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3.5 SYSTEM COMPATIBLE
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RANGE TYPE NOTESAMMUNITION
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CHARACTER NAME

CLASS & LEVEL

SIZE / TYPE

TEMPORARY 
SCORE

PLAYER

RACE ALIGNMENT DEITY

AGE GENDER HEIGHT WEIGHT EYES HAIR SKIN

ABILITY NAME ABILITY  
SCORE

ABILITY  
MODIFIER

TEMPORARY
MODIFIER

TOTAL

ARMOR 
BONUS

SHIELD 
BONUS

DEX 
MODIFIER

SIZE 
MODIFIER

NATURAL 
ARMOR

DEFLECTION 
MODIFIER

MISC 
MODIFIER

SKILL NAMES

 ACROBATICS  _______ =  DEX

 APPRAISE  _______ =  INT

 BLUFF _______ =  CHA

 CLIMB _______ =  STR

 CRAFT ( _______________)  _______ =  INT

 CRAFT ( _______________) _______ =  INT

 CRAFT ( _______________) _______ =  INT

 DIPLOMACY _______ =  CHA

 DISABLE DEVICE* _______ =  DEX

 DISGUISE _______ =  CHA

 ESCAPE ARTIST _______ =  DEX*

 FLY _______ =  DEX

 HANDLE ANIMAL* _______ =  CHA

 HEAL _______ =  WIS

 INTIMIDATE _______ =  CHA

 KNOWLEDGE (ARCANA)* _______ =  INT

 KNOWLEDGE (DUNGEONEERING)* _______ =  INT

 KNOWLEDGE (ENGINEERING)* _______ =  INT

 KNOWLEDGE (GEOGRAPHY)* _______ =  INT

 KNOWLEDGE (HISTORY)* _______ =  INT

 KNOWLEDGE (LOCAL)* _______ =  INT

 KNOWLEDGE (NATURE)* _______ =  INT

 KNOWLEDGE (NOBILITY)* _______ =  INT

 KNOWLEDGE (PLANES)* _______ =  INT

 KNOWLEDGE (RELIGION)* _______ =  INT

 LINGUISTICS* _______ =  INT

 PERCEPTION  _______ =  WIS

 PERFORM (______________)            _______ =  CHA

 PERFORM (______________)           _______ =  CHA

 PROFESSION* (___________)          _______ =  WIS

 PROFESSION* (___________)          _______ =  WIS

 RIDE  _______ = DEX

 SENSE MOTIVE _______ =  WIS

 SLEIGHT OF HAND*  _______ = DEX

 SPELLCRAFT* _______ =  INT

 STEALTH  _______ =  WIS

 SURVIVAL _______ =  WIS

 SWIM _______ =  STR

 USE MAGIC DEVICE _______ =  CHA
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BASE 
SCORESAVING THROWS TOTAL ABILITY  

MODIFIER
MAGIC 

MODIFIER
MISC. 

MODIFIER
TEMPORARY 

MODIFIER

TOTAL MISC. 
MODIFIER

DEX. 
MODIFIER

TOTAL BASE ATTACK 
BONUS

SIZE 
MODIFIER

DEX 
MODIFIER

STRENGTH 
MODIFIER

TOTAL

DR

BASE SPEED WITH ARMOR

TEMP MODIFIERS

+ 10
TOTAL BASE ATTACK 

BONUS
SIZE 

MODIFIER
STRENGTH 
MODIFIER

MODIFIER

MODIFIER

NONLETHAL DAMAGE

WOUNDS / CURRENT HP

FLY MANEUVERABILITY SWIN CLIMB BURROW

TOTAL
BONUS

ABILITY
MOD. RANKS

MISC.
MOD.

 CLASS SKILL  * TRAINED ONLY

CONDITIONAL MODIFIER:
__________________________________________________________________________
__________________________________________________________________________
__________________________________________________________________________
LANGUAGES:
__________________________________________________________________________
__________________________________________________________________________
__________________________________________________________________________
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CLASS & LEVEL

PLAYER

RACE ALIGNMENT

FEATS

FEATS

HEAVY
LOAD

MEDIUM
LOAD

LIGHT
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PUSH OR 
DRAG

LIFT OFF 
GROUND

LIFT OVER 
HEAD

MONEY
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SP—

GP—

PP—

GEAR

TOTAL WEIGHT
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ITEM WT.

