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PERSISTENT CONDITION

Your character is addicted to som
ething, w

hether 
it’s drugs, gam

bling, or other destructive behaviors. 
She needs to indulge her addiction regularly to keep 
it under control, and it takes over her life. C

hoose 
a specific addiction upon taking this C

ondition; 
characters can take this C

ondition m
ultiple tim

es 
for different addictions. Being unable to feed the 
addiction results in the D

eprived C
ondition.

Resolution: G
ain or lose a dot of Integrity, or 

achieve exceptional success on a breaking point; for 
changelings, increase m

axim
um

 C
larity, or achieve 

exceptional success on a roll to contest a fae pow
er.

Beat: Your character chooses to get a fix rather 
than fulfill an obligation, or causes significant com

-
plications for her m

otley by indulging her addiction.

ADDICTED
PERSISTENT CONDITION

Your character is m
issing a portion of her m

em
ory. 

A
n entire period of her life is just gone. This causes 

m
assive difficulties w

ith friends and loved ones. 
C

hangelings w
ith this C

ondition add tw
o dice to 

C
larity dam

age rolls. 
Resolution: You regain your m

em
ory and learn 

the truth. D
epending on the circum

stances, this m
ay 

constitute a breaking point. 
Beat: Som

ething problem
atic arises, such as a 

forgotten arrest w
arrant or old enem

y. 

AMNESIA
PERSISTENT CONDITION

Visions of the A
vow

ed’s prom
ise-bound haunt 

her. In the H
edge, she has a general know

ledge of 
w

hat direction to travel in to reach him
 and gains 

+1 to navigate the H
edge tow

ard him
. She feels his 

pain as though it w
ere her ow

n. 
R

eso
lutio

n: The A
vow

ed reunites w
ith her 

prom
ise-bound, or he dies before that happens, in 

w
hich case she know

s about it im
m

ediately. The latter 
constitutes a breaking point for the fae-touched.

Beat: C
hoose to fail any roll. These failures occur 

due to distracting suffering by proxy, or a poignant 
rem

inder of a vision in the current situation, w
hich 

the player can com
e up w

ith on the fly.

ARCADIAN DREAMS

PERSISTENT CONDITION

Your character sees before her a glorious and terrifying 
figure, and som

ething in her brain kicks her to kneel and 
grovel. She suffers a –2 to attack rolls against the C

ondition’s 
source. She also suffers a –3 to contested rolls against Social 
actions from

 the source, and a –3 to her C
om

posure or 
Resolve against actions and pow

ers the C
ondition’s source 

uses against her.
C

hangelings w
ith this C

ondition add tw
o dice to C

larity 
dam

age rolls.
Possib

le Sources: C
om

pulsion from
 supernatural 

pow
ers, oneirom

ancy.
Resolution: Your character has no contact w

ith the 
C

ondition’s source, w
hether face-to-face, over the phone 

or text, or via Bastion, for one full scene.
Beat: Your character takes an action that serves the 

dem
ands of the C

ondition’s source.

AWESTRUCK
CONDITION

Your character has a spark of berserk rage lit 
w

ithin her. The fury inside dem
ands that she lash 

out, and the descending red m
ist m

akes it hard to 
tell friend from

 foe. Each turn, she m
ust succeed at a 

Resolve + C
om

posure roll or attack the nearest target 
w

ith w
hatever w

eapons she has to hand. Even if she 
succeeds, she suffers a −3 penalty on all actions 
other than attacking the nearest target. 

C
hangelings w

ith this C
ondition add one die to 

C
larity dam

age rolls. 
Resolution: The character becom

es unconscious 
or there are no targets left to attack. 

BERSERK
CONDITION

Your character acts on prim
al, physical im

pulses. 
Frightening things m

ake him
 run. H

e m
eets aggres-

sive threats w
ith violence and anger. Take a –2 to 

all rolls to resist physical im
pulse. A

s w
ell, take a 

–2 to D
efense due to im

pulsive action. A
ny rolls 

to com
pel your character to im

pulsive, aggressive 
action or escape achieve exceptional success on 
three successes instead of five. 

Resolution: C
ause dam

age in som
eone’s last 

three H
ealth boxes.

BESTIAL

PERSISTENT CONDITION

Your character cannot see. A
ny rolls requiring 

sight m
ay only use a chance die. If she could 

reasonably substitute another sense, m
ake the roll 

at −3 instead. In an action scene, she suffers the 
draw

backs of the Blinded Tilt (p. 327). This C
ondition 

m
ay be tem

porary, but if that’s the result of a com
bat 

effect, the Blindness Tilt w
ould apply instead. 

Resolution: Your character regains her sight. 
Beat: Your character encounters a lim

itation or 
difficulty that inconveniences her. 

BLIND
CONDITION

Your character has established an extensive bond 
w

ith an anim
al. G

ain +2 on any rolls to influence 
or persuade the anim

al once per scene. The anim
al 

m
ay add her A

nim
al Ken to any rolls to resist co-

ercion or fear w
hen in your character’s presence. 

The anim
al m

ay add your character’s A
nim

al Ken 
to any one die roll. 

Exam
ple Skills: A

nim
al Ken 

Resolution: The bonded anim
al dies.

BONDED
PERSISTENT CONDITION

W
hatever your character did or saw

, som
ething in-

side him
 snapped. H

e can barely m
uster up the w

ill to 
do his job anym

ore, and anything m
ore em

otionally 
intense than a raised voice m

akes him
 flinch and back 

dow
n. A

pply a −2 to all Social rolls and rolls involving 
Resolve, and a −5 to all use of the Intim

idation Skill.
Possible Sources: Severe C

larity dam
age in any 

of your three rightm
ost boxes. 

