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ICEWIND DALE II 
Black Isle Studios is pleased to bring to you Icewind Dale TM II, the sequel to 
the critically acclaimed Icewind Dale TM. Using the Dungeons & Dragons® 
Third Edition mles, Icewind Dale II continues the classic dungeon crawling 
experience of the first game, with a horde of new monsters to slay, spells to 
unleash, and areas to explore in the windswept north of the FORGOTI'EN 
REALMS®. A grave new threat has arisen in the North, a threat that seeks to 
seal off the Ten-Towns from tl1e rest of Faeriin in a bitter power stmggle. The 
town of Bremen has fallen, and a vicious horde of goblins, ores, and bug­
bears have gathered beneath the mysterious banner of the Chimera and are 
marching on tl1e port town of Targos. Fearing that they will be overrun, 
Targos has sent out a call for all able-bodied adventurers, soldiers, and mer­
cenaries to sail north to stand with the town's defenders against tl1e 
encroaching horde. You and your companions have answered the call. 

Icewind Dale II uses a highly modified version of the Bio Ware Infinity 
Engine™, originally developed by BioWare Coq:i. for Baldur's Gate™ and 
Baldur's Gate II: Shadows of Arnn™. Among the many features included in 
Icewind Dale II, you will now be able to choose new races like the Half-Ores 
and sub-races like tlle Gold Dwarves. You may even play some of the 
Underdark races, including the Drow and the Duergar. For players who like 
to equip two scimitars and do a spinning dance of deatll through their ene­
mies, 1\vo Weapon Fighting has also been included. 
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Many of the mechanics described in this manual will be familiar to those who 
have played tlle Baldur's Gate series and Icewind Dale. If you \vish to refresh 
your knowledge of the interface, feel free to tlmmb tllrough tlle manual and 
read what you wish. The notable differences you will find are tlle change from 
AD&D Second Edition mles to D&D Third Edition rules including new races, 
skills, feats spells, and the world background, which describes tlle port city 
of Targos and its inhabitants. 

Welcome to lcewind Dale II. 

How To Use This Manual 
This manual L~ intended as a reference guide for JCf\\iad D:ile n. nm something U1a1 needs 10 be re-Jd from 
co"er to cmer Refer to it when rou need to. or if you are confused about a certain aspect of gameplay. 
Se\eral tables and an index have been provided at lbe end of the book to allow you to get the infonnalion you 
need at a glance, and a quick reference t'ard has been included in the game box. 

This manual L< dhided into two pans. TI1e 6n;1 part gj1· \'OU 01c infom1JUon you need 10 create your (l'Jft)', 

use the new inwrface, and run multiplayer games in Jce11ind l}.tle ll. It's the nUlS and liolts of Uie game, and 
it has e1·en1hing rou need to get up and runni11g. The second part. "The \onh," gives you infonnation on the 
city of Targus. the world of the fORGOITE.'I REALMS, Jnd definitions of certain aspects of U1e Third Edition 
Dungeons & Dmgon> mles, which may be new to some players. 

How To Install and Start J.>laying 
To install Jce111nd Dale II, first insen ti1e CO.ROM labelcd lce11ind Dale II Disc J into \Our CD-ROM drive and 
foUow the on-screen instructions. If your Autorun is not enabled, click on the icon rliiresenting )'OUT CD­
ROM Drile under 'My Computer' from ur desktop. 1his will bring up'' IL<tmg or the file. on ICC11ind ]}ale 
II Disc t. Find AlrfORllS.EXE and double-dick to launch the install afl]lLicallon. 

Press tl1e ·1n tall' bullon 10 begin installation. 

After installing the game, other options wiU be a111ilable on the launch menu: 

Play. After you have e"erything set, 'ck on tl1e Phty hullon to hegin pla1ing. After l'ie11ing the logo and imro­
duction movies, select "New Game" 10 go d im'lly into Party Chu ice and begin your ad>enture in kt~>ind ]}ale 
II. 

View Readme. The readme tile contains 4t>l minute infomiation and changes that could not be printed in this 
manual. Please take the Ume to 1iew U1e readme file if )'OU are ha>ing any problem< with this product. 

Uninstall. When you're ready. the Cninstall option will remme rre11ind Dale 11 from )'OUr complller, except 
your saved games. 

fail will close the launch 11fodow. 

Starting fcewind Dale II from the Desktop: After you ha;-e installed the game. if rour lcCY.ind ]}ale II CD is 
already in your CD-ROM Dti"' or the Autorun menu did 001 pop up after putting in tile (l) - gn to your Slart 
Menu, select Programs, and tl1en select the 813cli Isle program gI'IJUp and finally the lcewind frale IJ scfoc­
Lion, At anoU1cr time, \'OU mighl also w·Jlll 111 look at the other interesting programs and malerial th;i1 was 
installed along 11iU1 lce11iad fra.le D under the Bl:tck isle program irour. 
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How To Get Help 
Troubleshooting Documents Online! 
lnterpla) Entertainment Corp. Techmcal Support now offers troubleshooting guides 11ith complete install:ttion 
and setup inst111ctioos <IS 11ell •IS information that 11ill help you 01ercome the most common difficulties. If 1ou 
hmc access to lhe World Wide Web, iou can find these at www.interplay.com/support/. · 
llefl' you will find troublc:,hooting information on as well as information on regular »stem maiotenunce :md 
pttfonrumce. · 
(For giunl'-spetific information and additional troubleshooting, visit our main page at www.interplay.com) 

I[ you have c1uestions about the progr.uu. our Technical Support Department c:111 help. Our web-site contains 
up-to-date infonuation on tlte most common diffit11lties with our products, and Ulis information is the same 
as tluu u><.'ll b) our product support technicians. We keep the product support pages updated on a reguhir 
basl\ so plc-.isc check here first for no-wait solutions: www.interplay.com/support/ 

If you arc lllL1ble 10 find lhe information you need on our web site, please fed free 10 contact Technical 
Support 1ia e-mail, phone, fa.\, or leuer. Please be sure lO include the follo11ing infornmtion in your e-mail 
message, fa.\, or leuer: 

• litlc of Gmue 
• Opemling S)~1cm (Wmdows® 95,Wiadons® 98, Windo11s® ME, Windo11'® lOOO, Windon~® XP) 
• O'L ~JlC and speed in MllZ 
• Amount of RAM 
• m-l!OM 
• A cop) of dte Direct X Diaguostic Repot1 
•A description of the problem you 're baving 

If you need to talk to romconc immediately, call us al (949) 553-6678 Monday through Friday betwc'Cll 
8;00AM-5:1SPM, Pacific Slandard Time. Our automated wi1.ard is :mtilable 24 hours, 7 days a week. Please 
hal'c tlte abcwe infonnation ready when you call. "11tL< 11ill help us answer your question in the shortest possi­
ble time. When you call you will initially be connected with our automated 11izard. For information pertaining 
ID your specific title. press .. , .. on the main menu and listen carefully 10 all prompts. All tides are listed 
alphabetically. After you ha1e selected your tide, the most conU11on difficulties will be listed. If the difficulty 
you arc ha\ing is not listed or you need additional assistance, you may press ·'O" on your games main menu, 
and you \\ill be lrJlls(errcd 10 " Teclulical Support representalil'e. No hints or codes arc available from Ulis 
line. 

Interplay Entertainment Corp. Support Fax: (949) 252-2820 
Interplay llnterttinment Corp. Technical Support 
16815 Von Karman Avenue• lli>ine, VI 9l6o6 

llOW TO RllACll US ONLINE 
INTERNET E-M,UL: support@interphty.com 
WOJUJ) WIDE WEB: www.interplay.com 
fll': r111.imerplay.com 

Starting Out 
You can play kel\ind D;dc II either solo (creating your own p<trtyl or mulliplayer (adl'emuring 111d1 one or 
more of your friends, with each of you controlling one or more charncters). The following directions regard­
ing chamcter creation and mterface apply equally 10 bolh types of games, but die means of starling a single­
player gmne :utd a mulliplaier game differ. 

Single Player Game: When you begin the gimte, you'll be presented with the Main Menu screen. lf}oo 
11ish 10 start a single player gi1me, make sure the Game Mode at the top of the menu is set 10 "Single Pbrer· 
(it shonld be by defauh), then select "~cw Game," mid you'll be taken to the l'llfly Choice Screen. 

'ew 10 lcc11ind Dale II is the P:u1)' Choice Screen. llere you mn select an acil·enlllring pany that hlls aJreulj 
been cremcd, so that you can stan adventuring immccliately. From tltis screen you c:m also cltoosc to modify 
a selected pm1y, which )'Ou might w•Jnl 10 do if you like one of the parties offered, but wimt to change a char­
acter or ~1·0 . You mn also cltoose 10 create a whole pmty from scmtch. The choice is yours. 

Jf you chose to cre'Jle your own party, you 11ill be presemed 11ith six empty charncter slots, each 11ith a 
"Create Character" bullon. Each of these slot!> allo11~ yon to create a brand new character by clicking on the 
bnuon. To create a br.utd new character, follow the steps listed in ··Character Generation" on page 6. 

Once )OU have crc'Jled a charncter, the emp~· slot 11ill be replaced 11id1 dte chamcter's n:lfOe. You cm 
rcmol'e a character by cLicking on die name of the character, then on die "Delete" buuoa on the sub-fllf1!u 
that pops up. Doing so frees up the slot for another charncter. 

If you 11ish to back out of tllis screen simply select "fa.it." Click "Done" when you have created all the char­
acters for your p;U1y, and lce11ind Dale II will begin. For more information on the P-arty Formalion Screen, 
see page U. 

~tultiplayer: For details on how 10 start a multiplayer game, refer 10 the Multiplayer section on page l5. 

Party Choice 
A new feature ut lce11ind Dale II is the ability for you to choose a pany of adventurers that ha>ll alreatfy bren 
put together for )'OU. We have tried to create a nllll!ber of interesting p<uties tl.mt offer different pla)ing Sljies. 

but arc also well bal:mced and should SCf\'c you well from your first quest 10 your la.<t. These parties al'iO 
start out fully equipped, so you will be ready to quash your first goblin riglu away. 

If you decide 10 eitlter alter the makeup of one of the pre-made parties or create your 0\\11 party from SCI2lch 
by choosing to create a new !"arty, there are a few things you should remember. 

I) Make sure dtat you include a cleric in your party for he'.tling. lce11ind 1>.tle LI can be 1·ery chaDcoging 
if you do nm include a cleric. 
2) If you arc malting a party that includes a lot or the special Forgouen Realms charncter races (dark 

eh·es, gmy dwarl'es, etc.) which de1·elop slower than the "nornial" mces. ple:L;;e remember that )OOt 

party could he underpowered at cerutin points in the game. Things will be fine if you include a couple 
characters of d1ese mces. howe1·er a part) or six deep gnomes could make pla1ing die game 1uy cbal­
lenging. 
3) You c:u1 choose to make a party of as many as sLx character.; or as few a.< one. llowcwr. we suggesl 
Uiat )'OU make a party or al least lour chararters. "11te game is halmtccd for a ch.1racter group of lour to 
six clmraaers. 
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Character Generation 
II 1ou\e chost.1110 cn.•Jlf <Orne or all of )UUr charJOer.> from scrJlth ihl11 you 11il1 11an1 10 read iltL' -ec1ion 
to help \OU 1\Ji11 )llUr deci.<100.,. foU011 i11n1ep:. bdo11 , a1 M) poim in lhe proct" •ou ma\ pres.' · Stan 
<h<r." anJ )OU 11ill >Un •111h a nN charJcler gcncrallon >CrL't.'fl \ole: If Sun Q\er h >elected an111ork on 
lh:u thamtlcnull be lost' If you find iliat you don't like some oflour choire. and 111hl110 cliang~ iht'fn ;im­
pl\ pre..' 1hc "lfark" buuon at lhe houom of i11e >ereen 

Gender 
010o>C \Our character's SC.\, male or female. lour gender choice ha> no effect on an11hing olher than your 
llOnr.til selL'Ction and your charaoer's model in 1he g:une. When )OU ha•e chosen )'OUr gender, cUck on 1he 
'\c.\1' buuon in lhe houom riglu of 1he screen. (You'll need 10 select 'Next' after !'lerYcltoice \'OU make 
helm\.) Utcre are m:ile and fem:ile ponr.iits for all rJCCS in lhe game. . . 

Portrait Selection 
<l100-e \Our charatlcr\ portmit. If you wam. )'OU can impon a custontizcd picture of \'Our character milter 
than u-e one of 1he one> prOlided. For information on ho11 10 CUSlomize your cl1armer's ponrai1, sounds, 
biogmph), and bt:lta1ior. see the Character Record section on page lO. For more de<ails on using )'OUr 01111 
custom portr.tiL~. please 1iC11· ilte IIB\DME file. 

Race 
Chno>e your chamcter's mce and/or sub-rJCe, 1111elhcr human. elf. half-elf. dwarf, gnome. hallling, or half· 
urc. ll<1>cnding on wltich mce )OU cltoose, you ma) also get a menu wilh some of tl1c ne11 sub-mces in 
la"iod Dale II . !'or e\:unple, if you choose "elf," )'OU 11ill get a menu 1hat allo11• you 10 choose be<wcen 
moon elf. dro11 (<lark clO, :md 11ild elf. The streng1hs and weaknesses of eacl1 race and sub-mce 11ilJ be 
dc>eribed in 1hc '"'l hox at the rigltl side of 1he screen. Your race may afTcct cert:tin dialogue choices in i11e 
game as well as iour charac1cr's fmurcd class and )'Oor ability scores, so choose careful!)'. If you \\ish furil1er 
details on l"Jch rJce, sec "Races,'' on page 47. 

Class 
Choo-e lhc class \OU 1111llt from i11e lisL 11tc ICM bo\ on the riglu side of 1he screen contains descriptions of 
!::lch cla.' lltc foU011mg classes hmc oil1cr choices 10 make once )OU hare chosen i11cn1 

Clt'l'l~: .lf1cr choosing !he pai11 of lhe cleric for )'OUr characier. )oU 1\11! ilten need 10 cl1oose 111tich dci~ he 
or 'he will reh on for !heir failh dmen powers. You 11ill 1111lll IO read a little bil about each of il1e deities 10 
Jetem1inc 11hich is i11e rigl11 one for )'OUr character. Remember 1ha11he choice of deil) docs restrict i11e 
ailgmncnL' tltu )OU can choose for )our chal"Jeler, 1111iclt ma)' restrict 1he choice of classes rour chamclcr 
can muhicl:L~' huo for lhe fulure. 

Paladins nnd ~lonks: lloth paladins and monks mu.\I choose an Order 10 11hich they belong. The choice 
of an Order helps define lhc fanh of the paladin or monk :md dctennincs 11il:u muhicla.'<Sing paili; lhl')' nut) 
lake in 1hc game. 

Wizards: You ma1 chao>e an area or special~ for your diameter lrom Ilic mL11u of option> tltal come up after 
dt<'1<hn~ !hat he or >he ;; gom~ 10 be a Wizard. You ma1 wan I 10 read l"JCh of !hem carefully before conlmomA. 

If )OU \\i'h ruril1cr dcialb nn cach cia>.,. "-" "Cla.~""'·" on page '>0. 

Alignment 
l!ignmt'fll ddines hm1 iour chamctcr act>. 11itc1her ma la11ful or chaotic manner, 11i1h good or L'il imcn­
lion> - depending on )nur chmcc or cL't'-'· )OU ma) nOI he able 10 choose cenaln alignntcnL' (paladins must 
he la11ful good. for e\antplc). Each al1gnmen1 has a caption dcscnbmg II in dl'lall Read 01cr each carclulh 
before chOO!>ing. Ute choice of alignmem 11iU afTcct dialogue choices and can Until ilte ~JlCS of clas . ..cs lhai 
your clttracler 11ill be able 10 mullicla.'<S 10 later in lhe game. 

Ability Scores 
Sex ab1Uty scores define your cl1amc1er: Strengilt (Sir) , De.\lcri~ (De.\), Constilution (Con), lntrlbgcncc 
(lnl), Wisdom (ll'is) , and Charisma (Cha) . l11cy are li;ied on this scrct11 11iil1 lhe >'aloes st.i :u i11e minimunts 
of your character's race. You 11ill ha1c 16 points to allocate acros.~ il1e st\ abilily scores. The 1c.x1 boxa1 !he 
ngltl of Ilic screen dcscnbes each abiUiy. 

Skills I Feats 
.11 lhis poim in lhc chamcter crl"Jtion process )'OU 11ill need 10 pick lhe skills and feats tbaI your charJcter 
begins lhe game 11ilh. Please refer 10 lhc Skills and Feats sections on page 63 if )'OU need more infomtalion 
concerning ho11 >kills and fcalS should be chosen for 1uur characters and ho11 Ibey affect f;Uneplay. 

Spells 
If your character is a 11izard, sorcerer, cleric, or druid, )'OU can choose a selccuon of first IL,'Cl '']1Clls to st1n 
ilte game 11iil1. Consult the Spells Section on page 7; if )'OU 11'.lnl more details on lhe spell~ )'OU'rc choosing. 
Utere is also an "Auto l~ck" buuon )'OU can use "tlich 11ill selcct i.!'l'Cl I spells for iou if iou are an arcane 
spellcaster. The spells you get by pushing tlus bullon arc a good. l'Jried selection Ihm should get 1ou tltrouglt 
mos1 siluations. 

Favored Enemy 
Rangers hal'c a "fal'orcd enemy," a ~'JlC of humanoid or crca1ure they ha"e dedicaled !heir 1i1es 10 hunting. 
Wltcn attacking Ibis cre.uure i11cy get a special bonus 10 damage. Rangers can pick from lhc fol1011ing Cl'C'd­

turcs: Bugbears, llridcrs, Giants, Goblins. Harpies. Hook Horrors, Lizardmen, Ogres, Ores, Salamanders, 
Shapeshifters, Trolls, t:mber l lulks, l'ndcad, Wr·ems and Yuan-TI. 

Rangers can choose one fa1orcd enemy to stan, !hen Ibey can pick a new one !'\Cl)' fil'e IC\cb lhercaf1er. 

Appearance 
Choose lhe colors Ihm 11ill appear on )our character's model (some r.ices and sub-races, such as Drow. hm<! 
only a limiled palette )OU can choose from) . The colors of your skin, hair and clothing can be changed on the 
invenlOI) screen O\'Cr !he COUl'SC of !he game. 

Biography 
U1is buuon :111011~ you to ~'JlC in your character's personal biogmphy. You can choose 10 11".tie ii blank. n1e 
biogmph) can be accessed in 1he g:une from lhe "Customize" buuon in lhe 0L11"Jeler Record screen. 

Name 
Last bul not lea:.~ ruune )Our d1arJclcr. t:ilher cUck on the box or stan typing )'Our namt. ~lien iou're done. 
press "E.\TER" on your kcyllO'Jrd. or click ··\C\t." 
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Polishing Off Your Character 
If 1ou·rc "1Li.,fi<'<l \\ltll tllC charmer. click lhe hunon mark"! Finish" .u the hounm or the '<n'Cn If nnl. j1N 
dick on ·1Jack" and back1rJck tllmugh iour cho1u" and make ont'S iuu·rc happier 1111h. 

Import 
Thi> huuon allo11s you 10 impon charac1er.. iou hal"e :tlre'Ad1 cre:ned mlO a nC\1 muliiplayer or smgle­
pla1cr ~ame. 

Starting Gold 
Ewl) charJclcr stlrl.\ 11i1h a nest egg. 1hough 1he raluc mries according 10 1he character's cla.-;s. llowC\er, if 
you ha1c clioscn a pre-made pan) from lhe Pany Choice screen tlien tlicy 11ill ha"• alre'Jdy spcnl their monC) 
on 1he l.'!JlllJHllt'!ll tl1c1 begin tlie game 11i1h. 

for chararlers that you crea1e, tlie gold piece mnge; include: 

a... 
Barbarians 

Bards 
Clerics 
Druids 
Fighters 
Monks 

Paladins 
Rangers 
Rogues 

Sorcerers 
Wizards 

Startin& Gold 
50gp-200gp 
30gp-180gp 
30gp-180gp 
30gp-180gp 
50gp-200gp_ 
30gp-180gp 
50gp-200gp 
50gp-200gp 
20gp-1 20gp 
20gp-50gp 
20gp-50gp 

'IHE INTERFACE 
lbis «e<·iion dcscnhes all the functions of tl1e \\1ndo11 .. hunons. and menu; 111 lhc ke111nd Dale II 1mcrface. 
\\bile many of tl1c katures are sdf-e1iden1 11l1en )OU play. you =· 11an1 10 look 01er lhLs ""'lion for some of 
the finer poinl5 of the 1merface 10 make e\ploring lcl'\11nd Dale a ll1tlc 1."&ier. 

Mouse Buttons 
The follm1111g ""'lion dcscnbcs 1he actions you can perfonn 11i1h the mouse, 11i1h lcf1-cllcking or righl-dicking. 
\OIC 1ha1 mosl mc'!lu> m lhc g:une l1>hich ha\e scrolling taJl'Jhililics) suppon a mou..sc 11beel. II) placing lhe 
cursor over tl1e menu and scrolling 11ilh tlie mouse 11heel, tl1c menu 11ill scroll. 

Left-click 
Leli-clicking ('l-clicking") lhe moU>e l~ tlie equhllien1 of an "aaion" buuon. II CU1 pcrfom1 tlie f0Uo11ing functions: 

• SelecL< a character or a ponr.lil (if a characlcr or group was sclec1ed before. dlls cklf'JCler or group is 
mL<elected and tlie nl'\1 charJclcr i.< selected i11-.tead). 

• If 1he SlllFT kC) 1S held do1111 11hile !.-clicking on l"'JJious chamcters on tl1e field or on the portr.lib. 
multiple char.tcter.. are selecled 

• If 1he CO~TROL key is held do1111 \\hlle L-<licking on unselec1ed char.tcters, tl1e char.tcters 11iU be 
added 10 the current character selection 

• Double-clicking on a ponr.lil cen1ers the 1il'\1 on thai chamcter. 
• SelectS ac11on - selects action for lhe character: guard, L'llk, auack (click on lll'apon l, clC. 
• Ca.'!> spells and uses i1ems once lhf)' ha\e been selec1ed. 
• On 1errain, 11lliks selected charJOer(s) 10 lal'gCted location (noce: U>e R-click lo n101c in fonnauon model. 
• L-click and dr.tg on 1errain - selects multiple characlers (creales draggahle seleclion ho;). 
• l~cks up llems 11i1h currenl selecled character(s). If more 1h:m one charac1er is selec1ed. the left-mo;t 

ponrail (the "leader") walks ol'er 10 and pick:. up the ilem. 
• L-click and dr.tg on a 1>011r.u1-mol'es thai ponr.li1 in tl1e group order - msens inlo space ben1c'Cn char­

acters you mo1e ponrru1 10. 
• On the clock pauses and unpauscs the game. 
• Selects a cus1omi7.able function 10 map in the main game m1erface from 1he customization menu. Righi­

click on a buuon 10 acces.< 1his menu 
• Holding do11111he. lllFT key 11hlle L-clicking on spell icon from a good or ncuiral cleric's repenoire 

causes a healing spell of tl1e same level 10 be casi in ilS SU'ad. 
• Holding do1111 the Sll!IT kC) while L-cllckmg on spcU icon from an l'\il cleric"s repcno1re causes an 

mllia spell of tl1e s:unc IC\·el 10 be casi in ilS stead. 

Right-click 
Rigln-chcking ("R-cLicking") tlie mouse ha' a 1ariet) of funclions, usuall) rela1ed 10 infom1ation. cancehng 
actions, ctL'1on11w1ion and fonnmion comrol. Rlgln-clicking pcrfonns 1he fol1011mg functions: 

• On a ponrait bring.' up 1ha1 charJcter's lnl'cmori Scn>en 
• On an i1cm or spell In the i111enlOI)' or spell pa~e brings np lhe approprialc llcm or Spdl 

information scrt'cn 
• 1;u1Ccl' cumm action> - e11her anack.' or o;pell casting. 
• On a mo1t<1cr or non-player characlt:r (~PC) or after dickmg on a <ell'Cll'll cliarJcter pla\> 'ielL'llion 

sound for tl1a1 charmer or mon>1er 
• On 1err:un - -.ek'1.1l'd charJctcr walks there in fonnation mode (R·cUck and hold. and drJg. ro1a1es 

9 tl1e fc1m1a11on if more 1han one thamaerl:. selc'Cted). 
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• On Quirk \\c;Jpon>. Qu1tk S1>clb. Quick Hem>. allll Lroup ronnalJOJlS >IOL\ :tllOll> lor 1he rnnfigura 
!Jon of lhe slol ~JlC· .lflcr R·chcking. lhc cum111 npllon.' for 1ha1 quick ;lol 11·ill JPl>c:lr. You c-Jn 
>cll'Ct one for !Ill' slol h) L·dJCkmg on 11. or R·cllckm~ 10 ~" dl..-per if apphc-ahle. 

• On am of dtc main g.1me imerface buuon>. e\cep1 die fiN tl1r.-e. hnn)C> up lhe custonUJ;l1Jon menu 
• llolding dowo the SlllIT key while R·dickm~ on game scrwn allows llJYJ10ims 10 be sl1for1our 

ch:ll'Jclen. 10 w;dk bellll'eO. Titb makl'> n:nigating terrain much ea>1cr. · 

Mouse Movement 
Tite maut ~me Jl'l".111ill scroll up. do11n. lef1 or n~1 if you mo1e 1he mouse 10 tlte edge of tl1e scrl'en, tilher 
In 11indo11ed or full screen mode. ThLs also occun. if )OU use 1he number pad arro11 kl~~ 

1HE MAIN INTERFACE 

Main Game Aret.. 
\ou·u be ;eelng OJLs screen 1hc mos! 111tile playing lcf\1ind D-.de II . Tite mouse clicks and 01her buuon.s do 
1he foU011ing on tlus screefl' 

• L·dJCk selt""' charac1cn.: :tlso. a Sllll'f and L·dtck or CTRL and 1.-click comhinalion 11ill selcc1 or 
scll'CVde>tlect mulllplc charJClcn.: al><>. a click and drag on 1hc mrun grune arc:1 causes a 110\ 10 be 
dr•1111 and ani charac1er 111.sidc 1\Jll be sclt..:1ed (lhi> may be used 11i1h dte Shill kl~ 10 add tlte sclec1-
ed dt1rac1er... or On. 10 remo1e char.1cicrs) 

• L·click giles coirun;md.s (SL'e hunon" below) 10 dtc selected char.1cler(s). 
• R·click caned' an action ;utd abo doc~ fonnJllon rolJUon and mo1eme111 when a group L' selectl-<l 

(R·chck Jnd hold lo ro~uc a fonnatinn ) 
• \tlll' tholl lht.• t11N1r diangl. \\hm mml.J O\t'fohjc.tt' or dt.tr.trlt.~ or \PC .... to in<lirn.t~ ~1l' dt""ttult 

Jl1ion ill<' ddauh action mode Catt 111: rhang"I ~ l.-d1ckmg on dtc hUIJOO> al tl1c houom of die sC!l't.11 

Screen Resolution 
llte standard rt'>Olullon that lc!"ind l}Jie II allo11' you 10 play m i> 80() ' 600. tr )OO uuld nllter pi:!) al• 

higher resolution. you can modi~ it 111 the (',onOg progr;m. Tite Config program= be reached •ii tbemon 
cut in dte Stan \lcnu \ole 1ha1 E'\l?D lhough you may run lhe µme JI !Olq \ "68. 1600 1 llOO, or l048 • 
1536 resolution, ICE'\\lnd Dale II official~ suppons on~ 800 \ 600 resolution. 

Drop Away Interface 
Certatn hot kC)S will allow you 10 drop allll) interface paneb on the main screeo. ti, de&uk. prcssiug lhc \ 
key 11ill make the charactcr and action hunon panel on lhe main screen drop awa). •illle pre5liing lhe II ~ 
11ill make the entire interface drop a11:t). Pres.\ing an) of 1he kC)s :t Sl'Cond time \\ill bring up the pane!. 
again Note lha1 pausing 1he game 111tile 1he interface is hidden 11iU bring up all ol lhe panels oo tbe inlerfare. 
l n1rausing 1he game 11iU hide dte panels again if atty were hidden be[ore lhe pause. 

Action Curson 
Action cursors pop up 1111en you can perfonn cenain actions. If a given cursor is sclec1fd it 1112) be dunged 
bi clicking on a different action buuon, b) hilling "ESC," orb)' L·cLicking an area "iteil? tbe cursor bz. oo 
effect (e.g. a non-object or the interface border) . Casting spells is cancelled by a R-Oid<. or &ntiftod bi a I.­
click on a creature or area (depending on lhe l)'pc of spell). 

Select: You can sclecl dte character. Unlock: Lise skills IO onlock • loclu...J 
object 

• Move: You can walk on lhis point. if Disable Dnice: rou cm Ill 10 reD11M 

)'OU can l'!"Jch ii (lhere nray be a door this dC\-ice from tbe bigltligblro ma. 
or olher obstacle in lhe w11y). 

• Bl0<k.ed Location: You cannot walk a Pkkpocket: \OUJ' rogue CID :lllmlpl lo 

10 or target dtls poinL steal from die seleaed characlCI" 

Travel: If )OU mo1e here, )'OU 11ill IC'Jl'e • Spell: You are going IO C2SI •spell a1 a 
die area selected larget 

Doors: Opens or closes lhe highlighted 

IJ 
Info: You C211 leil-did oo Ibis 11"2 IO 

object. recei1·e infomDlion "'-U aboul ii. 

Enter: Walk lhrough die cnuy or hall- • Rotate forniatim: loo an l'Olale 

way. lhe party's fonn:llion. 

Stairs: Go u1wdown staircases. Change Onler: loo CUI """I' llA'O 
characters' posilions. 

Pick up llem: Pick up an i1cm. Use Item: You an use lhc hi~ 
objc'CI (lt'\cr, • ..,.lleb, ocl 

Attack: lttack a targel creature you 
cllck on 11 



Action and the Fog of War 
Mo" aL1Jon, rannot he p<·rfomit.J in :ll'\:a.' th;ll 1ou cannot sec. Elc" dtinll1cr l~Ul >C<' a ccna111 d1"ancc 
"'"~ from thc•n, :md aJl)1hing beyond dl:lt 1s called the "fog of 111!r" ·(i.e .. the area "'hlackt'<l-out or gm)'· 
>haded). TI1ts mi:Jns iour thamcters cannot 'iet' around a bmlding until thl'I m01e 10 die comer. and that 
they caimot""' d1mugh 11;ilb 
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Bottom Menu Buttons 
l'nUkc dtc other interface menu buttons. die bottom menu buttons are not static. The) ch:mge d)11anticall) 
dcpcndmg on the cum'ftd) :.elected char.1cter and if more than one charJctcr b :.elected. Thc:.e buttons u:.e 
the function kl')~ a.s defanh shortcut kl')~- The lcfl-111os1 button is al11"J)~ "FI ," the nc\L ii. "Fl" and so on 
R'!:Jrd lcss of which sub-menu is being displayed. 'Jlie buuons on dte bouom menu brmk d01111 as follo11~: 

Action Buttons (Fl-F5 hotkey) 
Cusiomiling die Interface: \II of the buuons on the n•'lin game interface, C\tcpl for the first d1ree (Guard and 
\lc-Jpon Combos) can he CU>tomized 10 iour liking il) right-clicking on an icon, you hnng up tl1e customiJ:a­
uon menu. If you left-click on one of the buuons sl101111 in tl1is menu, it 11ill place tl1e selected icon on die 
main ~une interface. Subsequently, if )'OU right-dick again on one of the icons in die customization menu. )'OU 
11ill bring up the specillc icons for the abiUtics/spell< under that icon. For exan1ple, ~)'OU right-dick on the 
~Jll'<i:tl ab.Utirs buuon, then nght cUck on the fc-Jt< buuon, )OU 11ill see icons for all of )'OUr mod:d fc-.us (feab 
dttt can he tuml'<I on and 00). Left-clicking on one of these icons 11ill map dm icon in the main gan1e inter­
face aJid replace the special abilities buuon. 