SPELLS
KNOWN

SPELLS
SAVE DC

SPELLS
PER DAY

BONUS
SPELLSLEVEL

9TH

8TH

7TH

6TH

5TH

4TH

3RD

2ND

1ST

0 ___

CONDITIONAL MODIFIERS

DOMAINS/SPECIALTY SCHOOL

0      

1ST   

2ND   

3RD   

4TH   

5TH   

6TH   

8TH   

9TH   

7TH   



Equipment Location Weight Value Hit points Hardness Size Notes

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

______________________ __________ ________ _______ ________ ________ ______ ________________________

INVENTORY AND EQUIPMENT

1 Head: (Hat, Crown, Headband, Helmet, Cirlet, Phylactery)
____________________________________________________
1 Eyepiece: (Googles, Glasses, or Pair of Glasses)
____________________________________________________
1 Neck: (Amulet, Brooch, Scarab, Necklace, Medallion, Periapt)
____________________________________________________
1 Torso: (Vest, Vestment or Shirt)
____________________________________________________
1 Waist: (Belt)
____________________________________________________

1 Shoulders: (Cape, Cloak or Mantle)
____________________________________________________
1 Arm / Wrist: (Pair of Bracers or Bracelets)
____________________________________________________
1 Hand: (Pair of Gloves or Gauntlets)
____________________________________________________
2 Fingers: (Rings: One on each hand or two on one hand)
____________________________________________________
1 Feet: (Boots, Shoes or Sandals)
____________________________________________________

MAGIC ITEM LOCATION



Spell Level 1 2 3 4 5 6 7 8 9
Spell Per Day __ __ __ __ __ __ __ __ __
Ability Bonus Spells __ __ __ __ __ __ __ __ __
Specialist Bonus Spells __ __ __ __ __ __ __ __ __
_________________ __ __ __ __ __ __ __ __ __
Total __ __ __ __ __ __ __ __ __

Spell Level 1 2 3 4 5 6 7 8 9
Saving DC __ __ __ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __ __ __ __

Specialist School _______________________________
Prohibited School _______________________________

SORCERER / WIZARD SPELLS

Spells Known __ __ __ __ __ __ __ __ __

Spell Level 1 2 3 4 5 6 7 8 9
Spell Per Day __ __ __ __ __ __ __ __ __
Ability Bonus Spells __ __ __ __ __ __ __ __ __
_________________ __ __ __ __ __ __ __ __ __
Total __ __ __ __ __ __ __ __ __

Spell Level 1 2 3 4 5 6 7 8 9
Saving DC __ __ __ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __ __ __ __

DRUID SPELLS
Spell Level 1 2 3 4 5 6
Spell Per Day __ __ __ __ __ __
Ability Bonus Spells __ __ __ __ __ __
_________________ __ __ __ __ __ __
Total __ __ __ __ __ __

Spell Level 1 2 3 4 5 6
Saving DC __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __

BARD SPELLS

Spell Level 1 2 3 4 5 6 7 8 9
Spell Per Day __ __ __ __ __ __ __ __ __
Ability Bonus Spells __ __ __ __ __ __ __ __ __
Domain Bonus Spells __ __ __ __ __ __ __ __ __
_________________ __ __ __ __ __ __ __ __ __
Total __ __ __ __ __ __ __ __ __

Spell Level 1 2 3 4 5 6 7 8 9
Saving DC __ __ __ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __ __ __ __
DC Bonus _________ __ __ __ __ __ __ __ __ __

Diety Worshiped _______________________________

CLERIC SPELLS
First Domain _______________
1) ______________________  
2) ______________________  
3) ______________________  
4) ______________________  
5) ______________________  
6) ______________________  
7) ______________________  
8) ______________________  
9) ______________________  
Domain Power _____________
_________________________

