
You can’t see. While blinded, you treat 

all terrain as difficult terrain. All oth-
er creatures and objects are unseen to 
you (see page 303) unless you succeed at 
a Seek action to sense them. You auto-
matically fail or critically fail 
(whichever’s worse) Perception checks 
that are fully dependent on sight, and if 
vision is your only precise sense, you 
take a –4 conditional penalty to Percep-
tion checks. You are immune to visual 
effects. Blinded overrides dazzled. 

  

 

Broken 
Broken is a condition that affects 

objects. A broken object can’t be used 
for its normal function, nor does it 
grant bonuses. It still imposes the penal-
ties and limitations normally incurred by 
carrying, holding, or wearing it. For 
example, a suit of armor would still 
impose its Dexterity modifier cap, check 
penalty, and so forth. 

Broken armor is an exception. It still 
grants its item bonuses, but also gives 
you a conditional penalty to AC depend-
ing on its category: –1 for broken light 
armor, –2 for broken medium armor, or 
–3 for broken heavy armor. 

  

 

Concealed 
While you are concealed from a crea-

ture, such as in a thick fog, you are diffi-
cult for that creature to see, but you 
are not unseen. A creature that you’re 
concealed from must succeed at a DC 5 
flat check when making an attack 
against you or targeting you with a spell 
or effect, unless the attack is an area 
effect. If the check fails, the attack, 
spell, or effect misses with no effect. 
For more information on being con-
cealed, see page 302. 

  

 

Confused 
You don’t have your wits about you, 

and you act rashly. You can’t use reac-
tions, nor can you Delay or Ready. On 
each of your turns, you must use your 
actions to attack the creature that 
attacked you most recently since your 
last turn.  

If no creature attacked you since 
your last turn, roll 1d4. On a 1, you 
must spend your turn attempting to at-
tack the nearest creature to you. On a 
2, you must attack yourself once, hit-
ting automatically for your normal 
damage, and use no further actions. On 
a 3, you must do nothing but babble inco-
herently. On a 4, you can act normally. 

  

 

Dazzled 
Your eyes are overstimulated. If vision 

is your only precise sense, all creatures 
and objects are concealed from you.  

  

 

Dead 
You are no longer alive. You can’t act 

or be affected by spells that target 
creatures (unless they specifically tar-
get dead creatures), and for all other 
purposes you count as an object. When 
you gain the dead condition, you go to 0 
HP if you had a different amount, and 
you can’t be brought above 0 HP as long 
as you remain dead.  



  

 

Deafened 
You can’t hear. You automatically fail 

or critically fail (whichever’s worse) 
Perception checks based on sound. You 
take a –2 conditional penalty to Percep-
tion checks for initiative and checks 
that involve sound but also rely on 
other senses. If you perform an action 
that involves auditory elements, you 
must succeed at a DC 5 flat check or 
the action is lost; attempt the check 
after spending the action but before any 
effects are applied. You are immune to 
auditory effects. 

  

 

Drained 
Drained always includes a value. You 

take a conditional penalty equal to the 
value on Fortitude saves and Constitu-
tion-based checks. You also lose a num-
ber of Hit Points equal to your level 
(minimum 1) times the drained value, and 
your maximum Hit Points are reduced by 
the same amount. 

In most cases, the drained condition 
heals naturally at a slow rate. Each 
day, when you regain Hit Points by rest-
ing, your drained value is reduced by 1. 
This increases your maximum Hit Points, 
but you don’t immediately recover the 
lost Hit Points. When the drained value 
reaches 0, you no longer have this con-
dition. 

  

 

Dying 
You are bleeding out or otherwise at 

death’s door. Dying always includes a 
value, and if it ever reaches dying 4, you 
die. If you’re dying, the recovery saving 
throws from the unconscious condition 
determine whether you get better or 
worse (see page 295). If you have 1 HP or 
more and are conscious, your dying con-
dition decreases by 1 at the end of your 
turn each round. 