To re;ei a S(>ecific buuoo to its 
default. left-click die 
Clear button 

TI1c left-most buuon do the follo11ing: 

To rrset all of the interface buuons to their 
default settings. left-click 
Restore Default button 

Guard/Protect (ft): Protect< eid1er an area or anod1er charJctcr. If this mode b selected, 
the desired ground areJ is L-clicked. and then the cursor is dragged. a circle 11ill appear; tltis 
ri:presents dte area that 11ill be guarded The character 111U move freely 11i1hin tlus area bu111ill 
not leave it. fie 11ill respond to attacks but 11ill not leave the guarded areJ until mo1'Cd some-

11hrre cbe or if told to guard/protect anod1er area. If a character is sekcted to be protected, tl1e character 
11ill he followt'<I and JO) creature. am1cking die char.icier 11ill he auacked. If the GuarcVProtect mode is cho­
sen but the airsor h not L-clicked and dmgged. the chmtCter 11ill remain stationa11 aitd 11ill not move, 
though he 11ill re.pond 10 atucks. 

Weapon Combo (F2,B): TI1rse slots correspond to the ll'C'Jpon combo slots on 
the 1m·emo11 page. Load a wc-Jpon inlo tl1c:.e slots (R-cUck to choose that 
111.>Jponl a11d it 11ill appcar in the rell'l'aJlt slots here. 

Use Skills ( f-l ): Pulls up die menu of skill> amilahle to the chamcter 

Cast Spells (FS): Avai!Jble 10 bards, clerics, dru1cb, iraladtll.\, mngers. sorcerers. and 11iz­
arcb. Ii lllllb up the memori1t'1 spell h>l of the caster. :dlm1in~ vou to ca.'I" 'Pell from this li>t 

;s Character Buttons (F6-F8 hotkeys) 
fhe thrl'I' middle huuons. h) default. break do1111 acrnrdtng Lo cla.'' \ou cru1 cusiomizl' hy R·ckktng one of 
the slot< and '<'ltcting :uty Spell. ~kill. Item, or ~pca;d lb1h~ then L-cUck to make )Ollr choke. 

Search: Clmmacrs 11ill continue to look for Imp' and semi doors wluk ll "JrU1c. If an 
artion other than mo1en1ctu is "'ll'Ctcd for that charartcr, d1Ls mode ends 

Thie>ing: '111is mcludc. pick pocket.>, open locks. and disable dl'licc. depemhng on the Urgl1 
chosen. The monk can al"'> u:.e thL; huuon. but onli to disable de-ice. 

Hide/Hove Silently: CJ1ar.1cters can choose thh mode. ai1d if succts.sful thl1 lx'<:ome almost 
imis1blc. 

Quick Spells: These are configured b) R-cUcking on die Quick Spell slot - dtil> bnng> up a 
IL" of all currend) memorized spclb. Once configured. the spell is ready for 11"' al die pu'11 of 
the appropriate buuon orb) L-clicking on di:u slot. 

Bard Song: Tins h usable bi bards - the bard chamcter 11ill begrn plaiing a son~. which con­
tinues until any action otl1er that1 mol'ement is selected Depending on tl1e song you select, 
then> are different effects both on )Our part) and iour enenties. 

:S Item Buttons (1'9-11) 
Use Item: If L-clicked. allo11~ )'OU to use any item 11i1h usable pro1ten1es that )Oll are wearing 
or 11ielding. 

Quick Item (ti): \ou may read) ani item in tl1e personal iOl'!'OIOf1 for <1uick u:.e b1 R-cUck· 
mg on ani of these three slot!. and selecting from :tll items held per;,onall1 to configure th:u slot 
(much as per l sc llem). 11us is analogo11s to die usage of quick spelb •. If an item Ls u><.'1 up, 
dropped, or tmded it must be ren101ed from the quick item slot(s). If usmg an Hem causes a 

spell to be ca.'il which m1™ be 11<cd on a chamcter or monster or terrain, the cursor 11ill change accordm;tli 
and )'OU must L-click on the laf&ct to use die item. R-clicktng 11ill cmccl use. 

~capon> witl1 maj\ical po11er.. can hmc their magic po11crs configured in tbe quick item.;''""'· hut not tlit' 
quick weapons slot< (onli ll'C'Jpons 11ith ph)"cal atL1cks go into die quick wC'dpon slob). 

You ma) also customize the Quick llem slots to u:.e any Spell, Sktll, or Special lbilll). 

Special Abilities Button (F12) 
Some clas.ses and rnces lwe ~pecial abiUties. Clicking on this bullon brings up :t ch:imcter\ 
sfJCCJal abiUlles For more dcutils on Special lhilities, ><.'C "Special lhil!Ut~. page 56. 
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Group Menu Buttons 
\\lien more than one charJL1er L' -elected. )llU ~et ant" '<Cl of buuon.' along 1he houom of 1he ..:n'l'11 

l;uanlll'rt>lt'll •Ulll 11uck arc analogous 10 the buuolb for a ,mgle <elt'Clttl chamaer. 
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Stop: Slop> aU curren1 pani actions. 

Quick Formation buttons: 

h>m1J1Jon' fonn m the same order a> left 10 right on the chamc1cr portr.ulS bar Clcl1 chamcler is# I in for­
mation, and dtmn the list). If less tl1an SL\ char.tClers are selected, thC)- 11ill fonn up 10 tlie number of chamc-
1er; >electc•l, fi!Ling 111 ihe fiN, second, tltird, etc. fomiation slots unlll done. Fom1auon moremem JS accom­
plL~ed try R-clicking and holdmg (for rotation of the fom1alion). or 1.-clicking. hoth only 11hen a group is 

..:leckd. 

Quick fom1ations \\Ork analogousli 10 c1uick speUs. quick \\Ctpons. or quick 11ents. TllC) allo\\ for real-ume 
tactic;tl combat pull )OUr 11izard mto tl1e middle of your party, or ad1'anCe your fighters lo the front quick!) 
by using the formations. llie quick fonnation slOIS are configured 1ia a R-click 11hicl1 brio~ up all al'ailable 
forrnauon.s. !.-click selects one as tl1e fomialion for tliat quick fomiation slot !.-click subsequently on thiu 
huuon >ClecL' the current pal1) formation. Mo\'en1en1 into fonnations is then achie1·ed by L-clicking tl1e 1er­
min in the giune. or b) R-clicking and holding, 10 rouue tl1e fomi:uion . 

Character Buttons 
On tl1c right side of 1he menu are the follo11ing buuons: 

Character Portraits: The char.icter 1>0rtmiL< sclL'Cl tlial cliamcler if L-clicked upon; if 
R-clicked, tl1ey bring up the inl'ento~ P'Jge for that cliarJCler. 

Character Health Status: n1e bar bclo11 the cliaracter portrait sho11~ ho11 much of 
1our cliarJcter's current health remains. When the bar is en1pl)'. your chamt1er dies. 

Character Portrait Status: Chamaer portmits displa) SL'llus icons (if iour char•cter is Olarrned, lleld. 
L,C.) '-' well as the le1el up iron if one of your charaaers has enough e\perience to adrnnce to tl1e oC.\l IC\'cl. 

Character Portrait Order: To change the order of charaacr.. In your party, drag and drop tl1eir char.ic­
ier pot1r.lilS 10 e.\change tl1en1 in !lie pany order. For example, 10 S\1;1ch the order of "Olar I" and "Charl" 
left-cLirk on Cliarl. hold d01m lhe mouse buuon, then mol'e tl1e cursor Ol'er Cl1arl. Release the mouse but­
ton and Char i and Cli:trl 11ill S'l•itch places. 

Interface Menu Buttons 
n1c h11ll<H" locail..J in ihl' urde IU\\arJ., ihl' !Ol\tf righl 'idt• of ihl' SCfl'Cn gl'l' )OU difl'CI .ll'C<'>' 10 !he 1ari 
nus 101erface SCl'Ctil' in the game. The buuons are ;Ls follo11, 

Character Record Map 

Spell List Journal 

ln>entory Options 

Party Formation/Character Arbitration 
Each of these buuons L'lkes )llU directli to the interface screen for the character >elected. If the 
entire P'.tf1l is >elected, !lie appropriate screen for the part) leader 111U come up . 

Globe 
Tlus piaure represents the passage of lime in the game. L-chcking on this bulloo has the same 
effect as pre.sing tl1e SP'JCe bar · ii will pause and unpau>e the game. 

Select All: Selects or unselects all si\ chamcters. 

Al on/off: Tums a ch;tr.1clcr's (or group of cl1ar;aer's) Al on or off Qiamcters 11i1h II 
lumed off 11iU not reaa 10 their emironment unless manu:illy comrolled and 11iU nol mo1e or 
01hen11se do anytlung unless dicuned by their unmodifiable section of scnpl ( tl1e portion 1hal 
players are unable 10 change, representing the personali~ of that character). 

Rest: \\lien )OU select tl1e Rest buuon on the world screen. your enUre part) 11ill n'SI until 
Cl'Cl)One is a1 full he:tldi. \\lien )'Ou select the Rest bunon on any other scra'11, iuu 11ill he pre· 
semed 1111h three options: nom1al Rest (8 hours), Rest l nlil llealed (re.I until e1·en·one L' at 

full healtlt) . and Cancel. Wben )'OU select Rest or Rest l nUl llC'aled and confim1, li.;e 11iU P''"'' 
in the game. and your chamaers 11111 he.tl and regain their speUs. Krep in mind that rerung L' nonnaU) 
allo11ed On!) in inns, outdoor arC'JS (pro•ided all the monsters in tl1e •icinn) or on Ilic map ha1c heco slaln), 
or 1>itl1 pemlission from a loc:tl resident. 

11Dl 'E. IT('llfll 'S TIP II is possible Iba/ )'OU ll'ill be flllncketl u•bile resting iu ccrlni11 
r1rc•ns if a group of u·rmdering monsters cbnnces upon J'our pnr/J'. 

Tool Tips 
'Tool lip' ;If(' the <mall infonnalion 11indo11 that pop up 11hcne1er yo11 lC'J1c your mou;c cursor 01cr ao) 
object 111 the game for a pcnod of time (Including hunon~. chamcll'r;. ill'lll'- ,;gn'. antl so on) The lime ii 
take. u1t tool Up 10 pop up is ,..1 m ihc ophons; lo brmg up Ilic fool Tips 1nsuntJi. P""'-' th(· "Taii'' buuon. 
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Dialogue Window 
\ou·111,.. 'P<"dkmg 10 a numher of (Jl'llple m kl"inJ l~tle II""'' die rnu"" of tlie g-.une. To initiate di.11uguc, 
>impl) "·lert the pcr>on you 11ant to speak to . \ou cannot 'jieak to J111mie 111th a red orclc (die red arcle 
means the\ 're ho:.tile and dont 11;1111 to w.lk 10 yllu). 

llt;dogue occurs \\1tli tl1c i.cil'<.1l'<l cbar.tcter onl)~ changing the character lta1ing die dialogue i; not po""ible 
until di;tloguc i; t.\ited :u1d re.tartc'<l 11i1h a new dtaracter sck>ctt'<l If multiple cl•1mctcrs are selected. the left­
most sclecll'<l chamcter (m the ponraits near die bottom of die screen) i> die one 11lio mitiales the dialogue. 

When you 'peak to someone, )llU \\ill be presented \\idi a list of numbered option.< for \\lt:U to sai in red You 
can either !.·dick on \\hat )OU want to say from the li'it. or hit the number of die response you want 10 cliOQSe. 
\\ lll,i more text scrolls up in the 111ndow tlian can lie re:1d :u once, or \\hen dialogue is paused to gire )'OU a 
ch:UJcc to mid the te\1, 1'011 CUI L-cltck .. Continue .. at the bottom of the dhtlogue 11indow to 1iew more texL 
n ic tt':ll dial ha' bel'n alreacJi read can be miewed \\itli die scroll :trro\\ on the right (up or do\\ll). 

,1Dlf\Tl RER'S TIP· Keep i11 mi11d that your oplio11s ca111'a~r depe11di11g 011 your char-
11c/£•r :1 </alislics (111/ellige11ce, Charisma), their cl11ss. race, a11d skills Jfyo11 're 110/ 
hari11g m11ch luck u-ilh a11 \'PC u·ilb 011e cbnrocter, lrJ' speaking to him 11'ilh a110/ber 
11 llh a differe11/ race, a higher /11/ellige11re or Charisma 11bilil/es, or diflere11/ 1kills 

During dlalogue the diaracter \\ho is talking ltts his portrait highlighted and 11iU llitsh in the main game 
area The ~ I'( being ;poken to \\ill also Dash. 

.1DrE •. \'TUlCR'S TIP: Keep i11 mind that there are fioi11/s i11 the game u•bere e1•e11 a 
rbnracler u:ho Is bidde11 or illl•isible 1L'ill still be see11 a11d spoken to i11 order to a/1011• 
lb1• adl't111cemm t o[lbe piol. 

Stores, Inns, Taverns, and Temples 
.\Ii the stores in lcewmd Dale II use a similar UJterface for the bll)ing and selling of goods, infonnation. and 
"-'l'in'5. \\lien )Ull sp<-ak to tl1c 01mer of a store, a panel \\ill replace tlie bottom portion of the screen 111th 
button, for the 1ario11> sel'ices offered These sel'ices include: 

Rent Rooms: Inns usualfy hal'e four dil!erent ~pes of roonts tl1:u die player can 11o;e to rest :u 
nighL ranging from peasant rooms 10 nohleman·s lodgings. Tlic more e.\pellSil'e the room, the 
more ioti'll bcal 11iille you rest. 

Buting and ~lling: This screen i; separJted into a llu) 11indo11 :UJd a Sell 11indo11. Hems 
the >tore offers are sho11n in the Bui 11indow. Items from tl1e characters inrenlol) are sho\\11 
m the Sell 11indm1. To buy an ilem, L-click on ii in the Bur 11indo11. Tiie item icon 11ill become 
highlighted. but \\ill not be purcha<cd until you L-click .. lluy .. al the bottom of the window. You 

may select multiple items and tlie total for all selected lien., 11ill be sho11n next to die .. Buy" button. Tiie Sell 
11inJ011 11000 the same \\n). :tlthough the shopkeeper may not 11:1nt 10 bu) the ilents in your uwentory 
( unwantt'<l ltenJ> arc W.•) ·shadl'<l). Hems unusable bv the char Jct er are shaded n.'11 

n ic number of each item the proprietor h:" in <tock of <:".ich ill'fli "' li>tc•I in p:trendtest'> aftrr each Item 
(unli milt'<l 1ten1> haw no numhcr hcs1de them), and 1fynu 111sli. you may bu) multiple rer.;1ons of each iteni. 
To huy multiple 1er<ion> of an Jlem. doubll'-Click on the Jlem Ill the store, 11luch 11ill bnng up a menu th:u 
allo11. )OU to >Clert 11011 many of tltat iten1 )OU 11ould like to bu1 Enter die number. and if )'OU hJ\e enough 
gold. the) 're yours 

,1/JII\// Rt/I'S rt/' f'rtl'<'-' i11 "tore.> rr111""~"11ccurd111g to the f.'b11ris11111 nflbe h11.1wg 
or selli1111«h11rt1cler11.1 ire// a.• /be " l/erc11111ile Hackgrn1111d .. fe11t. 1111d ii et/II 1tl.10 '""I 
based 011 bo,,. 1111111)' items of n partic11fnr t_1pe the .•lore alre11d_1· carries. (Jf lkirrlre 
ill tb1• Targos Trade Depol a/rendJ bas fiftJ gobli11 bottle 11.res, 1111d yo11 hri11g her 
111101/Jer. tbe11 rbances 11re. ro11 u·o11 ·t get top dollar for ii) 

Drinks and Rumors: llanenders and innkeeper< are good for huiing drink:. and catching 
up on the local gos>1p. lletns offered :u a bar '<tlJ from t'\pt'flSile li11uors to cheap all.'>. l'pon 
ordcnng a dnnk, the proprietor may share rumors he has h<:"Jttl late!). Be c-drtful. ho11e1er . .,. 
your characters C'Jn ix."COmc intoxiC'Jted if thC) drink too much - and tlic ll'Ml'fldcr 11on·1 b1~1-

1ate 10 CUI )OU off. 

Pur<hase Healing: Temples 11,uallj offer healing senices for a price. \ menu 11ill appear 
sliowmg tll<' sel'ices offered and die price. Select tlic scnice \'OU 11ish 10 receive and sek'CI the 
chamcter 11110 need; ihe healing. 

Identify: Shops and Teniples mn usuaUi idl'fltify more items than your clwJClers If \OU can· 
not sclcct the item from ibc list, tlien 1he proprietor =not identi~ the ncm. 

Containers 
Cenain items and containm CUI be picked up or opened; these are identified 11ith a blue highlight whm )'OU 
mo1e tlie cursor orer them. L-click will allo11 )OU to open a container, and a lll'\I p:mel will app<:"Jr at the 
bottom of ihc smoen The left side of the panel sho11~ the items 1hat are on dtc ground or in the cont:uner 
and the right side is a small portion of the selected character's in>cntory. Clicking on ll<'fll> on the ldt side of 
the panel mo1e dte items from die ground or container into the char.tcter'> i1wcntOI). If tlie diameter's 
inrentol)· is full . the item 11ill not be 1r:u1,ferred . 

This process can be merscd ltents C'an be mo1ed from a character's inrentOI) into a container or onto the 
ground b) !.-clicking on diem in the right side of this panel. 

\ote tlml itent> added to a character's m1entOI) nill automatically smck 11ith 01hers of the >:Une kind 11hcn 
possible. Funhennore. ;ome tlents your par!) C'an cart) can actuall) act as ponablc conlJtner<. For more 
mfomtation on tliese nenis. see .. Gem Bags. Potion Bags, and Scroll eases:· on p-Jge lO. 

The conlainer interface can be dosed by clicking on tlie square in the upper right of tlie contamer interface 
of by L·cltckmg an)\\ here on the g;mie map. 

Maps 

World ~lap 

Area ~lap 
1.-chcking die map button brings up the nttp die selcct<'<l d1ar.1cter(sl are on \re:c' dut 
IM1c been 1isiled are lit up. are:ts dial haven't are dark. The char.1cter(s) current posi· 
tion(s) are 'hon11 on 1hc map hy green circles 

Oickmg on the World button on tlte \rea Map hnngs u111he World \lap In icon al101e 1he appmpri:ue n1Jp 
<ho1" your characwrs· current lomtion. l sualh onl) the are-JS 11sitt..J thus far on 1he 11orld map \\ill he 
sho1m. \ ote 1ha1 you CUJnot tr.t1d hetwet·n are:c' unJes., 1ou cid1cr knon about tlll'llt or you lwc trJ1eled 10 
till' 1-dge of die cum·nt area and brought up the norld map 11itli the .. Tm1er icon Tomme to another aret. 
ltighlight the area and click nn II 17 
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nw joomal i> J <l1af\ of your a<llL'lllUre.. It'll au1omauc<ll) nuke llOll'S ol 1mpon;u11 poopk. plot pomb. 
•IU'"" and the co111pk'lion of qtK."IS «> yllu can n:fcr 10 1he111 hucr lflou re l'Cr ha\lng trouble on a quest, 
n:fcr to your 1oum:tl The joum:tl enll)' for the quest may contain helpful infomiauon on 11here 10 go nC\t or 
who to talk 10. 

Tite content:; of the game jounml cm be d01111!oaded 10 a te\I file hy lulling CTRL-S 10 dmmload the currenl 
chapter or CTRLI 10 do1111Jcr.1d the entire joum:tl 11hile on the joum:tl scre.n. This te.\I file 11iU appear in the 
\m1N11c d1n'Clol) 1111erc kl'1ind l}Jle II 1111> instJUed, 111 the folder of tl1c hl'1 <;;11t'<l or hl'>l loaded sa1e game 

Inventory Screen 

(I J Armor Class 
(2) Hit Points (current/maximum) 
U) Model 
(-4 l We-Jpon Combo Slots 
(5) Quick Item Slot~ 
( 6) Character 'lam(' 

(7) Party Gold 
(8) Ammunition 
(9) Character Colors 
(I 0) Ground Slots 
( 11) Personal lnvenlol) 
(12) Encumbrmce 

Tiil' ilhCtllOI) pa~l' l':UI '"' J(Cl.,,scd hy L-cUckmg the lnll'lllOI) hunon on the bollOlll nght or the -creen or h) 
R-cl1cklng a Char:tctcr l'ortrJtL lil'lll' in iour i111enlol) m;~· be 'ho11111111h a n..J. hlu<·. or yl'llow uni. ffd. 
.,ote: \lo>! Jrt: not 'had<'<l at all.) Red items arc not u"1hle h1 die charJcters holdmg tl1e item. Blue-tinted 
nent' arc ni1giCJJ hut ha1e not )Cl heen identified. fll·rns llith J yeUow uni arc capable of l1tmg lL....<l by a 
character \1td11hc l \C Magic Deike skill (althou!',h then:" a chance of f;tilure when u>t.J. so beware! licru 
111th a blue outluw an: magu:al 1tl'fl1S that ha1e been tdenufied. 

111e nuddle of the= i!i taken up I~ tl1c "Model" rcpre.cnlalion of the clurJllCr ~ong die bottom of tl1e 
,.;ret.11 l' the char.tctt1'\ pcrson:<l uwemol) and e11cumbrance. Items cu1 he dr"l\&C(l and dropped to be eqwpped 
on tl1e Mo<lcl, or <lrJ&.~ed and dropped onto otl1er dmrJCters' portraits to give tl1e item to ;motlier char:tcler 

St:tckable items am be un;mcked b) double L-dJcking on die item. l nstackl'd items c-an be 'L1ckoo by drJg· 
ging and dropping them on top of each other. 

lle111s placed in tl1e "Ground" slots 11ill be dropped al tl1e character's feet and CU1 be picked up from the 
mam game interface. 

The part) pool of gold l• sho11n on thts page as 11eU. 

Encumbrance 
F.ach character can carry onl) a cenain amount of 11eigh1, detemtined bi tl1etr Strl'llgth. facec>Jmg 1Ju, 
wetghl causes tl1e charJCter to mol'e slower or stop complete!) dependmg on holl Ol'erloadoo they an: 

Equipped Items 
There are lO disunct llJ'C'dS in the equipped items section: helm, am1or. bmcers. cloak, amulet. L ring. R ring, 
gauntlet<, boots, up 10 q 11e-Jpon combinauons and the quiver (of up 10 3 SCIS or ammumtionl. 

To dual-llield. place a 11e-Jpon in the slticld slot. 

Weapon <:ombo Slots 
You h:11e four weapon combination slob mailable for iour use. F.ach combo slot contains a primary ltm<l 
hunon and a second:tl)' hand bunon. TI1cse slots= contain a single weapon. a weapon and a sltield. mo 
weapons to use simultaneously or a l"anged weapon. \Then )'OU an: in )'OUr i111etllOI) rou c:u1 M'lect one of 
d1ese weapon combos b) left-dJcking the bunon 10 the left or the selected combo. You can also selt"1 tl1cm 
from the mam g:une mterface b) riglu-cUcking on the we-Jpon combo bunons. 

Onl) one bo11 or crossbo11 ma) be equipped at a time. Both bolts and arroll> ma) be in the quiler hut on~ 
those usable b) the curn:nt eqmpped weapon appear as quick anack choices on the mam interface screen 

Quick Item Slots 
Titese slots n:present misceUanoous Hems d1at are kept at the re-.«ly (potions, for C\:lmple). These items ~JO 
be acces.<ed easil; during combat (;imilar 10 "Quick \lleapons" abo1e) . llealing potions are gre-Jt cuuliclates 
for these slob. 

Personal ln•entory 
This Is your "backpack." You ~an earl)' only 2'1 diffen:nt items or 5~tcks of ltCnlS, r<>gardless of )OUr 

encumbmnce 

Items Information Page 
If an Hem is R·clicked upon. the 1il'I\ cliangcs to the ltcn1~ lnfonnation P"R"· TitL' p;1ge contains tl1e itcm·s icon 
and deocripuon. Omractrn mtl1 a lugh ··11i1owledge (Arcuml" sktll am automauctlly 1dl'lluf~ cett1in nugiral 
itetn\. If tl1e nem i\ a1rrently unidl'lllifiL.J , tl1erc will he a hullon to allo11 yllu to II) to ma~ic<lll iJmtil) it 11id1 a 
-croU or a >pcll Potion.' nt~ he drunk from tlu.' )l'J~e. If tl1e 11<111 i' ~ '<TOii. 11i1'lnb will ha1c the <•pporttuli~ 
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In II) lo 11 ntc MJ~c· and add the SCTOll 'jX:ll tu their 'f':IJ lbt C<:rtam ma1;u:al uc~ll' m:11 t'\Ul ha1c 'fll'Clal 
" lhiLilli:>" that tom he au.t,x'll from tlti' page - mcludin~ die ;dJiht\ 111 conft~urc tl1c 1tL'!lf~ ma~cal l">l'L"' 

Character Color 
tli(king on the colort'd 00\l'> \\ill allo11 \OU to pick from a palt11e of colo" for 1our character to u;e for 
''""· luir and dothmg colnrs You can d1ange tl1e.e at any time. · 

RHI 

1.-cLi(k on th1' huuon to re.t )Our characters Some arl"JS are bt.1ter 'uue<I for resung than others. so select 
1our c:unp,Jle carefully. Resting is nom1all) allowe<I only m inns. outdoor areas <pro1ide<I all the monsters m 
the 1idnih or on tl1c map ha1e been slain) , or \\ith permbsion from a IOC'al resident. 

Gem Bags, Potion Bags, and Scroll Cases 
TI1crc arc xwral in1enlOI) itent5 that can "store" otl1cr iten1s of a sinular t\pe. Gem bags, for c>.ample, can 
hold a number of gems inside \\ithout cluucring up \Our imentol), while potion ba~ and scroll ca.o;es can do 
the same for potions and scrolls. respectively. 

fo use these ha~ and cases. simply right-click on the item \ow press tl1e buuon "Open Container" 10 mol'e 
to the nC\t screen. From tlus screen 1·ou can mol'e iour gents, potions, or scrolls from the right hand column 
to the Idt hand column. Tius \\111 move tliese Jlents into you gem bag or scroll case. You can also drag a gem 
or scroll to the appropriate container and release the L-Mou:,e buuon 01'Cr top of it to deposit it in the 
hlg/C'.t.-.C. 

Character Record 
lbe character rl'Cord page sho"s all tl1e 1ital statistics and abilities of tl1e sclecte<I character. 

lbe Clumcter Rl'Co rd is dilide<I bet\\'Cen four sections; Gener.tl , Wea1>01ts and Annor, Skills and Feats and 
Mi-.:cllanL~Jus . To access these pages use tlte buuons at the upper right of t11e screen. 

Lrwdlp 
l11l' bunon b dimmt>d until the character gains enough e.\perience points to gain a lel'cl. When tl1e pla)'Cf 
dicks the "Lt'\'CI I p" buuon. a '"'"' up screen 11ill be shmm. All changes to the character sheet arc highlight­
t-d. At thj,, hme )'OU 11ill be able to distribute any skill points or fl"Jts your charmer may ha1'C gained. A OC\\ 

ft-.11 slcK requires a new feat to be chosen. 

Information 
Thi page is an in-gan1c help S}51Cm tllJU 11il1 gil'e you delalle<I infonnation about ability scores. classes, mes, 
'I-ill,, and feat>. 

Customize 
Thi' page allo11s )OU 10 d1ange a character's appearance, l'Oice, biography, or scripts (tbe computer code 
that controls beha>ior.i/reactions to situalJons) . 

Custom Biography You am customize iour character'> biography 11ith the Customize bunon. Simply click on 
the te.\t and edit it 

Export 
Tius alJOll~ \OU to ><llC tbe character's me to )OUr computer for llSC In other games of lcewind [}ale 11 The 
characters currcm >tJtus will be s;il't'll, mcluding hit points, C.\ptriL'llC!' pomLs. ll!ld, cl""''· in1ento[\. L1c. 

Spell List 
TI1b scrl't:n 1' 11hcrc )OU du>0"' 11hat >p<'lls !OU 11ill ha1c memoritL-d and 11e\1 the s1ielb that""" knoll. 

(I) Clas., Spell l) pr 
(l) Domain Spells 
rn SpcU LL'lei 

( q) Spt'll Slo~ \vailablc 
(5) Kn0\\11 SpeUs 

The spell; your 'pell a tste" kno11 :IJ't' shown on tl1e nght. To memoriLe a spell, L-cLick on it. TI1c spell 
appea" on the left m the "memori1e<I" arc:1. unusable until tl1e character has a ch.m«· to """· CS<-e the RL-.i 
bunon on page I;) . Spells eJn 01tl) be CC>t 11 lien tl1ey are memonie<I 

TI1e memorize<! spelb arc sho\\TI on the left. Elel) time the spell c:1.ster sleeps he will memoriLe tl1e ' iJt:lb in 
this area, all011mg them to be cast. If tl1e memorize<! spell area " full and you 1rnnt 10 memorize a diflcrrot 
spell. L·dick on the spell. and 1111ill 1•mish. 

!lards :md Sorcerers arc spt'C1al types of spell tot>le" 11ho arc no1 m1uired to memori1c w·Hs Ukc other 
spell C:L'le" th11 arc onl\ able to L'llSI a cenain numlier of spells l"Ach da\, but un li ke tlw 01hcr spell C2>1t.,,, 

thE:) do not nt-e<l tn prcp;1re which ones the) 11ill be before hand 

Class Spell T)-pe: Th1.s l"L' the spelb mailable to your selected class. 111e da.~ses tltu can ca..'1 spells are 
bards. clerics. druid>. paladins. r.mgers. sorcerers and 11im1h. If 1ou ha1e more tban one· e.i.'ilillj( cia>s lh<D 
mon· >ptll buuon' hc"Comc a1;uJ;1hle 
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Domain Sptlls: \our dl'nt al"! gain' >pell' hased upon lhl~r rho1ce of de111 Some o( lhl'>C 01trla1l 11i1h 
Ute main cleric 'JlCll' '" he cenain dlat )OU choose 1011r domain >pclh fiN 

Spell Lertl: l >1· lht-se buuon' 10 selec1 tlte 'pell k~d !hat you ""h 10 memorue 'flells front Make cenain 
111 dt('(k b;1ck here after 1ou ll'\el up and sec if ;10od1cr spell bel ha> become J1<til•hle 10 1011r ci:;1er. 

