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Pathfinder Condition Cards make
conditions easier to track. Each DYING
card includes a brief summary
of the condition's effects in large
text at the bottom, with a more
detailed description in smaller
text on the card. The full rules
appear on pages 618-623 of the
Pathfinder Core Rulebook.

This box includes tracking
cards to use alongside those =i
conditions that make use of dying4
condition values. Each tracking
card has one side to monitor
condition values and another
for durations. Place this card
under the condition card with
the current condition value or
duration exposed just under the
bottom border of the condition
card. Then, slide the card upward
one notch when the value or
duration decreases, or downward
one notch if it increases.

You're unconscious. At dying 4, you
die. Roll a recovery check at the
start of each of your tums.
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If you prefer not to use
the tracking cards, each
card that has a condition
value also includes a space
to write in the value. This
works best if you put a clear
card sleeve over the card
and write the value with a
dry- or wet-erase marker.

CLUMSY

Take a status penalty equal to the
value on all Dexterity-based checks
and DCs, such as AC, Reflex saves,
Dex-based attack rolls, and skill
checks for Acrobatics, Stealth, and
Thievery.
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Product Identity: The following items are hereby identified as Product Identity, as defined in the
Open Game License version 1.0a, Section 1(¢), and are not Open Game Content: All trademarks,
registered trademarks, proper nouns (characters, deities, locations, etc., as well as all adjectives,
names, titles, and descriptive terms derived from proper nouns), artworks, characters, dialogue,
locations, plots, storylines, and trade dress. (Elements that have previously been designated as
Open Game Content, or are exclusively derived from previous Open Game Content, or that are in
the public domain are not included in this declaration.)

Open Game Content: Except for material designated as Product Identity (see above), the game
mechanics of this Paizo game product are Open Game Content, as defined in the Open Game
License version 1.0a, Section 1(d). No portion of this work other than the material designated as
Open Game Content may be reproduced in any form without written permission.

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: (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, 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 specifically 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 () “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.
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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 unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

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

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc; Authors: Logan Bonner, Jason
Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Pathfinder Condition Cards © 2019, Paizo Inc.; Author: Logan Bonner.
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BLINDED

Treat all normal terrain as difficult
terrain. You critically fail Perception
checks that require you to be able
to see, and you take a -4 status
penalty to Perception checks. You
are immune to visual effects.

=Y PERCEPTION

All normal terrain is difficult

CONCEALED

A creature that you're concealed
from must succeed at a DC 5 flat
check when targeting you. Area
effects aren't subject to this flat
check. If the check fails, the attack,
spell, or effect doesn't affect you.

DC5 flat check to target you |

% DAZZLED

Everything is concealed from you.
This means you must succeed at a
DC 5 flat check to target anything.

| DC 5 flat check to target anything

A broken object can't be used for its
normal function, nor does it grant
its normal bonuses.

Broken armor still grants its item
bonuses, but it also gives you a
status penalty to AC: -1 for light, -2
for medium, or -3 for heavy.

Item doesn't function
or grant bonus

You're flat-footed, don't treat anyone
as your ally, and can't use reactions,
Delay, or Ready. All your actions are
determined by the GM.

You use your actions to attack or
cast offensive cantrips. The target
is determined randomly by the GM.
If you have no other viable targets,
you automatically hit yourself.

When damaged by an attack or
spell, you can attempt a DC 11 flat

check to end this condition.

Attack indiscriminately

| DC 11 flat check to end when you

take damage

DEAFENED

JW

You automatically critically fail
Perception checks that require
you to be able to hear. You take
a -2 status penalty to Perception
checks for initiative and checks
that involve sound but also rely on
other senses.

If you perform an action with the
auditory trait, you must succeed at a
DC 5 flat check or the action is lost.
You are immune to auditory effects.

| —2 PERCEPTION FOR INITIATIVE |
| —2 CHECKS INVOLVING SOUND |

CLUMSY

Take a status penalty equal to the
value on all Dexterity-based checks
and DCs, such as AC; Reflex saves;
Dexterity-based attack rolls; and
skill checks for Acrobatics, Stealth,
and Thievery.

4 TO DEX-BASED
ROLLS AND DCS

il
@ CONTROLLED

Someone else chooses all your
actions for you.

