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Condition Cards have been designed as a game aid for players and gamemasters alike.
They have been formatted to print on any standard-size business card paper, or you can
just print them on cardstock and cut them out using the lines as guides.

Keep the cards handy and whenever your character is struck blind by a spell, knocked
prone by a powerful blow, or simply invisible thanks to a handy potion, you can pull out
the requisite card and — voilal — you have al the information you need to handle any
adjustments to die rolls, combat stats, skill checks, etc. When your condition ends,
simply return the card to the stack.

Gamemasters might even consider printing out two or three sets of these cards, as
multiple characters can sometimes be affected by the same condition.

The condition cards presented here differ from our earlier set of condition cards in that
they have been designed for compatibility with the Pathfinder Roleplaying Game from
Paizo Publishing, LLC.



Bleed

Take the listed amount of Bleed damage at beginning of
turn

Can be stopped with DC 15 Heal or any spell that cures hit
point damage (even if Bleed is ability damage)

Multiple Bleed do not stack

Ability drain Bleed is worse than ability damage Bleed,;
Ability damage bleed isworse than hit point Bleed

Blinded

-2 AC; Lose DEX bonusto AC

-2 STR & DEX-based skill checks and on opposed
Perception checks

All activities that depend on vision automatically fail

All opponents have total concealment (50% miss chance)

DC 10 Acrobatics to move more than %2 speed or fall prone

Broken (itemsonly)
-2 on attacks and damage; score critical on 20 only

Armor bonusis halved
-2 on skill checks with broken tools

Wands/staves use 2x normal charges

Vaue reduced by 75%

Magic items repaired only with mending or make whole

Confused
Treat dlies as foes; Allies must succeed on melee touch
attack with beneficial spells

Attack anyone that attacks you until creatureis dead or
flees

Roll d% each turn:
01-25 Act normally
26-50 Babble incoherently

51-75 1d8+STR bonus damage to self
76-100 Attack nearest creature

Cowering Dazed

Frozen in fear Unable to act normally
Take no actions Take no actions

-2to AC No penalty to AC

No DEX bonus Typically lasts only 1 round
Dazzled Dead

Unable to see well Soul leaves body

-1 to attack rolls

-1 to sight-based Perception checks

Cannot benefit from normal or magical healing
Can berestored to life with magic

Body decays unless preserved

Magical life restoration heals decay damage




Deafened
-4 to Initiative

Automatically fails sound-based Perception checks
-4 penalty to opposed Perception checks

20% chance of spell failure on spells with verbal
component

Disabled

0 hp or negative hp but stabilized and conscious
Single move action or standard action each round
No full-round actions

Move at %2 speed

Standard actions deal 1 hp damage at end of turn

Dying

Negative hp total and not stabilized
Take no actions

10% chance to stabilize each round
Suffer 1 hp damage if not stabilized

Dead at negative hp equal to CON or -10 (whichever is
lower)

Energy Drained
If negative levels equal or exceed character level, death
occurs

-1 attack, saves, skill & ability checks per negative level
-5 hit points per negative level
-1 effective level per negative level

Spellcaster lose 1 spell slot from highest spell level per
negative level

Entangled
Move at ¥2 speed

Cannot run or charge
-2 on attack rolls
-4 to DEX

Spellcraft DC 15+spell level to cast spells

Exhausted
Move at %2 speed

-6to STR and DEX

1 hour rest moves character to Fatigued

Fascinated

Take no actions other than paying attention to fascinating
effect

-4 to skill checks made as reactions
Any potential threat allows new save
Any obvious threat breaks effect

Ally may shake target free of effect as standard action

Fatigued

Cannot run or charge
-2to STR and DEX
Any action causing Fatigue causes Exhaustion

8 hours rest removes Fatigue




Flat-footed

Those not yet acted in combat
No DEX bonusto AC

No Attacks of Opportunity

Frightened

Flee from source of fear
If unableto flee, can attack
-2 attack, saves, skill checks & ability checks

Can use spells or magic to flee

Grappled

Cannot move; -4 to DEX

-2 to attacks and combat maneuvers, except those to
grapple or remove grapple

No actions that require two hands
DC 15 + spell level Spellcraft to cast spells

No attacks of opportunity

Helpless
Completely immobile and at enemies mercy

DEX is0 (-5 penalty)
Enemies have +4 to attacks

Enemies can coup de grace with full round action;
automatically hits with critical

If attack is survived, DC 10 + damage Fort or die

Incorporeal
Immune to al non-magic attacks

Harmed only by other incorporeal creatures, +1 or better
weapons, spells, spell-like effects or supernatural abilities

Invisible
+2 attack vs. sighted opponents

Opponents lose DEX bonus

Nauseated
Cannot attack or cast spells

Cannot concentrate on spells
Cannot perform skills that require concentration

Single move action each turn only

Panicked
Drop held items and flee at top speed

Take no other actions
-2 saves, skill checks and ability checks
If cornered, cower and cannot attack

Can use spells or special abilitiesto flee




Paralyzed
Effective DEX and STR of O

Can take mental actions
Flying creatures plummet
Swimming creatures may drown

Space occupied counts as 2 spaces for others to move
through

Petrified

Turned to stone and unconscious
Broken characters joined together return as whole

Incomplete characters return to life asincomplete,
complete with some amount of hit point loss or debilitation

Pinned
Cannot move and considered flat-footed

-4to AC
Can take verbal and mental actions; can attempt to free self

Cannot cast spellsthat require somatic or material
components

DC 15 + spell level Spellcraft to cast spells

Prone
-4 to attacks

Cannot use ranged weapons (except crossbows)
+4 AC bonus vs. ranged attacks

-4 AC vs. melee attacks

Standing is move action

Shaken Sickened
-2 on attacks -2 on attacks
-2 skill checks -2 on weapon damage
-2 ability checks -2 saving throws
-2 saving throws -2 skill checks

-2 ability checks
Stable Staggered

Dying but no longer losing hit points
Unconscious
10% chance each hour to become conscious

If stabilized without help, 10% chance each hour to
become conscious and disabled, otherwise lose 1 hp

Single move or standard action each round
No full-round actions
Can take swift and immediate actions

If non-lethal damage equals maximum HP total, become
staggered




Stunned
Drop dl held items

Take no actions
-2to AC
Lose al DEX bonus

Unconscious
Knocked out and helpless

Can result from negative hit point total or non-lethal
damage exceeding hit point total

Can result from magical or alchemical sleep effects




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (*Wizards"). All
Rights Reserved.

1. Definitions: (8)"Contributors’ means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and trandations (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; (d)"Open Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specificaly excludes Product Identity. (€) "Product
Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the 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.

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. Y ou 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 Y ou indicate Y our 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
Y our Contributions are Y our original creation and/or Y ou 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 COPY RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain al rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content Y ou 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. Y ou 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. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content Y ou Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless
Y ou have written permission from the Contributor to do so.

12. Inability to Comply: If it isimpossible for Y ou to comply with any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v1.0a. Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc; Authors Jonathan Tweet, Monte Cook, Skip Williams,
based on material by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn., based on material by Jonathan
Tweet, Monte Cook, and Skip Williams

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin

Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Baseon on origina content
from TSR.
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