Second Domain ____________
1) ______________________  
2) ______________________  
3) ______________________  
4) ______________________  
5) ______________________  
6) ______________________  
7) ______________________  
8) ______________________  
9) ______________________  
Domain Power _____________
_________________________

Spell Level 1 2 3 4
Spell Per Day __ __ __ __
Ability Bonus Spells __ __ __ __
_________________ __ __ __ __
Total __ __ __ __

Spell Level 1 2 3 4
Saving DC __ __ __ __
DC Bonus _________ __ __ __ __
DC Bonus _________ __ __ __ __

PALADIN SPELLS

Spell Level 1 2 3 4
Spell Per Day __ __ __ __
Ability Bonus Spells __ __ __ __
_________________ __ __ __ __
Total __ __ __ __

Spell Level 1 2 3 4
Saving DC __ __ __ __
DC Bonus _________ __ __ __ __
DC Bonus _________ __ __ __ __

RANGER SPELLS

______________________________________________________
______________________________________________________
______________________________________________________
______________________________________________________

PERMANENT SPELLS
______________________________________________________
______________________________________________________
_____________________________________________________

______________________________________________________

CONTINGENCIES

______________________________________________________
______________________________________________________
______________________________________________________
______________________________________________________

ACTIVE SPELLS



 Spell Name      Casting Time Components Duration Area  

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __

 Additional Notes _____________________________________________________________________________________

__ ___________________ __ __ __ __ __ ___________ _____________ _________ ______ __ __
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SPELL BOOK LISTING



__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________
__________________________________________________________________________________________________________

CAMPAIGN NOTES

Name Location Problem Notes
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________

QUESTS AND KNOWN ENEMIES

Name Location Problem Notes
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________

CONTACTS AND ALLIANCES

Event Location Result Notes
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________
__________________ ___________________ ____________________ _________________________________________

SESSION EVENTS



Bleed:
A creature that is taking bleed damage takes the 
listed amount of damage at the beginning of its 
turn. Bleeding can be stopped by a DC 15 Heal 
check or through the application of any spell 
that cures hit point damage (even if the bleed is 
ability damage). Some bleed effects cause ability 
damage or even ability drain. Bleed effects 
do not stack with each other unless they deal 
different kinds of damage. When two or more 
bleed effects deal the same kind of damage, take 
the worse effect. In this case, ability drain is 
worse than ability damage.

Blinded:
The creature cannot see. It takes a –2 penalty to 
Armor Class, loses its Dexterity bonus to AC (if 
any), and takes a –4 penalty on most Strength- 
and Dexterity-based skill checks and on opposed 
Perception skill checks. All checks and activities 
that rely on vision (such as reading and Percep-
tion checks based on sight) automatically fail.

All opponents are considered to have total 
concealment (50% miss chance) against the 
blinded character.

Blind creatures must make a DC 10 Acrobatics 
skill check tomove faster than half speed. Crea-
tures that fail this check fall prone. Characters 
who remain blinded for a long time grow accus-
tomed to these drawbacks and can overcome-
some of them.

Broken:
Items that have taken damage in excess of half their total 
hit points gain the broken condition, meaning they are less 
effective at their designated task. The broken condition has the 
following effects, depending upon the item.

	 •	 	If	the	item	is	a	weapon,	any	attacks	made	with	the	item	
suffer a –2 penalty on attack and damage rolls. Such 
weapons only score a critical hit on a natural 20 and only 
deal	×2	damage	on	a	confirmed	critical	hit.

	 •	 	If	the	item	is	a	suit	of	armor	or	a	shield,	the	bonus	it	grants	
to AC is halved, rounding down. Broken armor doubles its 
armor check penalty on skills.

	 •	 	If	the	item	is	a	tool	needed	for	a	skill,	any	skill	check	
made with the item takes a –2 penalty.

	 •	 	If	the	item	is	a	wand	or	staff,	it	uses	up	twice	as	many	
charges when used.

	 •	 	If	the	item	does	not	fit	into	any	of	these	categories,	the	
broken condition has no effect on its use. Items with the 
broken condition, regardless of type, are worth 75% of 
their normal value. If the item is magical, it can only

be repaired with a mending or make whole spell cast by a 
character with a caster level equal to or higher than the item’s. 
Items lose the broken condition if the spell restores the object 
to half its original hit points or higher. 