Another chooses your actions |

The dying value at which you die
is reduced by your doomed value.
If your maximum dying value is
reduced to O, you instantly die.
When you get a full night's rest,
your doomed value decreases by 1.

MAX DYING
VALUE




(| orames

Take a status penalty equal to the
value on Constitution-based checks,
such as Fortitude saves. You also
lose HP equal to your level times the
drained value, and your maximum
HP are reduced by the same amount.
When you get a full night’s rest,
your drained value is reduced by 1.

n TO CON-BASED
ROLLS AND DCS

Lose HP (level x value)

ENFEEBLED

Take a status penalty equal to the
value on Strength-based rolls and
DCs, such as Strength-based melee
attack rolls, Strength-based damage
rolls, and Athletics checks.

TO STR-BASED
ROLLS AND DCS
FLAT-FOOTED

Take a -2 circumstance penalty to
Armor Class.

‘ DYING.

You're unconscious. At dying 4, you
die. Roll a recovery check at the
start of each of your turns.

Critical Success Decrease by 2

Success Decrease by 1.

Failure Increase by 1.

Critical Failure Increase by 2.

If you take damage, increase dying

by 1(or 2 if it's from an enemy’s critical
hit or your critical failure). If you ever
have 1 HP or more, lose dying. Any
time you lose dying, gain wounded 1
or increase your wounded value by 1.

Death at
dying4
A INATED
s

You are compelled to focus your
attention on something. Take a
-2 status penalty to Perception
and skill checks, and you can't
use actions with the concentrate
trait unless they or their intended
consequences are related to the
subject of your fascination.

If a creature uses a hostile action
against you or any of your allies,
your fascination ends.

GoEe

Concéﬁtrafé ébti6n$ Iiniitéd

On your turn, you must spend each
of your actions trying to escape the
source of the fleeing condition as
expediently as possible. You can't
Delay or Ready while fleeing.

Must flee
Can't Delay or Ready

ENCUMBERED

You're clumsy 1 and take a -10-foot
penalty to your Speed (or all your
Speeds, if you have special Speeds).

| 1 T0 DEX-BASED ROLLS AND OCS |
(CLUMSY]
 -10 FEET SPEED

@ FATIGUED

Take a -1 status penalty to AC and
saving throws. While exploring, you
can't choose an exploration activity.

When you get a full night's rest,
you recover from fatigued.

—1 AC AND SAVES
No exploration activity
while exploring

@ FRIGHTENED

Take a status penalty equal to your
frightened value to all your checks
and DCs.

At the end of each of your
turns, the value of your frightened
condition decreases by 1.

e TO ALL CHECKS
AND DCS




GRABBED

You're held in place by another
creature, making you flat-footed
and immobilized.

If you attempt a manipulate action
while grabbed, you must succeed at
a DC 5 flat check or it is lost.

-2 AC [FLAT-FOOTED] |

Can’t move

DC 5 flat check to use
manipulate actions

INVISIBLE

You're undetected to everyone.
Creatures can Seek to attempt to
detect you, making you merely
hidden on a successful Perception
check against your Stealth DC.
You can't be fully observed while
invisible except via special magic
or abilities.

ENEMIES EAE [FLAT-FD[]TEU] |

Can't be seen or targeted

PETRIFIED

You have been turned to stone. You
can't act, nor can you sense anything.

You are an object with a Bulk
equal to double your normal Bulk
(typically 12 for a petrified Medium
creature or 6 for a petrified Small
creature), AC 9, Hardness 8, and the
same HP you had when alive. When
you're turned back into flesh, you
keep the HP you had as a statue.
If the statue is destroyed, you
immediately die.

Can'’t act or sense
You're an object

While vyou're hidden from a
creature, that creature knows the
space you're in, but it can't tell
precisely where you are. A creature
you're hidden from is flat-footed to
you and must succeed at a DC 11
flat check when targeting you. Area
effects aren't subject to this flat
check. If the check fails, the attack,
spell, or effect doesn't affect you.

| ENEMIES -2AC [FLAT-FIJUTEI]]

DC 11 flat check to target \;oﬁ

PARALYZED

Your body is frozen in place. You
have the flat-footed condition and
can't act except to Recall Knowledge
and act in other ways that require
only the use of your mind (as
determined by the GM).