Spell Slots \•ailable: l pon character Cl'C'Jtion and al cenain IC\cb. 1our character 11m rccei1e more 
a1Jfhtble '(l<:ll ,lois l >e tltcse 10 memori1c addilional spell' . 

Knol\n Spells: Thi; b a comprehen.'<i1e list or lhe spclb your characlcr knows uoder !heir correntl} select· 
t'I! spell d"-"· Rigill·click on an1 of tl1e icons 10 >CC a detailed dl'>Cnplion or ihc spell and 11> effccu.. 

Party Formation Screen 
TI11> scrtxn allo11s 101110 change your par!) conflg11ra1ion (ii is abo called 1he Characler \rbilrJtion scrt.'Cll 
in multiplayer, sec page !6 ror details of how lhis screen 11orks in multiph11cr). On tl1is screen you c:u1 dele1e 
cluracler.>, impon Ol'll charac1ers. or in multiplayer games. change 1he pemtissions for each charac1er. Each 
cm1wJ charJcter C. identified by name. ll) clicking on lhe nan1e for on lhe empl) box) a sub-menu pops up 
lh;u 11ill :tllo11 you lo cilher delele (if tliere is a charJCler already in tlie slol) or create a new charJCLer (if 
lhe slot is empl)J. If) ou delc1e a character. tlici are gone and losi fol'l.'l'Cr. 

lmp<1n111g a nc11 chJrJc1er is done b) selecting 'Cre:ue Chamc1er' and going 1hrough tlte ch:trJder genem­
lion scretn. If 1ou choo.e 10 impon a chamc1er imo ICC11ind l}.ile II, lhe chamcler '"" stan at lhe IC\'CI 1hey 
11cn' e\poncd al 

Options Screen 
Save, Load, and Quit 
The<e hullon> allm1 )ou 10 sa1'C games 10 your hard disk, discard your curren1 game and load a pl'l'liou;,I) 
~IVl'tl game, and 11ut110 lhc main menu. 

Graphics 
Brightnessltonlrast: AdjUSIS lhe brighmess and commsl of die displa)'. 

Color Depth: ToAAJes your display between 16, l4 . or 3l bil color. TI1e olher gmphic options on Ibis page 
should be use'<! 01tli if ICC11ind l}dle II is nol displa)ing correctly on )Our system. Ple-JSC refer 10 tlte Re-Jdme 
file for tlie l;ues1 mformation on how 10 correc1 any display errors. 

Static Animations: This option 1oggles lhe background animations in lhe g:une. n1ming !hem off can 
lmprow 1•:rlonru111ce. 

Translucency: 11tis option 1oggles 1r;10slucency on and off. CcnJin ghoSIS and shado11~ are ll"JOSlucenl, bu1 
iltq 11i ll be made solid 11i1e11 lhis 1oggle is on. Spell effects 11i ll nol be 1mnslucem, but lhL< should improl'e 
perlom1:1nee on slower machines. 

Transparent Shadows: This option enables lrJOSparenl sludows benea1h 1he charJclers. Disable ibis 
option 10 Increase g:une perlommnce. 

Sound 
·11ti. menu al1011' you 10 •djust 1hc mlumes of 'ario11> sounds in tlte game independend). 

Select Sounds: Toggle some speciUc sound effocu. on/off and sc11he frequenq 11hich your charJCLers 1er­
bally ""pond 10 )OUr order... 

En•!ronmental Audio: The. option uses lhe Creali1e® E1111ronmenial \udio TM ll'clmolog) 10 increJ.'<! lhe 
n:.tl1sm or 1our audio e111ironmem. lou must haw ;1 sound card 1111h UX rw 1cchnologi 10 enahle diL< 
oplion. (e.~ . !<>und Bla.-.ter I.tie) 

Gameplay 
Tool Up: Delay ad1ll,Ls ho11 quickly lhe Windo" Tool· lip pop·up help appears. The lef1 of tlte slider c. tlie 
bnefe>I period or lime 

ADIE\11 RlR 'S TIP. 1011 rau a/u•ap make !be tool tip appear i1Wa11t~1· h)' billing the 

"Tab " ke,1• 

Mouse Scroll Speed: \d1US1S ho\\ qmckli 1he screen scrolls acros.< lhe game 11orld 11i1en lhe moose 1s :u 
lhc edge of dte screen 

Keyboard Scroll Speed: Adjusts how quickly the scrc'Cn scrolls across dte game world \\hen lhe number 
pad arrow kei~ are used 

Difficult)" ~d1usts lhe gan1e's d1fficuil). Sliding 10 dte lcf1 makes lhe game easier lo pla). 

Dither Ahrnys: Al1011> your characlers 10 dilher lhroug)i obsiacles lhal would norm:ill) obscure 1hcm. 

Group Darkvision: Enables dark'isioo if an) charac1er in lhe selecled group h:L> lhe darklision abili~ 

Weather: Disable 1his 10 remo1 e all wea1her effccis. Thi> ma) impro'e perfomtance on some I011er 
end machines. 

Max UP/Level: Tlus 1oggles the mndom roll for hil pomlS for ll.'lel increases on and oil If 1hc. L< on. !hen 
lhe cl1arac1er al11'a)' reccil'es ma.ximum hil point• when ll'l'eling up. If lhL< C. off, !hen exLta hil poinl> arc 
de1em11ned nutdontl) when lhe chamaer IC\·els up. 

Gore: Thi; toggles on/off tlte blood and ·e\cessil'e· dan1age and de-Jih animaLioll' in 1he g;imc. 

Feedback: Modifies 1he frequenci 1h:u markers and loca1ors appear in tlte game, and mms on and off 1he 
various messages lha1 come up during 1he game. Note Ihm )'OU can ask lhe game lo display lhe 'lo· llll' rolls in 
your Feedback selling.< (for explanation of tlie ·10 hil' roll, see Combal on page :!9). 

Auto-pause: Al1011s )OU 10 set "uious conditions under 11hicl1 lhe game 11ill a111omaticall) pause. 

Screen Resolution 
lce11ind l}.ile II aU011> )'OU 10 play at 800 x 600 resolution. bu1 if you wotild mlhcr play al a ltighcr n..-;olu­
tion. you can modi~ 11 in the Conflg progmm. The Conflg program c-;10 be reacht'tl >ia Ilic shoncul in tlte 
Stan Menu. \01e tl1a1 l.'l'en !hough )'OU ma) run tlte game a1 IOl• \ -68. 1 l80 \ 960. 1600 x l !00, or ! lH8 \ 
I ;36 resolution. lcl.'ll1nd Dale II only officiallj support' 800 \ 600 resoluLion 

Heart of Fury 
If 1ou·re finding Jce11ind ll'.tle II loo l'aS), or if )'OU jUSI wam 10 pla) lhe g:m1c ag:un al; much higher difficohy 
bcl. lleart of Fur; Mooe L' a speci:tl option a1ailable in 1hc Config SCrt.'Cn tltal all1111 you 10 gn:-Jtl) enhance 
lhe >1rc11g1h of cre:uure. 1111hc g:une (:u1<l ghe you more e\pcncnce jlOllllS :t.< 11ell a.' cool Ill'\\ llenL' no1 
a1ailahle in tl1e nonn:~ game) . lle-Jrt of Fur; mooe c:u1 onl) be 111med on 11a die Config uLili~. \\Inch C-JJl be 
run 11a 1he ·1ce11ind Dale II \,onfigun1lion· ~honcu1 in )Our &an Menu. or 1i:t lhc lu1orun prognun 

Miscellaneous Functions and Hot-Keys 
\ou CJO kt' m:mi of 1hc aclio1t' 111 lcc11ind D.tle IJ 10 ho1 kt\S <sec tltc rcfcrctK< card :Ukl options screen). 
Quick San: You cm quickly""" 1our giunc bi !tilting tlte '<f kl' \our Quick Sa1e '' al11a)> saitil in lhe 
"unc slot 11h1th i' labdt'tl J.' 'uch 
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Quick Load: In singlr-pl;111•r g;unt" onl). !tilting I. .tllr11" 1ou 10 quirk load iour hc-1 '""' !(;1111r Ille. 

Support for Increasing the Palh-Seardting t\I : If 1ou are d1',all.,ficJ 1111h 1hc 1t.1i11...,-.u-dun~111 
lm1md !)ale II. d1ere L'> a ho\ for palh se;irch nod,.,. in die Couli~ utili11. To Ult:fe'.l.'>e or Jecre.L"' 1hr II. '"" 
lhe number of m.JL-; (ht'lond .l!.OOOJ Tite ranRC can lllrj from 1.01Xi°10 t0.000 lncmL\lflg lhc numhcr . 
aho1t .l!JXIO 11ill mrn!'J.'>e 1he numbcr of nodL~ in 1ia1h "'-'".trdting a11he e\pcn"" of n"Jllms11en'"" 10 mme· 
menl command\ (i.e .. )Our chamtl<'I'> "W re.ll1 'liglnl) slower bt>clU'>e dH.') are ··11t111k111g·· a h1ile hn longer 
ahou1 hm1 10 gr111here )OU 11;u111hem 10 go) . 

See Part}'• llealth: There 1s a defauh hot key command that allo11, )OU 10 displa) each d<1r.1cter\ cur­
rent hc-.d1h/111;L\ he-.tlth h) pr'"''"S 1he ·: kl'). lbe current hc-.tllhlnt:t.\ healdi appcm-s on die character por· 
t r.t.it:-.m-~ame. 

'1t: TI1e hot k1') (.\LT) i' an ad1en1urer's be>t fnend. Ii illummalC'> :W doors :t.' 11ell a; :t.n) items on die 
ground \\lwn the .IJJ kt') 1s held down. all doors. container.., mid ground 11cms will be l11!\M1gl11ed m red. 
grt't'fl. :t.nd hlue. re.pecll<ely llus kl') 11ill nol illum111a1e secret doors. uir.gers. or Imps. ho11t'ler. 

ID IT\'TC I/ER S TIP: 7 be llT key Is arg11ab(J' /be mos/ useful ke)' i11 /be game aside 
from //1<• "a/lack" h11/lu11. Don '/ besilate lo use ii. e1•e11 wbe11 .1·011 lbluk )'Oii can see 
ei·errll1i11,~ i11 /be 11re11 · you 111igb1 be rnrprisetl bJ u·bere some co11/11i11ers are. 

Miscellaneous Information 
Fatigue:.\ cluraclCr cm operate :II pe-J.k efficient) for l4 hours g:une time (l hours retl time) . For C\el) ~ 
hour.. bt'oml li. ho11t,cr. the characters 11ill recc11c a cumulati\c -I 10 all of dtcir rolb until thl')- rest 

Intoxication: l)nnking allecL' your stati;tics The a1-erage dtaradcr CUI d0\\11 about; drinks before 
bt..:ommg imoxicated · although this :1111oum ma) \111)' depending upon die chamctcr's Constitution. 
lnuixictll'd charac1ers )!ltin a bonus 10 Mor.de, but a penali) IO :dmosl C\tl)lhmg else. including :macks. 
d;mugc, :md :ULick speed llie gre-Jtcr the IC1-el of imoxication, dte grener the bonus/pen:d~ The effects of 
imoxmuion dinti1mh 01cr time.'° if the momle boO>I bn'I 11ord111, l>lt'<'Jl 11 off. 

.l/J J f.. \ 7111/:'fl 'S TIP Please tlo 110/ dri11k u•bile filt1.ri11g /cell'illd /Jale II. Tbe 111011slers 
ll'ill take adva11/11ge ofyour /11/0.rica/ed slate a11d leal'e you lied up 11aketl 011 )'Our 
jrie11d's jro111 porch. Trust me 011 this 

Darlnision: Some characICr.; and monsters ha1e dark\ision. J}Jr~'ision allo11s a chamcter 10 see belier in 
die darh. 

Effects of Wearing Armor 
Hatimum Du Bonus: llus number is the m:t.\imum Dexten~ bonus to AC !hat this n-pe of anmor allo11 ·. 
llca\lcr annor lim11' your mobility. reducing your abilil) 10 dodge blo11 · Sltields do not allect )Our ma.\imum 
Dc.\lcrit\ bonu:-. 
Armor' Check Penal!}: lmtlung hea1ier 1han le-Jther buns your abilii) 10 use some of your skills. The 
anmor check p<'nal~ number l< die pen:tlt) )'OU appl) 10 ccnain skill checks. If you're wc-Jring :my annor 
hemer di;m le.ilher. 1ou can·1 sne-J.k as well :t.< you 11ould if 1ou \\'Crtii'I weJnng such he1n anmor 11ic­
penal11i appUes 10 !Lide, \to\e Silently and Pick Pockets checks. If you are \\C'J.nng :mnor attd u;mg a 'h1eld. 
both :trmor chl'<k penaltiC'> appl) 
Nonproficient "ith Armor \\urn: If )OU 111•Jr :1mior 111th \\hich )OU ;lfl' not protinent, )OU ,uUer i11e 
anuur> armor cltt'tk penal11 on auack rolls and on all skill rolls 1ha11mohc mm111•>. 

Arcant Spdl t'aiiurt: lnuor inlcrft'fl'S 111U1 tlw g<':>!Urt'S 1ha1 iou need 10 nrake 10 r.l!il an arcane 'Jlell 
\!t"Jtlt <pellca.11er.. face tbc pos:.ibihty of arcane spcll ltilure 1f 1hei·re \\CUnng amtor, so 11izartb and ><lrctrer< 

usually don'I wear mnor. Banl' lu1e a lurd choice hecall>t' tht.'fre more likely 10 get 11110 comhal dun 11iianl' 
and thl') e:t.>;t f(.'lltt spells. so getting sume annor makes more SCllSI' for Uicm lh:m II does for a \\1z:1rd. 

Casting an Arcane SpeU in Armor. llbt'rt you cast :m amme spell while llC'.inng annor. you oftm mu;i 
make an arc:m<' spell failure roll. l11e number in die Arcane Spell Failure column m Table 8: Annor on page 
I q" L~ the chance 1ha1 dte spell fails :t.nd is ruined. If )'OU are wearing arm or and using a shield. lld<l the two 
numbers together 10 g<'i a single amine spell failure diance. 

MUL TIPIAYER 
'11ie Jc(.'lliad Dale U multiplaju game is identical lo the single player game · at least in tCnTili of ganw con· 
1en1. Tite main differences between the single :t.nd muluplayer games relate 10 who is pla)ing m the game· m 
1he smgle player game. )'OU creuc all si.\ clrJracters. In a mulupl:t)'er g;1rt1e, between one :t.nd six pbrers may 
ad1en1Ure 1ogedier, cooperatively comroUing the characters. 

A f(.'11 definitions are m order. The leader is the pia)u \\TIO con1rols such thmg; :L' \\hu Cll1 jom. 1111a1 kinds 
of character.. Cll1 he brougltt into the g:imc, :t.nd 1111a1 abilities the players 11110 are in the game :u:t1r.J!) ha'e 
(in tcmll> of game pla) ·see Pcnuissions, belo\\). nie leader CUI con1rol one or more chacJCler.. 111 1hc grune_ 
:md has dte ability 10 assign characters 10 1bc odier pla1-ers. TI1e serwer is the compu1er (u.su.tl~·. hul nol llt't· 
ess.'ll'i1y. the leader's) 11oluch coordinates die Yarious game--states of lhe diem machines of each pla)er I play­
er is one of the people 11ho con1rols one or more charaders in dte game. A dtaracttt is :t.n ahcr ego, anal<r 
gous 10 the chacJcters of the single pl:tyer g;une. \\iuch is comrolled b) one pl:l)tt in a multipli)u "-'Sbion. 

Starting Out 
To sian a multiplayer game (also kno1111 as a ses.<ion). first y'Ou'U need 10 sckd a multiplayt'I' g>lrtll' mode. To 
do Uus, )'Ou'll need 10 change dte G:t.nte Mode on the main menu :.creen from "Single l'laicr" to a multiplaycr 
stmus. lltis Cll1 be done by clicking on die G:une Mode buuon on the Main Menu, \\Tiich 11ill bnng up a 
Protocol Screen dm1 Usts the l}'JJC of multiplayer connections amilable 10 you. 

Protocol 
Tiiere are Sl'\eral buuons )'OU can select from the protocol :.creen. 

Single Player: This resets the game mode 10 single player. 

IPX: 11-ben )'OU dtoose this option, )'Ou'll he sh01m a Ust of IPX >essions once )OU ..clecl '1oin r,ante" in die 
Main Menu (see '1oining a Game," detailed later on). 

TCP/IP: ll·ben )OU choose dtis option :t.nd return 10 die Main Meou 10 join a game (see ·101mng a Game." 
detailed la1er on), a connection screen \\ill come up in 11l1ich )'OU CUI enter lhe host address )OU 11ish lo 
connecl 10 Once )'OU do this, )'OU wiU be connected 10 d1"' session if il's a111ilable. On local :lfe'J nc111orlo;, 
TCP/IP ha; an aulo-detcct fe-Jturc 10 au1omaLiC'.dly set up gantt'>. 

Properties: 11-ben you ha1e selected the llJK' of connedloo )OU \\':Lill llll'n dick ··Done" at the houom of 
the scn-en, 111lich 11ill Mum )OU 10 the Maln Menu. From dtere. )'OU cm l'ldter choose to host a g;mie or 
JOin a game alread) in progress. 
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Joining A Game 
OnlX \OU ha\t :-.i.:ll'Cll't.l lhr t~p<.· o{ mullipl;l~cr cnnm.i:lion ~nu \\01J1t. \ou 'll nl'C'd to n.•tum to till' \1.un \lenu 
I· rum 1herc. \oU hme ~le option to crea1r a brand new mult1pt.1.~er ~"-'IOn In· chrkini.: on thl' ' \l:'\\ l1amt 

hu11011 or to jo111 ~ ~nl' anotl1er pla~rr i\ ho\o.liO~ h~ clickin~ nn tl1e ''join t;amc" huuon \\hcther ue;uing 
tltl' ~"-'IClfi or joinm~ ii. thl· fll'\t '\Cfl't..'H that appe.H'\ i~ tlu.· ChJJ'i.Lth:r \rb1tr.11ion Xn't..11, hdcm 

Creating A Game 
U you chonx• ((1 create J ~Ull<' which other pla~cr-i c.m join. you \\iU sec ;1 pop-up windc)\\ appe;1r. on \\luch 
art -.pact~ to fill m llll' M~..,ion namr. lht· playt'r name. the pm~ .... "ord Cop1ionall . and hunon!<i to crt.>'.lll' a Ill'\\ 
!(;\Ille or prt·-~cner.uc a char.icier. If )OU choo>e lO creme a nl'\I ~une. )OU 11\USl nu out the field.' for the ,,._.,,. 
siun 11;1me and the player name 

The "pre-gener.ue character" huuon allo11' you 10 quick11 >et up ''generic char.1c1er for imron hefore the 
111ult1pla)cr ,,,,,,ion hegms. for players 1ha111\llll IO jump nglu into the action Pre-gcnemting a char.1acr \\ill 
take \OU to thl' thamtler G('tlemtion Screen :md allo11 you lo <JUKkl\ make a d1arac1er (see Chamc1cr 
lol1K'r.Uion. W>Cll'>'>t'd earlier). 

lfll·r you hall' creued your game. you 11111 procetd lo the d1arac1er \rbumtion ><:reen 

When charJClers 1oin \our >CS.'>ion (al any poilll in tl1e step' outlint"<I belo11. or for tliat maucr in the actual 
gamel tl1e leader is notifit'll. TI1e le-Jdcr h:t' tl1e abili~ 10 >top lis1enmg 10 rt•JUest.'> 10 join (lhi> is set in the 
Pla\l"< Pem1L..,,ioru. 11ind011, described on 1hc nN page) 

Continuing A Game 
If you are the ho'>l and \OU 11ish Lo continue a multi1>la1er game that you hare s.ive games for. simpl) sck'Cl 
the ll'Jl(' of muhtplayer connection you 11\llll, then return LO 1he M:tin Menu and select "Load Game:· Players 
nol hosting a i::une can simpl) join this game once it's loaded. 

Character Arbitration Screen 
TI1e ch:u-Jclcr arbilratlon ><:rt-en is 11here players :ue as.'>ignt"<I comrol or charJcter slot.> and cre:lle the char­
•ltlcr.. tlit~ 11ill phl) in tltl' game. Fro1111his screen. the le:ulcr :d.'° comrols Pemu!>.sion'> :md otl1er option> for 
the game 

l11t.' pl:t)cr nmning the scner" imtially a.1Signed ._,the le:1der or tlic pan) Is the leader. he or she has tl1e 
ah1h11 10 a.<sign char.icier slot.> 10 the players in tl1e se.s1on. This " achil'\t"<I b\ !.-clicking on the pla1er name 
>lob.· after 11i1ich a p:cnel 11ill JlOJl up 1111h the nan1es or all plaiers curreml\ m the ""'ion Control or a slot 
IHJ~ tx• iL\.'iWll'CI to :ui~ pht~er. 

On the Chamcler \rbi1muon screen. characters ma\ he loadt'll into a >101111 h\ the pla\er "ho comrob tlw 
slot Thi> Is done h) dicking on the Create Char.1c1er huuon 

The Characters in Multiplayer Sessions 
111e ch:trJclcrs in muh1ph1yer ma\ he creued from :.cr.ud1 or ma\ hl' imront'<l uuo the )\'UTIC U>in~ tl1e 
·Jmpoif huuon Thl' char.tctcr "cre-.it•I on the e\acl s:une -.crL"Cn> '" 111 tlw >ingle pi"ier g;une (s<-e page 
h), ~uhjl'('l to lhl' n.-stnctions ~out h\ Lhl' lt';tdcr or the ~~"il()I\ Ill the Pla)cr Pcnm ... s1011s suhmcnu off tlll'1 

pa~e. d1-;cril>t.1l on the ne\l pa~t.'). . . 
Ontl' ,1 ch;tr.icter" <11".llt"<I. ll c:.m he delell'll b) clicking nn 1hc ph11er name. 11i11ch bnng:. up a 111ndu11 
,tlloi11ng dw plaier 111 delete the char.tCll'r (the at11w char.1c1er mu" be delell'll before a nl'\1 chamcU'f can 
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\\hen tl11" plJl<'f ",..ll,fil"<I 1111h the dt1r•<U'f he has 1mfl<1rtcd or lfC'Jlt-d, hl' dick.' on till' lw1111d llalc II 
icon lo 1he left of lhr chamrltr ,Jot lo' lock" tl1e char.iuer and prt,em changes. If a plaier 11ishes lo chan~e 
a dt1mc1er, tl1a1 chamler must be ··unlock1'1l" h) clicking on the lce-1md D;tlc II icon hdore d1t dtu-Jclcr 
b t..Jitthlt. The lock" huuon is tl1e t•Juilalcm of telling the olher plal'er... 'Tm re-•dl to adlcnrure "°"· kfs 
go." Ill charnclm m11>l h:11e lockt"<l lhcir char.1c1ers in order for the game lo begm. \\hen all chamL1er.. are 
locked. the ho>t click., on 'Done. :md tlw game begins. 

You cannot import char.icier.. fro111 lce-1md Dale. lce>1md !}ale: Hean of~imer. or Trials of the Luremastcr 
10 lce>11nd Dale II m1d 1ice-1ers:1 Please don·1 hate us Sail' the hate for the 11101tster... 

Player Pennissions 
\J1hougl1 both the leader and the otl1er plarers in tl1e session can 1ie-1 pem1issions on tl1e Pernti.<;:.1011< 
screen. onli players who l1a1e leadellihip pril'ilcges are able 10 modifi tl1e111. TI1c leader t"JJ1 assign the:;e per­
ntissions to an) players he chooses. 

TI1e pem1L'5ions re1ircscm \\hat pla)Cl'S are able 10 do in 1he game. TI1e pemu,.,<ions mdude: modif1ing char­
actelli, speodmg part) golcVpurchasc ill'l11S, irutiming an area transition, irullaung dialogue, 1il'\1ing other 
character's records. the ability 10 pause the game and modi~ing pem1is.,ionl/remo1e playen. from the game 
(le-ddersh1p pemusMon). 

TI1ere is a "boot" buuon b lo the left of each char.1c1er slot Pressing 1111ill remo1c ("boot") a player out of 
the part) 

Imporl Options 
On the Pemiissions page the leader is able 10 set the options for imponing b) dicking on tl1e "lmrort 
Options" huuon. This brings up a 11indow 11itli three sclungs: Slat• onl), Slat• mid XP (i.e. experience Jl0111LS 
:md it'lebl, or Stats, XP, and Items. By choosing one of these serUng.' the IC"Adcr Limits tl1e ~pt.~ ol character.. 
that can he brouglu imo the muhlplaier session from tl1e single pinier gmnc or otl1er multiplaycr l!C>.'>iOrt" 

At the Lop of lhi> screen is al;o a toggle for "Resirict Stores:· Tum this toggle on if you want 10 allo11 a ch:tr· 
acter lo emer a store onl) if tlie other part) men1her.. :ue present and there are no ho>Ulc cfC'Jlure:; nearb\ 

Lislen to Join Requests 
Also on the Pla\cl' Pem=ions page is a bunon. "Llslcn 10 jom Requests," "tud1 allOI" tlie leader to lisll11 lo 
rt'lJUe.LS to join tl1e :.t'!<OOn or lo tum olf rcqut'SLS if tlicre are enough player.. in lht• ganic. For Nunplc. UH.' k~idcr 
nuglu on!) wam 10 ltt11? one or n10 people m uic ganic. so lt111ng people rcqUCSling to join amid ~'l't :lllOQ\in~ 

Starting the Multiplayer Game 
When all pla)l'rs hme L-clicked on the ICl'\11nd ll'ale 11 tcons lo the left of their chamclers' sloL,, the ·J)onc" 
buuon 11iU become acti1e on tl1e leader's computer. The game launches 11hen the leader click.< 'Done." 

Changing Options and Pennissions 
&uh the Chamc1er Arbilmtion :.creen and the Player Pemlissions screen are m:tilable 11ith the l~ln) 
fomiation huuon in the multiplaicr game. Tht1 work ex:tctl) "-' detaik"<I abu1c 

Playing A Multiplayer Game 
Chatting 
Phl)e" can ch;u heL\\l'tfl Lhem.'>l'he>. There L' a mu 11ind1m • to eorer a commc'flt, I. drc1' on thl' eoll\· area 
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:md t)pt• •comment To adtlrL"-' the wntmenl 10 •l 'llL'tific ptN>ll (;md onl) lhal llL'r.on) lip<: lltu phiicr\ 
name [ollo11L-<l l11 ,, colon (' :' l then lht· commenl - only 1ha1 pla\l'T \\lll '''" 1our comnll'nt 

Dialogue With NPCs 
\\lll'n .motlier plawr inilialL" dialogue 1111h an \I'\, in a mulupht1·er ~une, tl1e 111ndm1 11ill resize lo fil lhc 
ll'\l lh;U COnll" up \\hen tl1e other player finbhl" dialogue, the dotlOj\Ue 111ndo11 II ill res11e lO llhal il \\;L' 
hdorL'. unit~' ~ou \\l'.n' 1~11111g :1 chat nn.~~1~e m, in ''hich c.L~ it" ilJ ... 1.a~ 1n medium or large mo<le t 111 
winch 1hr ch.u lme is prL'>tntl 

In muhiplayrr g;nnes. all plaier. must >L'e ;tll dialogue. Tiiis is tn L•isure that ;tll plaicr. don't ml"' an) critical 
porlions 11[ tl1c g;une. 11>0. tins prf\etLL\ tlisturhmg occurrence>, 'uch :L' pht)cr I k11Ung the merchant while 
plaier ! is bartering. During dhtlogue mode :tll player.. are pau.<ot-<l 

Saving and Loading 
nie il"Jder Clll '<lie ~mlt'> JI ani lime. jU>l likc in the >tn!\le ph11er game. In order to load a game. tl1e leader 

mu>t e\lt and reload the g;unc 

Additional Multiplayer Information 
\\hen )OU arc plai1ng muh1pla)Cr, keep in nund the follo11111g· 
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t. Asynchronous: lct\11nd Dale II LS an a.<;11ichronou> game. I[ iou'rc pla)mR 111tl1 somebod) wh0>e 
""trm h dose h~. 1ou ma1 ..ee differem thin!(.~ happen on cJch '~"em. ~et1' m mmd that 11hilc 
things happen w'm;,.,1ha1 dirrerentl) grnphicall), the rcsuh or the acuon> L' al11a)~ 1he s:unc. 

2. Explorable Area: \\hen pla)ing a muhiplaier game. you're horned 10 C\l'loring on.e area al a llme · 
char.tcte 1~ in the game can only spread out 11ilhin 1he <;;unc alxlle ground arcJ. \\h1le lhl') can en~er 
>tructures and underground arcJS indilidu:tll). lhC) canno1 trJ1el to otl1cr ah01e ground areal> unul 
all ch;1rac1ers are at 1he edge or the area mid arc read) 10 mo1c on. 

3. loading lime: n1c loadmg lime for >Ul) il'cl is >hghtl) longer II lulc pla)ing mu!Upla)er. This b 
hc:cJIL>e tlic mtcrior.. [or each le\1'1 mu>t be loadL><l :dong 1111h tlie e\lenors [or e:1ch arcJ. (The sm· 
Ale plaicr ~tmc doe> not need 10 do tlus. so loadmg" [a.,ter) lbo. the mulliplaier g:une is forced to 

11ru1 [or the "~1en1 tlial loads tlie area tl1e slowe.t 
4, Part) Gold: JtN as m the single pla)er game. all gold is ,!Jan.-<l ht111t>en 1he members or tlie part). 

; . Shared E'perience: 1,, 10 the single pt.ier g.we. all char.Ktcr.. in tl1c part) get an e.1ual mnounl of 

c\pcncnce pomL< 
6. The t.eadtr j5 in Charge: The lcJder ha> control Oler f\Cl)11nng 1h:u lhe plt)er C"JJI do m the 

game. including kickmg them ou1 and re:L'>igning their chamc1ers to otl1er plaiers. \lake sure the 
leader" plaiing tlic kmd of multii>laicr g;m1e )OU 11anl 10 plt). I[ )OU 11;rnl a hacked g:nne. 1om that 
kmd o[ g;tn\C or Sl:Ll1 ll up: 1[ )OU 11anl a cle:m g:tmc WllhOUI tnlcrferente [rOlll haCkL11 Or edued 
charJtier. or pla)er.. 11ho don't 11an1 10 pla) :L' a 1e:un, 1hen you need 10 find tliose plaier... 