Non-magical items can be repaired in a similar fashion, or 
through the Craft skill used to create it. Generally speaking, 
this requires a DC 20 Craft check and 1 hour of work per point 
of damage to be repaired. Most craftsmen charge one-tenth 
the item’s total cost to repair such damage (more if the item is 
badly damaged or ruined).

Confused: 
A confused creature is mentally befuddled and cannot act 
normally. A confused creature cannot tell the difference 
between ally and foe, treating all creatures as enemies. 
Allies	wishing	to	cast	a	beneficial	spell	that	requires	a	
touch on a confused creature must succeed on a melee 
touch attack. If a confused creature is attacked, it attacks 
the creature that last attacked it until that creature is dead 
or out of sight.

Roll on the following table at the beginning of each 
confused subject’s turn each round to see what the 
subject does in that round.

d% Behavior
01–25 Act normally.
26–50 Do nothing but babble incoherently.
51–75	 	Deal	1d8	points	of	damage	+	Str	modifier	to	

self with item in hand.
76–100  Attack nearest creature (for this purpose, a 

familiar counts as part of the subject’s self ).

A confused creature who can’t carry out the indicated 
action does nothing but babble incoherently. Attackers 
are not at any special advantage when attacking a 
confused creature. Any confused creature who is 
attacked automatically attacks its attackers on its next 
turn, as long as it is still confused when its turn comes. 
Note that a confused creature will not make attacks 
of opportunity against anything that it is not already 
devoted to attacking (either because of its most recent 
action or because it has just been attacked).

Cowering: 
The character is frozen in fear and can take no 
actions. A cowering character takes a –2 penalty 
to Armor Class and loses his Dexterity bonus (if 
any).

dazed:
The creature is unable to act normally. A daze 
creature can take no actions, but has no penalty 
to AC. 

A dazed condition typically lasts 1 round.

dazzled:
The creature is unable to see well because of 
overstimulation of the eyes. A dazzled creature 
takes a –1 penalty on attack rolls and sight-based 
Perception checks.

dead: 
The character’s hit points are reduced to a nega-
tive amount equal to his Constitution score, his 
Constitution drops to 0, or he is killed outright 
by a spell or effect. The character’s soul leaves 
his	body.	Dead	characters	cannot	benefit	from	
normal or magical healing,  but they can be 
restored to life via magic. A dead body decays 
normally unless magically preserved, but magic 
that restores a dead character to life also restores 
the body either to full health or to its condition 
at the time of death (depending on the spell or 
device). Either way, resurrected characters need 
not worry about rigor mortis, decomposition, and 
other conditions that affect dead bodies.



deafened: 
A deafened character cannot hear. He takes a –4 
penalty on initiative checks, automatically fails 
Perception checks based on sound, takes a –4 
penalty on opposed Perception checks, and has a 
20% chance of spell failure when casting spells 
with verbal components. Characters who remain 
deafened for a long time grow accustomed to 
these drawbacks and can overcome some of 
them.

disaBled: 
A character with 0 hit points, or one who has nega-
tive hit points but has become stable and conscious, 
is disabled. A disabled character may take a single 
move action or standard action each round (but not 
both, nor can he take full-round actions, but he can 
still take swift, immediate, and free actions). He 
moves at half speed.

Taking move actions doesn’t risk further injury, 
but performing any standard action (or any other 
action the GM deems strenuous, including some 
free actions such as casting a quickened spell) deals 
1 point of damage after the completion of the act. 
Unless the action increased the disabled character’s 
hit points, he is now in negative hit points and 
dying.

A disabled character with negative hit points 
recovers hit points naturally if he is being helped. 
Otherwise, each day he can attempt a DC 10 
Constitution check after resting for 8 hours, to begin 
recovering hit points naturally. The character takes 
a penalty on this roll equal to his negative hit point 
total. Failing this check causes the character to lose 
1 hit point, but this does not cause the character 
to become unconscious. Once a character makes 
this check, he continues to heal naturally and is no 
longer in danger of losing hit points naturally.

dying: 
A dying creature is unconscious and near death.

