
“By the pricking of my thumbs, 
Something wicked this way comes.”

- Macbeth

Effects: Your Vigilance counts as 1.  

When you make a check, after Step 5: Choose 
Kept Dice, the GM may alter one kept  to an 

cb result. 

Additionally, when you become Compromised, 
suffer an addtional effect (see reverse side). 

Removed When: Rituals such as Cleansing Rite 
and other abilities can remove the Afflicted 

condition. 

Every two weeks, make a TN 4 Fitness or 
Meditation check using any ring. If you fail, 
remove the Afflicted condition and gain the 

Shadowlands Taint disadvantage for the ring you 
used for the check (or to another ring, if that ring 

already has it).



Additionally, when you become Compromsed...
A 

You fall into a melancholic haze of memory, unable to discern the 
past from the present or the living from the deceased. You mistake 
someone for a person from your past, accusing them of some half-

remembered sin or taunting them over some ancient failure.

B 
Your flesh becomes pale and begins to show signs of decay. Reduce 
your endurance by 1 until the Afflicted condition is removed. This 

effect is cumulative, and if your endurance reaches 0,  you perish...

C 
You becomes possessed by a desire, pursuing it to your 
destruction. You also become Enraged (see page 272).

E 
Your health collapses and you begin to wither away, wracked by 

mysterious coughing fits or fevers that resist all medical care. You 
become violently ill and suffer a critical strike with a severity of 5.

D 
Ill fortune follows your every move, and anything that seems a 

boon rapidly sours. Lose all of your Void points.



 “And to the fire-eyed maid of smoky war
all hot and bleeding will we offer them: 

The mailed Mars shall on his altar sit 
Up to the ears in blood” 

- Henry IV

Description: You are losing blood, internally or 
externally. 

Effects: When you make a check, suffer physical 
damage equal to the b symbols on your kept 

dice, ignoring your resistances. Each time damage 
inflicted this way causes a critical strike, the 

severity of the critical strike is treated as being 
equal to your current fatigue. 

Removed When: Any character at range 0-1 of 
you may make a TN 2 Medicine (Earth) check as a 

Support action to remove this condition.



Double, double toil and trouble;
Fire burn and caldron bubble. 

- Macbeth 

Description: You are ablaze.

Effects: After you perform an action, you suffer 
3 strife and 3 physical damage that ignores your 
resistance. The severity of critical strikes caused 
by this damage is 5. Each critical strike you suffer 
from this instance of this condition beyond the 

first has its severity increased by 5. 

Removed When: You may attempt to smother 
flames consuming you or another character at 
range 0–1 by making a TN 2 Fitness (Water) 
check as a Movement and Support action; if 

successful, remove this condition.



“The grief that does not speak whispers the 
overwrought heart and bids it break.” 

- Macbeth 

Description: You are emotionally distraught and 
distracted.

Effects: Your vigilance counts as 1. 

You cannot keep dice containing b symbols (to a 
possible minimum of 0 kept dice). 

Removed When: You remove this condition when 
your strife is reduced to a value lower than or 

equal to your composure.



“Confusion now hath made his masterpiece.”
- Macbeth 

Description: Your vision is obscured or your focus 
is hampered, putting you on the defensive.

Effects: You increase the TN of your Attack and 
Scheme action checks by 2. 

Removed When: At the end of your turn, if you 
did not perform an Attack or Scheme action, 

remove the Dazed condition.



“I would challenge you to a battle of wits, 
but I see you are unarmed!” 

- As You Like It

Description: Your senses are scattered, cutting off 
your options to defend yourself.

Effects: You increases the TN of your Movement 
and Support action checks by 2.

Removed When: At the end of your turn, if you 
did not perform a Movement or Support action, 

remove this condition.



“Cowards die many times before their deaths; The 
valiant never taste of death but once. 

Of all the wonders that I yet have heard, 
It seems to me most strange that men should fear; 

Seeing that death, a necessary end, 
Will come when it will come.”

- Julius Caesar

Description: You are on the verge of death.

Effects: You are hovering on ‘the precipice’ for an amount 
of time specified by the effect that applied this condition. 
Once this time has passed, you perish at the end of your 

next turn or after completing one task in a narrative 
scene. 