  

 

Encumbered 
You are carrying more weight than 

you can manage. If you’re encumbered, 
decrease your Speed by 10 feet, to a 
minimum of 5 feet. This applies to every 
movement type you have. You also in-
crease your armor’s check penalty by 2, 
or take a –2 check penalty if you’re un-
armored. 

  

 

Enervated 
Enervated always includes a value. 

You take a conditional penalty equal to 
your enervated value on checks that 
include a proficiency modifier. 

You treat your level as though it were 
lowered by your enervated value when 
determining which spells you can cast 
and which abilities you can use. You 
don’t lose your prepared spells, but you 
can’t cast those that are higher level 
than the enervated condition allows. 

Every day you can attempt a Fortitude 
save to reduce your enervated value by 
1 (or 2 on a critical success).  

  

 

Enfeebled 
You’re physically weakened. Enfee-

bled always includes a value. When you 
are enfeebled, you take a conditional 
penalty equal to the enfeebled value on 
attack rolls, damage rolls, and 
Strengthbased checks. 

  

 

Entangled 
A snare or another entrapping effect 

holds you back. You’re hampered 10 (see 
the condition). If you attempt a manipu-
late action, activity, free action, or re-
action while entangled, you must suc-
ceed at a DC 5 flat check or it is lost; 
attempt the check after using it but be-
fore any effects are applied.   

 

Fascinated 
You are compelled to focus your at-

tention on something, which distracts 
you from other things going on around 
you. You take a –2 conditional penalty 
to Perception and skill checks, and you 
can’t use actions, activities, free ac-
tions, or reactions with the concen-
trate trait unless they or their intended 
consequences are related to the sub-
ject of your fascination (as determined 
by the GM). For instance, you might be 
able to Seek and Recall Knowledge 
about the subject, but not cast magic 
missile. This condition ends if creatures 
act in a hostile fashion toward you or 
your allies. 



  

 

Fatigued 
You’re tired, and expending energy 

makes you worse off. You’re hampered 5 
(see page 323). You take a –1 conditional 
penalty to AC and saving throws; each 
action you use during an encounter in-
creases the penalty by 1 until the start 
of your next turn. The penalty increases 
after each action you spend, so if you 
triggered an attack as a reaction to the 
first action you used, you’d take a –2 
conditional penalty to AC against that 
attack. 

If you’re fatigued in exploration mode, 
you can’t choose any tactic other than 
wandering.  

You recover from fatigue with a full 
night’s rest (8 hours). 

  

 

Flat-Footed 
You’re unable to focus your full at-

tention on defense. You take a –2 cir-
cumstance penalty to AC. 

  

 

Fleeing 
You’re forced to run away due to fear 

or some other compulsion. On your 
turn, you must spend each of your ac-
tions trying to escape the source of the 
fleeing condition as expediently as possi-
ble (such as by using move actions like 
Climbing or Flying to flee, or opening 
doors barring your escape). The source 
is usually the effect or caster that gave 
you the condition, though some effects 
might define something else as the 
source from which you must flee. You 
can’t Delay or Ready while fleeing. 

  

 

Friendly 
This condition affects only creatures 

that are not player characters. This 
attitude reflects a creature’s disposi-
tion toward the character who applied 
the condition. A creature that is friend-
ly to a character likes that character. 
The character can attempt to make a 
Request of a friendly creature, and the 
friendly creature is likely to agree to a 
simple and safe request that doesn’t 
cost it much to fulfill. A character 
gains a +2 circumstance bonus to Lie, to 
Make an Impression on, or Request 
things from a friendly creature. This 
condition ends if the character who 
applied the condition (or the allies of 
that character) acts in a hostile fashion 
toward the creature. 

  

 

Frightened 
You’re gripped by fear and struggle 

to control your nerves. The frightened 
condition always includes a value. You 
take a conditional penalty equal to this 
value to your checks and saving throws. 
Unless specified otherwise, at the end 
of each of your turns, your frightened 
condition’s value decreases by 1.   