Creatures that have negative hit points and have 
not stabilized are dying. A dying creature can 
take no actions. 

On the character’s next turn, after being reduced 
to negative hit points (but not dead), and on all 
subsequent turns, the character must make a DC 
10 Constitution check to become stable. The 
character takes a penalty on this roll equal to his 
negative hit point total. A character that is stable 
does not need to make this check. A natural 20 
on this check is an automatic success. If the 
character fails this check, he loses 1 hit point. If 
a dying creature has an amount of negative hit 
points equal to its Constitution score, it dies.

energy drained: 
The character gains one or more negative levels, 
which might become permanent. If the subject 
has at least as many negative levels as Hit Dice, 
he dies. See Energy Drain and Negative levels 
on	page	562	of	the	Pathfinder	Roleplaying	Game	
Core Rulebook for more information.

entangled:
The character is ensnared. Being entangled 
impedes movement, but does not entirely prevent 
it unless the bonds are anchored to an immobile 
object or tethered by an opposing force. An 
entangled creature moves at half speed, cannot 
run or charge, and takes a –2 penalty on all 
attack rolls and a –4 penalty to Dexterity. An 
entangled character who attempts to cast a spell 
must make a concentration check (DC 15 + spell 
level) or lose the spell.

exhausted: 
An exhausted character moves at half speed, 
cannot run or charge, and takes a –6 penalty to 
Strength and Dexterity. After 1 hour of complete 
rest, an exhausted character becomes fatigued. 
A fatigued character becomes exhausted by 
doing something else that would normally cause 
fatigue.

fasCinated:
A fascinated creature is entranced by a super-
natural or spell effect. The creature stands or sits 
quietly, taking no actions other than to pay atten-
tion to the fascinating effect, for as long as the 
effect lasts. It takes a –4 penalty on skill checks 
made as reactions, such as Perception checks. 
Any potential threat, such as a hostile creature 
approaching, allows the fascinated

creature a new saving throw against the fasci-
nating effect.

Any obvious threat, such as someone drawing 
a weapon, casting a spell, or aiming a ranged 
weapon at the fascinated creature, automati-
cally breaks the effect. A fascinated creature’s 
ally may shake it free of the spell as a standard 
action.

fatigued:
A fatigued character can neither run nor charge 
and takes a –2 penalty to Strength and Dexterity. 
Doing anything that would normally cause 
fatigue causes the fatigued character to become 
exhausted. After 8 hours of complete rest, 
fatigued characters are no longer fatigued.



flat-footed: 
A character who has not yet acted during a 
combat is f lat-footed, unable to react normally 
to the situation.

A	flat-footed	character	loses	his	Dexterity	
bonus to AC (if any) and cannot make attacks of 
opportunity.

frightened: 
A frightened creature f lees from the source of 
its fear as best it can. If unable to f lee, it may 
fight.	A	frightened	creature	takes	a	–2	penalty	
on all attack rolls, saving throws, skill checks, 
and ability checks. A frightened creature can use 
special	abilities,	including	spells,	to	flee;	indeed,	
the creature must use such means if they are the 
only way to escape.

Frightened is like shaken, except that the crea-
ture	must	flee	if	possible.	Panicked	is	a	more	
extreme state of fear.

grappled: 
A grappled creature is restrained by a creature, 
trap, or effect. Grappled creatures cannot move 
and take a –4 penalty to Dexterity. A grappled 
creature takes a –2 penalty on all attack rolls and 
combat maneuver checks, except those made to 
grapple or escape a grapple. In addition, grap-
pled creatures can take no action that requires 
two hands to perform. A grappled character who 
attempts to cast a spell must make a concentra-
tion check (DC 10 + grappler’s CMB + spell 
level, see page 206), or lose the spell. Grappled 
creatures cannot make attacks of opportunity.