FAERUN AND TIIE NORTII 
The World 
kL"ind O.dt II lake. place 1111hin the D&D FORGOTIE.\ RE.IL~IS campJign 11orld. More spcc1fically, ll takf> 
pace m tlie nortl1cm "a.'1es o[ faenin (fay ROO\). a continem o[ tlie larger 110rld of.lheirToril ( \h·Bf.LR 
Tor·RlLLl , more common!) called Tori!. The name il> archaic, meaning "crJdle or lire," and is rJrely used in 

f\Cl'\da) Spt't.'Cll 

\beir-Tonl is an Earth >ited plane! donun:tle<I by a large continent m 115 northern hemisphere as 11cll a.s a 
number or 01hcr large Lmd masses scallcred about i!S surface. This northern commenl is caJk,1 h1enin in the 
11est, Mr.t l\Jr in the east. and 7.akham in the soutlt II IS the primal)' purpo>e or tlic' tome lo de.ii lllth the 
northern porllon or !his huge landmas.\ in particular the region o[ faeriin bordering the Spine o[ the World 

mount;;uns. 

.IJJIE.17'1 llEll'S /'IP For more /11fom111/io11 about the Forgol/e11 Ilea/ms. l'isil lfi=ards 
of tbe Coast's U'ebsile at b11p:l/11•11•11•. 1l'iwn1s.co111/forgofle111/eal111s. Thl're you'll }Ind 
tales from Elmi11ster. .<011gs from Milltiper. and lore to keep you u·11rm tlurinfi the 
long 11/gbts of a 11ortber11 ll'i11ter. 

for Forgouen Realms aficionados, lce11ind Dale II is aaually a step back in time [or the Forgouen Re-.tlrns -
tlie game lisclfiakC> place in Eleim. ijll DR. lear of the Cold Soul (This" SL\lt>en )<'JJ'S prior to Drizzt's 
arrhal on tl1c surface, a.1 chronicled in the lce\1ind l}.tle Tnlogy o[books b) R ~ Sah~uore.) Your charndcr.. 
1<111 be li1erally makmg h1!ilol) a.• tliC) ad1C111ure through the game, and their actions ma1 he [eh in the 
decades and cemunes ahe-Jd ... 

Game Units 
A game day Crcprcseming lq hours in the game. da111110 dusk to da1<1i again) is ju.st 01er l hours long in 
re.ii lime, a)\ain aboul a len-[old reduction in lime in the game. Each lime the part) rl!!il:> eight hours p:1.o;ses 

(tl1e equimletu or abou1 4; numnes or running game lime) 

1-ilSTORY OF ICEWIND DALE 
\\ltile 11 is no1 neceiSal) 10 play lcewind I>.tle, !lean of Winter, or Triab or the LurentL'1er 10 enjo\ Ict"md 
Dale II , certam slOI) eletncnl\ and situations mai u1ke on an"'' liglu [or tl>ose tliat lme pht)c-<l thc pl'l'liOll> 
games. \ bncr summ:ll) of tlie prt'l1ou.' game and tl1e two C\pansions is pro11ded IJt:lo" · 

Icewind Dale 
Tiie S<.'«ls or tlic conflict in lce\1ind l}.tle u began a gcner.uion ago in lef\1'ind l}.tle. 1<here a 'mall band of 
ad1en1urer... trapped 11itlun the 1<mdswcp1l\uldaharPass11cre forced to confrom a gro11ing e\il 1111bin the 
Spmt• o[ lhe World mouniain>. The ad1cn1urers began 1heir joumC) in tl1e small town o[ fasd1a1en, a fishing 
1ilb1g1• :uul one o[ the Tcn-To11n>. From Easd~11m. thl') 1r.11cled to the gre:n tn>e 1alll' uf Kuldalttr where a 
rni!\lu; oak. 1011ering hundred.• o[ [cct high. sheher.. lhe sm:dl 101111 IJt:ncalh iL1l)(}ugi1.'11i1h lt[e.g;1ing 
11armtl1 There. Utt~ le:1med 1ha1 Kuldahar and the gm111rcc iLsetr 11ere lieing d1rcJl1'1led hi an unkno1111 f\il 
dL't.'Jl llilhin the muulllain>. TI1e hrJIC hand of ad1en1urcrs tracked the a1ilcr.al) [mm the Cl)]ll> or the \.tie 
of Sludo11s tl1rough numcro0> rui°' o[ the \orth. including tl1e d1..:a)ing th1·n [onr""' or thr Sel<'Ttil llJnd 
and the lam-lillt'1 c.tiem; or OrJgon's Eye. fmall; co1tung fan,lo·facr 1<itl11hetr en1°m) mnl enJmg his 
thn:-Jl to lu·"md Dail· 11itl1a1orrcn1 of >pt-IL' and culd stl'd. 
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lcewind Dale: Heart of Winter 
\u :-.oom·r ''t:n• till' rm·Tm\n.' \J.\ed from ;m JnCJl'nl l'\iJ 1.han ;t Ill'\' Lhrl'"Jl rmt'~l'li rrom llu: \orlh, hrin 1. 

m~ 111d11t a harh·m•ln arm1 thJI d1realL11L-<l lo 01c1'1hehn dw l~J],.,, Th!' hr.11e pan) of comp;uiion>. frt-.h 
from their 1ir1n~ m 1hc Sp111e of the llorld. irn>elL-<l ln lhe ,m,dl IO!tllJll~ rnnunum~ of Londp1ood. dm..:d1 
Ill die p:uh vl 1he hJrl1arian ann). lllempung 10 ''"P the rnnung m1<L<1vn. the parl) tr.11dL-<l 10 1he bamanan 
camp a' d1plonuu.. auemptin~ 10 n~ollale pc-Jee b<.f11L'<'n the Ten · lo111L' and the northern 1ribl'> nnh 10 
di>cmer di,u 1heir m""on "'"a failure hdore ii had L~en bc:gun The leader ol illl' ami). a grc'JI 11arnor 
na1m·d 1\\lldenL', had re1umc<I from the de-Jd 10 r<-d:um 1he \nnh for lu; pl'Ople · :uid dcs1ro) die T"i· 
h111ns al an) tosl hom these uncen:un beginning.\. 1he p:tn) hl'!\'m a penlous c1ues11hroughou1 ihe \orth 10 
sc:trLh fur doL.,, 10 ihe lerrible force belund 1hc barbanan horde - and a 11a) 10 Mop ii before lhe Ten-To11ns 
\\ l'I"t' dL~troyt.'d 

Icewind Dale: Trials of the Luremaster 
I lulfling 11anderrr h! die nanie of llobart S1ubble1oe, appeJr.. in ihe 1own oflonel)wood- and brinl(.s 11ith 
lum a fan1:csuc lak of IO>t lfe-J>ure and untold nches. all for the ~1kmg for an) band of adicnturers bme 
enough 10 folio~ him 10 an ancienl C:L\de far 10 die south lf1er agn.-cmg 10 die ife-J>ore hunt. 1he b;md of 
ad1t:n1ure1~ find ihem>eht:- lr.lppl>d in an m1cient fortres> - and al 1he merC) of an e11I ch<dlenge b) a 1en~e· 

fol spmL a challenge 1ha1 has led man) od1er bands of ad1ci11urer.. 10 their gme>. 

ICEWIND DALE II 
1 genermion after 1he C\enLs of lcl'\1·111d Dale finds a n~ band of unlikel) heroes 111 die po111011TI of Luskan 
and do1111 on their luck. \01 long after 1heir arri,al in Luskan, ho11C\er. the part) hc-Jrs of 11ork 10 be found 
in unt• of 1hc Ten To11ns -1he port ci~ of largo>. 11hich i:; being d1rc:uened b) a goblin ann) di:u lm.1 poured 
dOllTI from 1he \onh llib goblinoid amt) has 01e1'1helmed Bremen and " making its 11;1) sou1hwarcb. 
d""U'o)ing e1e~tlung in 1heir pad1. 111e Lord of 'largos. l lbrec llinnsmore. hll' s<ml ou1 a call for ;old1er.. 
and mercenari"" from Lu.skan and \C\erni111er 10 help defend the 101111. \\ hilc 1he prospecl of riches b sliglu, 
!he promise of ad1enture is not, and 1he b:md soon decides 10 se1 s:ul on die last ship for largos. a 1cssel b) 
1hc 11;1me of the \licked \\'ench. 

\\ hen 1bc g;une lx.wn.,, iour band has Just s.tiled 11110 the largo; Docks and ~md on the decks of die \licked 
llenrh. 'JlClking lo the C'JPl:tin, I k>dron Kerdos 

Targos 
Dunng 1our HJ\a~e on 1he \\ 1ckcd \\ench. 1he captain, lledron lierdos, hlls b<.'Cn able 10 fill you in on some 
of the l~ckj\round of largos 10 "lt1 ye kno1111ha1yer111 fer.'' a' he phrJsed 11 lie didn'1seem 10think1ou'd 
be sm1ing long af1er he "'1iled into pon and iou ;a11 the 101111. 

\ccording to llcdron. largos L' one of the "Tcn-To1ms" of lcC\,ind Dale. SilUall-<l on 1hc somhemmo>I shore 
of MJcr l)ualdon. r.11:gos" a mocksl fislung seulemem on IL' wa1 10 becoming a prominent communil) 111 the 
ll.tlt•. 11hile1he "Imm" is far from 1;1,1ling die burgeomng melropolises thJi can be found along 1he Sword 
CA!a'il 10 1ht· soud1 of the ~pine of die World \1ouni:tins, iL\ IOC:Llion h:Ls gi1cn lhe to1111 a dh1inc1 ad1ant:1ge 
o1er ilS sblcr 11111ns. lli1~h cliff walls fonn a pro1ecl11e co1e di;u shelter die 1111111's fL,hing ""'"'"from 1he ""' 
age 11u11l'r slonns d1a1 pLt~uc die «won 1dd1tionall), the dt'Cp 11;11ers ol 1hc natur.d hamor aU011 for 1hc 
con,irucllon of larger slups. wltich. in tum. ha1e made largo' :1 leadm~ cr>nlender 111 tltc r:1ce for donunance 
of ih<' ft,hin~ indu\t1'. \ln.-Jdl , 1he 101m·, coitsiclerahk· Ot>cl lands more knud<lclll'ad u11u1 tltan th<• rnll<..:111<: 
GltLhl-,, u( ~I the lllh;:r fish111g 1Jllagcs comhmt-<l. 

(]) Pier of the ~icked Wench (5) The Saltv Dog Ta\'em 
(2) Targo~ Warehouse (6) He<lron 's Molhcr, 
(3) G-allaway Warehouse Firtha Kerdos' Home 
{<j) Shipbuilder's House (7) Passage up 10 Targos To11 n 

Origin.di). the 101111 's first buildinl(.S spr:mg up along the rock1· beach at the lrJ>C of the cliff:, Tht-sc smaU huu. 
of stone and 1h.uch SC1'cd a.; the humble dwellior;; of !he sturd) folk d1a1 C'JIUC to st1de lhis popular fhhing 
hole. In the )'('".!I'S to follo11, as commerce pmed 1he wat for further dC\elopment, large 11:irchouses 11ere 
erec1ed 10 accommoda1c the bountiful haub. and die area surroundmg 1he docks rJp1dl) lx>camc mcTCruwd­
cd. The mdustrious Osher folk 11astt>d no llme m 11idening die narro11 and trc:td1erous foo1palh iltu llOund 
11S 11ay 10 die lop of 1he cliffi., all0111ng the 1011n 10 spre-Jd beyond die confines of 1he 11'1JT011 Slrip of shore­
line. GeneraU). onl) die 11c-Jld11cs1of1011Tisfolk buih their home> aiop 1he chff. for fierce 11ind.' of1en ra\J~c-<l 
1he higher ground, JC<111ng onl) the s1urd1cs1 construction:. m1ac1 In time. lhe folk ofTargo; erecll-<l .1 stone 
11;1U around 1he 10111110 help st<lle off die periodic anacks b) goblins ;md barb:ui:ms. 

'l11e 1011n of largos is cli11dcd 11110 1hrec :.t>p:trJle maps: the Targos llock.s. T:trgos lim'O, and if rumor.. hold 
lme, die "'''') -cons1ruc1ed l~11isade 011L,ide of to1111. llcdmn has recommendt>d you st-ck 0111 Lord 
Duu1<111ore 111 1he 10\ITI abo1e 1he dock.s for d~uls on >eeking emploimem 1n die largos Guard. 

Targo Docks 
\o1dl sail mlo Targo; and dock :tlonK ihe Pier (I) where !he Wicked Wench 11ill procL~-<l 10 unload her 
C'drgO. Acrordmg to llt-<lmn, nm long afl<'r he dock>. the h:ulxir IIl:tster ~l agdar Shenlen shnulcl come lo ihc 
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,hip 11 uh ><1CrJI dork ltut<b Lo help unload tlll· ''"I' rite c~u cnn,1 L' ol lu111h(·1 u-.N in tl1r cn1htrorl1<11t 
O[ ~\(' 1~1:-.adl', fOtK.1'lt11l' for till' lrotljl"i ;Uld ffi['fl:t1l;lf) COnlj):Ulll'\ ·iJn.-.1d~ 11110\\ll, ~llld ~OUf pall). ft.r \\hich 
I ledron cLum' llmnsmllrc 11ill pa) 11101 a commi,wn for lcll)lll~ 10 la!")\<" 

\l<M of tl1t ;Upphc:. unlnadl-tl In th(" 'hip> m· '>tn1t-d m the Targos l\arehouse U) and the Galla I\ a) 
l\arehouse (;) alnng tlte nonhem dills Tite <i:dl111a1\\arehou>e"011nt-d ~ dtc <i;ill.i11a1 Tr.uling <<"tcr. 
i>N•I 0111 of C1cr llm<'al l"mm 11ha1 )otf1e !:'•thc1t-d Imm 11<-dmn. <L' la~"' ~un<-d pmmmence m the fi,hing 
and ><Tint~1a11 trade. llmu' Galh111:1\ , tltc cr.ll11 land lung-h1<'!1) pa1nmh of tlte <iall;111a) trading cO'>ll'f. "-'fl><-<l 
ill<' opponunuy iltll large" prt""1ned. and he 1111111001atel) 1hsttJ1Clll•l Ill' n.une-hailt'll gr.mddaugluer. llc1rtlre 
G:dl:11rn1, tu c:,iahhsh a tr.ulmR dljlOL 1111hin tl1e hu!]eomng 10\\11 She·s >01 up shop. alon~ 11itl1 some hard· 
working ill;(.\ .uid t1't word '"he·s rcapmg <tmte iltc profit arr.111gmg supplies of l11mher from Lond)\\OOd 

llw Tar~os llarehou>e looks so111e11hat shahhier and snudler m the slmdo11 of the Galla11a) \\arehou>e. 
l111s 11:1rehou>l' i' 11here the Oih("r supphl'S or the town are stored, along 1111h sc1er:d '1nppcd hulls and 
pien.,, ol other IL"'"'I' from the docks. lledron claims there u>e'CI 10 be a scrit" of >muggier tunneb bcnl".nh 
the warch1lU'il', hut l.ord Dmnsmore had die lunneb sc:ded up 11hen he droll' the 1.,,1 or the buccant'('" 
lrom M;1er Ou;tldon 

-~'Ide fmm dle 11arelK>U>eS, diere are three other Slmaure> of note along the docks. One i5 the Shipbuilder 
(4). die re.idl1lce of jomn Tame11iuer. one of the local slupbmlders · and one of Ilic best, if I ledron "'10 be 
hchC\t>d jomn\ '"'II 11ith ~aping wood is said 10 mal the stone11ork of hi; d11m"'i brothers.jomn'> son. 
Olap. "a dwancn combat l'!lgincer 111io has ""retilt'll'" to Ille shore:. ofTargo' 10 assiSI lus father m lus bu.'1nCl'> 

\nOlhcr no1e11onh1 '1rocture, and the mOSI importam :L< far"' lledron 1s concerned. is Ille Salty Dog 
Tanrn (5) a nll"<UI bule 11"atering hole along the docks where mercenaries and sailors can go 10 do1111 a 
f,~, tm!-;mb and let olf a liule Me-ant. Tile proprie1or. Gohar. origimilly haib from Luskan, :md i5 said 10 hal"e 
dl'COr:lll'll his har 11i1h 1he \\Tl'tkage or ships that ha\"e 11·JSht~l 11p on 1he shore:. or Maer Dualdon. There n1'l) 
c;en bt• a fc11 mcr traders :uid merch:mL• drinking in die bar, 11hcre you can purcha>e weapons or armor 
for 1hc rnming fight ag:unsl the goblins. 

I ledron k:t the h1't loc:uion along the docks slip one nigh1 af1er polishing off a bo1dc or 11inc. lpparcnd), his 
mother, Firtha Kerdos (6) li1cs in a small couage in 1he shado11~ of the clifti.. 11i1h a .core (or morel of 
CIL\ lnr cnmpan). \\lien prL."-"-"' for details. lledron simply 'hook his hl".1d :md refused 10 elabor:ue and said, 
in ordt·r 10 rt'Kh the mam 101111. one onli na-tb Lo take the Path (7) up the dilT face lo Targos 11self 

Targos Town 
Ii the lop of the chff, lies the largos To1111 proper \lost of the 1011n"s >Cf\Kl" C:Ul be found here. If you are 

111 nt'l-d of a n>0m for the night. )OU c:m find lodging al 1he Weeping Widow Inn (I). ron b) a puffing, 
bluSlerJ old f<>0I namt-d Cahl-ll)rcd. Tiie Inn gel' it' n:mie from a female sp1n1 s:ud 10 11eep in one of die 
ups1;ur., rooms. bm lledron spits on di;u romor, chuming 1t"s a 'IOI) 1ha1 C:dd·ll)rcd dre-Jmt'CI up 10 :ntract 
busint"-'· llL-dron dot.,,n"l st1:m 10 hare much rt~pl'CI for Cahl, and he has e1cn ~one'° far'"' 10 offer )OU 
hunk.' on his ship should )Our band need 10 1t~I in Targo' mtller lh:tn •UIV wllh the innkccpcr. 

\mong till' oth<·r >tmaurL"' m tmm is tlte Carpenter's House (2) , 1hougli lledron claims 1he C'drpenter Jd1 
for nm1 Sh.mdl'r llliUl\ \\l'('k._, ago. so \\hOC\Cr i.'\ occup\ing thl' hou~ 110\\ I~ :myone°s j!.lll':'~ On the nonht:m 
"de oi 1011n is the Te.;,ple Pa•·ilio11 (3) , a l;i~t 1e111 e1t'Cll-tl h1 tl1c temple of Tcmpu' 10 auend 10 ilte 
\\OUndC'<I of fa!]<" aml h<1IS1er the ~u:1r<l\ spirits lnr !Ill' conun~ atuck. nw h"Jd of tl1e Tcmpumn churth m 
Catt'" is S\\l1rdnu>1cr R;1gni Bellm". ;t Otrce dmt 11ho ">a1J 10 be c.-.1~erh l<K1kin~ [111\l:lrtl lo th<· nl'\I ~oh­
lm auark so Ill" on lnhh J ll'\\ ~ull:-.. \\ord ha.' ii ~'\l'l':tl \\OUOdl'tl rJ~O\ -.clilht~ Jnd Oll'f\Tllanl"'i ~lfl' rt'St· 

32 111~ 111 tlir l'a,ilinn. ht•mg c.irc<I for h) tht dem;.' 

(J) Weeping Widow Inn (5) Strange Ship 
(2) Carpenter's !louse (6) Teams1er's House 
(3) Temple Pa1ilion (7) Town llall 
(4) Wind Gate (8) Gallaway TrJde Depot 

n1e Palis:ule is said to Lie beyond die ~1nd Gate (4). the nori11ero gate that le-ads outside of 101m fbe 
gmes ll:l\e been sealed and guarded since the goblin a1u1ck. and no one ma) pass until thl'\ hmc oh1:unt>d 
pcmtission from Lord l lbrec ... and scf'e m die Targos Guard. · 

Just eas1 of the\\ md Gale lie. a strange ship (5) 11i1h a balloon on die top lll>dron kno1" \'Cl} hide about 
ii, bu1 you both C'Juglu a glimpse of ii a< the \\icked Wench sailed into port. It nHJ.'I haw armed in Ta!]us 
recend), bu111ho Oe11 II here is a m)~Lel). Ii hears checking out 

Tilere is a teamster's house (6) in die C'JSlem side of the 101111, but, hke the C'dfJlCnter, lletlron S.1" th.11 
die 1e-.uit<Ler and his f:uml) hare long ago left for B111i Sh;mdcr, so the house b likd1 10 be c'flipl) or else i.< 
SCf''iog as :l boarding house for SOl!le Of the TafKOS merccnarie. who ha1e nu\\ here dsc 10 Sl:I) 

llcdron sa)' ilia! )OU should head for The Town Hall (7) when you get nuo 101111 and meCI 111tl1 Lord 
l'lbrec 10 sw1C'Mlling1our pa) as soon'"' pos.'iible. Lord tlbrec Dinnsmore :utd !us 111fe Lach El11harm. an 
chen cnchamrC», arc said ICI m;1kc their home in die Town llall, :md dc.,;pile lledron\ conll'r~pl 

0

lor lords 
and ladies, he gmdgingl) admi1' th:n lord :md Lich Dimt<111orc ""arcn"t a lmd son.' &ill, he has 11;1mc-tl mu 
1ha1 llhrL'C\ knmm fur h1> shon temper. an<l tells )OU no11<l he surpn.._-d 1f h(" bark., onkn- like a d11g ;,hL'fl 
)OU Oll"el llilh him 
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'l11e last no~1hle >1ruc1ure in lhe main to11n is the Galla\\ay Trade Depot (8) 11her<: die Dame-haired 
lleirdrl' Galhmai h:L' <et up a tmding post in the region. If you·re 111 n<'ed of weapons or annor, Hedron "1", 
Iliac> lhe place 1ou \\101110 go · Deirdre is like!) to he doing a brisk tmdL' 11ith the Targos Guard and die 
merren;uies in 10\\11. 

Adventuring In Targos 
Till· follo11ing infororntion is pre:.ented :c. an :tid co b«ginning a1hemurers in Targo>. If you'd rather 11alk into 
Targos cold with no potential spoilers. dien slop muling here and skip on 10 the n°'l secLion. 

Combat: The space har is your friend. \\hen you see an enemy. hit it, and then dmg your cursor Ol'Cr your 
oppunenLs to see 11lmJ you're up against. Whenever possible, it's lll'Sl 10 aim for 11i1.ards. archers, and ntissile 
troops first 11ith )our missile weapons. then mo1·e on to other opponents. 

Choose tlte Right Weapon: just because a grC'JUL\e doe> t11ice as much damage as a dagger doesn't 
mean it's belier. If your charncicr doc:sn·c hare the feat for proficicnC) in using :tgreataxe. ch:mce:- arc you're 
going IQ hare a 101 of difficuhy hilling your enemies. If gi1cn a choice be111een using a weapon you hare a 
martial weaJ>On feat in 1s. one you don·1, go 11ith the sure bet - any goblins you encounter probably aren·c 
tough enough to '""ire ;t strike from :t dagger :mp111y. 

Resting: Your pany needs rest in order to recol'er spells and hc:tl . Not onh c:m 1·ou rest on die Wicked 
ll'l11ch under llcdron·s watchful ere, but you may be able to re.I elsewhere ·in 1011:n. pro1iJed no hostile crit­
lers arc ui the are:t. 

Bashing Doors and Containers: If vou cncoumer a locked door or container :md vour chamclcrs arc 
miserable a1 picking locks, the door and the com:tiner can still be b:L<hed open. To do 1iiis, simpl) click on 
die allack icon at the bouom of the m:tin screen, then select the door or conulincr you wish 10 b:Llh open. 
Your chamcicr will "allack" the door, acid if he or she is strong enough, you'll b:J5h it open. Another ll'JY to 
have a charnctcr allack is to press the auack key which is by default Fl. 

Talk to Everyone: 1<llk co l"cryone )OU meet. Chance> arc each one has some piece of infommtion 1ha1 
cm :lid you. This infonnation ma) seem innocuous at first. bul it may open up additional dialogue options 
later on. 

Talk to Everyone l\\1ten Things Change: If die town is in the middle of an auack. chances are no one 
11ill hare time to sp<"•k co you. Sometimes it 's best 10 speak co them ag:tin 111ien an emergency h:tS passed -
th<~ mav pro1e lo be more informative then. 

journal: \ottr journal c:m prove helpful if you gel stuck. If you·re nol sure how to comJllete a quest. simjlly 
look :u the information in your journ:d and sec if it prmides an) clues for 11here to go. 11h:u 10 do, or 11ho to 
talk 10 ne.\l. Your journal's your friend ... use iL 

Charisma Based Skills: Ch:trisma·b:tSed skills. like BlulT. lmimid:uc. :ulCI Diplomacy, will :tllow you 10 
n1ap greater financial reward!, from quesl.s in T<1rgo~ as \\Cl.I as ~hort-circuit some quesL.;; simpl~ b~ pc~uad­
ing people lo let }OU do things "'your way." )ou won't lose au~ rxpc1icncc h} doing 1hings this wa~ - in fact, 
you'll be rewarded for using your Charisma-based skills to bend the qu<'Sls you encounter to your will. 

Stubborn NPCs: Some of the folk in T:trgos :tre :t> stuhborn •LS a mule. If you c:u1't ge1 diem 10 help you, or 
i£ p1u c;uft comi11Cl' them of som1.:U1ing, you may wam 10 switch 10 :1 high Chari~ma or lntcltigcnt chamcter 
and let them d<J die t<tlking. 

Paladins: P:ihulins ha1e ;t number of speci:d ahililie>. hut :t gruu rruuii of thCSt' a bib Ii"" stem from thl'lr 

~mes.,, ;dtruisUc natures. )uu ma) nouce 1ha1 :uii que:-Ls that pabdins undenake in T:trgos glean you Uule in 
1he 11i1y of gold (chottAh you'll still gel experience point<. for completing 1he quests). If you're a motR')'· 
hound. make sure vou have someone else in 1our pany broach accepting tnis.>ions and quests - and he the 
one to sjJC'Jk 10 die qut~l-givcr once the mis.sion is completed. 

Hon"5: Monk:; suffer the same lintitation :tS p:dadins - their orders, no mailer ho11 c1il or self-se"ing. do 
not :dlo11 for the accumulation of material wc:tlth. If you'd like to gee paid for your mi ions, it's best if )~U 
do not have the monk be tlie one "accepting" the rt'll'Jrd, or else diey 11ill simpl) refuse ii. 

General Adventuring Tips 
The foU011ing general advice c:m help you in your ad1·enturing in lce11ind Dale II . 

Save Often: You may have ht"&rd this so oflen your ears are numb, but it's a philosophy tlmt pa)~ off. 
WhenC\'er possible, save, acid even beucr, try to do S:tve gacncs in a different slot. You 'U di:mk yourself later 
that yott saved the game right before you were ambushed by that score of fireb:tll-hurling wiza.rcb and their 
death-monk bodyguards. Nolhing huns more than losing two or three hours wonh of playtime mid ha1ing co 
go back to an older save game. 

Pick Pockets: If you're not burdened by a guilW conscience, a good Pick Pocket skill "ill serre you well in 
most inhabited places in 1he game, where you miglu need 10 supplement your income witlioul harming an)­
one in the process. just be sure 10 save )our game first in case )'OU are detected. You can often gel some 
estra arms, potions, and el'en unique knick-knacks by pick pocketing certain characters in the game, making 
die Pick Pocket skill especially useful. 

AlJ' key: The Aff key is the greatest holkey in the gmne. just hold it down, and ALL doors and containers 
and ground items in the area are highliglued. You should always keep your left pink)' hovering Ol'er the AIJ 
key and stab ii occasion:dly while pl:t)ing to Sl'e if you've missed an)1hing. 

Containers: You may not he able 10 carry :tll the stuff )'OU find on your advcnlurcrs. Whenever possible. If) 
to smke ouc a con miner in the nearby 1icinity and dump :tll the excess loot you can find imo ii. lf yoo don '1 
do this. you risk the ch:uice 1h:u itent' !)ing on the ground 11ill mnish 01cr time. 

Starting the Adventure: WARNING: SPOILERS AHEAD 
.~ote: 71Je fol/011111g ll'alk-tbrougb assumes the game is being plnyed 01111or111al d({!icu/I) •: ifJ'Oll brwe ii 
crn11ked up ton bigber diffic11//J'. //Jen e.rpect sig11iflctml/f' more enemies n11d treasure from J'011r 
encounters in Tnrgos. 

The adventure begins whett your slup, the Wicked Wendi. arrives at die largos docks. \'ou'll immediate~ 
drop 10 a conversation 11idi the c:tpl:tin, lledron Kerdos, who 11111 gi1•e you a bit of infonnation :tbout Targos 
then lei you go on your way. 

/Is soon :tS you step off die boat and make your ""v dmrn thc docks, you'll suddenly come upon ~l'o soldiers 
(llonestjon and lleig lledwaters) are hovering over a third soldier. Brohn. 11ho h:tS taken a goblin arro11 
through the throat - ii turns Ottl that :t horde of goblins has somehow surfaced on the dock.<. udting the town 
by surpri~. One of tlie soldiers. llcig, has been wounded in the arm. aclCI after a momcm's hesiullion. he'll 
welcome your help in driling the goblin attackers out of 101111. llc'll 1>a<S along 11bac 11capoos he can Sjl:tre 
(a character llilh a good Diplomacy skill or a ltigh lmelligencc c:m get more wcap<1ns :end t~1uipmenl out of 
Relg dim1 otlier cliar•cters). ask you to reu·ieve a he-.ding drnught from Magdar Shenlen lhe lmrbor n~tsler co 
patch ttp hi.s arm. and then he'll IC':llC you co your gohlin btuclief)'. 
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\'o/e tlxll a cleric. drnitl j)(i/adin. or o/ber c/Jamcler w//b bMling m11gic can !J1?a/ l/eig outside ofdia­
lt>gue, I/Jen speak lo /Jim ag11111 for an addilio1111/ e.l'pcriu11ce poinl mmrd. fren if/Je is healed ill this 
ma1111er. bo11'<'1>er, lfe/g still s/11bbtm1(1' asks /be player lo retriel'f! /be healing potion j;om .ltagdm: 

Purpose: Your purpose al the docks IS 10 ddem die goblin force. that haie atlllcked the dock.,, To do this, 
yotfll n(•ed lo srour die docks. enter el'ci; building, and take dmm an) goblin iou find. Onl) when you hal'e 
cleared nut Jll the hm""-'> and 1rnrchollS<S along the docks will you hare s:11ed the 1own :md ad1ance 10 1he 
ncXl s1;1gc of die game. lie sure lo check each house for goblins. or else you ";II not he able 10 ad»ance - udk 
lo Re1g, llone:-1 Jon, or Crandall occasionally and repon your progres.<. When you'"e fini;hed the dock.s, 
thei 'll lct you know when you're succeeded. 