Can't act except thinking

PRONE

You're lying on the ground. You're flat-
footed and take a -2 circumstance
penalty to attack rolls. The only
move actions you can take are Crawl
and Stand. Standing up ends the
prone condition.

You can Take Cover to get greater
cover against ranged attacks (but
you still have the penalty to AC for
being flat-footed).

If you're Climbing or Flying when

knocked prone, faHVinstead.

—3 AC [FLAT-FOOTED)
“2 ATTACK ROLLS

~ Lan onIy Crawl or
Can Take Cover

IMMOBILIZED

You can't use any action that has
the move trait.

If you're immobilized by something
holding you in place and an external
force would move you, that force
must succeed at a check against
either the DC of the effect holding
you in place you or the relevant
defense (usually Fortitude DC) of the
monster holding you in place.

PERSISTENT
DAMAGE

Take this damage at the end of each
of your turns as long as you have
the condition, rolling the damage
dice anew each time. After you take
persistent damage, attempt a DC 15
flat check to see if you recover.

You or an ally can help you
recover with a *¥® activity, allowing
you to attempt an additional flat
check lmmedlately

| Take damage at the end of your turn:

DC 15 flat check to recover

Gain 1 additional action at the start
of your turn each round. You can
use this action only for the specific
actions listed.

+1®, can be used to




RESTRAINED

You're tied up so you can barely move,
or a creature has you pinned. You
have the flat-footed and immobilized
conditions, and you can't use any
action with the attack or manipulate
traits except attempt to Escape or to
Force Open your bonds.

-2 AL [FLAT-FOOTED)

~ Can't move, attack, or
manipulate (except to Escape or
Force Open)

n STUNNED

You can't act while stunned. Stunned
usually includes a value, which
indicates how many total actions you
lose from being stunned. When you
regain actions, reduce the number
you regain by your stunned value.
Then, reduce your stunned value by
the number of actions you lost.

If stunned has a duration instead
of a value, you lose all your actions
for the listed duration.

When you are undetected by a
creature, that creature can't see you
at all, has no idea what space you
occupy, and can't target you, though
you still can be affected by area
effects. The creature is flat-footed
to you.

A creature can attempt to
guess which square you're in to
try targeting you. This works like
targeting a hidden creature, but the
GM rolls in secret.

| ENEMIES -2 AC [FL

| Lamtact”
! . Reduce value each time |
| you would regain actions |

| You can't be seen or targeted |

You have fewer actions. When you
regain your actions at the start of
your turn, reduce that number of
actions by your slowed value.

Because slowed has its effect at
the start of your turn, you don't lose
actions immediately if you become
slowed during your turn.

If you're both stunned and
slowed, actions lost to slowed count
toward stunned.

Take a status penalty equal to your
sickened value on all your checks
and DCs. You can't willingly ingest
anything (including potionsﬁ.

You can spend *¥ retching in an
attempt to recover, which lets you
attempt a Fortitude save against the
DC of the effect that made you sick. On
a success, reduce your sickened value
by 1 (or by 2 on a critical success).

2% TO ALL CHECKS
AND DCS

P to attempt recovery

You can't act, and you are blinded
and flat-footed. Take a -4 status
penalty to AC, Perception, and
Reflex saves. Fall prone and drop
items you are holding. You can't
wake up while you have 0 HP.
Anytime you attempt to Cast a If you're unconscious with 1 or
Spell while stupefied, the spell is more Hit Points, wake up if:
disrupted unless you succeed at a + You take damage.
flat check with a DC equal to 5 + + You receive healing.
your stupefied value. + You're shaken awake (Interact).
; — — . ThSre’s loud nof}se arFr):und you,
T0 INT-, WIS-, and you succeed at a Perception
2 . AND CHA-BASED check at the start of your turn.
ROLLS AND OCS
DC 5 + value flat check to

Take a status penalty equal to the
value on Intelligence-, Wisdom-, and
Charisma-based checks and DCs,
such as Will saves, spell attack rolls,
spell DCs, and skill checks that use
these ability scores.

-6 AC [FLAT-FOOTED)
PERCEFTION AND REFLEX |

Any time you gain the dying
condition or increase it, add your
wounded value to the amount.

The wounded condition ends if
someone restores Hit Points to you
with Treat Wounds, or if you are
restored to full Hit Points and rest
for 10 minutes.

Dying when
+ your dying value
increases