Resolution: Regain a dot of Integrity, lose another 
dot of Integrity, or achieve an exceptional success on 
a breaking point; for changelings, increase m

axim
um

 
C

larity, or achieve exceptional success on a roll to 
contest a fae pow

er. 
Beat: Your character backs dow

n from
 a confron-

tation or you fail a roll due to this C
ondition. 

BROKEN
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CONDITION

Your character can’t distinguish reality from
 fantasy. 

She believes she’s aw
ake, but lies dream

ing deeply in a 
com

a. She cannot enter the G
ate of Ivory (p. 215) to dream

 
lucidly w

ithout help.

Possible Sources: Reaching C
larity 0.

Resolution: If m
ild C

larity dam
age caused this, events 

in the character’s dream
 m

ay lead her to resolve another 
C

larity C
ondition even though she doesn’t realize she’s 

dream
ing, allow

ing her to attem
pt entering the G

ate of 
Ivory as norm

al. If severe C
larity dam

age caused it, even 
that doesn’t w

ake her. Som
eone else m

ust convince her 
she’s dream

ing, usually through oneirom
ancy, before she 

can try to enter the G
ate of Ivory as above; other C

larity 
C

onditions she resolves w
hile C

om
atose heal C

larity as 
norm

al, but don’t resolve this C
ondition.

COMATOSE
CONDITION

Your character m
ust assert dom

inance and superi-
ority. Either she gives it her all, or she falters. A

ny tim
e 

she’s in direct com
petition w

ith another character, 
she suffers a –2 die penalty on any rolls w

here she 
doesn’t spend W

illpow
er. This includes contested 

and extended rolls. A
s w

ell, any rolls to tem
pt or 

coerce her into com
petition achieve exceptional 

success on three successes instead of five.
Possible Sources: Bedlam

.
Resolution: W

in or lose a com
petition w

here 
som

eone reaches a breaking point.

COMPETITIVE
CONDITION

Your character cannot think straight, either be-
cause of som

e m
ental pow

er or good old-fashioned 
cranial traum

a. You take a –2 die penalty on all 
Intelligence and W

its rolls. 
Possible Sources: A

 blow
 to the head, som

e 
dram

atic failures, m
ild C

larity dam
age in any of 

your three rightm
ost boxes.

Resolution: Take half an hour to focus and clear 
your m

ind, or take any am
ount of lethal dam

age.

CONFUSED

PERSISTENT CONDITION

Your character has m
ade inroads w

ith a specified 
group. W

hile she has this C
ondition, she gets a +2 

to all rolls relating to that group. A
lternately, she can 

shed this C
ondition to gain a one-tim

e autom
atic ex-

ceptional success on the next roll to influence or other-
w

ise take advantage of the group. O
nce C

onnected is 
resolved, the character is considered to have burned 
her bridges and is no longer an accepted m

em
ber. 

The character m
ay be able to regain C

onnected w
ith 

the specified group per Storyteller approval. 
Exam

ple Skills: Politics, Socialize 
Resolution: The character loses her m

em
bership 

or otherw
ise loses her standing w

ith the group. 
Beat: The character is asked to perform

 a favor 
for the group that inconveniences her. 

CONNECTED
CONDITION

Your character has been put in her place through 
the violence and dom

inance of another. She suffers 
a −2 penalty on any Physical and Social rolls to 
oppose the character w

ho inflicted this C
ondition if 

she does not spend W
illpow

er. 
C

hangelings w
ith this C

ondition add one die to 
C

larity dam
age rolls. 

Resolution: The character successfully injures or 
intim

idates the character w
ho inflicted the C

ondition, 
or regains W

illpow
er through her N

eedle.

COWED
PERSISTENT CONDITION

Your character believes som
ething that isn’t actually true —

 
m

aybe he thinks som
eone is poisoning his food, a fetch has 

replaced his daughter, or som
ething lives in the shadow

s of 
his apartm

ent. H
e doesn’t actually hallucinate; he m

ay believe 
he’s covered in spiders, but just looking at him

self is enough to 
clarify m

atters. G
erm

s, on the other hand…
H

e can’t truly repress his belief, but spending 1 W
illpow

er 
lets him

 com
e up w

ith an explanation (albeit one that sounds 
psychotic w

hen explained to som
eone else) for w

hy his delu-
sion doesn’t apply to a specific situation.

Possible Sources: Losing your last Touchstone, severe 
C

larity dam
age in any of your three rightm

ost boxes.
Resolution: The character com

pletely disproves his delu-
sion, or gains a new

 Touchstone. 
Beat: The character adheres to his paranoid belief despite 

evidence to the contrary.

DELUSIONAL

CONDITION

Your character is dem
oralized and hesitant in 

the face of the enem
y. Spending a W

illpow
er point 

only adds one die to her pool for attacks instead 
of the usual three. She also suffers a −4 penalty to 
her Initiative, and a −2 penalty to her Resolve and 
C

om
posure w

henever used to resist or contest a 
dice pool. 

If this C
ondition doesn’t resolve w

ithin a w
eek, 

it fades. 
C

hangelings w
ith this C

ondition add one die to 
C

larity dam
age rolls. 

Possible Sources: D
ram

atic failure. 
Resolution: A

chieve exceptional success on an 
attack roll, w

in a fight, or survive a fight unharm
ed.

