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The epilepsy mechanics are highly customizable mechanics for creating characters with epilepsy in 
DnD 5e and covers a range of seizure types. As with all mechanics you can pick and choose which 
parts you want to use to best suit your character or reflect your own experience with epilepsy. 

Seizures
You may choose which best suits your character. Seizures can have a chance to happen anytime you 
encounter a trigger, or you can roll at the top of the day for how many seizures you have the chance of 
having during the course of the day without triggers.

For Daily Rolls:

Roll a d4 (or whichever die best suits your character) at the beginning of the day to determine how 
many seizures you may have during the day. This can be 1-4, or you can count a roll of 1 or 4 as no 
seizures that day. Tell your DM. Every so often, roll a d20. DC 12 - either a Con save or a 
Wis/Medicine check to determine if you are going to have a seizure then or soon.

For Triggers: 

Some things make seizures more likely for some individuals with epilepsy. These are often called 

“triggers”. Triggers don’t cause epilepsy, but they make seizures more likely. Not all people with 

epilepsy have seizure triggers and what are triggers for one person’s seizures might not affect other 

people with epilepsy in the same way.

There are common triggers that can occur such as excessive drinking, missing meals, tiredness, 

extreme weather, etc but your character can also have more specific triggers.

When designing your character, you can select triggers with your DM, or you can roll for triggers. If 

rolling, roll a d4, this will be the number of triggers your character will have. Afterward, roll on the 

previous amount on the following table to determine your triggers.

Seizure Triggers Table

1 Sudden flashing or flickering light sources 
2 When you or someone within 10ft of you take Psychic damage 
3 When a transmutation spell is cast within 15ft of you 
4 Drinking a healing potion 



5 Attuning/Unattuning to a magical item 
6 When you are teleported 
7 When you take Necrotic damage 
8 When you are frightened (condition) 
9 When you gain a magical fly speed 
10 When a spell with a casting time of a reaction is used within 30ft of you 
11 When you become poisoned 
12 When you take the dash action 
13 Gaining a level of exhaustion 
14 Extreme temperatures (heat, cold, etc) 
15 Viewing illusion magic 
16 Becoming unconscious 
17 Taking more than half of your maximum HP in damage in one round 
18 When failing any saving throw by 4 or more 
19 When a thunder damage type spell is cast within 30ft of you 
20 Taking fall damage 

When a trigger occurs, you must make a Constitution saving throw of DC 11, a failure resulting in a 

Seizure. 

If the trigger occurs during combat, and the trigger lasts for more than one round, if you pass your save 

you will need to make a Constitution save at the beginning of each turn that the trigger continues, with 

the DC increased by 2 with each pass.

Seizure Types

There are many different types of seizures. The type or types of seizures your character has can be 

based on your own epilepsy (if you have this condition), or you can discuss with your DM what type 

your character will have.

Or, you may roll on the following table:



Seizure Types Table

1 Focal seizures, retains awareness, stunned for 1d4 rounds 

2 Focal seizures, impaired awareness, stunned for 1d4 rounds 

3 Myoclonic, retains awareness, drops any items being carried 

4 Tonic, impaired awareness, becomes prone 

5 Atonic, impaired awareness, becomes prone 

6 Clonic, 1d4 subtracted from the next melee attack or melee spell roll until the end of your next 
turn 

7 Absence, impaired awareness, stunned until the end of your next turn 

8 Myoclonic, awareness varies, 1d4 subtracted from the next saving throw made until the end of 
your next turn 

Seizure Type Descriptions

1: Your character will retain awareness of their surroundings, but may experience any of the following 
symptoms of focal seizures. They may have muscle contractions followed by relaxing, in their whole 
body or just one side. Unusual head or eye movements. Numbness or tingling, or a feeling like 
something is crawling under their skin. 

2: With the same potential symptoms as above, with this type of seizure your character will only retain 

partial awareness of their surroundings. 