Gel Weapons: The quancr stal'es you sum the game \\ilh are !Crrible weapons, and you need beuer t~(Uip­
mem. fa.st. There arc a 101 of dead soldiers and goblins in l0\\1i , and many of diem have dropped their 
we-;po1u;. 11tc bt.,;t 1lting 10 do is 10 wander around the town, picking up what \\'Capons i•ou can from the fall­
en soldie1~ and goblins and ec1uipping your party. lle on iour guard · !here are goblins scauercd all 01er 
1m111. mid tltei'll auack )OU in pain; or singly (<"'Cn more if the difficulty selling is higher). 

Resting: If )OU arc badly wounded, be sure lo rcirem 10 lledron's ship (or other safe location) and talk 10 
him so you can rest and recol'er your hit poinl5 and spells. 

~lake a Note of Where Your Allies Are: If you arc in bad shape mid gohlins are chasing you all over 
the Dock.<. ii; lo lure thcoi over 10 where some soldiers are. \~lien they sec a goblin, they'U move 10 allllck it, 
gi>ing you some breatlting room. 

Retrie\ing Uie Potion from ~tagdar: Magdar t'afl be found in the G:dla""l' warehouse (sec die map, 
Locu1on 2). The door to the warehouse is locked, so )'Ou"'" need 10 pick the lock or force the door open 
(>t'C Bashing Uoor.. mid Comainers, under "Ad1en1uring in Tmxos," abo1·e). Speak 10 Magdar in the IV'Me­
housc, lhC'n begin SC'MChing the crates in the room, breaking all the kegs and forcing/picking the lock of :di 
the er.Iles until )OU come acros.< the he-Aling potion you need. Take anything else you need from the cnues 
:md harrels to «1uip your pany. lle careful wltile searching the \\1trehouse, howc1·er · goblins may come upon 
you during die auack. Once you hal'e raided dte \\\!rehouse. you should he well-equipped lo ltandle die rest 
of the goblins in town mid you should have the healing potion that Reig needs. Make sure your besl archers 
and missile-using chamctcrs arc weU.;mnt'CI, :md hal'c them 1arge1 miy goblin archers they see before the 
archers can do an1• harm. 

Salty Dog Tavern: Aller you deliver die potion lo Rcig, make your war lo the S:dl) Dog Ta,em (location 5 
on the map). llcre you'll find the barkeep, Gohar. the Iron Collar Mercen:u1 Band (Black Geolfrey, Kickshaw, 
:md Blanchard Pike), "1io are too busi drinking lhcmseh'CS lo death to be of :my use in die attack. and 
Gulh<"ntlfe llenghelm, :l rirer trader. Gulhcwulfe i> impo11:uu for mo reasons. one, is he is a readily available 
>tore (you can buy a host of basic \\eapons from him 10 outfit dte panyl. and two. once )'OU have succeeded 
m rhi1ing the goblin> from the docks, you C'JO engage him in a drinking game lo win his wolf ch:rrm -
allhough the pen.on challenging Guthcwulfc should hare a high Cons1i1u1ion in order 10 keep his gulS do1111 
after die 01~1 few mnkards of hoar's blood. 

Saving Hedron's Mother: Allhough he is rcluclllflt lo admit the blood lil':>, llcdron'; mother, Firtlm, is 
locall'll in the soudtcrn house along the dock.' (sec location 6 on dw map of dte largos Docks) . Brnce for 
combat when iou enlcr, :L' she is being menaced b) goblins th:u h:11e bustecl inlo her home. 

Jorun Tarnewater: Thb crnSt) d\\lll'en soldier is sumding around a pile of dc-Jd gnblms just south of the 
he:iche<l ship Speak lo him. mid you cm1 gel an 1de;1 of ho" the gohlins nrni lme gouen to lhe dock.' \\ilhou1 
sounding !he :dann. llis house is located 10 the sou1hwes1. :md be careful when opening hLs foollocker, :Ls he 
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Crandall: Thi' nenous sc1ldicr is milling for reinforcemenlS on onl' of Uie southern pien.. lie can pro1ide 
some information ahou1 the location of 'arious goblins d1roughou1the101111 and gire )OU some :td1ice on 
scouting out your opponenlS. 

Brogan: TI~ wary soldier i> holed up oulSide lhe Targos Warehouse (location 3 on die Docks m:ip). lie 
has trapp('!i a number of goblins inside the shabby ""rehouse :dong the dock:., and he b wailing for rcin­
forcemenL' from the Iron Collar Mercenary band, who \\ere last seen in the Sall) Dog T:11em. I lc'U ask the 
plaiers lo fClch the Iron Collar b:md for him, but a ch;u-acier \\ilh a good lmimid:nc skill can comince ltim to 
let the party atL1ck the warehouse \\ithoui 11~1iling for the Iron Collar mercenary hand. 

Targos Warehouse: You 'U need lo bre-ak do1m 1he door to this \\~trehouse (see bashing doors and con­
tainers in Gcnend Adventuring llps, above) or pick !he lock, but brnce )'Olli~~ for combat before busting in 
here, :IS there's a large concen1~1lion of goblins inside. 

From here, you'll be on your own ... good luck. and good homing! 
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Tiffi DUNGEONS & DRAGONS RULES 
Introduction to the D&D Rules 
About the Dungeons &: Dragons® Game 
Th(• Oun~"""' & IJr.igons game i> a role plaimg '"tern th;t alhm phl\tr.. to e\plorc 11orlds of fan1;ts1 ;u1d 
high ad\tnture - one ol the IJ&IJ \\Orl(b is the 1-o~oucn Rc:dm>, the 11orld in 11hich ltt"md [);de II lake> 
11la«' This st.'Ction outlines '°me of the major fc:t1urcs of the ne11 rules :u1d ho11 iht'I mai ha\C heen inlcr­
pMcd for the cle of computer ~1mepla> . 

\ou don·1 h;l\C to kncm the IJS.D rule> to pht) lct'\11nd Dale II (the computer takes ctre of that for \OU) . but 
il cm1 be helpluL \ccordingli , the D&IJ rult.,, arc summarin'll here, and in places esplaincd ho11 tl1t')' ma) 
ltl\t bt"tn n'L<;t'll to 11ork in ltt'llmd Dale II 

If iou 11;u1110 kno11 more about the Dungeon> & IJrngons game or the 11orld of the lo~ouen Realms. 1isi1 
the Offict;d Dungeons & Dragons 11ehsite 'JI : hup://\11111.1111,.nb.com/dnd. 

How Icewind Dale II Uses the D&D Rules 
lcewmd D;tle II uses a \\eigl1ting S)>tem for spelb and wc:tpons 10 appro\lm:Ue the 1um-b:L"<-'ll nature of the 
Oun~t'On.s & Dr.t~ons game in rc:tl-llme. ln>tc:td of a group-based turn. \\hen first one side tl1e11 tl1e other 
pcrfnnns all action>. t'el')one is al11ay' in re.ii lime mode. but on a per..onal iniliati1e round. Tiie per..onal 
iniliJti1e round ts e<1ual 10 tlte time of the round in D&D. 

\lust nnpunantly. you cm pause (or un-pause) the action al :ut) lime. This is aclut'lcd hi lnuing 1he space 
h;tr or b) L-clicking on the ro~1ting globe in the lower right hand side of the screen \\'hen ) ou are paused 
you c:Ul a.s.,ign :Ul) action to :mi char.tcter. and tl1en ll"Ume the game hi un·iJ'JUSing. llns pause feature 
•tllm" f:ut' of tum-b:L-.cd combat to effocu1eli pht) the ~une that 11ai 

\otc; \ou can »e11he game 10 patLSC :uuomalitall) 11hen ce~tin C1en1> occur 111 order that you don·1 nn" 
them Sli: the Option' Screen on page !l. 

CHARACTER ACTIONS 
You c.111 perform a number of h•L,ic actions in lcl'l1ind IJ:tle II \ou cm \l\lllder the lm1dscapc. spc-Jk 11ilh the 
Jenizens. ;llld. if you Mnt. put mi a.\e in 1heir skull. The h:c.ic actions )OU can perfom1 are described belo11. 
;dong 111th :m1 efft'<I> tl1a1 may modif) tl1e action>. 

Movement 
hh1>1 plaicr charJcter... C\CC(lt for monk:. and h:trbarian" mo1c at tl1e "'tmc r.ttc in ln"1nd Dale 11 · 11110 is 
a11prosnn:nel) C<1ui1alen1 to ill' per round 111 IJS.ll game 1emL' \our charJcter.; c:m mo1e fa:.1er if iou ca>t a 
lla.,le spell on them. Some monsters may 11101e f;L"er :uul slm1er than your char.tcter<. so he wamt'll before 
1ou flee an encoumer . 1ou ma1 no1 get far \ou c111 group select char.icier.. mid ca.sil) mo1e 1hen111110 1ari­
ous formations (ihb is di.scu~_,:d in more detail c:trlier under the uuerface descnptions. Sec page l tl 

Dialogue 
lltc gcncr.il ruk t> 1lti>: e1cn if inu arc :m t•il dtarJcter. ll's better 10 talk to someone who» no11mmt<li:11el) 
hostile 10 \OU m1hcr th;m jumping 1he gun and attackin~ them Jir..t Ii mai t'cn prl'elll )OU from conunumg 
1he g;um· Ce.pet·i;tlh if mu kill people in Ta~(" or m otl1er 1011ns 1111he g;unel. \ot l'\el')tl1in~ 1uu mti:I , 
hunliut or otl1c1\llSC. ,;out 10 kill iour char:1ctcr lldp often ;1ppc-Jr< m the mo-.t ,urprism~ fomts rims ii 
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often pal> 10 mkc tl1c time 10 l;tlk to pwple or c1-c;1turt" . 11i1at ih") ha1e 10 SJ) ma\ SJ1e your life 

. IDl'f.\IIR/.R 'S TIP: lf)'ou 1110110.~e lo kill a cbarac/er crilicol lo /be .~a111c :~ plol before 
lb<• rht1rnr1t1r bt13 ,·erreJ hfa purpo.'ie, .rou ma.r cause" •6'r1mt• Ot'L'r ... 'icr<•e11 In 11p/1car 
n lo/ S1J1J11er /hrm _1·011 1b/11k ~" lf_rr111 feel like 11//11cki11g e1•eryo11e 111 Tnrg1n jiir ji111. 
fu'I be .wrc lo sa1·e your ga111e fir.</. 

Fighting 
There arr time> 11hcn you don 't 11~nt to talk or run awai from a criller. and cl1ancc; arc, tl1<1 k~·I tltc same 
llJ). Sooner or l:uer, your char.icter(s) \\ill ha1e 10 fight TI1e real tnck"' knO\\ing \\hen 10 fight and 11hen to 
L1lk or run 

Effects of Fatigue 
\our char.icier.; lmvc 10 rest Clery so often, both to ml'<llorize spells :c. well as 10 gain back their >trength. If 
1our character< start compl:unmg that thC) are tired, it's best 10 find the nearest place 10 rest. Go to the spell 
list page a11d make sure their memorized spells are set properly for tlte nC.\t da1"s achcnturing. 

COMBAT 
Combat m lce"ind (}J]e U ;,, a skill 1ha1 )Our chamctcrs mid you "ill become skillt'll at :c. )-OU progr~ from 
1our first >tcp> Into Targos until i-0ur ultimalc resolution of the tl1rem to lct'llind Dale :md U1c Tcn·T(llln' 

More Than Just Hack and Slash 
As unportant as fighting is to tl1e game. ii L'11'1 tl1c be-•tll and end-all of play; it's just one way fo r char.1ctcrs m 
dc:tl 111tl1 situations. In addition lo c.'plaming the basic mechanics of hitting and mis.sm~. Uus section contains 
rules for 1uming undcad, special \l'J)> 10 atmck and defend, poison. heroic feai;,, and more. 

.1m1or Clas.sis the protecti\e r.uing of a character. mid ii is tl1e combined mlue of tl1e anuor, shields, <IC\leri-
1) modifier. and protecti'e iten1> and spells a chamcter h:c. on tltl'<ll· the higher the mluc of a chamcter·s 
armor clas.s, the lo11er the chmJCC tliat a character 11ill be hil in combat and take damage. lm1or U.1.ss <tart.' 
at 10 (loincloth) and goes upward from there. The higher the number. the better! (an \m1or Cla.'-' ~realer 
1h:111 .lO can only occur 11itl1 WI) po11erful magical annor :u1d magic item combmations). 

\m1or CJas., is sepanued mlO fi\e classes armor bonuses. shield bonuses, deflection bonuses. dt"terill 
homLses, and generic bonu>e>. \our character's .\rmor Cla.'-' Ls d1en dt1ennincd bi adding all of ih(.,., 

0

loge1h­
cr to l 0. Each armor bonus ca1egol') is de>cribed belo11; 

Armor Bonuses: The annor bonus is connected 10 tl1e benefiLs you get from wcMing annor. br.tcer.. ol 
defense. mid t'len robes. TI1e>e values do not >tack - the player recei\e. the ltigl1t"'1 armor bonU> from .tll 
the 11ems of this nature that they are wc:tring. For C.\:tmple, if a character "11c:mng annor that pro1idt'S 
a11 armor bonus of 6 and bracer.. of defense that pro,ide ao :U111or bontls of!. then the pla1crs armor 
bonU> is 6, not 8. 
Shield Bonuses: .lrmor honuses due to shields toL1b all the bcnclils you get from a shield ;u1d docs 
stack witl1 i-0ur base annor honu.s. You can onli hme one shield equipped al a time. 
Deflection Bonuses: Thc:.e am1or cl;o' homt>eS come from spell" ring», haL,. cloalo., ;nd "'' on -
like armor honuses, drflt'Cllon bonust.,, do not stack. TI1e hi!dJcs11alue drficclJon bonu> LS the ont tlia1 " 
ust~I. The 'ildl> thJt gr.ml dclkction homi>t'S ar1· Hsi(<I in tl11'lr tbcripllon>. 
llexleril) AbililJ ~lodifier: \our lk\lrnt1 abih11 modifier adtl.s 111 \our 01er.tll annor hontcs 
llm,cwr !he l'\tcnl winch ii can effL1:l )OUT ~or l~nlL.' i!'> impaCll'tl b} dw typt• of annor tltu ~ou n1a~ 
be \lr-Jnng. tltt'<k tl1e lnnor fJTect- T:tlilr !Tahlt 8l on page 147 ICI S<.'C these. 
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Generic Bonuses: Thl.,., are the rcmammg :moor honu"" )l>U c:u1 gL; from ;UI) othl'r source >0me 
'lll'lb prm1dc gl'lleric armor honlL'('S, and somt h-JL' wn ;tbo gi1e chantcter a gcntric arn1or honu' 
I nlikl' tl1c four c~her Wll~ones aho1e, gentric honu<;e,, do '\Uck 1111h one anod1er. 

~io a charJcter 1111h a llcxtcri~ \bili~ \lodiller of + ! ;md Lenhl'r \nnnr, 11 l11ch h;i,, an annor honLL' of + ! , 
11ould lt11e an \nnnr Uc,,' of 111111 + ! + !). 

\ote that lm1rb-lh1.wd «fl<!lls and effects 1g11ore armor bi111111e.> ji1r /be /111rposes of scoring a bi/ 

The Attack Roll 
It the hea11 of die combat sistem is the \Uack RoU. the dil' roll that detennine. 11hether am ph\>ical atL1ck 
<mls:;ile or hand to hand, but not spells) succeeds or fails. The number a player needs m order 10 make a 
'ucn.,.,lul ;tllack roll Is also c:clled the "lo hit" number and i> ec1ual 10 the lo~tl lrmor Ci:l.'\S of thl'lr target 
In kewmd !);de II the "to 1111" roll i> done behind the scenes - iflonr chamcter i> succc;sful, he i11L' - if 
not. hr nll:-.M..":i. 

II lien an atuck" made, die \mior Class is \\ilat the attacker must ·roll ' in onler 10 hit die opponent llt1> 
"roll of the die" L'\ done 1111h a dlO . or twcn~· "<led die. resulting in a number hl111Cl'li I and !O. Tite attack­
er\ .\Uack Bonu' L' then addt.'<l 10 this roll (you can see :di the different Base lttack Bonuses on a per char­
acter and ll'd 11andpom1 in Table ;I) . If the resulting number is equal 10 or higher than die defenders \nnor 
CLI». then the ;U~tck L' >Ucccssful. and damage 1s done. If 1he :urnck L' unsucce.:Jul, dicn the atucker 
mL'"-'I complt1eh or'"" unahlc to penetrJlc the opponent's arnior 

l'or c\antplc. thc captam of tlie \licked llcnch, lledron herdos (a fighter) h:i> an \ltack Bonus of- lie L' 
alLtcking a man1uding goblin 11i1h an IC of H If lledron ·rolls" a - or l11gher on die twent)->ided die, he 
itiL'\ the ACJblin and hurl\ ii.('+,~ 14) 

~ote that in Mdt'C combat. nol c1e11 511ing b i111cnded 10 hit A chamctcr in lcC\11nd ll:de II mai make a 
''t<NUelic" 111ing during the round aside from tlie actmd aucmpl 10 delhcr d:unage. TI1is S\11ng represents 
the fe1nL' ;11111 parrie> dt:u 11ould occur in re-JI combat 

Weapon Feats and Proficiency 
\ m:.ipon proficient' fc-JI rcpresentS a chamcter\ knowledge and tmmmg 111th a specific group of 
11eapons. II lien a ch;1rmer 1s created. he or she ha; proficicnq fc-JL\ m a numher of weapon' dependem 
on dte cl;L" cho"'n .\s a character reachc:. higher C\penence IC\els. he can choo'\C to spend nC\\ ft':IJ> on 
\\capon proficiencies. 

\ charJct<•n111h a spccillc 11eapon proficienq b skilled 1111h that Wl':l(lOll llence. if you ha1e :o 'igiit'<l one 
profic1enq feat 10 a character. he or she can att1ck 111lhou1 penall) IL'lng that wc-Jpon. If you ec1uip a charac­
ter 11ith a Wt:Jpon that he or she is not proficient 11idi, thl') suffer pl'lialtie> 10 hll :md daniage. 

Ont-e a charJCter ha; proficienq in a cen:tin 11c;1pon l)'pe. you c:m choose 10 ha1·e him 'pend :motlier feat 10 
focu' on di;u 11c:1pon ~lll'· lie 1>iU then get a +I 10 :di auack rolls 11hen using those types of 11·ea1J011,. 
Fighlrr.. 11ho h;t1e achk,C<I at lc-Jst 11h iel'el also ha1c die options of choo,ing 11eJpon spt-ci:tU7'1tJon in acer­
tain 11c:1pon ~pc once tlll~' al read) ha1c a focus in th;U type of 11c:11•111. II l"Jpon spt'Ciali1.a1ion adcb a honu' 
of l 10 dama~e 11hcnC\er the fighter.; succe:;sfull) h1L' 1111h that wca1JOn llJie. 

To "'C thL· 11ix.., of 11 c-apons that c-Jn be LL""I wuh Simple llea1JOn pmlicienlie> ;(.'C Tahle 6. for the lbt of 
11c-Jpons usable b1 die different llartial ll:e:1pon pmfic1encie. S<'C. Table-. The b:i>urd sword h:J> Ix-en 
included in lte11md l>.dc II. ho11"er ii lit" ouL-1d1• nl thl' dL,llncllon ht111L1!n >1mple and nuruJI \\cJJXm' ii 
I!'! l'Oll'iJtn·d an C\Olit \\c;Jpon :\nd hil!-i ib O\\TI profictt•nq h.:;ll TIU~ ~tati~Lil":"- for ~I(' ha.\IMJ S\\ord an.: 

40 111cludc'<l m fahlc -on page 1~6. 

Exotic: Weapon Profic:iency 
Bastard Sft'ord: \ ha.,tard S11ord IS too Llrge 10 use 111 one hJnd 11i1hou1 'pcc1al training; thu' it L' an exot 
1c wc-apon lla.'1:1fd s11ortb are also knO\\TI '"hand-and-a-half S\lords. 

Attac:king with Two Weapons 
If you 11idd a ~-cond 11c-Jp<1n 111 your off h:md, you can get one e\lr:t attack per round \\ith dtat \\e:tpon 
Fighting in d1is 1>:t) is ICI) hard, howC\er. :md you suffer a -6 penal~ 11ith rour rei:ular attack or a11:1c~ w11h 
)l>Ur prima11 hand atid a -10 penall) IO the attack 11i1h your of! hand. \011 c:tn reduce the>I' sufl pcnalucs 
according 10 die follo11ing uble: 

Circumstance 
\onnal Penalties 
\mbldextcnl) Fe:u 
1110-ll'eapon fighting fc;u 
Ambide\len~ Feat and 
llm-\1'c-Jgon 11~111ng Feat 

Pnmary Hand 
-6 
-6 

Critical Hits and Misses 

00 Hand 
-10 
-6 
-8 
-! 

\\'hen an auack roll L\ made and 1rs a lO, your cltarader hitS regardless of the target's .IC. and iou lt11e 
scored a thrc-Jt. The hll might be acritical hit (or "crit") . To find out if it's a cnucal ltit. a critical roll 1s made 
unmediatelv- this is another amtck roll with all the same modifier.; :1> the auack roll d101 w:J> JUI! made. If the 
critical roll abo resulL' in a hit ag.1inst the target's AC. the original hit Is a critical hit rnw cnticaJ roll jllSl 
needs to h1110 gi1e a cril II docsn 't need 10 come up lO again.) If die critical roll L' a mi~,. then die hit is 

j11>1 a regular h11. 

A critical hit mean' that damage is rolled more than once, 11itlt all the tL,ual bonu'\CS. and the roUs arc addL'<l 
together 10 get 101:d damage. lnlcss othen1ise specified. the threat mnge for a critic-JI hit on an auack roll is 
lO. and die muhiplier" l. (Sa> lncmL'l'<l Threat Range :tnd lncrc-JSC<I Critic:d Mnhiplil'r. bdo".) 

Exception: Bonus daniage represented as C\U-J dice. such as from a sneak atL1ck or a n.unmg S11ord. b noi 
muluplied when a cnllcal hit is scorc'<l 

h1creased Thrc-JI Range: Sometimes a direat mnge is greater th;m lO. That is. a thmu can be '\COrc'<l on J 
1011er number Lon~1orcb, for 10.\tance. gi1e threat on a natumJ auack roll of 19 or lO. In such GJ>C>, a roll 
belo11 !O b not an automatic lut. In) auack roll that doesn't re.uh in a hit is not a thn;JI 

lncfl".t.'Cll Cntical lluh1plier Some wc-Jpons. such a> batt!C".L\CS and arro11~. deal IJCuer th;m double ilunagc 
11id1acnucal1111. Sec Tablt-s 6 :md - 11itich list generJI st:ttist1a. for "mple and martial WL':IJXllt' on 11age 
HS-1"6. 

Improving the Odds In Combat 
In combat, mam factor.; can modi~ the number a chamcter needs for a sucn'"'ful hit The<' 1ari:tbb are 
reflected in modifier. to the 10-hil numlJCr or 10 die auack roll 

Strength Ability ~lodifltr for ~lelee Weapons: I charJcler\ Strength wn rnodif) thr die roll, •tllcring 
l>oth the chance to hn :md die dan1age catL~ nus modifier L'\ Jl11ai~ a1iplird 10 melt'C Chand 10 hruidl attd 
hurled mbsile \\~Jpons I• i111:1:er or an .L\el ;U~ick.,. Tiie hi~her \OUr Strength. the t"a'1«r 11b10 hu someone 
ru1d hun them 
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Dexterity Modifiers for Hissile Weapo11s: l>e\leril) alTecL' 1hc chamcier'> ahilil) 10 auack 11i1h a 1111;­
~ilc 110:111011. Like S!ren~th modifien.. a higher lle\leril) score \\ill inert"&.'<! tl1e chanc<>- IO hil, lo\\ er llex1eril) 
11 ill lessen the chances. l1nlike Stren~1h. Oex1eri1y does no! :11Tec1 1he amoum of damage i11flic1ed by a mbsile 
we1pnn. 

~lagical Items: A we:1pon"s magical propenks can modify a cl1amctcr"s ch:mce 10 hi! and hi> damage bonus. 
I1e111> tlial impan a honu> 10 1he :mack roll or .\nnor Clru.s are identified b) ;t plu> sign. For e.xamplc. a sword 
+I imprme:. a d1amcter"s chance 10 hit h) one and inlliclS +I damage if tl1e auack is succes:.ful. 1 suil of 
ch:unmail +I impro1es lhe 1\rmor CJ:Lss of 1he d1arac1er b) one beyond norm:tl, .. non-magical"" chainmail. 
Cm;ed ilerru. have a neg:tti1e modifier la penally), resulting in a sublr:iction from the :in:u:k roll or a suh1rac-
1ion from .\nnor Chl.IS. l11ere is no limit to the number of modifiers 1ha1 c:u1 he applied 10 a single die roll. nor 
is 1here a limil 10 1he posilh·e or nega1i1c number (1he 101al of all modifiers) th•ll t~m be applied 10 a die roll. 

Feats: There :u·c •I number of Fe:11S 1ha1 a charac1cr can possess. 1111ich can improl'e bmh their ch:u1cc 10 hi1 
and li1e d:unage done afier a successful hi!. Ple-&.se see Fe:us on page 65. 

Casting Spells 
,\II spellcaster.> ILSC 1he s:une rnles for cas1ing spell'. To C:LSI a spell, 1he char:ic1er mus! have the spell memo­
rized except in !he C:LW of bards :uul sorcerers. If ii is 1101 memorized, 1hc spell c:mnm be casl. The easier 
must he able 10 speak (no! under !he effeclS of a Silence spell) and have bo1h arms [rce (nol paralyzed or 
llclli , for c,;.1mplc). If !he spell is 1:1rge1ed on a person, place, or !ltiJ1g, !lie c;1Sler muSI be able 10 see the 1ar­
get II b not enough 10 C:LSI a Fireball I 50 feel ahe:ul imo 1he darkness; tl1c c:i;1er muSI be able 10 sec !he 
poinl of cxplo<ion :md the inler,.ening dismnce. Once tl1e casting has begun. tl1e dt;m1c1cr mus! s1:u1d slill. (If 
)OU choose no110 have a spell caSler C-dSI a spell af1er you have selecled the spell , hut before you have selec1-
ed ;t largel. you can R-click 10 c:u1cel ll1e spell and ii will no1 be losl from mcmori.) If you ins1ruc1 a chanic­
lcr 10 mo1e af1er a spell h•IS bcca s1aned, !he spell could be los1 if 1he ca.siing h<L< begun. 

Spell Disruption 
If ll1c <pellca:.lcr is Mruck by• wc-;poa or f:tils 10 make a sming throw before tl1e spell is cast, !here is a 
chance ll1e cas1er's concen1r:uion 11111 be disrupled and !he spell will he losl in a fizzle of useless energy. II 
11illhe11iped clean from 1he memoiy of ll1e easier wllil ii can be re-memori1ed. A.s a result, spellc:L<le1~ arc 
advised not 10 >iaJJd al tlie fronl of any banle, since ii makes tl1em easy targelS. 

J\' a geneml rule, ll1e higher level of lhe spell, 1he more likely ii is a spell will be disrup!ed if tl1e c:L<ter mkes 
damage. The higher tl1e casler's level ;mtl skill in Concemmlion, however, 1he lt'SS likely ii is a spell will be 
disrupted if the easier lakes damage (more experienced spcllC'.tSlers wilh a l1igh Conccnlr:ttion skill are able 
lo conmllr.Ue ;md focus beuer tli:m we:1ker caslers). 

Casting in the Middle of Combat 
1notl1er difficuh) prcsen1ed 10 spell c:1s1ers ;, 1riing 10 prepare and fire off spells in 1hc middle of a melec. In 
order for a spell lo be successfull) c:Lst 11i1hin 5 feel of a enemy, the C-J.<ler mus! make a Concemration skill 
check ag:ti11SI a DC! 5 + U1e level of tl1e spell. As an ex:unplc. Asmir. auemplS to c.1s1 a Firel>all in !he middle 
of a fi!(ill. lle bas a Concenlmtion skill of' and an lmclligence modiBer of 1. Ln order for him 10 successfull) 
ci;t 1he spell he 11ill nc'Cd to roll a1 le-JSt a "on a dlO. Skill of' plus a modifier of" plus a roll of' equals 
18. which L' equal 10 a l>C of I 5 plusa spell le-el of j. 

Saving Throws 
S:t1ing Thro11, a1-c mc:Nu-cs of a char:1c1er's resistance to special 1ype:. of allacks - poi<;0ns. magic, :111d 

auacks th;u affec1 lhe bo<l) or mind of !he chamc1er. Tiie al>ilily 10 make successful sa•ing 1hro11~ improres as 
the charac1er mcrc-.i.<eS in le-el. If a sa1ing lhrow is made. thb may n:·duce d;m1age or pmcnl lhe e[ecL< of a 
spell or :mack entire!): Some spells (e.g. l'ro1ection spells), i1ems. and fe-JIS greatly improve sa11ng throws 
againsl dilTerem 1ypes of alwcks. 

Fortit11de Saves: These s.11cs meaourc )'Our abili~ 10 Sland up 10 irutsSire phi~c:d punC.luncm or :umck< 
againsl your 1i1ali~ ;md he:tltl1 such as poisoo. paral)sis. and magic Ihm causes ins1am deatlt. Apply )Our 
Cons1i1ution modifier 10 )Our Fo11ilude sa1ing ll1ro11s. Fortiludc s:11ing tliro11~ can be made ag;tin>t a11ack or 
elfecL' such as poison, disease, paralysis, pClrification, energy dmin, destruction, and dismtegr:uc. 

ReDex Sa\'es: Tbese saves lest your abiLi~· lo dodge m:tsSh-e allacks such :IS a wizard's fireball or tl1e letltd 
bre:itlt of a dmgon. Appl)' rour lle\lerity modifier 10 )'our RcOe.x saving tl1ro11~. Reflex saves c:u1 be made 
againsl :111acks or effeclS such as pil lrJps, c:uching on fire, fireball. ligluning boh, anti dragon bn"Jih. 

Will Saves: These sal'C:S reflec1 rour resis1ance 10 menial influence and domination "' weU a; man) magi­
cai elTeclS. Apply your Wl"1om modifier lo your Will sa>ing lhro11s. 111ll sa1·es c:ut he made againSt at1ack.' 
or effeclS sud1 cha[J1) person. hold person, and most illusion spells. 

Combat Effects and Recovery 
Damage, ll'Ouncls, :u1d death are whal can happen 10 a chamcler when an oppooent allacks Wm succe:;sful.11'. 
D:m1age am also occur"' a resul1 of poison. fire, falling, acid, and by 1ri;ng anyihing even rcmo1ely daoRe;­
ous in 1he reitl world. D:unage from moSl a1~1cks is me:JSured in hi! poinlS Chp). lfach chaniCler has a cur· 
renl hi! poinl 101al and a maximum hil poinl 101al. Each time a charac1er is bil, he sulTers poinL' of daniaRC. 
These poin1' are sub1mc1ed from dte charnclcr's currem hi1 poinl lolal. When this read1e. O, 1hey are de:1d. If 
one of )'Our ch;m1c1ers suffers m:JSSive damage (i.e .. leaves no bod)' excep1 a foumain of chunks), he or she 
can only be rc1urned 10 life by me:tns of a Resurreclion spell. 