DEMORALIZED
CONDITION

Your character suffers from
 an addiction. Because 

she is w
ithout it, she’s unable to focus and contain 

herself. Rem
ove one die from

 her Stam
ina, Resolve, 

and C
om

posure dice pools. This does not influ-
ence derived traits, only dice pools that use these 
A

ttributes. 
Possible Sources: Failing to feed an addiction, 

running out of G
lam

our. 
R

esolution: Your character indulges her ad-
diction or, if she gained this C

ondition by reaching 
G

lam
our 0, gaining any G

lam
our.

DEPRIVED
PERSISTENT CONDITION

Your character has lim
ited or no ability to w

alk. 
H

er Speed trait is effectively 1. She m
ust rely on 

a w
heelchair or other device to travel. A

 m
anual 

w
heelchair’s Speed is equal to your character’s 

Strength and requires use of her hands. Electric 
w

heelchairs have a Speed of 3, but allow
 the free 

use of the character’s hands. A
n injury can cause this 

C
ondition tem

porarily, in w
hich case it is resolved 

w
hen the injury heals, and the character regains 

m
obility. 
Resolution: M

undane or supernatural m
eans 

cure the character’s disability. 
Beat: Your character’s lim

ited m
obility inconve-

niences her and m
akes her slow

 to respond. 

DISABLED
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CONDITION

Your character cannot get her bearings and deal-
ing w

ith sim
ple tasks is daunting. The character is at 

a −2 penalty to any Physical action. She can defend 
herself norm

ally, but her disorientation prevents her 
from

 m
aking ranged attacks at all. 

C
hangelings w

ith this C
ondition add one die to 

C
larity dam

age rolls. 
R

esolution: The character finds som
ething to 

help her orient herself to her surroundings, such as 
a fam

iliar landm
ark or a friend. If a supernatural 

pow
er caused this C

ondition, then it resolves w
hen 

the pow
er ends. 

DISORIENTED
CONDITION

Your character questions w
hether she is even real. 

She experiences episodes w
here she feels like a 

passenger in som
eone else’s body, unable to control 

her ow
n thoughts or actions. Som

etim
es she goes long 

hours sim
ply w

atching herself, w
ondering how

 m
uch 

of w
hat she sees is real, and how

 m
uch is m

em
ory 

of her tim
e in A

rcadia. A
nytim

e the character has a 
chance to break w

ith the m
undane, such as using a 

C
ontract, you can opt to fail the roll to affirm

 that she’s 
in the m

undane w
orld and resolve this C

ondition.
Po

ssib
le So

urces: M
ild C

larity dam
age in 

any of your three rightm
ost boxes, som

e dram
atic 

failures.
Resolution: The player chooses to fail a roll as 

described above.

DISSOCIATION
CONDITION

C
onstant confusion and distractions buffet your 

character from
 all sides. She cannot take extended 

actions, and suffers a –2 die penalty to all rolls 
involving perception, concentration, and precision.

Possible Sources: Being in a highly confusing 
environm

ent, m
ild C

larity dam
age in any of your 

three rightm
ost boxes.

Resolution: Leaving the environm
ent; if inflicted 

by C
larity dam

age, regaining all W
illpow

er.

DISTRACTED

CONDITION

−5 to interact w
ith eidolons peacefully or go unnoticed; all failures 

involving eidolons are dram
atic outside fights. Reduce eidolon im

pres-
sions to H

ostile. Paradigm
 shifts cost +2 successes; can’t enact subtle shifts.

If resolved by interacting w
ith im

portant eidolon or prop, im
pose 

any effect from
 m

ilder Shift C
ondition or the follow

ing on dream
er:

•
  

Sublim
inal com

m
and

•
  

M
anipulation clues as D

ream
 Infiltrator, but roll W

its + Em
pathy 

+ W
yrd.

•
  

G
rant/rem

ove one dot of M
ental or Supernatural M

erit for the 
story, w

ith prerequisites.
•

  
Ravaged C

ondition (p. 344).
•

  
C

hange or add one anchor or A
spiration.

•
  

Flesh Too Solid Tilt (p. 329).
Resolution: D

epart dream
 for one w

eek; take (dream
er’s Resolve) 

m
eaningful actions w

ithout shifts to dow
ngrade to D

ream
 Intruder; 

m
eaningfully influence relevant im

portant eidolon/dream
er’s dream

 
self or use im

portant prop related to desired w
aking change.

DREAM ASSAILANT
CONDITION

−2 to interact w
ith eidolons peacefully, −3 to go unnoticed. Reduce 

eidolon im
pressions by one. Subtle shifts cost +1 success.

If resolved by interacting w
ith im

portant eidolon or prop, choose 
one to im

pose on dream
er:

•
  

Sublim
inal m

essage.
•

  
Roll W

its to leave sublim
inal clues; “store” successes as bonus dice 

on your M
anipulation rolls against dream

er w
ithin the chapter.

•
  

Im
pose/rem

ove C
ondition changing behavior or attitude.

•
  

Increase/decrease Fortification rating of Bastion by 1 for the story.
•

  
Increase/decrease im

pression of som
eone by tw

o.
•

  
O

pen (your character’s Em
pathy) D

oors tow
ard a goal. 

•
  

D
ream

er recovers no W
illpow

er from
 current rest.

Resolution: U
pgrade to another Shift C

ondition; depart dream
 

until dream
er w

akes and sleeps again; take (dream
er’s Resolve) 

m
eaningful actions w

ithout shifts; m
eaningfully influence relevant 

im
portant eidolon/dream

er’s dream
 self or use im

portant prop related 
to desired w

aking change.

DREAM INFILTRATOR
CONDITION

−3 to interact w
ith eidolons peacefully, −4 to go unnoticed; all failures 

involving eidolons are dram
atic outside fights. Reduce eidolon im

pressions 
by tw

o. Subtle and paradigm
 shifts cost +1 success.