3: Your character retains awareness of their surroundings, but will experience any of the following 

symptoms of myoclonic seizures. This type is a seizure of both sides of the brain, so symptoms will 

likely affect both sides of the body. They may have quick jerking movements, often after waking up, or 

rhythmic movements. They may feel like they’ve experienced an electric shock. This type causes 

clumsiness and difficulty holding onto objects.

4: Your character will experience stiffening of the body and partial loss of awareness, and will become 

prone. The stiffness typically lasts around 20 seconds, at which point the stiffness will ease, but you 

may not regain full awareness yet.

5: Your character’s body will go limp, like all of your muscles just release. This includes eyelids 

drooping, head nodding forward, and being unable to hold anything that may have been in your hands. 



If your character was standing, they would fall, becoming prone. Your character will have impaired 

awareness of their surroundings.

6: Your character will experience quick jerking movements in their arms and legs on both sides, 

potentially with numbness or tingling feelings in their limbs. They may or may not fall completely 

unconscious, as maintaining partial consciousness is possible.

7: Your character will have a sudden stop in motion, and others around them may not detect this at first. 

There will be partial awareness of their surroundings, but they are not able to move. They may have 

small hand movements, fluttering eyelids, and lip or chewing movements. They will be able to return to 

movement as soon as the seizure ends.

8: Your character will have rhythmic jerking movements on both sides of the body, often after waking 

up/returning to awareness as well. They may feel as though they’ve experienced an electric shock. 

Unusual/uncharacteristic clumsiness may be experienced for a while following the seizure.

Muscle weakness following motor seizures can result in a point of exhaustion for the remainder of the 

day or until your next long rest.

For non-motor seizures, you are unable to do your next round in combat. Alternatively, you have a -2 to 

any saves for 1d4 hours after the seizure.

Post-Seizure Roll Table for Symptoms 

A d6 roll table for post-seizure symptoms, a 1 being the worst of the symptoms, a 6 being the mildest. 

Possible symptoms include temporary paralysis, headaches, fatigue, amnesia, and sensory disturbance. 

1 Memory Loss (Refer to the table below) 

2 1 Point of Exhaustion 

3 Impacted Dexterity (-2 to any Dexterity-related rolls or checks until your next short or long rest) 

4 Confusion (-2 to Intelligence until next short or long rest) 

5 -15ft Movement (until next short or long rest) 

6 No symptoms. 



Memory Table

Seizures can cause memory loss. Roll a Constitution check after a seizure, anything above a 5 and there 

is no memory loss. This refers to how much time you forget, that time being what happened prior to the 

seizure. 

5 10 minutes 

4 15 minutes 

3 20 minutes 

2 30 minutes 

1 (Crit 
Fail)

1 Hour

Proficiencies & Additions

Characters with epilepsy gain the following: 

After learning about your illness and being able to read your own body, you gain proficiency in 

Medicine and Insight (related to yourself) skills. 

Service Familiar: You learn the Find Familiar spell that you can cast as a ritual. The familiar can be 

used as a normal familiar but can also benefit someone with epilepsy in the following ways: 

• Make noise or otherwise alter others when a character has a seizure alone

• Lie next to someone having a seizure to prevent injury

• Place their body between the seizing individual and the floor to break the fall at the start of a 

seizure

• Activate some kind of pre-programmed devices, such as a pedal that rings an alarm

The service familiar is able to detect when the owner is about to enter a seizure, and when it is within 

10ft of the owner they gain a +1 to their constitution saving throw. 

If the familiar notices a trigger before the character, they can alert the character and give them a chance 

of avoiding the trigger.



Epilepsy Auras

An aura is the term that some people use to describe the warning they feel before they have a seizure. 

Focal aware seizures (FAS) are sometimes called warnings or auras because, for some people, a FAS 

develops into another type of seizure. They can vary in many ways such as: 

• Getting an unusual smell or taste

• A sudden intense emotion such as joy or fear

• Visual disruption such as flashing lights or hallucinations

• A feeling of numbness or tingling all over parts of the body 

An aura state can happen when around triggers e.g. starting the attunement process of a magic item or 

the beginning of a certain spell. To determine the length of the aura state roll 1d8. If the roll is even, the 

aura state lasts minutes, if the number is odd the aura state lasts hours. After roll 1d4 to determine the 

number of minutes or hours the aura state will last. 