Healing, Hit Points, and Debilitating Effects 
Players c:m reg:tin los1 hi! poinls by he:ding · nalurJ]Jy or magically. l11e only linlit 10 1be amoum of dan1age a 
chamc1er e<m recover 1hrough he:tling is the m:L\ilnum hi! poinL' 1he charJCler has. (~ole: some spells Gill 

impro1·c m:Lximum hil poinlS, bu1 only for a limiled period of 1ime.) 

Natural Dealing 
Characters he:tl na1urally a number of hi! poinlS e<1u:d lo 1heir level per pc1iod (eight hours) of res1. If a 
chamc1cr reslS in a coml011able room in an inn, he or >he 11111 recover Iii! poinls. The bcuer (and more 
comfonablc) lhe room is, Ute more hil poinlS are he:tled - bul 1hc bN!cr !he room, tl1e grea1cr 1hc cos!. 
Camping in !he wilds will allow for mcmori1,,tion of spells, bu1 will nm allow ma11y hit poinls 10 be reg:Une<I. 
Resting is onlr possible when !here arc no enemies 11ilhin 1isible r.tuge of your pany - ii 1herc arc, )OU mus! 
mo1e :11111y. or make 1hem your friends (Charm, dialogue, CIC.) before rou c.111 rest. Some cre.uun:s mar 
•mack rour pa11J' while resting; if Ulis happens. you will no1 he:il or memorize spells. · 

In lcewincl Dale U, resting is normally allowed only in inns. outdoor arc-&.s (pro1ided all !he m01is1crs in !he 
1icini1y or on !he map have been slain), or witl1 permis.,ion from a local resident 

~lagical Healing 
lle:tling spells, polions, :md magical de-ices c:u1speed1he proces.' of healing, closing wounds inslantl) and 
res1ormg !he party·s e!Tectireness in second<. Magical healing 1s p:U1icularlr useful in 1he mids1 of coml•u or 
m prepamlion for a d:mgerous encounlcr 
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Raising the Dead 
Curative and he-Jling spell,. ha1c no effect on a deJd dttmcter - he can only be rc1urned 10 life \\ilh a lfabe 
Dead nr Resurre<tion ;pell or item. 

,l/l\"H/'111/iR"S 71P: Cbnrnclers slai11 by a Oisi11te11rt1/e. f)ealb Sflell or Finger ofDealb 
spell rn111101 be brougbl back lo lije by auy menus. so <1011'/ ,~o 11ro1111d aisling these 
spells al other party members. 

Blindness 
A blinded character is also called an ··easy ttrge1." Blinded characters suffer a 50% mis.' chance, a -l 10 dicir 
Armor Cla:», and a lose ;tli of their Dexterity and Strength modifiers. Blindnes.~ can be c11red b)' "~tiling out 
the dur:uion or by the cle1ic speU. Rem01·e Blindnes.<. 

Deafness 
\ ot ,urprismgly. a deaf character h;L~ lost his hearing. ll'l1ile not life dire:uening. a spcllcaster who is deaf­
ened loses the ability 10 cast spells correctly. Any spell C:l~l h) a de:tl spellcaster lul~ a i0% chance of failure 
11ben cast !tliis b added onto any other pre-existing spell failure chances on the spellaL<ter). ·me elTeclS of 
deafness are tempom11c time (or a full night's rest) 11ill restore a char:icter"s he-Jring. 

Disease 
Some cmuures in the game lr.msmit dise:tse through their touch or their bile. If a character is disem:ed, he 
cominuall) takes damage mer time or su[ers an effect over time (such as Confusion or Par:tlrzation) until 
cured \\ilh the cleric >pell Remo'e Disease or a cur:itive that specillcali) targets clise:tse. 

Energy Drain 
Some· undcad cremures can drain lhe energy from player characters. For Cl'ery '"lever dntined. a creature is 
-I to hit, · I to s:tVl':>, and lo>es fi,e of their maximum hit points. The Energy Dr.tin stale persists until the play­
er cm get a cleric 10 cast Restor-Jtion on the afilicted character. 

Paralysis and Hold 
. I character or creature affected by parn.l)~is becomes 101<dl) immobile for the duration of the spell"s e[ecl. 
The 1ictim can breathe, think, see. and he-Jr. but he is unable to speak or mo1e in an)' manner. This may be 
an :i<l11unagc if you find the \ictim 10 be parlicufarl) mutO)ing. An) attack' on a par:d)"Led or held cre:uure 
are automaticall) successful. 

PhWled 
\\l1en a cliarnctcr is phm:ed, he becomes 1empor:1ril) disassociated in space. Although he can s1ill mo1e ru1d 
attack •l' nomud, he \\ill take minor danmge over time until the ph:L,ing passes. at 11hicl1 point he 11ill 
resume ltis normal ph)~ic:tl form. 

Poison 
,\ char.1cter or creature attacked with a poisoned we-Jpon or by a venomous cmuure must make a Fortitude 
s;1Vi11g thro11. Ucp<nding on the l)JlC of poison, this s;11ing llm111 11ill either negmc the effects of the poison or 
lessen them. Most poisons arc usu;tlly deadly within hours. so finding quick tremmenl is 1·ecommended. 

EXPERIENCE AND GAINING LEVELS 
faery time charncten. go on an ;ukcmure till')' learn something. They may le-Jrn a little more about their 
ph)>ical limilS. encounter a cmuure ll1ei ha1e never seen before, try a spell a.' )Cl unused, or discmcr a nc11 
peculi;uit)' of nature. Th= g;uns are measured h) r-Aming e\perience poinL' (Xl'l. Expcnencc poml.S rcprc­
:-<'lll a number of factors; incrca.-.eil confidence, pll\sical ewrcise, in>ight. und on-1be-1ob tr:tining. \\lten n 44 . 

char.tcter e:tms enough expencnce p11ints to ad,-.mce to die nc.\l l'\Jlcriencc le1cl. the char:1ctcr has become 
tougber ru1d mnre po11erl\1l. 

Group Experience Awards .. ~est Experience 
Experience points arc e:1med dirough tbe acti>ities of the char:1c1ers, 111ticl1 gener.tll) relate 10 tlteir ad1entur­
ing goab. All chamcters oo an ad1e111ure receive experience points for overcoming their enemies or obsta­
cles. and the :miouut is divided equally between the cliaracters in iour p:trt)' 

Gaining Levels for Different Races 
Some l'ORG011'EN REAi.MS" races included in lcewind Dale II are signifiamllr more powerful than die r:ices 
found in Shllld;trd Third Edition D&D. To mainl;tin the balance of power hetween all or tlie character"s io your 
party, the leveling pall1 of these special races is steeper dt•Ul others. These races, such as the dmw and 
tiefling, hare what is c-Jllecl an EIIecti1·e Character Level (ECL I 1111e11 it comes to determining the amount of XP 
needed to advance to the next level. The ECL is Sim(lly die characters displayed level plus a number between 
one and three that is defint'!l in dieir r:ice description (see Races mid Sub-Ract'S section). The ECL is tben 
looked up on the XP table (see Table 2, page I :l5) 10 see how much XP the chardcter needs to make it 10 the 
next le1·cl. A.' an example, a le1cl 3 drow character has an ECL of 5 (Character Le1el of .l plus a mdal ]Cid 
modifier of l). The drow needs 15,000 xr·s 10 reach 4th level inste:td of die nomial 6.000 XP"s needed. 

Experience Point Cap 
lce11ind Dale II has a limit on the :miount of experience points a cl1aracter can e-Jrn, 1111ich is enough for 
each cliarac1er 10 reach a maximum of 30 char:icter levels. Char:icter level is the sum of the levels for all of 
the cliamctcr"s chts.ses. So if a charncter were a Sdi level Fighter and a JOth level Rogue, tht')' 11ould hme a 
total of I 5 chamcter levels. 

ATIRIBU'rES 
Every person in the Realms has tr:lits \\'hich set diem apart from all others. The most pronounced differences 
will be in die are:ts of Race, Class, and Abilities . 

Ability Scores 
Ability scores are die slx n:uur:d tr:tits that represent the b:tsic definition of a character See Table 1 on page 
1.1' for abili~ bonuses and penalties. 

Strength: A char:ictcr"s muscle. endurance, and swnina. It is the prime rei111islte of 1rnnior.,. 

tonstitution: A ch:u--dcter"s fitness, he:utl1, and ph)~ical resislaJlce to hardship, injulj; and dise.tse. 

Du terity: A chamcter's hund-eye coordination. agility, renexes and b;u;mce. It is the prune reqnisile of 
the rog11e. 

Intelligence: ii character's memory. re:c,oning, and learning abilil). Ii is the prune requbitc of the 11iz­
ard. 

Wisdom: ,\ character"s judgmcnt and common sense. It is the prime requisite of cle1ics and drnids. 

Charisma: ,\ chamcler"• persuasilcoess. personal ma_~etism, :md ability to leAd Thl' aliili~ is Jmpor· 
tmll to bard.,, pafadins, and sorcerer... 
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11JI E\'// f/Ul'S rl/' While it may be /empting to drop your /11tellige11ce mu/ Wiwlom 
to 3 during cbflwcter creatiou, remember t/Jal a lo1c fntelligence Cfln limit t/Je 1111111-
ber of skill points you ll'ill gel enc/J find e/'e~r lc1•cl, and n Jou• ll'isdom cu11 make you 
su.<ccptible lo mind-Influencing spe/111. 

Hit Dice 
Is characters go up le1el•. lheir number of hit points incre<tse lr.L<;ed on their \Iii Dice (llD) . Each clas.< has a 
different bit die whid1 reDecL< their ahili~· 10 1ake damage in combat. For example, barbarians le-Jd the pack 
11ilb a di l, which indicates the) gain 1-1 l hit points when going up a le\el. A 11imrd, on the 0U1er h:u1d, 
bcin~ a poor fighter, g:tins only I-4 ltit points when going up a level. The number of I lit Dice each class 
rccciVe: is shown in the chamctcr's class description. One of the options in lce11ind Dale II is 10 ha1·e charac­
ter's recei1e the m:L\imum number of hit points per le1el rather than ha1e U1e computer roll U1e character's 
llit Die eacl1 ie-·el. Decide how you would Like 10 play Ice11ind Dale II and change this option accordingly. 

RACES AND SUB.-RACES 
Race ddlnt..~ the character"> 'lX'<'ii?S: human, di. thmrl. Jln<lllll'. half-elf, halfi111~. or lulf-11n I rharnue1-,. 
race or ~ub-t.1ce c:111 limit thtir d101rt' of rlb~. 

Humans 
llum;uL"i crm1pn~· human.\ :md lwo sub-ran-s. :ttl'.imar and !idling. 

Human: llumans an· thl' prrdo111inan1 race 111 l·arnln. and ihl'} rult• n10>1 of Ilw Sl!lflifiram t•mpin~ and 
klngilnm< in the Forgouen Rt".tlms Human> may cltoose :my cla.'' :md excel in ii. 

\dnnlage: f)ne hom1> Fl'al :11 fin.I lt·1el, 1w .. ema Skill PoinLs al fir<l l!'lel. and +I Sklll Poi111 l'ICJ1 
lerd :ifll'r fi"t lerel. 
fa\ortd Class: ~hichl'\cr cl:ts.\ h"" 1he higlw"I k·1cl 

Aa.sitnar: \a<imar carri tht• hlood ol a tl'ie<hal hcing. U1c btgoucn offspring from U1c union of a mort:d and 
a deity. -lasimar are tl!>uall) good aligm~l and ll;;ln •!Pinst !'>ii In the 11orlil. !11t') ~p1rall~ "'""fair >kin. !,'Old­
en c~l'S, and often a birthmark In U1c 'hape of the deity', holy S)111l~11. \asimar are hles.'l-d wid1 in,ighl :md 
perso11:1l 111ag11eli>11t and :u-c 11pically p:dadins. 

Ad•antages: A +Z 10 Wisdom. + 10 l Charisma. D!lrk1ision. Sunscorch I/day, and+; 1<1 \rid. C.old, 
:111d Ekt1rictl Resistann'S 
Disadvantages: Chmitter lcrd is considcrt-d I k•1d higher when the C\']lct1cnrc for aikanrin~ le1·­
ds Is detcmtined. 
Fa<ored Class: P:dadin 

lieOing: The inremal counwrpan 10 aa.simar. tieOing.' are humans with a him of the diahohcal In tlteir 
bloodline. Though their a1>pearann L< mostl1 human. U1t~· often hme tdltale si!:ll> that belie their ance.lry 
Ticfling.s usually ltire dusky skin :md dark or rt-ddish hair ·nmugh mam sport small horns. cat tTe<. or other 
billlrre r"m1re:;, most tieUing:. 11) lo hide their abnormalities from humans. 

\d>antages: .\ +l to Imclligenrc. +2 lo lllulT and llide <kill checks, +2111 ll!'\terill'. 'i poinL' of 
Cold, Fire. and Elecuir-.U He>isla!1ce;. c:m casl Blindncs.' l/1Ja1 :md darlm<ion. 
Disadvan1ages: .1-2101J1ansma, and character le-el is considered I le\el higher 11hcn the experi­
ence for ad•·ancing le\ds is detennined. 
Fa\'Ored Class: Rogni• 

Dwarves 
D11arrcs comprL'<' d1111rws (sbiclcl dim""')· :md 1wo sub-rJct~. till' ~old dwani:; and gr.1y d1111f\t"'-

01>·arves (Shield Dwanes): ~hitld ll":!f\L~ arc 'ho!1 '1och1 hum:mui1b 11ith rudd) chL,·k>. dark L')<'S. 
and iliirk hair. Thou~ there arr e.\l't1iuon" lht'! lend lo he a dour and "'mum f)('l>ple. IJl•a1ws ha1e a natu· 
ral resistance 10 magic and polSOn ailll pos.'{'S.' darkrbilm, wludt al1011, them to x-e ohJL'Cls in the dark. 

Advantages: +l to Co1t,lltuli11n, +2 lc1 St.>;1rcl1, +l 111 Fortitude sa\cs °'gairu.t poiM>n. +1 lo ~ncs 
against spells, +I 10 hit is. om, ~obUu>. and hugllt:tf!i. +-1111 .IC vs. gi:u11s. and dJrkn>il>ll. 
Disadvanlages: -2 10 ChJri>lllJ. 
Favored Class: li~hltr 

Gold Dwarf: In a Lime whcn lht> d11:uw11 rJre bin s:1d decline. the g1•ld dwanc> of tht Rrnlms rttenc,J :1 
di1ine gift from '1omdin. Ille Soul Forger fllc lather of the d\1.11'\en gi',d, g111111t,f 1hc Thunder illt-s.,in~ upon 
his pt'Ople. resuhin~ in J slo11 !lfO\llh of tl1t g(lld 1h11uf population. Thou)!h II> cfit'CI>. may not b<· fch for 
decadt'S, gold d11:mcs are alre;uly suuting 10 rr·t'SIJbUsh 1hcmschcs 111 thc Re:Um; Js >lirr11 d 1r.1dt'l' and 
proud. if somewhat haugltly, w~irriul' 4 7 
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Advantages: +l to Constitution. +l Lo Search, +l Lo Fonitude s.11·es againSI poison. +l lo sa1L~ 
against spclh , +I 10 IUL Drow. Mind flayers, and llriders. +4 to AC 1s. giams. aod d:irkvision. 
Disadvantages: -2 10 Oexteri~· 
Fa•ored Class: Fighter . 