If resolved by interacting w
ith im

portant eidolon or prop, im
pose any 

effect from
 D

ream
 Infiltrator or the follow

ing on dream
er:

•
  

Sublim
inal suggestion that doesn’t inflict breaking point. 

•
  

M
anipulation clues as D

ream
 Infiltrator, but roll W

its + Em
pathy. 

•
  

Im
pose/rem

ove one Persistent C
ondition affecting m

ental state, 
behavior, or attitude.

•
 

A
ttack C

larity w
ith (your character’s Presence) dice.

•
  

Steal (your Presence + W
yrd) W

illpow
er or G

lam
our.

•
  

Increase/decrease one M
ental or Social A

ttribute or Skill by 1 for 
the story. 

Resolution: U
pgrade to another Shift C

ondition; depart dream
 until 

dream
er w

akes and sleeps again tw
ice; take (dream

er’s Resolve) m
eaningful 

actions w
ithout shifts to dow

ngrade to D
ream

 Infiltrator; m
eaningfully influence 

relevant im
portant eidolon/dream

er’s dream
 self or use im

portant prop related 
to desired w

aking change.

DREAM INTRUDER

CONDITION

Your character has a secret from
 his past that 

could com
e back to haunt him

. If this secret gets out, 
he could be ostracized or m

aybe even arrested. If it 
becom

es know
n, resolve this C

ondition and replace 
it w

ith N
otoriety (p. 343). 

Resolution: The character’s secret is m
ade pub-

lic, or the character does w
hatever is necessary to 

m
ake sure it never com

es to light. 

EMBARRASSING SECRET
CONDITION

Your character is exhausted. Every six hours, 
reflexively roll Resolve + Stam

ina to rem
ain aw

ake. 
O

n failure, your character passes out. O
n success, 

suffer a cum
ulative −1 penalty to all dice pools 

(including rolls to stay aw
ake). Strenuous activity 

like hiking, fighting, or heavy labor increase it to 
−2 or −3. Even then, she passes out anyw

ay after 
days w

ithout sleep equal to (low
er of her Resolve or 

Stam
ina). O

nce she passes out, she rem
ains asleep 

for eight hours plus one for every six-hour period 
she stayed aw

ake. A
ttem

pts to rouse her suffer a 
penalty equal to the highest penalty she suffered 
from

 Fatigued.
Resolution: Sleeping, as described above, or 

the source pow
er ends.

FATIGUED
CONDITION

The equipm
ent the character is using to aid his action 

w
on’t last long for som

e reason, w
hether because it’s an ob-

ject put together w
ith duct tape and bubble gum

, or because 
his relationship w

ith the people involved sours, or because 
his com

puter ends up suffering a blue screen of death and 
the data is corrupted. A

 plan m
ay be Fragile because of 

disrupted com
m

unication betw
een the characters, or be-

cause of an unexpected hurdle, etc. The equipm
ent ceases 

to exist in any usable form
 after a num

ber of uses equal to 
its creator’s dots in the Skill used to build it. 

Possib
le Sources: A

chieving a failure on a Build 
Equipm

ent roll. 
Resolution: The equipm

ent falls apart one w
ay or an-

other. Plans grant one Beat to each player w
hose character 

is involved w
hen this C

ondition resolves.

FRAGILE
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CONDITION

Som
ething’s scared your character to the point w

here he 
loses rational thought. H

is only priority is getting the fuck 
aw

ay from
 w

hat’s frightened him
 —

 to hell w
ith his stuff, his 

friends, and his allies. H
e fights his w

ay past anyone trying 
to stop him

. H
e can’t approach or act against the source of 

his fear —
 if the only w

ay out involves going near it, he’ll 
collapse on the ground in terror. Supernatural creatures 
prone to loss of control m

ust roll to avoid doing so. This lasts 
for the scene; suppressing it for a turn costs 1 W

illpow
er.

C
hangelings w

ith this C
ondition add one die to C

larity 
dam

age rolls. 
Possible Sources: Bedlam

, som
e supernatural pow

-
ers, com

ing face to face w
ith a phobia. 

Resolution: The character escapes from
 the source 

of his fear.

FRIGHTENED
PERSISTENT CONDITION

Som
ething terrible happened. Rather than deal w

ith it or 
let it break her, your character’s m

ind shuts it out. She’s prone 
to blackouts and lost tim

e. W
henever circum

stances becom
e 

too sim
ilar to the situation that led to her gaining Fugue, roll 

Resolve + C
om

posure. If you fail, the Storyteller controls 
your character for the next scene; left to her ow

n devices, 
she seeks to avoid the conflict and get aw

ay from
 the area.

Possible Sources: Severe C
larity dam

age in any of 
your three rightm

ost boxes. 
Resolution: Regain a dot of Integrity, lose another 

dot of Integrity, or achieve an exceptional success on 
a breaking point; for changelings, increase m

axim
um

 
C

larity, or achieve exceptional success on a roll to contest 
a fae pow

er.
Beat: Your character enters a fugue state as described 

above.

FUGUE
PERSISTENT CONDITION

Your character can go (her Resolve) days before needing 
to obtain G

lam
our again. She m

ust harvest or reap G
lam

our 
points equal to half her W

yrd (rounded up), or suffer one 
lethal dam

age point every day until she does and gain the 
D

eprived C
ondition (p. 336). H

er body painfully consum
es 

its ow
n energy to satisfy the hunger; the M

ask cracks like a 
fractured m

irror. This dam
age cannot be prevented or healed 

by any m
eans, nor can the character resolve D

eprived, until 
she sups upon G

lam
our.