A grappled creature cannot use Stealth to hide 
from the creature grappling it, even if a special 
ability, such as hide in plain sight, would 
normally allow it to do so. If a grappled creature 
becomes invisible, through a spell or other 
ability, it gains a +2 circumstance bonus on its 
CMD to avoid being grappled, but receives no 
other	benefit.

helpless: 
A helpless character is paralyzed, held, bound, 
sleeping, unconscious, or otherwise completely at 
an opponent’s mercy. A helpless target is treated 
as having a Dexterity of 0 (–5 modifier). Melee 
attacks against a helpless target get a +4 bonus 
(equivalent to attacking a prone target).

Ranged attacks get no special bonus against 
helpless targets. Rogues can sneak attack helpless 
targets.

As a full-round action, an enemy can use a melee 
weapon to deliver a coup de grace to a helpless 
foe. An enemy can also use a bow or crossbow, 
provided he is adjacent to the target. The attacker 
automatically hits and scores a critical hit. (A 
rogue also gets his sneak attack damage bonus 
against a helpless foe when delivering a coup de 
grace.)

If the defender survives, he must make a Fortitude 
save (DC 10 + damage dealt) or die. Delivering a 
coup de grace provokes attacks of opportunity.

Creatures that are immune to critical hits do not 
take critical damage, nor do they need to make 
Fortitude saves to avoid being killed by a coup de 
grace.

inCorporeal: 
Creatures with the incorporeal condition do not 
have a physical body. Incorporeal creatures are 
immune to all nonmagical attack forms. Incor-
poreal creatures take half damage (50%) from 
magic weapons, spells, spell-like effects, and 
supernatural effects. Incorporeal creatures take 
full damage from other incorporeal creatures and 
effects, as well as all force effects.

invisiBle: 
Invisible creatures are visually undetectable.

An invisible creature gains a +2 bonus on attack 
rolls against sighted opponents, and ignores its 
opponents’ Dexterity bonuses to AC (if any). See 
Invisibility, under Special Abilities.

nauseated: 
Creatures with the nauseated condition experi-
ence stomach distress. Nauseated creatures are 
unable to attack, cast spells, concentrate on 
spells, or do anything else requiring attention. 
The only action such a character can take is a 
single move actions per turn.

paniCked: 
A panicked creature must drop anything it holds 
and f lee at top speed from the source of its fear, 
as well as any other dangers it encounters, along 
a random path.

It can’t take any other actions. In addition, the 
creature takes a –2 penalty on all saving throws, 
skill checks, and ability checks. If cornered, a 
panicked creature

cowers and does not attack, typically using the 
total defense action in combat. A panicked crea-
ture can use special abilities, including spells, to 
f	lee;	indeed,	the	creature	must	use	such	means	if	
they are the only way to escape.

Panicked is a more extreme state of fear than 
shaken or frightened.



paralyzed: 
A paralyzed character is frozen in place and 
unable to move or act. A paralyzed character has 
effective Dexterity and Strength scores of 0 and 
is helpless, but can take purely mental actions. A 
winged	creature	flying	in	the	air	at	the	time	that	
it	becomes	paralyzed	cannot	flap	its	wings	and	
falls. A paralyzed swimmer can’t swim and may 
drown.

A creature can move through a space occupied 
by a paralyzed creature—ally or not. Each square 
occupied by a paralyzed creature, however, 
counts as 2 squares to move through.

petrified: 
A	petrified	character	has	been	turned	to	stone	
and	is	considered	unconscious.	If	a	petrified	
character cracks or breaks, but the broken pieces 
are	joined	with	the	body	as	he	returns	to	flesh,	he	
is unharmed. 

If	the	character’s	petrified	body	is	incomplete	
when it returns to f lesh, the body is likewise 
incomplete and there is some amount of perma-
nent hit point loss and/or debilitation.

pinned: 
A pinned creature is tightly bound and can take 
few actions. A pinned creature cannot move and 
is	flatfooted.