Gray D1rnrf: \bo known as duergar. the gra) ch1"m~ of the Forgouen Re:dms Un· e1cn dL"pcr under· 
ground d1:111 thcir shidd d\\:u-f aod gold dwarf cousi1Ls. The ducrgar >hare linle in common wllb other 
d\\-aJ'C'S and praclice :-.1<1'1.!f) in ~teir monstrom; -.uh1crr..u1ean cities. Often moth'atl'd h~ g1'L"t.'1..I mtd •l thir..t for 
power, gr:iy d1111nes are known 1hroughou11he He:tlms as dC\ious. cflkienL 11'1rriors. Oucrgar almust ahnt1> 
~~~~~ . 

Advantages: +l 10 Constitution. +l 10 St-.irch, +l 10 l'onimde saves against poison. +l 10 sares 
again>! spcll · . +4 lo \C "'· gi:mts. d:ufa'ision. can ca11 hwbibili1y I/Day. lmmunilv to Par.ih~L>. +.\ to 
More Sllenlly. · 
Disadvantages: -4 to l11ars11u, cha~.tcter IC\•el ls considered l lrtels higher when die c;perience 
for adrnncing hcls is delenuined, -l to !tit, damage. and sal'ing thro11s when ouisidc during the 1ht1 
Favored Class: Figluer · 

Elves 
Ehes complise cl1es (moon elves!, and nro sub-r.iccs. 1he dro11 (dark ehes) and wild elves. 

El.-es: Eht.,, Lend lo be shoncr and 'Ummer U1an humans 11ilh dcUcme fe.tturt.,,. Ehes arc gencr.tll) looked 
upon ru. bemg fmolous and :doof. E11cs han~ a na1ur"1 resisuu1ce 10 sleep magic. possess d:trk;ision. and are 
shillcd in the"'*' of the hO\\ <Uld longsword. Elrl':\ gain a bonu.s 10 lle.\Le1ily, but a pcrudl) LO Constitution. 

Advantages: +l lo Dexterity, +2 Lo Search, Immunity to Sleep and h:il'c a +l lo smes again.sl 
Enchammem Magic. 
~lartlal Weapons: large Sword aod Marti:tl Weapons: Bo11~. and darkvision. 
Disadvantages: ·2 lo Cunstilution. 
Favored Class: \\'izard 

Dark Elf: Dark elres, also known as drow. are the subtemmean cousins of high eil'CS. 11teir hlack skin and 
pale h:tir are :t curse for their allegi:utce wilh the spider AOddes.s. 1.ohh. Ornw sodetie. are usualil ruled b1 
cruel clerics of Lohh and 1heir noble houses. Dark ches are kl101111 !or their all'O)(:mce, ctuelty, ~d pen· · 
chmll for chil war. 

Ad•antages: +l 10 Ocx1eril), +1 lo Jn1elligcnce. +l l<> Cb:tnsma. +l to Se-Arch, Spell Rcsis1ance of 
11 +char.icier IC\el. +l lo ;tll \~ill Sa1c:., +l Lo S<llL" ag:tiru.1 End1:m1m1•1L Magic. ln11nu1til\ IO Sleep 
spell>. Faerie Fire _l/l}J). Slllrl> 11i1h 1he FeaL' Maiual \\capons: Large S11ord and Mani:d l\.c:11>ons: 
llo11s, and d;trk\ision 
Disadvantages: -l Lo Constitution, chaf'Jctcr IC\'ci is considered l le1cls higher \\hen 01e experi· 
ence for ad11111cing levels is de1em1ined. ;\lid · I to hit. d:una~e. and savu1g throws wben outside dur· 
ing the day. 
Favorcd Class: Wi1ard 

Wild Elf: The very r:trc 11ild ehes are r.irel) seen b) othc1~, be<.~1usc they live in the hcan of thick roresL< 
and tl1cy hal'e incredible skill at keeping Judden. \ho calk~l green ehes. lhdr skin tends LO be a dark brown. 
<llld their hair r.mges from black Lo tight brown, lightening LO sihcl) 11hile with age. 

Advantages: +l 10 Dex1ent). +2 10 Search. hnmuni~· 10 Sleep spells. Sliu1S with Lhe Fe:11S. 
~lartial Weapons: Large Sword and ~ttnial \l'e:tpons: Bo\\;, :rnd Jark'>ision. 
Disadvantages: ·l Lo tmclligcncc. 
Favored Class: Sorcerer 

Gnomes 
Gnmm~ co111p1i:-c gnome.,, (rocki;nomesl. and one >Ub-mce. Jrei1 gnomes (s,;d·ncblinl. 

Gnomes: Kin to d11am,,;. ~nomL" arc notice:tbh sn1:tller than d1cir distanl coo.sins. tLnom'"· :Ls 1111~ proud­
h ru:tintain. are also 11 ., rotund 1Jian chrnne..l \lost ha1e 1fark t:tn or bro11n skin. wltilc h;ur. :ind r:uhcr 
1:u')(e nast~. Gnomt" hme n:llur:il ri.,,;stance to magic and = "-" ill die dark \\ilh darkvision. ThL1 galn a 
[~inus 10 Intelligcnn'. but a penal~· 10 \\1>dnm. 

\thantages: A+! lo C1lltslilu1ion, + I lo hit IS kobokb. gohUns. hobgoblins. and bugJ~,trs, H IC 
lkinu' when ;Otacked hj gian1 sized m::uurc:- (ogres, gi:utLsl, +l to .~lch!'my. :11111 darkvision 
Disadvantages: -l LO S1rengd1 
Favorcd Class: Jllu,ionisl SpL-ciali;l Wi1.ard 

Deep Gnome: Also kno~11 :ts ,,,irfnehlm. 1hr dL'<'Jl gnomes of die i!e:Um; are a M'C1·eti1e. 01\\Leri<JUS rnce. 
Found in the dt'tp!~l c!ltro> or di!' l ndcrdark lh<' s1irfuehlin lire m ronsl:l!IL fe:ir of <l:11cn or dt,;m1clion 
at the hands of dark d\L'S, mind 0:1\crs, and d11l'rg:tr. tlet'j) gnome> art' lt-gendal) for Utcir ubilit\ tll handle 
stone and gems 111L~ h"1·!' grJ) >kin and grJy or ~fute hair. 

Adrantages: .\ +l W Oe.\leril1. +!lo l\bdom. +!lo ~h.+! 10 llldc l H when "Inside"). Spell 
Rtsis~111cc nf 11 + kwl. + I Lo hit "· kobnlds. goblin.>. hobRuhlins, aod hughcars. + 1 Miscellaneous 
honus to .IC. Mirrur lnu~e lfd:iy. lmisihiUiy l/da). lllur 1/da). \ondeteclion. and dark,ision. 
Disadvantages: -~ LO Strength.-~ lo Charisma, ch.1!"Jcler le-el Ls considerL~I .\ IC\ds higher when 
1he !'Xpericnce lor :id1m1cing beb b determined 
Faro red Class: Jllusionisl S)le('ialiM \\ i1.ard 

Halflings 
llallllng.s compnse halfllllf,> (Jigh1fo0t hal01ng.-;l. :md 1wo suh·raC<'S, stronghe:111 halOUI!\>'• and ghostwisc 
ha!Oin~'· 

IIalOings: J l:tlfiings :m: sho11. generally plump people, much like small humans. Their f:LCl'S are round :u1d 
broad. :md oflt11 quill' llorid. Their hair is lrp1cally curl~. and 1he tops of lhl'ir ft~·t :trl' co1eretl with coai~e 
hair. llalJlings arl' ln~hl~ r<"'i'L•tlll lo 1mi.,.ms Jnd mJgic, ;1re nauirall) skilllxl 11ith sling!' :1> 11e:1poru.. and 
bare a limited ;thilily 10 see in 1he dark. They recche a bomL' 10 llexltril)c hut a penahi 10 Strength. 

Advantages: +! 111 IJ!'Xlelilj; +2 Lo llo1e Silently.+ I 10 all s:11ing thro11" +1 on sa1ing dn1l\IS \S. 
Fe-.ir. and a +I LO Jui wi1h Thro1111 Weapons. 
Disadvantages: -l Lo S1rt11gth. 
farored Class: Rogue 

Strongheart HalOings: While the Uglufool ha!Oings ><ilue tl1e experience of lr.tH:l and the sight of llC\\ 
lands and peoples. tl1c slrongheans are ;t more organiLed. orded), and industrious mce. The)' build to l:lst. 
and fiercely defend d1eir homeland:; against thre:11S LhaJ tl1eir ligluloo1 kin would simpl) flee. 

Advantages: +l 10 Dex1cn1y. bonus Feal at first level. +l to Move Silently, and +l on saring l11ro11s 
"· fear. and a +I 10 hit with Thrown Weapons. 
Disadvantages: ·2 10 Stren~Lh. 
Favored Class: Hogue 

Ghostu>ise llalOings: Ghost11ise halOings are the fer.l!, reclusive cousins of tiglufoot and strongl1eart 
lm!Oing.s. They are found most often in die southern forests of the He:dms li1ing in small communities. 
Ghosl\\ise halOings are r:irely seen in large cities, but occasionally se1 out 10 explore die world for reasons 
known only 10 thcmselres. Visitors LO ghosl\lise seidemenLS often repon d1a1 tl1e halJlings bme a kinship so 
light with their fello\\~ Lim dil')' can communicate \\ithouL speaking. 
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Adnntages: 1+!10 lle\terit). +I 1111h fhroM \\earon,. +!to \1me SiiL11Ll1,;ind +!on '<mng 
1hro11'" fear. and :.et \atural Snares .WJ) 
Disad•antages: ! 10 Slrength. 
Favored Class: &unamu1 

Half-Elves 
llall-che- arc a nm of human and eh en blood. Th<1 arc handsome folk. combining the bes1 of both me" 
half-elf h:L' the curio,it), 1111enti,en.,,,,,. ru1d ambillon of d1eir human ru1ccs10". and 1hc rcfint.J """""·!me of 
na1ure, and anisllc LaSICS of 1hcir chen hcn1:1gc. ll:lif-ehcs ha'e a linutcd resistance 10 Skcr '1"'11" and can 
sec in the dark 11i1h dark\ision. 

Advantages: I +I 10 Sc:1rch. +l to S:l\CS '"· [nchanunent Mawc. lmmuml) to Sleep spells, and 

dark\ision. 
Disadvantages: \one. 
Fa•ored Class: \\nlchever class has the highbl k•el 

Half-Ores 
I l:df-orcs arc born from d1c union of humru1 and ore parcnl' Tite) arc as ull "" human.,, hul a Utde hc-A11cr 
due 10 the1t muscular builds. TI1eir greenish pigmenmllon. 'loping forehead, julllng ja11. prominenl teelh ru1d 
coarse liod\ hair make !heir Uncage plain for all to see. I lalf·Ort\ are kno"n for their great strength. 

Ad~antages: A +l Slrcngth and dark\ision. 
Disadvantages: -Z lo lnlclUgence and -l 10 01ansma 
Favored Class: Barbarian 

CLA&S 
\d\ emurer.; seek gold, glory, justice, fame, power, knowledge, or perhaps other go:ds · some noble '."'d some 
bru.e. Each cl1ooscs a different 11·•1 m achit'e d1ose goals, from bruial combat power, to nugluy magic. Some 
ad,emure" prnail and gro11 in C.\perience, wealth, and power. Others die. 

Your character's cla.'i> is his or her profession or \'oe:ttion. ll detennincs what he or she is able to do: combat 
tr.timng, magical abilil), skills, and more. Clas is probabl) d1c first choice you make about your character 
n1e class )OU choose detemunes \\Tiere you should besl place your charJcter's abihl) scores and suggests 

\\luch races arc besl 10 suppon d1a1 dll>S choice. 

The Classes 
11ie follO\,ing 1,, a shon dei;cnption for e:ich of the cl:lsses dial are arnilahle 10 iour character.; Follo111ng. 
1heni L< a more detailed dei;cription for each dial iou should refer lo if you need more mfonnauon 
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Barbarian: I brave, almosl reckles \\nrrior of d1c \llld>. 
Bard:~ \\lUldcrcr 11ho use:. the magic of music :ind ltls own cunnin~ to""""" 
Cleric: I mastt~ of ili1ine magic and a l':ljlahlc 11amnr :l' \\Cl! 
Druid: One\\hn dra11' cnl'f!\l from the muural 11orld to <a'l di1m· spdh and i;run 1u-an~c mawCJI !'""""· 
figlitu: 1 •Jrlior \\llh "'n'!llJun:t! combJL cap:thilin and un"1u:tled 'kill 11ith IWJ!'Oll' 

~Ionic 1 mania! anbl \\ho"' unanned \Uik<~ ltl1 !a<1 .md hafll a 11~1>lcr of t'\OllC i"'"er>. 
Paladim I champton ol ju>tire ,md de5lfl~'l'r ol C\il. pn>li'Cll'tl .uul >LM'llRLhened Ii) an arra1 of ili11ne powers. 

Ranger: I cunning. hl111..t \\arrior of 111<' wtkkm<"' 
Rogue I lri<1'>. !JJUful ,cnm and 'P' 11ho \\Ill' tht· hanlc b\' >1o;Jd1 rJd1cr titan brute ton:.:. 

Sorcertr: \ spellt~t,K'f 111d1 io!-.1m m:igiral ahilin 

Wizard: A polt'lll 'l>ellru.,lt'f >ChooiL.J in the ilrt:1l1C ill1>. 
\uu \\ill '-(IOJetimcs ""'die names of d1e cla<.'iCS reprcsclllL..t 11L1h the fol1011ing ahbmiation>: lllm. iYMbar-
1an; Brd. hwl, Cir. cleric Ord, druid; Flr. fighter; Mnk. monk; l'JI. paladin; Rgr. r.lll • ; R~. roRue· Sor, sor­
cerer. \tiz, wizard. 

Class and Level Bonuses 
Each d:tSS in Dungrons & Dragons is tre.Ut.J dilferenll) \\hen 11 come> to the bonust.,, ii rl'Cei\e:- and 1he 
;kilb and feaL> dtat can be ch°"'". llcfore picking a cla'> '"" 'huuld rt'icw lbt· skilb and fe:1l, Lita! appl) LO 
e-Jch of the charJctcr cla ... ..cs. Particularly pa) attenlion 10 Lht· difftrcnce h1.111, ... n Cla" Skilb anJ Cross-Class 
kills a> l!\plained in the skill section. ·1110 other relen·nces to "'"".are lhe nncs loull.J al 1he t1ld of this 

manual laheled Table l: E.\perience and Lc\el Dependcnl llcnefiLs and Table ): llaM' Saw and Base .\tuck 
Bonuses. The>e lables 11ill help rou beuer unders1a11d the difference b<1wecn rour cl:l'>S choices :md ho11 
thei will clTcct 11hat each das.' ~do in tlie game. · 

Barbarian 
From Lill' fro1.e11 11'1s1cs 10 d1e nonh and the hellish jungles of the i;outh come bl"dlC, C\cn rt'Ckless. \\arrior.. 

Ci1ili7.<'d people call Lill'm barlrJnans or berserkers and suspect diem of nrJ)hcm, impili), an<l alrOClties. These 
"barbarian..._ .. ho\\C\-er, hm-e pro\'cn d1etr meule aod thetr ~alue LO d10>e who would be their allies To cnenlics 
\\Tio underestimate them, they ha\'!' pro'm their cunning. resourcefulness. per;i;IL1lce. ru1d merdle>'lless 

Bard 

Class Fealllres: Barbariru1> move fll>l. much fa>Ler dtw nomial clt1r•tler>. Olt')' c-.uwol be 
O:wkcd. They h:11e lhe abili~ to Rage ooce per d:11 l'\L'l) i ll'\eb (slarllng with one U"'-' al fir..t ll'\d). 
11111cl1 becomes a GreJler Rage at 15th ll'\cl. TI1ei gain lhl' :iliilll) 10 rt'S1<1 d:unage at I lib 1..-el and 
the abili~ evel) 4 le1·el' thereaf1er. 
Restrictions: Cannot be of la11ful :tligoment. 
llit Die: dll Cl-ll llil Poinls per LC\'cl) 

'01e ban! is a rogue, hut he b dilfercnl [rom the rogue. llb slrcngth 1s his ple-.1.san1 and charoung pc1'01talil) 
I hard is a Lalcntcd musician and a walking <lon:lu>ll\C of gu:-,ip. t11! 1al1.,.. :m<l Ion'. lle Je:1ms a little bit 
about C\el)lhing d1a1 crosses his padi: he" a 1:1c1'-of.alJ.1rades. hut 1na.,u·r of none. 

Otric 

Class Features: Spell casting smtil:!r to a sorcerer. rla1mg of hard '-(lni:,s. ru1d hardic knm•IL.Jge. 
Restrictions: Cannot be of la11ful alignmt1ll 
llit Die: d6 ( l-611i1 Pomls per Lt,cll 

The cleric is a getll'ric cleric (of ani m11h1»J 11ho L!'tkb 111 die 'i'1ntu:1i l1l't.1b of a communil\. lie 1s both 
pmleclor and hC'Jier lle is not run:lt dtfensi\L', hoW!'\Cf \\]1en l>ll Lilfl"Jll11\, d1c deric l\ \l~ll sUitcd 10 
"-"kit out on tl' O\\ll ground and <lesiro\ iL l::tch dent must abo picka d<>in dut du')· ""~lip '!lie choice 
of dellll'> b depenJcm on the clenc's Jltgnment and once cho,m. the clenc \\1!1 liaw acn"' to a number of 
spc'C1al abilities and ;pclh relttnl 111 Ihm d1•ih. 

Class Featurei: Tum l'rukad. ~pcll .Ca,un~ 
Hit Die: d8 (I ·8 lht l'oinls per Ll'<'il 

Druid 
llw druid,. . .,,.,. 1he CJU"' of nature anJ nt111rJlin. d1t: 11ildemc·'"" hi' home lie u,._.,, !us >rc'ci:d poWl'1" 10 
protL~1 it and 10 I'"""'" h-Jl:mcc in die 1<orld. 

Class Ftature>s: \I 1ld shart (:Jr.11>e di:mgin~I. ~rll c.t,ung. Jn1I \tnom 1m111un1~ 
Rt'tri<tions: \lu,;1 he one of Lill' folln111ng al1,,,mrnt:.. nt11U'JI g<•xl l:l\\1Ul n .. utrJl. lrue ne111rJI. 
rhao11c neutrJJ, or m.'lllr.d t'\il. 
Hit Dle: a8 Cl ·X !lit l'oml' per I e-'CI) 5 J 
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Fighter 
·~1e fighter is a champion, S\\Ord.,man. and >-0ldier. lie li1e:. or die>< h1 his kno11ledge of wc:1pons and uictio. 
1-lghters can bt found :u tltc from of an)' battle. contesung toe-to-toe 11ith monsters and 1illaiiL'- .\good fight· 
er needs to he stron~ and hc-Jlthy if he hopes to sul'ire. 

Class Features: \\<:apon ,;pocialization aml a honu' feat at the fii;t lewl md e1cn mo ICl~b alter that 
flit Die: dlO (I llJ llit Poinl• per Level) · 

~lonks 

Monk.' are 11a1T1nr:; \\ho pursue perfection through contemplation a.• 11ell :L' :taion.111ey are rcr:;aliJc 6ght­
m. espeCJ;tlly skilled In combat w1tl10ut weapons or <trmor. Thnu!lh monks c:111not c:bl spells. the1 have a 
unique ma)\ic ol tltcir mm. They channel a sublle energi; c;dlcd ki. 11hich aU1ms tl1cm to perform 'ama7Jn~ 
fc:tll>. The monk's he>t-kno1111 f"u b their ahili~· to su111 :ui opponcm 111th :u1 unarmed bi011. Monks do oot 
cn~agc in tlir pursuit of material wealth and 11ill not attrpt mnnetaf) rc1v.1rds tor their Jt~'Cb. 

Ulass Features: ·n1e monk pi'Ogre>c"l'> fa.,ter than any ,,f tltc other cla.'"-" in the numhcr of attacks 
the) 1>e1form per round, howcrer this fiL<.!er progn;:.sion mtl) applic:. "hen they :u·e am1cking 
unarmed. As tl1c monk increa."'5 in lerels. his natural :1rmor Ja-;,, improres, and the damage his fi>t.• 
inflict incrc:tsCS 1L' wcU. llis armor class Mans ofi at 10. and thtn increases h1 J for everr) iel'els. 
The monk also add> his Wi.o:dom modifier tu bis .IC. . • 
Monks alo;o get the follo1~ing additional :tbihtit.,, a.' the) go up in lc,el: 

lst Leu!: E1llSion as the rogue abilit)c 
2nd I.eve!: DcOcct .\rro11~ ft".U 
3rd Level: SliU Mind, movement iocreJSCS by l uni1'. 
4th Level: Unarmed Damage increases to JdS. 
Sth Level: Purity of Body (immunJ~· to all dbea<;es). +I to At;. 
6th Level: Mo1•cment increa;;es b) l units. 
7th Level: Wholeuess of Body 
8th Level: llnanncd Oani;1ge incf!".tSes to Id I 0. 
9tlt Level: Improved E1Wiion (a.' the rogue abilit)). ~IOl'Cmt•nt incre1>cs bi l units. 
IOtlt Level: Ki Strike+ I (1111Jnned attacks arc consid<•rt'il +I lor purp<1ses of hurting creatures with 
IJRJ. +! (total) 10 \C. 

11111 Leve~ Diamond Body (immunity w poisons) 
121lt Level: lnarmed Damage incrcu.'t'S to Id!! ~!ovcment incrcm.es h\ l units. 
13tlt Le\'el: Diamond Soul (G:iins ~pcU Resi>1:1ncc etjtt:d to monk le1~I + 10). +l Iii stnke. 
ISth Lerel: Quilcring Palm J/Oa) (~ext ,irike can kill li1ing Cfl".Uun.,, uni<'>.' a Fort sare i> made!. 
Mo1cme111 incrc:tse:< by l uni1'. +3 (total) .\G. 
16th Level: lnarmed Damage increa.ws to ldlO. +:I Ki Strlk 
17th Level: limcless Body (immune K• fatigue) 
18th level: Movement iacrca<;es b1· l wlits. 
20tlt level: +4 to AC (total) , per feet self UIJ/- damage reduction). 

Restrictions: A monk lo:;es man\ of tht•ir sp<u:u abil\tit.,; if U1t1 arc llt".Uing armor. Tht1' alS<> must 
be of hmful alignment 

Paladin 
A paladin is a 11<uTior bold and pure, a p:iragon of \inue. Like the Lighter, the paladin l' a man of combat. 
I lowe1er. the paladin lives for tl1c idc-.ils of rigln<~1usness, justice, hont-stv. piety, aod chi'alf). lle sUi\es to be 
:1 liliug e\:unple of tl1cse 1·irtues so that otl1crs ntight lc:trn from him as well as gain by bis actions. Motimted 
by a higl1er purpose the p;u:idins of lce11ind Dale do not accept monetary g;tin for their just deeds. 

Class Features: Lay on hand.,, wm undcad at 3rd le>el. at 4th l"cl p:dadin> µin tl1e ability to ca..<t 

spells. add.• Charisma modifier to AC, lnununiW to all disease.. Smile &ii, and tl1e abilii)' to project an 
\ura ofCAiumge (immuoit) to fear for ltimself and those close to him) 
Restrictions: Paladin> must be of hmful good alignment. 
llit Die: dlO Cl 10 llit Points per l.el·ell 

Ranger 
The ranger is a hunter and a woodsmat1, skiUcd 11ith weapons 1md knowledgeable m 11ildeme>.\ lore and 
woodcraft. The rmgcr often protect; and guides lost tmvelers and honest JlC'd.'illnt-folk. 

Class Features: l\vo· Weapon Fighting, Farnred Enemy ( r:rngers can gain a new faro red enemy 
evcf) fi1·e le1el;). and Wilderness Lore. At 4th level, r.u1gers gain the abili1y to c:15t spells. 
llit Die: dJO (l-10 llit Points per Level) 

Rogues 
Rogues share lililc in common witl1 cacb other. Some are stealthy thieves. Others are silver-tongued tricksters. 
Sm! others arc scouL•, infiltr.Jtors. spies, diplomats, or thug:;. What they 'hare b versatility, adaptability. and 
reourcefulnes.,. In general, rogues arc skilled at getting "fuu others don't wam them ID gt'l: entrance into a 
locked trn~ure vJult. safe p;1ssage past a dc:ully ll"Jp. secret battle pi:UL•, a guard's trust, or some rnndom 
person's pocket money. 

Class features: ot".tk auack, t~':!Sion, Unc-.umy Dodge, Special Feat; al IOth le>cl, and t11ice the 
skitl point; of aoy other class. 
llit Die: d6 (1-6 llit Points per Level) 

Sorcerer 
Sorcerers are pmctitioners of magic who were bom 11iti1 the inn:ue ability to c:ts1 speUs. ll is tl1ought that the 
blood of some po1\'Crful crc-;turc 0011> illfough their 1eins: perhaps they arc U1e spawn of the gods them­
seiles, or <.wn drJgons walking in humanoid fomi. Regardless, the sorcerer's magic i.< imuitive rJthcr tlmn 
logical. They know fewer spells than wizards, and ae<]uire spell' more slowly, hut they c:rn cast spells more 
often and have no need to select and prep~ speUs ahead of time. Sorcerers cannot speciali1.e in magic lhe 
1v-Jy wizard.' do. Other tlc1n these differences, a sorcerer is very similar to tl1e 11izard. A sorcerer's prime re<j­

uisite is Charisma. 
Class Features: SpeUw'ling. do no1 m.·t'il to memorize speUs. 
Restrictions: I snrc<'rcr cannot lc-•rn spl'IL' from scrolls. Sorcerers smrt \litl1ou1 :llly annor profi­
cirucit~. ho\lc~er tlic) ran purchase tlwse proficicncie< a.' fe-;ll>. 
Hit Die: <l4 (1-4 llit PoinL' p<'r Levell 

Wuard 
The 11i1.ard L> a master of shaping magical rne'!\les and Cl.Sting them a.' spells. To do so. he studies strange 
tongues and obscure fact' and devotei. much of his time to magical research .. \ wu.anl must rely on knoni­
c'ligc and wit to sul'ilc. ll'izanb m• rnrcly r,c-en ad•enwring without a r<.1inue of fighters and meo-at-arms. 
Because there arc different types (or schools) of magic, tl1cre are different typ<'> of 11izarcb. The gencralbt 
wizard studies all tnies of magic and lea.ms a wide w.riety of spells. llis broad r:UJge makes him wcU suited to 
the demancl' of adventuring. 

Advantages: Spell Casting (nir.mls can cast any or all 11izard spells, unlike specialist 11izards, below). 
Re;trictions: Wizards stan without any am1or proficiencies, howel'er the)' can purchase these profi­
ciencies as [c-JL,. 
llit Die: d4 ( 1-4 I lit Points per l.e\'Cl) 

Specialist Wizards: Wizards that specialize in a specific school of magic are allowed to memorize an extra 
speU at C'Jch level (once they are able to use speUs of tl1e appropriate level) . Th<.')' arc prohibited from lc-am-
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Ing spells in their opposition schools (\\ilh tl1e exception of Dhination spelb less tl1an q1h IC\el , 11ilich can be 
used by any spt'cialisl 11izard). 

Abjurer: lbjurers speci:tllze in protective magic. Tht') cannot learn spells from tl1e illusion or 
Transmullltion school. 
Conjurer: Conjurers specialize in creating cre-Jlurcs and objects 10 assist them. C.'Ulnol le-Jm sp<.>IL' from 
tl1c Di\in:Uion or Erocation school. 
Diviner: Dl\incrs specialize in de1ection and dhining magic. Cannot learn spells from E\ocation school 
Enchanter: Enchamcrs specialize in manipulating the minds or others. Cannot learn spells from 
~ecromang. school. 
Evoker: faokers specialize in E\(lcation magic. Cannot learn spells from EnchanLmCflL or Conjuration 
schools. 
musionist: Wusiomsts specialize in creating illusions 10 confuse and mislead. Cannot IC'Jm speUs from 
Abjuration and Necromancy schools. 
Necromancer: ~ecromanccrs specialize in de-Jth-related spells. Cannot learn spells from Jllusion and 
Transmutation schools. 
Transmuter: Transmuters speci:tlize in speUs tl1at alter ph)>iical re-.tlity. Cannot learn spells from tlie 
Abjuration school. 

MULTICLA.5.5 CHARACTIRS 
You mai add llC\\ classes LO your characters as tht') progress m IC\·cls. Tiie class abilities from a character's 
dilfemll classes add 1ogetl1cr 10 delemlinc the multiclass char:1CLer's total abtlitics. Mulliclassmg imprO\CS a 
charJCLCr's l'CrsaullL)' at the expense or focus. Each lime one or your characters increases a IC\el. you 11ill be 
gi\m tl1e opllon Lo haw tl1em change clas..cs and begin progressing in anotl1er class. For instance, if you lta\'f 
a character that is a 4Lh IC\el rogue, as soon as )'OU reach ;u1 IC\·cl, )'OU can declde 10 hal'e tl1e character le-Jm 
the "~~s or the "izard. So during tl1e IC\'cl up process you can choose to ha\'c the character add a IC\'el of 11iz­
ar<l instead of another IC\cl of rogue. \Our charadcr tl1C11 becomes a 4th IC\'cl rogue I lst IC\cl 11izard 

Class and Level Features 
111e abilities of tl1e mulliclass cl1arac1er are tl1e sum of the abilities of e-Jch of the charJder\ cla:.scs 

tuel: "Character le>el" is the total IC\·cl of tl1c character It deri'es from o•erJll XP earned and i• used 10 
de1cm1ine 11hen feats and ability score boosts are gained, as per Table l: Experience and l.f\·el-Depcndem 
Benefits. "Cl;iss le>el" is the le>el o[ tl1e cbarJcler in a particular class, :LS per the indhidual cl:L'5 tables. For 
a single-class character, charader IC\cl e<1uals class IC\-el. 

Hit Dice: The charJcter gams lliL Dice from e-Jch clas.,, 11i1h the resulting hit points added 1ogeli1er. 

Base Attack Bonus: Add the base auack bonuses for C'Jch cla.'5 10 gel the char.icter's total base auack 
bonus. If tl1e resulting \lliue is +6 or higl1er, the cliaracter gCIS multiple attacks. Find the base attack mlue on 
Table .l: Base S"'~ and Base Allllck Bonuses Lo sec how man) additional attacks the charaoer gets :rnd at 
what bonuses. For inst:rnce, a 6tl1-IC\el rogue/4tl1-IC\·cl 11izard would ha\e a base auack bonus of +6 ( +4 for 
the rogue class and +l for the wizard cla.'5). A ba.;e attack bonus of +6 allow> a second attack 11itl1 a bonus 
of+ 1 (listed as +61+ I on Table)) , f\'Cfl d1ough neither die +'I from the rogue nor tl1e +l from tl1e 11i1.ard 
normally allo11~ an e.\trJ attack. 'lbe monk is a special case because her additional unarmed auacks are bel­
ier 1h:01 her ba.o;e attack bonus 11'0uld suggest. For a multiclass monk fighting unarmed. the charJder must 
either use the additional attacks gi\en [or her monk le>eb (only) or the additional attacks that are standard 
for her combined base auack bonus. but not bodi. for instance, a I Oth-level monkrd1-IC\cl 11izard has a 

combmed atlllck bonus of+ 10 ( +' for the monk cla.", + .l for the 1111.ard class) . ~omi:dl). this would gi\'e 
her an addilion:d auack at + • (+I 01+; on Table .t Base S:11e and U.L'oC ·\Lllil'k Bonuses), but she can inl>tead 
take the mo addiLional unarmed atllicks tisted for a JO!h·IC\el monk. +4 .m<l +I ( + 7/H/+ 1 on Table 4: 
11onk I narmed Bonuses). 

Saving TI1rmn: .ldd the base SJI bonuses for '-'ich da.'<> Logtihl·r I · d1-kwl rogue/~Lh·IC\cl wilard gc'I!. 
+.l on Forutude s:ning du'Ow' (+l ""a 'dt-IC\cl rogue and +I as a illdl'cl 11iz.ml) , +6 on ReDC\ sa•ing 
throw (+5 a11d +I). and +6on \\'Ill S<1'ingd1row' l+l and +1) 

Skills: The character. relmns ru1d can acc .... , >kilb from all hL' Qr her cla. ... o;es. For purposes or calculating 
m:L\Jmum ranks, a >kill JS a cl:I.'>.\ skill if al leN one of the charJclrr's clJ.,o;e,; ha.' il ,L, a clJ."' skill. The ma.\­
imum rank for a clas.' skill is J + the char:tclcr JC\d. For a ·1h.Je1el ro~uc/ 1d1·bd 11uartl (an 11 th-level 
character>, a rogue skill or wiz:1rd sklll has a nmimum rJnk of I q, For a cros.Htis.' ;kill. maximum rank L' 
h:df the maximum for a class skill. II a skill is unav.Lihlblc to a cfa."' I that h. if il\ ru1 ('\dusl\e >kill that a 
mulLicl:tss charJcter's mher cla.o;s doesn 't hme accei.,, 10). Lhen IC\·c1' m thal cla.'5 don't increa.o;e the mulu­
cli!!s cl1arac1er's ma.\Jmum r:ink.,_ For lllStancc, the -th-IC\cl roguehlh-IC\cl 1nz:1rd would h:ne a ma.\imum 
rank of 10 in lsc Magic DC\ice, an exclll'I« clas.' skill for rogut'S. TI1c extra four lt'eb in die wizard class 
do not increase tl1e charJcter's ma.\imum rank 11i1h Ge Magic De>1ce. 

Class Features: The character gets all class !caturel> or all cla."-'"" but musr abo \Wkr die COll"C((Ul'llCCS or 
llil Special rl'SlnCUOlls Of all cla.'Sl.,,. (faccpl!Oll: .\ cl1arJ11cr 11ho acquire:. the barba1iru1 cla.'<S docs not 
hecome 11litera1e.) Some ci;L'5 fc-Jlures don't work well \\Ith 'kill, or dt" fc:uur"' ol other da..Sl'S For 
aample: although rogul" are profiuem \\ilh light annor, J rogue/\,izard >lill suffc" Jrcane spdl failure 
ch:u1ccs if wc-.mn~ a.nnor. 

In the special C:J.'1' of turning undc;id, both cleric> and t·\per1c11red paladins ha\e the "1Jlle Jbdil\. JI tlll' 
charncter's paladin " IC\el .l or high<·r. hl·r cffl\·Li\l' lllrning hcl b her ell'ric ll'cl plus her p:dacim IC\-el 
mm1ts l. TI1us. a Sth-le\cl pah<din/.llh-JC\el denc Lums undcad like :1 ·1h-IC\cl dcnr 

In .the special cao;e of unL-:inny dod~c. hoth cxpmenn'I harbariJns and <'lpcrienn'I rogues ha1e the S.'Ulle 
ah1hcy: I harhanan/rogue can ll'Cat her barbanan IC\cl< as n~m· lew1' Lo dctcmtine hem effoctnc her uncan­
ny dod~c is 

Feats: l'or mullidass cl1arJclm f'-'11> are n't:t1\t'<l C\CI) thn-e ch;U"Jt1cr kicb. n·g:mllc.,,,, of mdi,idual class 
Icici (see Table 3: Experience and l.l'1·l-D1:pt'll<k'nl UcncJli>J. 

AbUity Increases: . For muhicla.o;s character". abililit.,. arc inLTra.'ied t•<.'11 four character Ie,els, regardless 
of mdJ\1dual class IC\el (see Table .l: Expc·ricnce and l.f\d-Dcpenilent llem·fits) 

Spells: Tiie charJcter gain; spelb from all his or her cla.,...,.. TI11cs. llll cxpc·iwncl'<l mn.~er/druid mm hme 
the spell proiecuon from elements both as a rang<'T and as a druid. ~mn• Lhl' spl'li'> clfcct is b:Lst'!l 0~ the 
cl1~ s le>el of the caster. the player must keep track of \\httlltr Lhl' ch;trJtlt'T "pn:paring and ca~ng protec­
UOn from element> as a ranger or as a druid. 

Adding a Second aass 
II hl'll a s1nglc-cl1L'-' charnt1er gai1Ls a IC\cl, he or she mai chno>(' 10 incrc:1...., the hcl of his or her current 
da." or pick up a nC\1 class al il>t IC\el 'fhe clurncter gailt' all the ht·lt'cl h;t<e all.ll'k hornise., lrasc s:nc 
hon1t;es, class skdb. \\C'Jpon proficiency. ;1rmor profidenC), spell" and otl1er cla,, f<'JWn." ol Lh<· n"' <la.'> 
"-' .""""-'a llu Die ol thc appropnate L\pe. In addiuun. the· char:u:ter ~l'l> tl1c n"' rl:o ,-_per ll'cl skill . 
JlOinl'- ho\\e>er die number is not quadrupk,I, J.' it 11ould be 1f thL\ 11t·rc the charJcll'r" r..~1 lt'cl in their 
fi1'Lciaso. 
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Experience for Multiclass Characters 
llr\'f.:lopmp. and manll;Limn~ ..,kills and ahililie; in more tkm nm· das...; 1s dl'nunding. l>epl'mhng on your 
charncter's cla.'' bels and me. he or she might or nu~ln 1101 sulkr an \I' pt·n;11l1 

Eltn Levels: II 1our mullicb." char.1cter's chL'"-"' are nt-rui\ 1hc same kid iJll \\Jlhio 1>ne k~d of eJth 
othcrJ. Lhm ht ran h:tlann· Li><' nc>t\ls of h1> cl:L""' and suller uo pcmlil) for instance. a ·Hh-kwl 
wiz;mV.lnl·k'ld rogue suffcn. no penally. nor doe> a !ntl·ICld Hghtt·r/ lnd-k'cl 11iJ:mV.lrtl·k'd rogue 

lllt.'\'t'll l.c\els~ ir an) two of your multicl1.L.'-' char:tctl'r\ cla.'"'--:- ;m.: l\\o (lr morl' lc:\cb apan. thl' str.tin of 
deH'lnping m1d rn:tin 1:1ining diffcrcm skill> m differcru le1eb mkt" us 101!. \our mu llrcla.'i> charncier su!Ter~ a 
·!0% XP pcmdl) for l.'Jcii cla.'s Ulill is not \\ilhln one kwl of his most expriiencl'<l cla.~" Th""' pcnallies 
apply [rom the rnomcnl the charaeler atlds a d a.% or ra1.-..s J cl<L'>{s k"d 100 hl~l1 For in>1ancc. a -id!·ICld 