A
dd one die to C

larity dam
age rolls. 

Possible Sources: H
arvesting G

lam
our every day 

for a w
eek at W

yrd 6+ 
Resolution: A

chieve an exceptional success on a roll 
to harvest G

lam
our. 

Beat: Your character takes dam
age from

 not being 
able to harvest G

lam
our.

GLAMOUR ADDICTED

PERSISTENT CONDITION

A
s H

edge D
enizen (p. 340), except as follow

s: 
•

  
C

annot invoke or purchase C
ourt C

ontracts.
•

  
G

ain Status (G
oblins) 4; know

 w
hich local H

edge creatures outrank 
her.

•
  

Fae beings don’t gain bonuses to track/find her; she can’t reintegrate 
Icons.

•
  

C
annot leave the H

edge w
ithout sw

athing herself in its bram
bles to 

travel outside for up to (her W
yrd) hours per day; m

undane w
orld 

still im
poses D

eprived C
ondition.

•
 

 G
ain (W

yrd) dots of Retainer M
erit (p. 125), up to five dots per loyal 

hobgoblin Retainer.
•

  
Increase C

larity dam
age bonus to +2.

Resolution: Leave a hum
an child to take her place as a breaking 

point or C
larity attack w

ith tw
o dice; m

ortals gain three dots of supernatural 
M

erits upon resolution. A
lternatively, w

ork off five points of G
oblin D

ebt to 
dow

ngrade to H
edge D

enizen.
Beat: C

ollect G
oblin D

ebt by selling a C
ontract or m

aking another 
hobgoblin deal.

GOBLIN QUEEN
CONDITION

Your character is experiencing deep-seated 
feelings of guilt and rem

orse. This C
ondition is com

-
m

only the result of a successful breaking-point roll 
for m

ortals. W
hile the character is under the effects 

of this C
ondition, he takes a −2 to any Resolve or 

C
om

posure rolls to defend against Subterfuge, 
Em

pathy, or Intim
idation rolls.

Resolution: The character confesses his crim
es 

and m
akes restitution for w

hatever he did.

GUILTY
PERSISTENT CONDITION

The H
edge draw

s the fae-touched character. If 
she is presented w

ith an opportunity to enter the 
H

edge, her player m
ust succeed on a Resolve + 

C
om

posure roll to resist the tem
ptation. This roll 

suffers a cum
ulative −1 penalty for each previous 

tim
e the character has entered the H

edge during this 
story, to a m

axim
um

 of −5.
Resolution: The character refrains from

 entering 
the H

edge for a full story. H
ow

ever, he regains this 
C

ondition if he ever does enter the H
edge again 

in the future. 
B

ea
t: The A

vow
ed enters the H

edge, either 
because he failed to resist the pull, or because he 
w

ent w
illingly. 

HEDGE ADDICTION

PERSISTENT CONDITION

Becom
e a goblin. Retains usual benefits and w

eaknesses, except:
•

  
M

ask gains recognizable tell from
 m

ien.
•

  
Storyteller can’t spend character’s G

oblin D
ebt; invoking G

oblin 
C

ontracts doesn’t incur any.
•

  
Buy all A

rcadian C
ontracts as non-favored.

•
  

C
an’t purchase new

 C
ourt C

ontracts; lose M
antle benefits.

•
  

M
ay sw

ap know
n G

oblin C
ontracts for others every m

orning.
•

  
Suffer D

eprived C
ondition outside H

edge/A
rcadia.

•
  

N
on-changelings learn three G

oblin C
ontracts; Storyteller characters 

m
ay substitute D

read Pow
ers.

•
  

M
ay m

ake deals, sell C
ontracts, and collect Debt as hobgoblin; see p. 256.

•
 

 +1 to C
larity dam

age rolls.
Resolution: W

ork off 1+ G
oblin D

ebt (no shortcuts) and heal 1 C
larity 

dam
age (or gain/lose 1 Integrity or equivalent). Return to norm

al, but keep all 
new

 G
oblin C

ontracts (changelings) or one (non-changelings, w
ho substitute 

bashing dam
age for G

lam
our to invoke). O

r:
Suffer 2+ C

larity attacks and take dam
age from

 at least one (or lose 1+ 
dots of equivalent trait), and lose one Touchstone, as norm

al or by w
illing it. 

U
pgrade to G

oblin Q
ueen. C

haracters w
ithout Touchstones can’t upgrade.

Beat: W
ork off G

oblin D
ebt w

hen you can’t, or w
on’t, resolve H

edge 
D

enizen to return to norm
al.

HEDGE DENIZEN
PERSISTENT CONDITION

Som
eone w

ho poses a serious threat to the charac-
ter’s safety and w

ell-being, physically or em
otionally 

(or both), is after her. For changelings, it’s usually an 
agent of the True Fae, like a H

untsm
an or loyalist, or 

perhaps their fetch. W
hoever it is m

ight be intent on 
direct violence, or sim

ply w
ish to torm

ent her.
C

hangelings w
ith this C

ondition add one die to 
C

larity dam
age rolls.

R
esolution: The character stops her persecu-

tors, either through direct m
eans like violence, or 

indirect m
eans like changes in lifestyle that deny 

them
 access to her or freeing a H

untsm
an from

 the 
True Fae’s service. 

Beat: The character’s persecutors find her. 

HUNTED
CONDITION

Your character has a breadth of research inform
ation 

based on the topic she investigated. W
hen you m

ake a 
roll relating to the topic, you m

ay choose to resolve this 
C

ondition. If you resolve it and the roll fails, consider it 
to have a single success. If it succeeds, consider it an 
exceptional success. 