If this condition is removed before then, you narrowly 
survive your close brush with death.

Removed When: Any character at range 0–1 of a you 
may make a TN 4 Medicine (Air) check as a Support 

action to remove this condition. If they fail, reduce your 
time remaining (turns or narratively) by their shortfall.



‘In peace nothing so becomes a man
As modest stillness and humility; 

But when the blast of war blows in our ears, 
Then imitate the action of the tiger; 

Stiffen the sinews, sumon up the blood,
Disguise fair-nature with hard favour’d rage.’

- Henry V

Description: Your are consumed with rage and 
fight with a fury as devastating as it is terrifying.

Effects: You increase the severity of all critical 
strikes inflicted by and upon you by 2. The first 

time you kill another character each scene, gain 1 
Void point.

Removed When: You may make a TN 3 
Meditation (Void) check as a Support action to 

remove this condition. Otherwise, the condition is 
removed at the end of the scene.



O sleep! O gentle sleep! 
Nature’s soft nurse, how have I frighted thee,

That thou no more weigh my eyelids down 
And steep my senses in forgetfulness?

- Henry IV, Part 2

Description: You are physically and mentally 
exhausted. 

Effects: You do not remove fatigue and strife at 
the end of each scene as normal (see page 269).

(Characters who go more than twenty-four hours without sleep or 
less time under trying circumstances, at the GM’s discretion, suffer 

this condition.)

Removed When: You remove this condition after 
sleeping for six or more hours.



“Our doubts are traitors, 
And make us lose the good we oft might win, 

By fearing to attempt.” 
- Measure for Measure

Description: You entangled, pinned down, or 
otherwise incapable of movement.

Effects: You cannot perform Movement actions, 
otherwise reposition or select a different stance 

during your turn.

Removed When: At the end of your turn, if you 
did not perform a Movement action, remove this 

condition.



“I’ll fight till from my bones my flesh be 
hacked”
- Macbeth

Description: You are largely incapable of action 
due to the scope of the harm you have suffered. 

Effects: You cannot perform actions that require 
checks and cannot defend against damage. 

After you suffer a critical strike, you suffer the 
Unconscious condition in addition to any other 

effects.

Removed When: You remove this condition when 
your fatigue is reduced to a value lower than or 

equal to your endurance.



“It provokes the desire, but it takes away the 
performance” 

- Macbeth

Description: You are drunk.

Effects: You double all strife you suffer and double 
all strife you recover.

Removed When: At the end of each scene, you 
may attempt to sober up by making a TN 3 Fitness 

(Water) check; if you succeed, remove this 
condition. A downtime scene spent resting also 

removes this condition.



“Go wisely and slowly. 
Those who rush stumble and fall.” 

- Romeo ad Juliet

Description: You are flat on the ground. 

(You may voluntarily become Prone as a Movement action.)

Effects: You can move a maximum of 1 range band 
during your turn. 

(At the GM’s discretion, you are harder to spot at a distance or hit 

with ranged attack checks, increasing relevant TNs by 1.)

Removed When: At the end of your turn, if you 
did not perform a Movement action, you may 

remove this condition.



“Madam, you have bereft me of all words,
Only my blood speaks to you in my veins,” 

- The Merchant of Venice 

Description: You have been rendered temporarily 
speechless by shock or a swift blow.

Effects: You increase the TN of your Scheme 
action checks and checks to activate invocations, 

mahō, and shūji by 3.

Removed When: At the end of your turn, if you 
did not perform a Scheme action or make a check 

requiring speech, remove this condition.



“To die, to sleep - To sleep, perchance to 
dream - ay, there’s the rub, For in this sleep 

of death what dreams may come.” 
- Hamlet

Description: You have been knocked out or have 
fallen asleep.

Effects: You cannot move or perform actions. 
You can still make checks to resist effects but 

you cannot defend against damage. Increase the 
severity of any critical strike you suffer by 10. 

If asleep you generally wake if you hear a loud 
noise, suffer harm, or experience something that 

would normally wake someone.

Removed When: You may spend 1 Void point to 
awaken immediately, your instincts rousing you in 
time to defend against damage. You also generally 

awaken after several hours.



“By the pricking of my thumbs, 
Something wicked this way comes.”

- Macbeth

Effects: Your Vigilance counts as 1.  

