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 ADC 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. ONA 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 O
HP IF YOU HAD A DIFFERENT AMOUNT, AND
YOU CAN'T BE BROUGHT ABOVE O 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 O, 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). I[F 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. [F 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 ADC 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
(lNCLUDING POT[ONS) 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 (ORBY 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.