 

Grabbed 
You’re held in place by another crea-

ture, making you immobile and flat-
footed. If you attempt a manipulate ac-
tion, activity, free action, or reaction 
while grabbed, you must succeed at a DC 
5 flat check or it is lost; attempt the 
check after using it but before any ef-
fects are applied.   

 

Hampered 
Your Speed is reduced. Hampered is 

always followed by a number indicating 
by how many feet the condition reduces 
your Speed. This condition can’t reduce 
your Speed below 5 feet. If the condi-
tion doesn’t specify which of your move-
ment types it applies to, it applies to all 
of them. You can have both the acceler-
ated and hampered conditions at the 
same time, so if you were accelerated 10 
and hampered 15, your Speed would be 
reduced by 5 feet. 

  

 

Helpful 
This condition affects only creatures 

that aren’t player characters. This atti-
tude reflects a creature’s disposition 
toward the character who applied the 
condition. A creature that is helpful to 
a character wishes to actively aid that 
character. It will accept reasonable 
Requests from that character, as long 
as such requests aren’t at the expense 
of the helpful creature’s goals or qual-
ity of life. This condition ends if the 
character who applied the condition (or 
the allies of that character) acts in a 
hostile fashion toward the creature, 
and the creature could gain a worse 
attitude condition depending on the 
severity of the hostile act. 



  

 

Hostile 
This attitude affects only creatures 

that are not player characters. This 
condition reflects a creature’s disposi-
tion toward the character who applied 
the condition. A creature that is hostile 
to a character actively seeks to harm 
the character. It doesn’t necessarily 
attack, but it won’t accept Requests 
from the character. A character takes a 
–4 penalty to Make an Impression and Lie 
actions against a creature hostile to 
them. 

  

 

Immobile 
You can’t use any action, activity, free 

action, or reaction that has the move 
trait. If an external force would move 
you out of your space, it must succeed 
at a check against either the DC of the 
effect rooting you or the relevant de-
fense (usually Fortitude DC) of a mon-
ster rooting you, as appropriate.   

 

Indifferent 
This attitude affects only creatures 

that are not player characters. This 
condition reflects a creature’s disposi-
tion toward the character who applied 
the condition. A creature that is indif-
ferent to a character doesn’t really 
care one way or the other about the 
character. The rules assume a crea-
ture’s attitude is indifferent unless 
specified otherwise. 

  

 

Paralyzed 
Your body is frozen in place. You have 

the flat-footed condition and can’t act 
except to Recall Knowledge and act in 
other ways that require only the use of 
your mind (as determined by the GM). 

  

 

Persistent Damage 
While affected by persistent damage, 

at the end of your turn you take the 
specified amount and type of damage, 
after which you can attempt a DC 20 
flat check to remove the persistent 
damage. You roll the damage dice anew 
each time you take the persistent dam-
age. 

You can be simultaneously affected 
by multiple persistent damage condi-
tions so long as they have different 
damage types. If you would gain more 
than one persistent damage condition 
with the same damage type, the higher 
amount of damage overrides the lower 
amount. 

  

 

Petrified 
You have been turned to stone. You 

can’t act and you have the blinded and 
deafened conditions. You become an 
object with a Bulk equal to twice your 
normal Bulk, AC 9, TAC 5, and Hardness 
8. In this state, you can take a number of 
Dents equal to 1 plus your Constitution 
modifier (minimum 1) before being broken 
(see page 320). When you’re turned back 
into flesh, you have as many HP as when 
you turned into a statue minus 5 HP for 
every Dent your statue had taken. This 
can’t reduce you below a minimum of 1 
HP, and if your statue was broken you 
return with exactly 1 HP. If the statue is 
completely destroyed, you immediately 
die. 

  

 

Prone 
You’re lying on the ground. You take a 

–2 circumstance penalty to attack 
rolls but gain a +1 circumstance bonus 
to AC against ranged attacks. You’re 
flat-footed against melee attacks. The 
only move actions you can use while 
you’re prone are Crawl and Stand. 
Standing up ends the prone condition. 