Note: Auras do not apply to all triggers. Such as flashing lights, you are more likely to enter into a 

seizure rapidly rather than experiencing an aura state first.  

The aura state can be disorienting so the following effects apply when in an aura state. 

• Skill checks made that you have proficiency in subtracting 1d4 from the total, skill checks 

without proficiency subtract 1d6 from the total

• Any Charisma, Intelligence, or Wisdom saving throws you make are done with disadvantage 

Magic & Treatment

While magic and healing spells exist for some temporary injuries, epilepsy caused by physical trauma 

these treatments will be high level and expensive. And those who are born with Epilepsy are not 

something that magic can “fix” as that is how they were born. 



Medication is available known as Anti-Epileptic drugs which can reduce the frequency of seizures, 

lowering the DC by 1 per drug taken but not below DC 11. For those that roll at the top of the day for 

seizures, this medicine can reduce the number by -1 per pill taken.  

• 1 pill can be taken safely per long rest

• 2 pills can be taken but a DC15 constitution check must be made or receive the nauseated 

condition 

• 3 pills can be taken but a DC18 constitution check must be made or receive the nauseated 

condition 

• More than 3 pills automatically give the character the nauseated condition, as well as a level of 

exhaustion, and disadvantage on all skill checks until their next long rest

Nauseated Condition: A nauseated creature has a movement speed of 5ft, and disadvantage on 

Dexterity-based rolls. This lasts for 1d4 hours.



Open Game Content & Copyright

Open Content: Subject to designation as Product Identity (see below), the only portion of the Epilepsy 
Mechanic oduct designated as Open Game Content is the rules content (creature stat blocks and names 
of skills, etc., taken from the SRD) as defined in the Open Game License version 1.0a Section 1(d). 
The front and back cover, back matter, introduction and Credits page, as well all other parts of this 
product including all text not specifically designated as Open Game Content is not Open Game 
Content. No portion of this work other than the material designated as Open Game Content may be 
reproduced in any form without written permission. Product Identity: The following items are hereby 
identified as Product Identity, as defined in the Open Game License 1.0a, Section 1(e), and are not 
Open Content: DnD Disability, Epilepsy Mechanics, as well as all trademarks, registered trademarks, 
proper names (including the names of each character, location, item or monster unique to this product), 
dialogue, plots, storylines, locations, characters, artworks, and trade dress, but excluding any content 
that is Product Identity of Wizards of the Coast. (Elements that have previously been designated as 
Open Game Content are not included in this declaration.) The Epilepsy Mechanics is Copyright © 2022 
Anna Holden / DnD Disability and Isaac Cooke Khan and may not be reproduced in any form. It may 
be referenced with full credit in other works, but actual text may not be copied and added to works. 
Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to 
content owned by others is not a challenge to their ownership and is used under Fair Use. Nothing 
within the Epilepsy Mechanics may be added to sites such as D&D Beyond, or homebrew websites, 
absolutely no exceptions. 

Open Game License v1.0a
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translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
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Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement. Not for resale. Permission granted to print or photocopy this document for personal use only. 2. The 
License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may 
only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this License. 3.Offer and Acceptance: By Using the 
Open Game Content You indicate Your acceptance of the terms of this License. 4. Grant and Consideration: In consideration 
for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with 
the exact terms of this License to Use, the Open Game Content. 5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by this License. 6. Notice of License Copyright: You must 



update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the 
copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute 7. Use of 
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to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity. 8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing are Open Game Content. 9. Updating the License: 
Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 10. 
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unless You have written permission from the Contributor to do so. 12. Inability to Comply: If it is impossible for You to 
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it enforceable. 15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System 
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