A pinned character also takes an additional –4 
penalty to his Armor Class. A pinned creature is 
limited in the actions that it can take. A pinned 
creature can always attempt to free itself, usually 
through a combat maneuver check or Escape 
Artist check. A pinned creature can take verbal 
and mental actions, but cannot cast any spells 
that require a somatic or material component. 
A pinned character who attempts to cast a spell 
must make a concentration check (DC 10 + 
grappler’s CMB + spell level) or lose the spell. 
Pinned is a more severe version of grappled, and 
their effects do not stack.

prone: 
The character is lying on the ground. A prone 
attacker has a –4 penalty on melee attack rolls 
and cannot use a ranged weapon (except for a 
crossbow). A prone defender gains a +4 bonus to 
Armor Class against ranged attacks, but takes a 
–4 penalty to AC against  melee attacks.

Standing up is a move-equivalent action that 
provokes an attack of opportunity.

shaken: 
A shaken character takes a –2 penalty on attack 
rolls, saving throws, skill checks, and ability 
checks. Shaken is a less severe state of fear than 
frightened or panicked.

siCkened: 
The character takes a –2 penalty on all attack 
rolls, weapon damage rolls, saving throws, skill 
checks, and ability checks.

staBle: 
A character who was dying but who has stopped 
losing hit points each round and still has nega-
tive hit points is stable.

The character is no longer dying, but is still 
unconscious.

If the character has become stable because of aid 
from another character (such as a Heal check or 
magical healing), then the character no longer 
loses hit points. The character can make a DC 
10 Constitution check each hour to become 
conscious and disabled (even though his hit 
points are still negative). The character takes a 
penalty on this roll equal to his negative hit point 
total.

If a character has become stable on his own and 
hasn’t had help, he is still at risk of losing hit 
points. 

Each hour he can make a Constitution check to 
become stable (as a character that has received 
aid), but each failed check causes him to lose 1 
hit point.

staggered: 
A staggered creature may take a single move 
action or standard action each round (but not 
both, nor can he take full-round actions). A stag-
gered creature can still take swift and immediate 
actions. A creature with nonlethal damage 
exactly equal to its current hit points gains the 
staggered condition.

Stunned: A stunned creature drops everything 
held, can’t take actions, takes a –2 penalty to AC, 
and loses its Dexterity bonus to AC (if any).

Unconscious: Unconscious creatures are 
knocked out and helpless. Unconsciousness can 
result from having negative hit points (but not 
more than the creature’s Constitution score), or 
from nonlethal damage in excess of current hit 
points.



unConsCious: 
Unconscious creatures are knocked out and 
helpless. Unconsciousness can result from 
having negative hit points (but not more than the 
creature’s Constitution score), or from nonlethal 
damage in excess of current hit points.

new Condition: 
_________________________

new Condition: 
_________________________

new Condition: 
_________________________

new Condition: 
_________________________

new Condition: 
_________________________

new Condition: 
_________________________

new Condition: 
_________________________



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: (a)”Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)”Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, 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 specifically excludes 
Product Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts; creatures charac-
ters; 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, environ-
ments, 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. 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 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 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. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 

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

12. Inability to Comply: If it is impossible for You 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 unenforce-
able, such provision shall be reformed only to the extent necessary to make it 
enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a 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; 
Based on original content from TSR.

Expanded Character Sheet: The Pathfinder Roleplaying Game Edition, 
Copyright 2009, Louis Porter Jr. Design, Inc.

OPEN GAME LICENSE VERSION 1.0A 

Louis Porter Jr. Design, NeoExodus: A House Divided & logos are a trademark owned by Louis Porter Jr. Inc. All rights reserved. All other content is copyright 2007 Louis 
Porter Jr. Design Inc. The mention of or reference to any company or product in these pages is not a challenge to the trademark or copyright concerned. This book is compatible 
with 3rd Edition and Revised 3rd Edition rules. This edition of adventure planner is produced under version 1.0a and/or draft versions of the Open Game License and the System. 
Reference Document by permission of Wizards of the Coast. Subsequent versions of this product will incorporate later versions of the license and document.

Designation of Open Game Content: All Text

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/pathfinderRPG for more infor-
mation on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of 
Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for more information on 
the compatibility license.



























If you liked the NeoExodus:  
A House Divided Roleplaying Game...

then take a look at the webcomic,  

GRAND THEFT EXODUS

See the webcomic for free at 

www.GrandTheftExodus.com

http://www.grandtheftexodus.com

