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* Lines with listed conditions are added next to the related Attributes.
* On a critical Fail with Attack/Spell Check (NAT 1) you become Exposed and gain one Physical or Mental Condition. You can choose which one you get.
* On a critical Success with a Physical Attack/Spell Check (NAT20= +2 Dmg), the attacker can reduce the Critical Damage by 1 (to +1 Dmg) and cause a Physical Condition ("Wounded" or "Battered") to be applied to the creature hit by the Check. The applied Physical Condition is chosen by the creature hit by the Crit.Dmg.
* On a critical Success with a Mystical Attack/Spell Check (NAT20= +2 Dmg), the attacker can reduce the Critical Damage by 1 (to +1 Dmg) and cause a Mental Condition ("Hopeless" or "Angry") to be applied to the creature hit by the Check. The applied Mental Condition is chosen by the creature hit by the Crit.Dmg.
* One Physical or Mental Condition can be removed by receiving the next successful DC10 (each 5 over = +1 removed Condition) Medicine Check with 1 charge of a First Aid Kit OR by next Short Resting. Long and Full Rest removes all Conditions.
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	Features: * "Wounded", "Battered", "Hopeless", and "Angry" conditions can't stack. It can't be chosen twice if the same Condition is already active.
* (2AP+1minor) Memento: Removes all Mental conditions ("Hopeless" and "Angry") when you are role-playing your own cinematic Memento scene. No cost outside of combat. You can use this Feature once per Long Rest, but regain the ability to use it again when you roll for Initiative.
* If the character already has both 
"Wounded" and "Battered" Physical Conditions applied, the next Physical Condition causes the (Physically) "Broken" trauma, which adds 1 to Exhaustion. This "Broken" trauma can further increase the number of Exhaustion points (can stack).
* If the character already has both "Angry" and "Hopeless" Mental Conditions applied, the next Mental Condition causes the (Mentally) "Broken" trauma, which adds 1 to Exhaustion. This "Broken" trauma can further increase the number of Exhaustion points (can stack).
* When you fail an important dice roll, you can re-roll the dice without ADV and DisADV (Fate roll) if you impose one Mental Condition on your character ("Angry" or "Hopeless").
* Exhaustion X: You gain a penalty equal to X on all Checks and Saves you make. Additionally, your Speed and Save DC is reduced by X as well. If a creature ever reaches Exhaustion 6, they immediately die.
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