When you make a check, after Step 5: Choose 
Kept Dice, the GM may alter one kept  to an 

cb result. 

Additionally, when you become Compromised, 
suffer an addtional effect (see reverse side). 

Removed When: Rituals such as Cleansing Rite 
and other abilities can remove the Afflicted 

condition. 

Every two weeks, make a TN 4 Fitness or 
Meditation check using any ring. If you fail, 
remove the Afflicted condition and gain the 

Shadowlands Taint disadvantage for the ring you 
used for the check (or to another ring, if that ring 

already has it).

Afflicted



Afflicted
Additionally, when you become Compromsed...

A 
You fall into a melancholic haze of memory, unable to discern the 

past from the present or the living from the deceased. You mistake 
someone for a person from your past, accusing them of some half-

remembered sin or taunting them over some ancient failure.

B 
Your flesh becomes pale and begins to show signs of decay. Reduce 
your endurance by 1 until the Afflicted condition is removed. This 

effect is cumulative, and if your endurance reaches 0,  you perish...

C 
You becomes possessed by a desire, pursuing it to your 
destruction. You also become Enraged (see page 272).

E 
Your health collapses and you begin to wither away, wracked by 

mysterious coughing fits or fevers that resist all medical care. You 
become violently ill and suffer a critical strike with a severity of 5.

D 
Ill fortune follows your every move, and anything that seems a 

boon rapidly sours. Lose all of your Void points.



Bleeding
 “And to the fire-eyed maid of smoky war
all hot and bleeding will we offer them: 

The mailed Mars shall on his altar sit 
Up to the ears in blood” 

- Henry IV

Description: You are losing blood, internally or 
externally. 

Effects: When you make a check, suffer physical 
damage equal to the b symbols on your kept 

dice, ignoring your resistances. Each time damage 
inflicted this way causes a critical strike, the 

severity of the critical strike is treated as being 
equal to your current fatigue. 

Removed When: Any character at range 0-1 of 
you may make a TN 2 Medicine (Earth) check as a 

Support action to remove this condition.



Burning
Double, double toil and trouble;
Fire burn and caldron bubble. 

- Macbeth 

Description: You are ablaze.

Effects: After you perform an action, you suffer 
3 strife and 3 physical damage that ignores your 
resistance. The severity of critical strikes caused 
by this damage is 5. Each critical strike you suffer 
from this instance of this condition beyond the 

first has its severity increased by 5. 

Removed When: You may attempt to smother 
flames consuming you or another character at 
range 0–1 by making a TN 2 Fitness (Water) 
check as a Movement and Support action; if 

successful, remove this condition.



Compromised
“The grief that does not speak whispers the 

overwrought heart and bids it break.” 
- Macbeth 

Description: You are emotionally distraught and 
distracted.

Effects: Your vigilance counts as 1. 

You cannot keep dice containing b symbols (to a 
possible minimum of 0 kept dice). 

Removed When: You remove this condition when 
your strife is reduced to a value lower than or 

equal to your composure.



Dazed
“Confusion now hath made his masterpiece.”

- Macbeth 

Description: Your vision is obscured or your focus 
is hampered, putting you on the defensive.

Effects: You increase the TN of your Attack and 
Scheme action checks by 2. 

Removed When: At the end of your turn, if you 
did not perform an Attack or Scheme action, 

remove the Dazed condition.



Disoriented
“I would challenge you to a battle of wits, 

but I see you are unarmed!” 
- As You Like It

Description: Your senses are scattered, cutting off 
your options to defend yourself.

Effects: You increases the TN of your Movement 
and Support action checks by 2.

Removed When: At the end of your turn, if you 
did not perform a Movement or Support action, 

remove this condition.



Dying
“Cowards die many times before their deaths; The 

valiant never taste of death but once. 
Of all the wonders that I yet have heard, 

It seems to me most strange that men should fear; 
Seeing that death, a necessary end, 

Will come when it will come.”
- Julius Caesar

Description: You are on the verge of death.

Effects: You are hovering on ‘the precipice’ for an amount 
of time specified by the effect that applied this condition. 
Once this time has passed, you perish at the end of your 

next turn or after completing one task in a narrative 
scene. 

