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BLINDED: The character cannot see and automatically fails ability tests reliant on sight, such as
Perception (Seeing).

DEAFENED: The character cannot hear and automatically fails ability tests reliant on hearing, such
as Perception (Hearing).

DYING: The character loses 1 point of Constitution score each round on the start of the character’s
turn. When the character’s Constitution score reaches —3, the character dies. Successful first
aid applied to a Dying character stabilizes their condition, making them Helpless, Unconscious,
and Wounded instead. They must recover from these conditions normally.

EXHAUSTED: The character’s Speed is halved and they cannot take the Charge or Run actions.
An Exhausted character who receives an additional Fatigued or Exhausted condition becomes
Helpless.

FATIGUED: The character cannot take the Charge or Run actions. A Fatigued character who
receives an additional Fatigued condition becomes Exhausted.

FREE-FALLING: A free-falling character is effectively weightless in a microgravity or free-fall envi-
ronment. The character can only move with access to hand-holds or a surface to push off from
or some type of thrust (such as from a thruster pack) and, once moving, continues to move with
the same speed and trajectory unless acted upon to stop of change their movement.

HELPLESS: The character cannot take any actions.

HINDERED: The character’s Speed is halved (round down) and they cannot take the Charge or
Run actions.

INJURED: The character has a —1 penalty to all tests and is Fatigued, unable to take the Charge
or Run actions. An Injured character who receives an additional Injured condition becomes
Wounded.

PRONE: The character cannot take the Charge or Run actions, as they can only move by crawling,
and standing up from Prone requires a Move action using half the character’s Speed. Melee
attacks have a +1 bonus against Prone characters, while ranged attacks have a -1 penalty.

RESTRAINED: The character’s Speed becomes 0 and they effectively cannot move. A Restrained
condition may prevent a character from taking certain other actions as well, defined by the
nature of the restraint.

UNCONSCIOUS: The character is unaware of their surroundings or the passage of time. The
character falls Prone and is Helpless, unable to take any actions.

WOUNDED: The character has a —2 penalty to all tests and is exhausted, their Speed halved and
unable to take the Charge or Run actions. A Wounded character who receives an additional
Injured or Wounded condition becomes Dying.

ONDITIONS SuMm@RY




	FREE FALLING: Off
	HELPLESS: Off
	HINDERED: Off
	INJURED: Off
	PRONE: Off
	BLINDED: Off
	DEAFENED: Off
	DYING: Off
	EXHAUSTED: Off
	FATIGUED: Off
	RESTRAINED: Off
	UNCONSCIOUS: Off
	WOUNDED: Off
	Text1: 
	Text2: 
	Text3: 
	Text4: 
	Text5: 
	Text6: 
	Text8: 
	Text9: 
	Text10: 
	Text11: 
	Text12: 
	Text13: 
	Text14: 
	Text15: 
	Check Box16: Off
	Check Box17: Off
	Check Box18: Off
	Check Box19: Off
	Check Box20: Off
	Check Box21: Off
	Check Box22: Off
	Check Box23: Off
	Check Box24: Off
	Rating: 
	Text34: 
	Text35: 
	Text36: 
	Text37: 
	Text38: 
	Text39: 
	Text40: 
	Text41: 
	Text42: 
	Text43: 
	Text44: 
	Text45: 
	Text46: 
	Text47: 
	Text48: 
	Text49: 
	Text50: 
	Text51: 
	Text52: 
	Text53: 
	Text54: 
	Text55: 
	Text56: 
	Text57: 
	Text58: 
	Text59: 
	Text60: 
	Text61: 
	Text62: 
	Text63: 
	Text64: 
	Check Box65: Off
	Check Box66: Off
	Check Box67: Off
	Check Box68: Off
	Check Box69: Off
	Check Box70: Off
	Check Box71: Off
	Check Box72: Off
	Check Box73: Off
	Check Box74: Off
	Check Box75: Off
	Check Box76: Off
	Check Box77: Off
	Check Box78: Off
	Check Box79: Off
	Check Box80: Off
	Check Box81: Off
	Check Box82: Off
	Check Box83: Off
	Check Box84: Off
	Check Box85: Off
	Check Box86: Off
	Check Box87: Off
	Check Box88: Off
	Check Box89: Off
	Check Box90: Off
	Check Box91: Off
	Check Box92: Off
	Check Box93: Off
	Check Box94: Off
	Check Box95: Off
	Check Box96: Off
	Check Box97: Off
	Check Box98: Off
	Check Box99: Off
	Check Box100: Off
	Check Box101: Off
	Check Box102: Off
	Check Box103: Off
	Check Box104: Off
	Check Box105: Off
	Check Box106: Off
	Check Box107: Off
	Check Box108: Off
	Check Box109: Off
	Check Box110: Off
	Check Box111: Off
	Check Box112: Off
	Check Box113: Off
	Check Box114: Off
	Check Box115: Off
	Check Box116: Off
	Check Box117: Off
	Check Box118: Off
	Check Box119: Off
	Check Box120: Off
	Check Box121: Off
	Check Box122: Off
	Check Box123: Off
	Check Box124: Off
	Check Box125: Off
	Check Box126: Off
	Check Box127: Off
	Check Box128: Off
	Check Box129: Off
	Check Box130: Off
	Check Box131: Off
	Check Box132: Off
	Check Box133: Off
	Check Box134: Off
	Check Box135: Off
	Check Box136: Off
	Check Box137: Off
	Check Box138: Off
	Check Box139: Off
	Check Box140: Off
	Check Box141: Off
	Check Box142: Off
	Check Box143: Off
	Check Box144: Off
	Check Box145: Off
	Check Box146: Off
	Check Box147: Off
	Check Box148: Off
	Check Box149: Off
	Check Box150: Off
	Check Box151: Off
	Check Box152: Off
	Check Box153: Off
	Check Box154: Off
	Text155: 
	Text156: 
	Text157: 
	Text158: 
	Text159: 
	Text160: 
	Text161: 
	Text162: 
	Text163: 
	Text164: 
	Text165: 
	Text166: 
	Text167: 
	Text168: 
	Text169: 
	Text170: 
	Text171: 
	Text172: 
	Text173: 
	Text174: 
	Text175: 
	Text176: 
	Text177: 
	Text178: 
	Text179: 
	Text180: 
	Text181: 
	Text182: 
	Text183: 
	Text184: 
	Text185: 
	Text186: 
	Text187: 
	Text188: 
	Text189: 
	Text190: 
	Text191: 
	Text192: 
	Text193: 
	Text194: 
	Text195: 
	Text196: 
	Text197: 
	Text198: 
	Text199: 
	Text200: 
	Text201: 
	Text7: 