If you’re Climbing or Flying when you 
would be knocked prone, you fall in-
stead (see page 310 for the rules on 
falling). You can’t be knocked prone 
when Swimming unless you sink to the 
bottom of a body of water. 

  

 

Quick 
You gain 1 additional action at the 

start of your turn each round. Many 
effects that make you quick specify the 
types of actions you can use with this 
additional action. If you become quick 
from multiple sources, you can use the 
extra action granted to use any single 
action granted by any of the effects 
that made you quick. 



  

 

Restrained 
You’re tied up so you can barely move 

or a creature has you pinned. You have 
the immobile and flat-footed conditions, 
and you can’t do anything with the at-
tack or manipulate traits except Break 
Grapple or Escape. The restrained condi-
tion overrides grabbed. 

  

 

Sensed 
You become sensed when you were 

unseen by a creature (see below) but 
that creature has managed to determine 
the space you’re in (usually by succeed-
ing at the Seek action). A creature who 
has sensed you is flat-footed to you but 
can target you with a Strike or another 
action that targets individuals, though 
it must succeed at a DC 11 flat check or 
the action fails to affect you. 

  

 

Sick 
You feel ill. Sick always includes a 

value. You take a conditional penalty 
equal to this value on all your checks. 
You can’t willingly ingest anything 
(including potions) while sick. 

You can spend an action retching in an 
attempt to recover, which lets you at-
tempt a Fortitude save against the DC of 
the effect that made you sick. On a suc-
cess, you reduce your sickness value by 
1 (or by 2 on a critical success). 

  

 

Slowed 
You can spend fewer actions. Slowed 

always includes a value. When you re-
gain your actions at the start of your 
turn, reduce that number of actions by 
your slowed value. You can’t Ready an 
action when you’re slowed. If you be-
come slowed during your turn, you 
don’t lose any actions until the start of 
your next turn. 

  

 

Sluggish 
Your movements become clumsy and 

inexact. Sluggish always includes a val-
ue. When you are sluggish, you take a 
conditional penalty to AC, attack rolls, 
Dexterity-based checks, and Reflex 
saves equal to the condition’s value. 

  

 

Stunned 
Your body is unresponsive. You can’t 

act. 

  

 

Stupefied 
Your thoughts and instincts are 

clouded. Stupefied always includes a 
value. You take a conditional penalty 
equal to the value on spell rolls; spell 
DCs; and Intelligence-, Wisdom-, and Cha-
risma-based checks. Anytime you attempt 
to cast a spell while stupefied, the spell 
is disrupted unless you succeed at a 
spell roll against the DC of the effect 
that gave you the stupefied condition. 

  

 

Unconscious 
You’ve been knocked out. You can’t 

act, and you have the blinded, deafened, 
and flat-footed conditions, and you take 
a –4 conditional penalty to AC. When 
you gain this condition, you fall prone 
and drop items you are wielding or hold-
ing unless the effect states otherwise 
or the GM determines you’re in a position 
in which you wouldn’t. You must attempt 
a recovery saving throw (see page 295) 
at the start of each of your turns. 



  

 

Unfriendly 
This attitude affects only creatures 

that are not player characters. This 
condition reflects a creature’s disposi-
tion toward the character who applied 
the condition. A creature that is un-
friendly to a character dislikes and 
specifically distrusts that character. 
The creature won’t accept Requests 
from the character. A character takes a 
–2 circumstance penalty to Lie and Make 
an Impression actions against an un-
friendly creature. 

  

 

Unseen 
When you are unseen by a creature, 

that creature cannot see you at all, has 
no idea what space you occupy, and can’t 
target you with attacks or targeted 
spells and effects, though you still can 
be affected by area effects. The crea-
ture can attempt to guess which square 
you’re in to try targeting you, as de-
tailed on page 303. When you’re unseen 
by a creature, that creature is flat-
footed to you. 

A creature can use the Seek action to 
try to find you. If it succeeds, you cease 
to be unseen by it and are sensed in-
stead. 