If this condition is removed before then, you narrowly 
survive your close brush with death.

Removed When: Any character at range 0–1 of a you 
may make a TN 4 Medicine (Air) check as a Support 

action to remove this condition. If they fail, reduce your 
time remaining (turns or narratively) by their shortfall.



Enraged
‘In peace nothing so becomes a man

As modest stillness and humility; 
But when the blast of war blows in our ears, 

Then imitate the action of the tiger; 
Stiffen the sinews, sumon up the blood,

Disguise fair-nature with hard favour’d rage.’
- Henry V

Description: Your are consumed with rage and 
fight with a fury as devastating as it is terrifying.

Effects: You increase the severity of all critical 
strikes inflicted by and upon you by 2. The first 

time you kill another character each scene, gain 1 
Void point.

Removed When: You may make a TN 3 
Meditation (Void) check as a Support action to 

remove this condition. Otherwise, the condition is 
removed at the end of the scene.



Exhausted
O sleep! O gentle sleep! 

Nature’s soft nurse, how have I frighted thee,
That thou no more weigh my eyelids down 

And steep my senses in forgetfulness?
- Henry IV, Part 2

Description: You are physically and mentally 
exhausted. 

Effects: You do not remove fatigue and strife at 
the end of each scene as normal (see page 269).

(Characters who go more than twenty-four hours without sleep or 
less time under trying circumstances, at the GM’s discretion, suffer 

this condition.)

Removed When: You remove this condition after 
sleeping for six or more hours.



Immobilised
“Our doubts are traitors, 

And make us lose the good we oft might win, 
By fearing to attempt.” 

- Measure for Measure

Description: You entangled, pinned down, or 
otherwise incapable of movement.

Effects: You cannot perform Movement actions, 
otherwise reposition or select a different stance 

during your turn.

Removed When: At the end of your turn, if you 
did not perform a Movement action, remove this 

condition.



Incapacitated
“I’ll fight till from my bones my flesh be 

hacked”
- Macbeth

Description: You are largely incapable of action 
due to the scope of the harm you have suffered. 

Effects: You cannot perform actions that require 
checks and cannot defend against damage. 

After you suffer a critical strike, you suffer the 
Unconscious condition in addition to any other 

effects.

Removed When: You remove this condition when 
your fatigue is reduced to a value lower than or 

equal to your endurance.



Intoxicated
“It provokes the desire, but it takes away the 

performance” 
- Macbeth

Description: You are drunk.

Effects: You double all strife you suffer and double 
all strife you recover.

Removed When: At the end of each scene, you 
may attempt to sober up by making a TN 3 Fitness 

(Water) check; if you succeed, remove this 
condition. A downtime scene spent resting also 

removes this condition.



Prone
“Go wisely and slowly. 

Those who rush stumble and fall.” 
- Romeo ad Juliet

Description: You are flat on the ground. 

(You may voluntarily become Prone as a Movement action.)

Effects: You can move a maximum of 1 range band 
during your turn. 

(At the GM’s discretion, you are harder to spot at a distance or hit 

with ranged attack checks, increasing relevant TNs by 1.)

Removed When: At the end of your turn, if you 
did not perform a Movement action, you may 

remove this condition.



Silenced
“Madam, you have bereft me of all words,
Only my blood speaks to you in my veins,” 

- The Merchant of Venice 

Description: You have been rendered temporarily 
speechless by shock or a swift blow.

Effects: You increase the TN of your Scheme 
action checks and checks to activate invocations, 

mahō, and shūji by 3.

Removed When: At the end of your turn, if you 
did not perform a Scheme action or make a check 

requiring speech, remove this condition.



Unconscious
“To die, to sleep - To sleep, perchance to 

dream - ay, there’s the rub, For in this sleep 
of death what dreams may come.” 

- Hamlet

Description: You have been knocked out or have 
fallen asleep.

Effects: You cannot move or perform actions. 
You can still make checks to resist effects but 

you cannot defend against damage. Increase the 
severity of any critical strike you suffer by 10. 

If asleep you generally wake if you hear a loud 
noise, suffer harm, or experience something that 

would normally wake someone.

Removed When: You may spend 1 Void point to 
awaken immediately, your instincts rousing you in 
time to defend against damage. You also generally 

awaken after several hours.


