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Condition: Blinded

* You grant combat advantage.
* You can't see any target (your targets have
total concealment).

* You take a -10 penalty to Perception checks.
* You can't flank an enemy.

This condition lasts until the affecting power is
removed, until a Remove Affliction Ritual is
cast, or any power that Regenerates is cast on
you.

Show this card until you save.

Anyone have a cane? A seeing eye dog...?
nyone...?

Condition: Dominated

S —

* The dominating creature chooses your
actions. The only powers it can make you use
are your at-will powers.

* You're Dazed.

* You grant combat advantage.

* You can take either a standard action, a
move action, or a minor action on your turn
(vou can also take free actions). You can’t take
immediate actions or opportunity actions.

* You can't flank an enemy.

This condition lasts until you save, or until the
power inflicting it is removed.

Show this card until you save.

‘es Master! | live fo obey your every comi

. Condition: Immobilized
S —

* You can't move from your space, although
you can teleport and be forced to move by a
pull, a push, or a slide.

This condition lasts until you save, or until the
power inflicting it is removed.

Show this card until you save.

OK... this is *soooo* not funny... Who tied my

ihOE-FEiCE_S fogether? i

Condition: Dazed

* You grant combat advantage.

* You can take either a standard action, a
move action, or a minor action on your turn
(vou can also take free or no actions).

* You can't take immediate actions or
opportunity actions.
* You can't flank an enemy.

This condition lasts until you save or until the
power inflicting it is removed.
Show this card until you save.

Whoa... someone get the name of the Bull that hit

2

Condition: Dying

* You're at 0 or negative hit points.

* You make a death saving throw every round.

* You're unconscious.,
* You're helpless.
= You take a -5 penalty to all defenses.
= You can't take actions.
* You fall prone, if possible.
* You can't flank an enemy.

This condition's pretty much permanent, isn't
it? But you're not entirely dead yet...

Show this card until you are healed.

It's the “Big One”, Bertha!... *gasp* *wheeze*
*hack™

Condition: Invisible

* No one has Line of Sight to you.
* No one can target you with a ranged Attack.
* You have Concealment 11 against attackers
+ When they hit you with a melee or ranged
aftack, they roll a d20: On a result of 11
or greater, they hit. Otherwise, they miss.

* You have Combat Advantage against enemies
you attack.

* Enemies cannot make Opportunity Attacks
against you.

This condition lasts as long as the power inflicting
it states.

Show this card until you are visible.

ere did he go?

Condition: Deafened

* You can't hear anything.
* You take a -10 penalty on Perception
checks.

This condition lasts until you save, until the
power inflicting it is removed, until a Remove
Afflication Ritual is cast, or any power that
Regenerates is cast on you.

Show this card until you save.

AT?? SPEAK UP!! | CANT HEAR YOU!

Condition: Helpless

S —

* You grant combat advantage.
* You can be the target of a coup de grace.

Note: Usually you're helpless because you're
UNCconscious.

This condition lasts until you save, or until the
power inflicting it is removed.

Show this card until you save.

And by this, we mean more than the usual D&D

iiewb, » i

Condition: Marked

"—“_

* You take a -2 penalty to attack rolls for any
attack that doesn’t target the creature that
marked you.

This condition lasts as specified by the power
your enemy is using on you.

Show this until you are no longer marked.

You feel the beedy eyes of your enemy boring info
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