The roll that benefits from
 the Inform

ed C
ondition can 

be any relevant Skill roll. For exam
ple, a character w

ith 
Inform

ed (W
erew

olves) m
ight gain its benefits w

hen using 
researched inform

ation to build a silver bear trap w
ith the 

C
rafts Skill. C

om
bat rolls cannot benefit from

 this C
ondition. 

Exam
ple Skills: A

cadem
ics, Investigation, O

ccult, 
Science 

Resolution: Your character uses her research to gain 
inform

ation; you resolve the C
ondition as described above.

INFORMED
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CONDITION

Your character is deeply inspired. W
hen she 

takes an action pertaining to that inspiration, you 
m

ay resolve this C
ondition. A

n exceptional success 
on that roll requires only three successes instead of 
five, and you gain a point of W

illpow
er. 

Exam
ple Skills: C

rafts, Expression 
Resolution: You spend inspiration to spur your-

self to greater success, resolving the C
ondition as 

described above.

INSPIRED
CONDITION

Your character is drained and lethargic, feeling 
the w

eight of sleeplessness. W
ith this C

ondition, 
your character cannot spend W

illpow
er. A

s w
ell, 

for every six hours he goes w
ithout sleeping, take 

a cum
ulative –1 to all actions. A

t every six-hour 
interval, m

ake a Stam
ina + Resolve roll (w

ith the 
penalty) to resist falling asleep until the sun next rises.

Possible Sources: Bedlam
, extrem

e fatigue, 
“dying” in dream

 form
, escaping a crum

bling 
Bastion.

Resolution: Sleeping a full day.

LETHARGIC
CONDITION

A
nother character has blackm

ailed, tricked, 
convinced, or otherw

ise leveraged yours into do-
ing w

hat they w
ish. You m

ay have the Leveraged 
C

ondition m
ultiple tim

es for different characters. A
ny 

tim
e the specified character requests som

ething of 
yours, resolve this C

ondition if your character does 
as requested w

ithout rolling to resist. 
Ex

a
m

p
le

 S
k

ills: Em
p

a
thy, Persua

sio
n, 

Subterfuge 
Resolution: Your character m

ay either resolve 
the C

ondition by com
plying w

ith a request as above, 
or if you apply the Leveraged C

ondition to the 
specified character.

LEVERAGED

CONDITION

Your character has no idea w
here she is, or how

 
to reach her target. She cannot m

ake any headw
ay 

tow
ard her goal w

ithout first navigating and finding 
out w

here she is. This requires a successful W
its + 

Streetw
ise action (in the city) or W

its + Survival 
action (in the w

ilderness). In the H
edge, it requires 

a successful navigation chase (p. 200).
C

hangelings w
ith this C

ondition add one die to 
C

larity dam
age rolls. 

Resolution: A
bandoning the goal, successfully 

navi-gating.343 C
onditions 

LOST
PERSISTENT CONDITION

Your character saw
 or did som

ething that jarred 
her loose from

 reality. This isn’t a m
ental illness 

born of brain chem
istry —

 that, at least, m
ight be 

treatable. This m
adness is the product of supernatural 

tam
pering or w

itnessing som
ething that hum

anity 
w

as never m
eant to com

prehend. The Storyteller has 
a pool of dice equal to 10 − (character’s Integrity or 
current C

larity). O
nce per chapter, the Storyteller 

can apply those dice as a negative m
odifier to any 

M
ental or Social roll m

ade for the character. 
R

eso
lutio

n: Regain a dot of Integrity, lose 
another dot of Integrity, or achieve an exceptional 
success on a breaking point; for changelings, 
increase m

axim
um

 C
larity, or achieve exceptional 

success on a roll to contest a fae pow
er. 

Beat: You fail a roll because of this C
ondition.

MADNESS
PERSISTENT CONDITION

Your character cannot speak. A
ny com

m
unication 

m
ust be done through w

riting, gestures, or hand 
signs. Illness, injury, or supernatural pow

ers can 
inflict this C

ondition on a tem
porary basis. 

R
esolution: The character regains her voice 

through m
undane or supernatural m

eans. 
B

ea
t: Your character suffers a lim

itation or 
com

m
unication difficulty that heightens im

m
ediate 

danger.

MUTE

CONDITION

W
hether or not your character actually did som

e-
thing heinous in the past, the w

rong people think he 
did and now

 he’s ostracized by the general public. 
Suffer a −2 on any Social rolls against those w

ho 
know

 of his notoriety. If using Social m
aneuvering 

(p. 191), the character m
ust open one extra D

oor if 
his target know

s of his notoriety. 
Exam

ple Skills: Socialize, Subterfuge 
Resolution: The story is debunked, or the char-

acter’s nam
e is cleared. 

NOTORIETY
PERSISTENT CONDITION

The traum
a your character suffered left her num

b to the 
m

undane w
orld. N

ot on an em
otional level; in fact, it m

ight 
be nice if it w

ere an em
otional num

bness. Instead, she feels 
slight num

bness in her lim
bs. Som

etim
es it’s only pins and 

needles, and som
etim

es she can’t even hold her cup of 
coffee. It only seem

s to go aw
ay w

hen she im
m

erses herself 
in m

agic, and she craves the feeling it brings. The character 
suffers a tw

o-die penalty to all m
undane physical actions.

Possible Sources: Severe C
larity dam

age in any of 
your three rightm

ost boxes. 
Resolution: A

chieve an exceptional success on a m
un-

dane physical action, spend a w
eek w

ithout any m
agical 

contact, or regain all W
illpow

er points using your N
eedle. 

Beat: Fail a roll on a m
undane physical action.

NUMB
PERSISTENT CONDITION

The character violated an oath. C
hangelings 

instinctively distrust him
. H

e suffers −1 on Social 
actions w

ith other changelings, and cannot use 
G

lam
our to seal their statem

ents. A
s a know

n liar, 
how

ever, he is also im
m

une to sealing.
C

hangelings w
ith this C

ondition add one die to 
C

larity dam
age rolls. 

R
esolution: U

ndertake a sincere attem
pt to 

m
ake restitution, including undertaking tasks all other 

oath participants assign, and receiving the W
yrd’s 

forgiveness; the latter should be the focus of a story, 
and the particulars are up to the Storyteller.

Beat: O
nce per session, the player m

ay choose to 
dram

atically fail a C
ontract roll or Social action w

ith a 
changeling, and take a Beat. C

hoose before rolling.

OATHBREAKER



CONDITION CARDS CONDITION CARDS CONDITION CARDS

CONDITION CARDS CONDITION CARDS CONDITION CARDS

CONDITION CARDS CONDITION CARDS CONDITION CARDS



PERSISTENT CONDITION

W
hile under a bargain w

ith a hum
an, the changeling 

is m
ore difficult to find. H

untsm
en m

ust w
in a C

lash of 
W

ills to use H
unter’s Senses (p. 266) to track her, and 

fae beings don’t gain a bonus to do so w
hen she drops 

her M
ask. O

nce per chapter, she m
ay hide w

ithout fear 
of discovery for a scene at the site of her obligation. This 
benefit applies to any pursuer touched by the W

yrd, be 
it H

untsm
an, G

entry, hobgoblin, or another changeling.
Resolution: Your character or the other party fails to 

uphold the bargain’s term
s. Either w

ay, the changeling 
loses the protections.

Beat: O
nce per story, gain a Beat w

hen your char-
acter takes a great risk or suffers harm

 w
hile fulfilling 

her obligation. She can have help, but m
ust be directly 

involved.

OBLIGED
PERSISTENT CONDITION

Som
ething’s on your character’s m

ind and she 
just can’t shake it. She gains the 9-again quality on 
all rolls related to pursuing her obsession. O

n rolls 
that are unrelated to her obsession, she loses the 
10-again quality. O

bsession can be a tem
porary 

C
ondition per Storyteller approval. 
Resolution: The character sheds or purges her 

fixation. 
Beat: C

haracter fails to fulfill an obligation due 
to pursuing her O

bsession.

OBSESSION
CONDITION

Your character has been reduced to a state of 
ram

pant paranoia. She jum
ps at shadow

s, sees 
threats everyw

here, and finds it hard to trust. She 
suffers a tw

o-die penalty to perception rolls, Social 
actions, and dice pools to draw

 upon the A
llies, 

C
ontacts, M

entor, Retainer, Staff, and Status M
erits. 

C
hangelings w

ith this C
ondition add one die to 

C
larity dam

age rolls. 
Possible Sources: Som

e supernatural pow
ers, 

som
e dram

atic failures. 
R

eso
lutio

n: A
 w

eek w
ithout any fae threat 

actually m
anifesting; a friend or ally achieving 

exceptional success on a Social action to convince 
you of their trustw

orthiness.

PARANOID

CONDITION

A
 fae creature sundered your character’s dream

s, 
leaving her w

ith sleep but no rest, or ripped her 
em

otions aw
ay as G

lam
our. She becom

es a shell of 
her form

er self, and you take a tw
o-die penalty on 

all rolls. Your character cannot recover W
illpow

er 
through sleep. 

C
hangelings w

ith this C
ondition add one die to 

C
larity dam

age rolls. 
Po

ssib
le So

urces: O
neirom

ancy, reaping 
G

lam
our. 

Resolution: Regaining full W
illpow

er. 

RAVAGED
CONDITION

The character is incapable of considering the 
consequences of her actions and is driven to do 
incautious things for the sheer thrill of it. The player 
takes a −2 to Perception rolls and other C

om
posure 

rolls m
ade to notice som

ething (such as to contest 
sleight of hand or a stealth-related supernatural 
pow

er).
Resolution: The character or one of her allies 

suffers harm
 or a m

ajor setback due to an ill-con-
sidered risk or reckless action she takes.

RECKLESS
CONDITION

Som
ething has severely frightened your charac-

ter. A
ny tim

e your character is taking an action w
here 

that fear m
ight hinder her, you m

ay opt to fail the 
roll and resolve this C

ondition. 
Exam

ple Skills: Braw
l, Firearm

s, Intim
idation, 

W
eaponry 
Po

ssib
le So

urces: M
ild C

larity dam
age in 

any of your three rightm
ost boxes; breaking points 

(hum
an characters). 

R
esolution: The character gives into her fear 

and fails a roll as described above.

SHAKEN

CONDITION

The lines betw
een w

aking and sleeping blur to 
the point w

here your character doesn’t know
 w

hich 
he’s doing. Som

etim
es he thinks he did som

ething 
he didn’t do; he rem

em
bers doing it, but m

aybe he 
w

as dream
ing. O

ther tim
es, he finds out later that he 

spent hours on a task he has no m
em

ory of doing. 
You character loses tim

e, m
ay not actually com

plete 
objectives he thinks he did, and generally has a 
harder tim

e m
aintaining relationships and obligations. 

Possible Sources: Severe C
larity dam

age in 
any of your three rightm

ost boxes. 
Resolution: A

chieve an exceptional success on 
an oneirom

ancy roll or during an extended action.
Beat: Fail to com

plete an obligation because 
you thought you already did. 

SLEEPWALKING
CONDITION

Your character died because of fae m
agic w

hile on a 
sojourn in dream

s, or in a reality that no longer exists, but 
she still rem

em
bers it and suffers a shocked sense of self. 

U
pon gaining this C

ondition, roll her current W
illpow

er 
points (not dots) as a dice pool. Ignore 10-again on this 
roll, and do not roll a chance die if she has no W

illpow
er 

left. She keeps one W
illpow

er per success, and im
m

edi-
ately loses the rem

ainder. W
hile this C

ondition is in effect, 
your character does not regain W

illpow
er from

 N
eedle, 

Thread, or equivalent traits. She still regains W
illpow

er 
from

 rest, surrender, and other m
eans.

Possible Sources: Being “killed” in dream
 form

 
by fae m

agic; escaping a Bastion crum
bling due to 

oneirom
ancy.

Resolution: Regain full W
illpow

er.

SOUL SHOCKED
CONDITION

Your character has seen som
ething supernatural 

—
 not overt enough to terrify her, but unm

istakably 
otherw

orldly. H
ow

 your character responds to this 
is up to you, but it captivates her and dom

inates 
her focus. 

Possible Sources: M
ild C

larity dam
age in any 

of your three rightm
ost boxes. 

Resolution: Resolve this C
ondition w

hen your 
character’s fear and fascination causes her to do 
som

ething that hinders the group or com
plicates 

things (she goes off alone to investigate a strange 
noise, stays up all night researching, runs aw

ay 
instead of holding her ground, etc.).

SPOOKED
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CONDITION

Your character is confident and resolved. W
hen 

you’ve failed a roll, you m
ay choose to resolve this 

C
ondition to instead treat the action as if you’d rolled 

a single success. If the roll is a chance die, you m
ay 

choose to resolve this C
ondition and roll a single 

regular die instead. 
Resolution: Your character’s confidence carries 

him
 through and the w

orst is avoided; the C
ondition 

is resolved as described above.

STEADFAST
CONDITION

Your character has shut dow
n the parts of herself 

that care. She w
on’t open up to anyone and pre-

tends she’s fine w
hen she isn’t. G

ain a tw
o-die bonus 

to Subterfuge rolls to hide her em
otions or avoid 

talking about a traum
atic experience. She doesn’t 

suffer the untrained penalty for any Subterfuge roll. 
Take a tw

o-die penalty to H
edgespinning rolls. U

ntil 
she resolves this C

ondition, she can’t heal C
larity 

dam
age, and she can’t spend W

illpow
er on actions 

that w
ould reveal her true feelings. 

Resolution: O
pt to fail a roll to resist Em

pathy 
or a supernatural effect that w

ould read your char-
acter’s em

otions or m
ental state; enact a paradigm

 
shift w

hile H
edgespinning.

STOIC
CONDITION

Your character is attracted to som
eone and is vul-

nerable w
here they are concerned. H

e m
ay have the 

proverbial “butterflies in his stom
ach” or just be con-

stantly aw
are of the object of his affection. A

 character 
m

ay have m
ultiple instances of this C

ondition, reflecting 
affection for m

ultiple characters. H
e suffers a −2 to any 

rolls that w
ould adversely affect the specified character, 

w
ho also gains +2 on any Social rolls against him

. If the 
specified character is attem

pting Social m
aneuvering 

on the Sw
ooned character, the im

pression level is con-
sidered one higher (m

axim
um

 of perfect; see p. 192).
Exam

ple Skills: Persuasion, Subterfuge 
Resolution: Your character does som

ething for his 
love interest that puts him

 in danger, or he opts to fail a 
roll to resist a Social action by the specified character.

SWOONED

CONDITION

The equipm
ent the character is using to aid his action is 

ready to blow
 at any m

om
ent, figuratively or literally. O

ne 
w

rong w
ord, one badly placed rune, and it’s tim

e to duck and 
cover. A

 plan m
ay be Volatile because it backfires terribly, 

or because a Storyteller character betrays the group, etc. 
A

ny failure achieved w
hile benefiting from

 the equipm
ent is 

autom
atically a dram

atic failure. The equipm
ent m

ay continue 
to exist after this C

ondition is resolved, but if so, reduce its 
equipm

ent bonus by tw
o dice. This can create equipm

ent 
penalties if the original bonus w

as few
er than tw

o dice.
Possib

le Sources: A
chieving a failure on a Build 

Equipm
ent roll. 

Resolution: The character suffers a dram
atic failure 

w
hile using the equipm

ent. Plans grant one Beat to each 
player w

hose character is involved w
hen this C

ondition 
resolves.

VOLATILE
CONDITION

Your character w
ants for the sake of w

anting. 
H

e’s distracted w
ith tem

ptations of excess and in-
dulgence. A

ny C
om

posure or Resolve rolls to resist 
tem

ptation suffer a –
2 die penalty. A

s w
ell, the 

character that brought forth this C
ondition achieves 

exceptional success on three successes instead of 
five w

hen m
aking any rolls to tem

pt your character.
Possible Sources: Bedlam

.
Resolution: Indulge in som

ething that constitutes 
a breaking point.

WANTON
CONDITION

Your character doesn’t know
 w

hat to trust any-
m

ore, so has decided to w
ithdraw

 into herself. She 
finds it hard to m

otivate herself to action, preferring 
to rem

ain alone and safe. The character suffers a 
tw

o-die penalty to all rolls that require her to interact 
w

ith others in any w
ay. 

Possible Sources: M
ild C

larity dam
age in any 

of your three rightm
ost boxes. 

Resolution: The character regains W
illpow

er 
using her Thread.

WITHDRAWN