11iz.;tnV,\rd-lt1d ro~uc gcb no pt'llall). but If d1at chaf'J'1cr r:u.""" Ins wizard lcvd lo ;d1. then ht• 111lultl 
rt'Cciic die · lO" penally from d1a1 point on until his k~cb 11ere nl".trl\ t't'n agllin. 

Races and ~tulliclass XP: .\ mcially fa,oml cla.'» (sec the fa1nred cla.~' t'lllf! for ("JCh r.iccl dot.,, not 
mum ;1g;1ins11he clur-Jcler for pu'lloses o[ il1e -lO'~ XP penalty. In such ca.scs. calculate die XP penally a.' if 
il1e cha!"Jclcr did nol ha•e lhal cl""'· For inswnce, a chaf'Jclcr L' an I lth·IL,el wiome (a Q1h-IC1·d rogue/lnd· 
k'el illusionist). lie suffers no Xl' penal~ bearn.se he has only one non-fa"1r<'1 cli..,,;. tlllusionisl is la1ored 
for gnomci..) Suppo:.c he then acli1cn~ Ulh level antl ;deb 1"1-levcl fighter to his claoc'<e!', hemming a 91h· 
le1el rogue/lnd·ll'\el HhrsiorusVhl·IClcl fighter. lie sufferSlt ·!O'r, XP ptmhy on !uture XP he etrns bt'Clllse 
his fighter '"''' "so much lo11cr than his rogue level. Were h<• awmled I JOO XP for an :uhcmure. he 11ould 
rccei:r 80'~. of 1ha1 amoum. '" 960 \P tl he 'rose Lo t,lth lc1el milt picked up ls1 levcl as• cleric, he would 
suffer a 40% \I' penah} from d1e11 on 

Furthermore, die character's !:JVored class is not used when delerntining whed1er a muldcla.'5 chamcter's 
classes arc Cl'Cll. A dwarven "th·levcl fightc'!'/lnd·levcl cleric suJlers no pcn:tll). nor does he 1111cn he add' 
lsl·lc'l'cl rogue to his classes since his denc and ro~ue cl•LS.<e.' .u-c only one lei cl ap;lrt. Nole tl1at in this C;\SC 
cleric counl> a.' his highcst cl:L\S, on\ fighter, bcc:tuse figh1er is f:wor"I fur d11am.,;. \human or h:tlf-elfs 
highcst-lc1el class is ;dw;1is considered hi; fa1ored da.'"· 

SPECIAL ABIIJTIES 
Most uf tl1e d1arac1er cla.,scs lL,ll'<l bcluw ha1·e special ahilili!!> li.il'<l In their .ld•antages section. \ ,ummai1 

of d1c:;e ahillties " a.' follo11" 

Barbarians 
Rage 
Ilarbali:ms con rJge once per da) per L'>ery i Jc,els (s~'ll'l!> al 1'1 k1d 11id1 on<· use) . l~tgc gh<:> them +-1 to 
Conslllullon mu! Slrc11gth [or 5 rounds. Giles a J pnlr!l •lnlltlr ci'1.'S penalt) :md +l to \\ill si""" (fur' rnuncl.<J . 

Greater Rage 
.\>soon as !hey :tchit,'e I Sd1 le•el. bm·hJrtm1s are able m launch 11110 a 1;mller l~ige. 111tid1 rL111'1ce> their 
nnrnul Rage ability . . \ Gre.11cr ra~c is simitir in all 11'1)" to a nonn•tl 1'1ge; however the lr.trbanan has ltis 
S1rcngd1 antl Con.,111utiou II1crtil!>l'<l bv r, and !heir"""" mcrC'J.-cil b) 5. 

Orunag~ Reduction 
~tartin~ al 1 J lh k'el, the b"rhari;m gai1ts the extraordinary ahiJi~ tu shntg off some :unounl of injun· from 
etch blmi or auark. One is suhtr.1c1ed [rum the danu~e die barbarian Lakes each time he is dealt damage. 
TI1e arnoum dull L' >uhlractl'<l is also incre.t<t~I b~ one for t\Cry 1hree !l'1eb lhe b;nt>•trlatl atlJins alier I I di 

56 k"cl. Lasd,, danmg<' reduction ran reduce dama~e u1 0 but nol bt•lo11 U. 

Bards 
Bardic Knowledge 
\hard pick> up a Imo[ stmy knowledge 11ltile l\ruJdeling the kind mid lcanung stones from other har<ls. 
bard may make a special hardil' knowledge dl!~k 11i1h a bonlb e11ual to his le1el + ltis lntell!gence modifier 
10 see whcd1er he knows some rclt1an1 information ahout magical ilems. 

Bard Music 
Ill barcb ha1e a st;1rting ;ong itl1c BJllad of the Tlll1" lleroesl and gain more ;on~ a:; tl1q go up in lt"cl'. 
l nk.,;s od1crnisc notL1i, all bard song.' ha1e a ra<liu.s of jO feet 

The Ballad of Three Heroes 
Bard' start the ~amc wlih lhe ahllily 10 play tltis ballad. W11en the BaUarl of ·111ree llerocs is played, JlJ lhe 
bard's allies gain +I 10 hil. +I tlamage, and +I saving thnm~. 

The Tale of Curran Slrongheart 
Bards gain thi. song al .lrd level. \\hen Tale of Cumm Slronghcart is being pla;~'li. ani [ear effl'CIS on the 
b:ml's alli"" are remmL1i and they gain an imrnunily 10 fear effc'LL' for a' long a.s 1he song la>ts. 

Tymora's ~lelody 
Bards µin d1Ls song m Sd1 le1el. When pla)ed. l)morJ's Melodv gll'es die bard's allies+ I luck, +3 sal'ing 
1hro11~. and +1 to Knowle<lgc (Arcana) , Disable De>ice, \lo"e Silently, Search and Alchemy skill;;. 

The Song of Kaudies 
Bards g:tin lhb song al 'lh level. Wl1en the Song of liaudi"" is plail'<l, the bard's alli"" gain a 50% clmncc lo 

shrug off lhe cffl.'lt' of spclb >11Ch a1 Silence, Shout, Gren Shout, Comm:md, or m1y olhcr sound-based almck.s. 

TI1e Siren's Yearning 
Bard' g:un lhc Siren'> YC'.lllting :u 'lib bcl. Wl1en playt'I.!, die bard's encmic.. mu,1 make a Will s:11·c or be 
cnthr.tlk'li, unahlt• lo l:ike action unlc&< IO round< pas:. or U1t1 lllke d:mlilgc. 

War Chant of Sith 
·111e \l'ar Chan! of Sith become.. :t>ailable to bard< when tl1ey re1d1 11th1C1el. When played during comba1. 1he 
bard's allies gain a + l bonus to IC. a damage reduction of l. mid d1ey regcnerJle ,\ hll polnL' Clery round. 

Clerics 
Turning Undead 
One lmportanl, and po1enLi:1Uy lifc·"1•ing. cnmlr.u Jbilit) maihlble to cleric' mid paL1dins L' tl1c abilil)' lo 1urn 
undeml ( omc lhat droid' canno1111rn undcad I TI1mugh the cleric or paladin. therr ddl) manifesb a portion 
or its power, terrif)1ng undeid cremur<:> or hlastmg tl1em 0111 of existence. JlowC1er. since d1Ls power must be 
channcled lhrough a mortal \'l'S.'<'l. succes:; i> not alwai~ assured. ThL< ahilin is a mode selection for thal 
character · nothing clse can be m1emp1ed 1>i1Lle she 1s attempting 1n rum un;lead. G0<xl clerics aod p:tladins 
can llrrn unde:td so d1ey lose momle antl run 11111ty, or (le;s often) dWto) thm1 oulrighl. h\il cleric.< c:m 
~mctirnes g•tin control of undcad, who c:m then perform :tclion.' [or lht• cleric The turning undcad ability 
nnprm cs 1111h be!, but rl c:m never he done more ihan 1hrL>e plus 1hc rha111ctcr' t)ian,ma modifier tim"" 
per rest period 

Spontaneous Casting 
CJerics cai1 comm lhdr currcntl) memorized spcUs into hL'aling sptlb (If good) or inflict spclls (if evil) 
11iien the player shif1-L-dick> on a spell at the time of casting. 

\'o/e thnl ill /be original i<>•ll'i11d Dale, tbe Turn l 111/eatl bu/1011 um 11 w/"'rnte b111ton. l!r /ceuwd /)(l/e 
11 ii is 11011• par/ of/be clerics ~Yzecial Abililie;c 57 



Druids 
Wild Shape 
n1c< p<mer is a111i1Jble •ll >th lc'el. JDd lhc druid can <hape chan~c more oflcu ;c' 'Ill'~'"" up 111 IC\cb, lo 
l 5tl1 il'1el. In addition. druid> "ill he'd! ,,.,me of lheir 11ound' when lht~ 'hill 10 lhe1r anim;tl fom1 

lenom Immunity 
It q1h IL,el, 1lrt111b bt·romt unmunc 10 poiwn. holh mundane :mcl mal\iral 

limeless Bod) 
ll I Ith ll'\d. dnlid.< nu longt·r accrue fatigue through magical or mundane me:m' 

Elemental Form 
Once tlruicb m1ch Jf.d1 bd. tl1c1 gain the ahilily 10 W.UL<[orm thcnc'<:IVL;. into a ticmental w1lh ati !he ad1·ait· 
ta~cs. rl'~1~1ances, and immunili~ thal ~Ul l'lcmemal pussc.11st~. 

Monks 
Deflett Missiles 
Once per round when ~ou would normally be ltil 11ilh a rJDged 11eapon. you m'" ma.he a Reflex ,,,,ing 
dtrnw again>l :1 DC of W (if the mnged weapon ha.' a magical lx11n1> 10 auack. lhe DC increases lw tlw 
amount\. If yC1u succeed, you deflect the weapnn. E.\ceptional rJnglil weapon.' tsuch a.' Men·, lcid 
,\rrt•11·s.) can·1 he deflected. 

Stunning Bio" 
When iltb ahili11 is usc'il, Jll of the monh's altarks in lhc ucxl ruuml fur\Oe lltc 1iclim 10 nt;tk a >:11ing ihrow or 
be <1unned. Thi~ S(X'Cial ahililv auuunatiC'dll)' rnodifie:. J mu1lk's nonn:tl al1;1ck no targeting nc•ttb 10 be Jone. 

Still ~lind 
\I ,;nl lcl'cl. :t monk !'.'lilL' a + 1 bonu.< to s:11~ng tlrrows ag:iinsl spclb and cfit'{L' from llw Enchantment 
school, >Ince lus mL'<htntion :md mtining enable ltim 10 belier resist mlnd-a!Tt'{ting amu:k" 

Purity of Bod)' 
II 5lh levi:I. a monk gains comrol over his hod~" immune s1stcm. I le gain> immuni~ 10 all disea.'11.'> except 
for ma!(lcal di.""1.'l" such as rnurnm) rot :tnd llcinthropy. 

Wholeness of Body 
.II -ih Jt,el, a monk c-.u:i rure his own wnuncl:.. lie can cur<: np 10 111ke his rurrcnl ll''CI u1 hit puinl> once 

t"Ach IDl\. 
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Iii Strike 
11 JOth ll'\d, a monk\ un;un1ed al~u:k is em1>0wcred 11i1h ki. 'lhe unarmed strike dama~e from 'uch •lll 
attack can c1.,,11 damage 10 a cre:tture 11ith chuuage rL'llucllon. sud1 a.< a \\ighL :t> if tl1e blo11 were m;1Je 11ith 
:1 wC'apon with ,, +I enh:mccmtm bonus. Ki strike improH.-s jS tht• mnnk ~:lilb e:\pcritncc. 

Diamond Body 
Al 11 tlt IL'el. a monk is in such cmurol of hi> 01111 mctab1Jli>m that lw gain' immunil) 10 puiwn of all kinds. 

Diamond Soul 
It 1.itlt IL'el. a monk y.tli1L' spell resislanl'e. Ills spcll resi;t:mre e<1nal> hi> le'd + I U. In orJer to affect lhe 
monk with a spcU, :t <11ellce.1cr must roll the monk> spell resistance or lugher on ldlO + tlte spellt'al>tcr's 

IL'cl tS<:l'Spcll RL>sisUl!tcc, page 118.} 

Qui"ring Palm 
S1anm~ at I ith lc1d. a monk CUI II.'>< the q11nenng palm. ·111i' terrif)mg at~Kk :tlltn" the monk to <;et up 
1il11:1tions "1thm tlte body of motlier crc:uurc that can be fat:.. 

The monk CUI "" tltc quiwing p;dm altark once per d:t\. ConS1J11CL<. 001.L'S, plarns. undead, incorporc:tl 
trc llUl'l"-. ,md cre:tlllfl" uumunc IC• nitic;tl hiLs cumol be ;tlktt"I. Tht• monk m11'1 bt· of lti~hcr level tb:ut 
the .arget tor l1;11e mon• ltwb dtJD lht' targct's numht·r of llit llicd. 11 lht' monk >trikt" >ll<'Cl'S<fnll1 illld the 
Wrg1'l lalct'S 1hunagc from lhe hlnw. lhc· qniwnng palm atlack <ucm :h. I nk'>s lhe 1argci 11L1kl" a l<;nitutlc 
~a\iflg 1hrow (f)( 10 + unt.:'·half thl· m(mk's h.:\l'1 + \\·l'){]om mot1ifier). it Jit~. If l11t.! :-.a\1ng throw b su1.:u,.S· 
ful. lhe l•ll).\et tlkt-"' no dama~e. 

Empty Bod) 
ll l9tlt lcwl or hi~ht-r, a monk r:u1 <l-"iUlfl<' au cthcre:tl '~~" fo1 ! rn11n1b 1 numh"r of time'!> per'"'" "I"al to 
his icl'cl di,ided hy 2. 

Perfect Self 
\l !IJlh ll'lcl. the monk µin> cluncge 1«'iluc1inn !Ill+ I The' me.111' 1h:n th1· monk i:mores lm><amly regener~ 
ates) the fir!-\ !O pouns of dama~c from aitl' al•1d unless the cl11na~" JS deal! hy a ~•·.1pon wid1 a + L 
enhanmncnl h<•nu.s tor bcucri. 

Paladins 
Lai Hands 
.\ paladin c:m lw:d hm1>l'lf or uthl'rs h) htpng h" hand' upon them .I paladin ran 11eJI his t l1;1rbm;t motlif~ 
er in bit puinb per r\perleucc lt"cl in this m;tnner. 1l1h ahifi~· ls only US;dllc• onet~ per ,hly 

Aura of Courage 
llt')tinmn~ at 2n<l letd," pal:idin ii; immune 10 fear (magical or othernt'<:l. Altit-s \Hlhin lfJ foe> <•f !he p;tl· 
aJin ga.111 a +'i mnrall' bonus on si1,·ing Lhrows against fear effects. 

Remove Disea.<e 
Pabdins hare the "hHil1 to cntI' dise-.i.se a number of limes per dar depending on tht:lr l1·1el di11tbf 111 t 
Thb b idcnliwl lo tilt' ~nl lt'el cleric >peU, Remo1c Disease. 

Smitei::.11 
Oncl' pt·r 1ht1. a jYdlodin of !nd iclei or higher may a11cmp1 10 smite C\il with one· nnmtJI mdct· atuck, Ue 
adtLs his Charbma m'"llficr fil positive) lo his atmck roll and deals I C\lm pomt of daittag1 per 1t~d 

Dil·ine Gra,·e 
,\ pJlatlin applies her Chari>ma modifier (if positile) a.' a bonus to all '""in~ 1hn""· 

Dhi11e Ueallh 
.I paladin is immune to Jll dJse.i...,,,, including magical diSC:L'L'> M1ch a.' mnmmi rot :md lyt:u1dm1p1c 

Turning l 1udead 
l~dadins art' ;d1k In tum unde:td stat'tmg at ~rd le<el. !heir ahillty a111a1, rcm:tins IM lcvcl' behind that of a 
dr1ic for cxamplt., when dc1crm1111ng the sum~., :ind eOec\ll'CJles.' of a mrnin~ :111emp1 a 5tl1 IL<el pa!Jdin 
would lie cotbldt•rt'd a ~rd k1el cleric S..'t'. lhe Cleric s11'Cial ahllilirs ,,.·lion for more infomt:UJon on IUnt· 

ins undl·:id. 
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Rangers 
Favored Enemy 
l!ange.-,. h:ll'l' a "fu1ort1( enelll)," a ~]lt or humanoid ur tTt'alUre lhl1 haw dedicated their liH!S lo hum111g. 
1111en allackin~ this cremure 01ej ge1 a sptcial lxinus 10 dama~e lfange1~ can pick from the follo\\ing cre:1-
1ures Bugbears. llriders. Gi:mL,, Goblim;, Harpies. Hook Horror>. Li1ar.lmen. Ogrt~. Ores. S:tlam:utder;, 
Shapt,,.hifler.., Trolb. l'mhcr Hulks, Lndcad. \liwrn> and Yuan-11. 

mmge" M'it'tl one fa\oral encnl) 11hcn tl1c1· arr crt".ttL•l. then lhl\ cm pick am" one L'et: fi1e lc,els thcrt".ifil•r 

'fu·o-Weapon Fighting 
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When we:uing light annor or no armor. :t ranger can fight \\ilh two weapons a.~ if he had !he k1US 
1mbldex1e1i1y :md 1\•o-We-.!pon righting. He lose. tltis sped:tl honus "lwn fiWiting in medium or he-.t\) armor 

Rogues 
Sneak Mtack 
If a rogue c:m c:nch an opponent when he is 111ublc 10 defend him.,dl l'ffc'Cti1cl\ fr<mt hi' attack, he c:m 
suike a 1it•d spot for estra danwge. lf tl1e Rogue i' hiddm. the ~u·gct i> incaparitated (asleep, paral)1ed. 
stunned, etc ... ) or when tl1e rogue flanks the target. the rogue\ attack deal> e\l!'ll damage. TI1e extra damage 
is+ ld6 :tt lst level and an additional Jdt> el'el) two lc~eb tl1ereafter Should !he rogue score acritical hit 
11;11t a sneak :mack. this extra dama~ is nm muluplied. 

Uncanny Dodge 
Al .\rd te1·et. rogues retain their Dcxtetity bonu-' lu \nnor Cl;t-.., if auacki<I b) 11111.-.blc roes. At 601 lel'el, thC) 
cannot be sneak anacked by annther rogue unbs the :macker is rour or more lt~eb higher. 

Evasion 
Al lnd lel'el , rogues gain the power to l'l'dde efiects Ihm \\'Ould normally hmt olher characters. Whenerer a 
rogue is hit by a spell 1h:11 can be e"aded (Fireball, Lightning Bolt. elc I. the rogue IS :dlo\\'ed a ReDex sal'e 10 
completely al'oid 1he effects of die 'flcll If the s.11ing tl1ro11 is f;tikd, thCll lht· ~pell works nomutll)'. mcludmg 
a save for half-damage if the spell :1!1011s for It. Keep in mind Ihm rogue:, C1nno1 e1atlc 01eir own effects, so 
wi1.trd/rogue:. should lhink t11icc before thro\\ing :t 6reball at their feel 

Special Feats . . . 
At LOtli te,.el, rogues are oficred :t new group or fe:11> that ,,re unique lO tl1em. Thesdeats in.elude Cnpplmg 
Strike, Improved El':tsion, and Slippet) Mind. Refer to the fc:tl !>t"ttinn on page 65 for more mforma11on. 

General Special Abilities 
The following spt'Cial abilitit,,. are not titil to any one cl:t.«<. 

Damage Resistances 
lcewind Dale used the concepl of "resbtaoces" as a percenlaRe l•t,is: In ke\\ind Dale II, resistances are rep­
resemed b) a slraight imeger 1'alue. This means the following: a fire resistance of 5 indica1~ eve!)' inst:tnce of 
fire damage has a flat 5 damage taken off. Example: A ticlling with electncal res1sl~nc~ of' tS damag':'.1 h) :• 
lightning boll for ll cil-ctrtc:d damage. 'i point> :u·e subtmtted. 11ilich mt'l!lts the ucllmg takes mtly J ' clec· 
Lric:tl damage (small consolation). 
Darkvision 
Darkvision allows chara<1ers to sc'C more clearly al night and in the depth.' of d1e eartlt. lf a ch:u11c1er has 
Darkvision eitlier through a racial or nwgical abiU~. cremures ;1nd objl'Cts 1h:11 ought not normally be seen 
11ill be 1isible lo them but in black and \\l1ite. 

Identify Items 
WhC11c1er mu R-cUck on an ill:m, your character.. will ha\'e a ch:Ulcc to idcnu~· anr item tl1at is rnrreaUy not 
identified There are a number of charmer skilh and abilitie:. !hat http 10 identify ilCfll>. Thc:.c include 
Uchcmy lor !he identifiC1tion ofpntio"'. Knm1le<lge C\fC',IJla) Jilr the identification of <''Cl)dting magical. 
and the cncydopc-<lic mind.s of llanb that >lore aMy almost c1cry piece of infomtation they Cler bear. If all 
ofrnur chamcters fail 10 idenu(y an llem, )1lU might need 10 c:1>1 tl1e lst l.e1el wiLard spell, Identify, or take 
1he item to a store or temple and ha>e 11 identified.. for a price. 

Spell Resi>tance 

~pell re.istance is a spt-cial defensive ability. If your spell is being resisted by a cre-Jturr witl1 spell resistance, 
you must make a caster lt'el check ( I dZO + c:t~ler lc.el) at lea.~t c~1ual lo die crcJture·s spell resistance ml· 
ing for lht• spell to affect tl1a1 creature. 111e defender's spell resismnce mting is like an \C against magi<'ld 
aJuicks. The same process occurs if an enemy anempts lo cast a spell on one of rour characters. If your 
chara11er has spell resistance, then thC)' will automatically try to resist !he spell requiring tlte attacker to 
make a c:tsler le<el clwck as explained above. 

Spell Casting 
See Magic and the Spell System in lcewind 0-.tlc II starting on page 7). 

ALIGNMENTS 
Alignment reJlects a character's attitude toward society and die unherse. 111ere are nine different alignments, 
each described below: 

Lawful Good: Chamcters of tl1is alignment believe an orderly, strong sociel)' with a moral government 
makes life better for the majority of the people. When people respect the laws and help one anotl1er, society 
as a whole prospe1~. 

Neutral Good: These characters believe a balance of forces is import:rnt, but tl1at the concerns of law and 
chaos do not moderate !he need for good. Since the universe is V:tsl and conutins many creatures striving for 
dilferem goals. a detem1ined pursuit of good \\ill not upset the balance; ii may even maintain iL l[ fostering 
good means supporting Orgllllized societ), tltcn Ihm is what must be done. Social >tructure itsclf has no innate 
».tlue 10 them. 

Chaotic Good: Chaotic good characters are indi1idualists witl1 a benevolent streak. They believe in all tlie 
1irtues or goodness :md right, but tl1ey ha1'e litUe c:tre for la11~ and regulations. Timir actions are guided hy their 
01111 moral compass 111llcl1, although good, mar not al1vai~ be in perfect agreement 11itl1 Ute rest of society. 

Lawful Neutral: Order and org:mi1.ation arc of par.tmouol imponance to chamcters of this alignmml. 
111l1 belit1e in a >Lrong, well-ordered go>ernmenL 11hcther that goH!nunenl is a 1ymnny or benevolent 
democracy. La11~ must he created and obeyed .. 

(True) Neutral: True neu1ml charJC1ers beliel'e in the ultimme balance of forces ru1Cl refuse 10 see actions 
as eilher good or evil. True nemmls al'oid Siding 11i1h the forces of cilhcr good or evil, law or cl1aos. It is 
their duty 10 see th:u all of these forces remain in balanced contention. 

~haotic Neutral: Chaotic ncmral ch:m1cter; belie>e tl1cre is no order 10 :111~1hing, including tlicir 01111 

:1ctio1t<. With thb a> a guiding principle, thc-y tend 10 follow whatel'er whim ;lrikes then1 m the moment. Good 
and el'il are irrele1'1!11 1\'hen making a decision. 
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La\lful [•ii: lht"" dJ;1rJCICI' hdit'lc >truclure and orwu111"tiun tit';Uc Uk>><: 11ho "'""-'"" 10 nilc. 111" P"'' 
fer .1 dearl) defined hll'r:ird11 hc111,,,_.n m:L,ler and srn.tnl. If ""mmne >111ler:. hL'Llll>e of a l;i11 1hat hencfit, 
la11ful L'il char-JClcl'. l<>O had. l.:lllful e11I dlJrJCle!'< ohL~ J;m, oul of k.tr of pun1>l1111t'TII or pride of po11er 

1'eutral fail: \L'lllr.11 ''ii chamc1er.. are prim:uil) concerned \\llh thcm>kilL.,. and !heir 0110 ad1ID1cemrn1. 
U lhl'fl· L' a 11u1<k and 1:.1.<1 ""' 10 gain a profil. 11hL1her 11 he IL-gal . 'l"'"""""hle, or ob\lou'1) illtwil. 1ht~ 
lake ad1an1a~c of ii lhhough ncu1ml t'lil character.. do nm hair lhe t'IC~·man-for-hint\l'lf :lllltudc of chaollc 
t'il char:trlc!'<. lht'I h:uc no qu;dm> abou1 ix'lrJ)1ng ilmr friend.' and compaiuon> for per..onal g;tin 

Chaotic E•il: Chaotic t'lil char•cters are mo1irn1ed by per.on:il ple:t,ure. The >trong h:u~ ilte riglu 10 take 
what they 11;m1. m1d 1he weak are there 10 be explolled. 

SKILLS 
\ourshills represent a v.11iety of al1ilitics. and you get better al 1hem..., )OU go up In lt'lel If you are""' or a 
retunun~ pla)cr. you ma) wish 10 re-Jd this section full): The :tddilion of i11e Third Edilion Dungeon & 

Dr•gon' skill S) wm is one of the major change to lcC\1ind Dale 11. 

Skill Success 
0ll' U."'-' or ;l ~kJU ha S\ICl't -~ ff 

ld20 + skill modifier 
(Skill modifier = skill rank + ability modifier + miscellaneous modifirrs) 

Tius d!O roll (ihe roll of :t l•cn~ ,idt'tl die) is made jU>t likc :tn auack roll or a sa1ing tllro•. TI1e h1glll'r 1he 
roll. the heuer. \0t1 re e1i11er 1~1ng 10 >eore a certain Difficuhy Qass (DC) or lugher, or )Ou're ll)in~ to hc.11 
ano1her char.1c1er"' check. For in>t•tnce, 10 open a hea1il) locked chest, a rogue needs to beaJ 1he dilficuhi of 
lhe lock on 1he che>I (lhc lock\ DC) . jtL't for clari~ . the Difficuhy Qass (DC) is tl1e target number that nrn>I 
be mL1 or be:u for a s:11ing tllro11 or skill check to be considered a succcs.,. 

\Ian\ skills t':tll be used c1-cn if ilte charac1cr h.,, no mnks in the skill; tllis is known as m:iking an unmtined 
skill check The abihl) modifier U"'-'tl in 1hc skill check is i11e modifier for tlle .<IOU"> key abilit) (lhl' ahilm 
mOM :t.'-<-OCmll'tl 1111h 1he skill"s u>cl. TI1e key abillly of a skill is noted in iLs description :utd m 1hc wblc fol· 
lo11ing th1> >ect1on 

MISCcllaneous modifiers include r.tcial bontLscs :tnd armor check penalties. :unong other... 

l\ame Skill Mod Trained or Lnt:rained llJWSkilJ Crou-Class Skill 
lkhrmi Im Tr.tined !lard, Sorcerer. Wuanl Ill OUlt'll< 

\nimal Empalh) (;h:i Tralned Dnud, Ranger ~one 

Bluff Oi:t l nlr:lined lbrd, Rogue Ill other.. 
Concemration Con l ntrJined All olhers Barhanan. 

Figlucr. Rogue 
Diplomacy fJrn l nlmined Bard, Cleric. Druid, entrained 

Monk, Paladin, Rogue 
DiSable DC\ice Im TrJined Rogue All other:. 

llide De\ lmr:tined Bard, Monk, Ranger. Rogue \II others 
lmimicla1e Qia l ntrJincd ll:trbari:tn, Rogue 4JJ 01hers 
Kno11ledge 1111 Trained Bard. Cleric, Monk. Ill 01hers 
C.\rmna) Sorcerer, ll<iJ.ard 

Mo1e S1lentl) Dex l ntralned Bard •. Monk, R:mger. Rogue Ill olhers 
Open Lock- Dex Trained Rogue Ill otl1ers 
Pick Pocket De\ Tr.tinl'd Bard, Rogue \II Ollll'll< 

Search 1111 l mr:uned Ranger, Rogue Ill otlt<•r.. 
Spellcr•fl Im Tmmed Bard, Cleric, Druid, \II Olhtr.. 

Sorcerer, \lii1.ard 
l >e 11agic DC\ ice CJ1a Tr.tined · Rogue Only Bard, Rogue \one 
II ildcrncs.' Lore Iii' l mr.ti11ed - Barharian. Druid. Ranger All 01hcrs 

Getting Skills 
11 each IC\d. )Our char.1c1crs 1111l recei1e additional skill poinL' tlL11 )OU tL<;e 10 bur shill' CYour lmdhgcnce 
modifier add' tu 1his number llum:tns g<1 I L"<lra skill point at each IC\cl aho1c lst.) .I hi lC\d chamcler 
gel' four time> 1h1' number Cllumans RCI 1 cxtm 'kill poinl!. at I ;i lt'1-el in ad<lttion 10 the <;t;tndard initi:tl 
anloum for 1hcir cla."' Jnd lmclligcncc. 1116<' :U'e added oo al lst IC\cl, nol multiplltd in.l lf)oU hto a da.'' 
,km (such"' Pd l'oc~l'L' for a rogm· or SpdlcrJft for a dcnd, )oU ~cl I rJn~ '"Jual w a +I honu.,) for 
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t:1th 'kill point If )llU hu) Cllhl'r claw~ 'kills lrn•»·rl:L" skill->. 1ou get a haJf r.mk per ,kill po111L the 
da" and <TO'C>-d:l.<.' 'kills mailahl<· to t:trh dmrat1l'r da.'s are listed in thl' u1hil' after thb s<'Ctmn. \our 
111;1ximum rank 111 a cl.L~ skill" your IL~el plus l \our ma.\unum rank 111 a rm"·da." skill is h;df ol dt1s 
numher !do not round up or clo1111). 

Using Skills 
~imt· skills u1 lm1111d ll:dc II :ire acU1c ;di of the Lime, other 'kilb rt•11111-e you 10 ac111:1te them for a sp<."Ctfic 
s11uatinn. and st1U othe"' 11ill come up for u"' in di:dog. for 'kilb c11a1 nt't'ti to be ;tcti1a1ed, )OU 111U nL't'ti to 
P""' )Ollr dtlrJctt•rs S1lt'C1aJ lhilitil.,, icon 10 gt1 IO them. Once pre..""1. all or \Ollr c11arac1e"' skdb. feats, 
rht", mcial and SJ>t.'C1al :1hili1ie:. 11iJI he a1JJla.hle 10 choo't'. Sec the st'Cllon on game lnterfact.,, for more 
detail on paAe 9. 

Skill Descriptions 
Uchem} (lnt; Trained Only) 

\ldll'll1L'4s combine str.u1ge ingredients in st'Crt1 ll<t)s to make manelous sub>1ances. \our character" ab1lit1 
in lkhcnt) :dlo11' them to idcnu~ strange potions. Rogue characters also find the llchcn1) skill helpful smc~ 
it allo1" them to lt:1m the 1'111enom lle-apon Fe-at. 

Animal Empathy (Cha; Trained Only; Druid, Ranger Onl)') 
l''l' thb skill to keep a guard clog from barking at )OU, to get a 11·ilcl lmcl to l:u1d on your outs1retchccl hand. 
or to keep an 011lbe-ar rnlm 11hile )OU hack off. 

Bluff (Cha) 

\ou ran make the outmgc'Ous or the untrue >eem plau;ible. 111e >kill cncompa.'»l'S acung, conning, fN-t;dk­
mg. nu><lirection. Jlrt'l:uicmion, and misleading bod) language. l sea bluff 10 sow temporal) confusion, get 
~omet111e to tum his he-Ad 10 look where yo11 JlOint, or simpl) look innocuoru. 

Concentration (Con) 
\ 011 m• p:1rucularl) good :tl focusing your nund. Those 11ith high Concentration skill can cast spells despite 
distr:u:tion> such a.' u1king ruunagc. getung 1111 b) unfricncll) spclb, :mcl so on 

Diplomacy (tha) 
l 'l' thL' skill to pen.uadc the enemy to let )'OU see c11e he-ad gu), to negotiate pc-Jee between nl'o feuding par­
ties. or connnce the C>il gohlins that ca1>tured )'OU that d1cy should ransom )'OU back to )"Our fliends instead of 
kdling you. Diplomaq include:. etiquette. social grace. met, subclet), and a 1111) 11icl1 words. I skdled character 
knoll~ the Jonn:d and inform:d rules of conduct, social e\pectatiOn>. proper [onns of address, :md SU On. 

Disable Devitt (lnt; Trained Only) 
l se cl1 is •kill to dis:lm1 a trap, jan1 a lock, or rig a 1111gon wheel to f:dl off. You can ex:mtine a fairly simple or 
fuirly sm:dl mcch:miC'.tl dt'lice and disable II E.1ch trap 11ill hare a Difllcul~ Clasi; (DC) clmt )Our rogue "ill 
nt'l.'d to 01-eroome. The lJCs of tmps ste-Jdil~ incre-ase as )'OU make your 11':1) through lce11incl I).tie 11. 

Hide (Dn; ,\rmor Check Penalty) 
l se thb skill to sink lrJck Imo the >h:tdOI" and proceed unseen, to approach a 1111.;Jrd's tower under co1er of 
hmsh. or tu tail someone c11rough a huS) '1rcet 11ithou1 being nouccd. 

Intimidate (Cha) 
l'se thts skill to gci a bull' to hack d011n or 10 make a character givl' )OU the mfonuation you 11>1nt 
lntintidation mdude. \Crtr.tl cltrt'al> and hod) language 

Knol\ledge (.\rcana ) (lnt; Trained Onlj) 
"'1o111t'tige (.l.rcana) repr<~nb c111· '1Ud) of arcane kno111l'lig<', "'eh as ;mcic'11t mysteri<'S. ma!(ic tmd111ons. 
arcanl' ')mhob and Cl)]lllC phrN.,.. K110111t'tige (.\rc:ma) :Jso !ll'"' the skilll'd the :d>ility to iJcnlin m:m) 
t)]X'S of ma!(it<d artJfaCL' such :L' ll<UJ<b. scroll>. ro<b, :md other amme mawc itenl!i. 

&fo\e Silently (Dex; Armor Check Penalty) 
l se clus skill to sneak up behmcl an ei1em) or to slink a11:1) 11llhout beinR noUct'ti 

Open Lock (Dex; Trained Only) 
\ou can pick p:tcllockl.. fines.-.e combination lockl., and sohe puuJc lockl. 

Pick Pocket (Dn; Trained Onl}; Armor t heck Penalty) 
\ou can cut or lift the 1rnrsc and hide it on your person. palm an unaucndt.'ti objccL or Jll'rfonn some feat of 
legerdemain mth :111 object no larger 1h:111 a h•ll or a loaf of bread. 

\ou can pick pocket non-hostile \PC" :Ls \\ell :L' )Our 01111 part) members. 

Search (lnt) 
I -.e th" skill to find st'Cret doors, simple traps. hidden clu.'SL,, and other details that aren·1 re-adi11 apparent 
Se-arch lets )'OU notice something, >Ucl1 as a hidmg rogue. The Search skill lcLs a character discern >ome 
sm:dl dt'tail or irregularit) through acti'c ellon. If )OU 1111111 mt) of your ch:m1cters to he activcl) searching 
their surrounclmg>. you 11ill need to act111ue their search skill through the Speoal lhilille:. icon 

Spellcraft (lot; Trained Onl} ) 
l sc thi> skill lo iclcntif1 spells a.s they arc cast or spelb :dread) in place. Adclit1onall). cenam spells allo11 )uu 
10 ga;n mfom1ation ahout magic. pro1idt'1 tha1 )OU make a SpellcrJft c11eck. 

Use ~lagic Device (Cha; Trained Onl); Bard, Rogue Onl)') 
1111s skdl allo11> a bard or rogue to use scroll' :md muid' nom1:dl) forbidden to cl1t.111 . lll1t'11 the character Ust'S 
such llcnis. he or shl' attcmpL' to ru.c a nru.h-ma.sh of arcane knowledge to actirnte it. The more pm1erful the 
effect i" the more clifficuh c11e po11er is to imoke. If the chamctcr f:tib to acl11a1c die item. that charge is 
clestro)t'ti and c11c 11-.er ~tkL~ 1.{, pomts of magical d:unage per ll'lcl of the effect cllt') 11ere attcn1ptmg 10 inrnke 

Wilderness Lore (Wis) 
l se this skill to hunt 11ild game. guide a part) safely through frozen wastelancls, identi~ "&"-' that a foe 1i1es 
nl"Jfb). or a1oid other n:uur.tl hazard» To use II ilderncss Lore. select it from the Skdls ml'tlu. 

FEATS 
I feat cs a speci:d fL'aWre th:ll c1~1er gtl'e:. )OUr chamcter a nC\1 capabiLit) or 1mpro1es ont• he .tlrt:td) h:L,. 

Acquiring Feats 
l nlike skills, ft:1L' are not hought 11ith points. \ou simpl) choose them for )OUr chamcter Each chamcter gets 
one feat \\Tien the chamcter is creatt'll. It .lrd IC\d and l'lel) three ll'lels cl1ereaftcr (6th, 'lth, I !th. I 1clt m1J 
ll!th), he or 'he g;tilL' anoclter fem (scr T:dilc l· E.\Jll'ricnce and L<.''l'l-Dcpcndt11t llendits. p:1gr 1.151 For 
m11lticla.<.s charat1ers. the fc-ats come :iccording 10 to~d ch;m1cter IC\cl, r~n11e.., of indl\1dual chl ... s k•els. 

1ddit1on:dl). fighters and 11fotrd' gt1 C\ll':t foats 111tcn tht~ inCIBL"-' k'eb. llummt' :dso gt1 a honu' '"'' :tt ht 
l<'<'i. chosen h1 cl1e pla)rr fnm1 an) 1611for11hll'h lus or her d1amctrr qu:difles 
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Prerequisites 
Some feat, h:11e prt·re<1ui'n"' \ou must IMIL' the 1i,1l'<I ahili11 -;core. fl'at , 'kill. h:Lse auach honu,. or am 
numlll'r of othl'r rL11uircmcllL't in onll'r to \t'll'ct or list' that lea1. \ t.:har-Jctl'r can ~in a fl".U ;II the ~1mc.ll'\tl 
at 11h1ch he R"'"' the pren•1uisi1c. l'l\111. you c:ui't use :1 f(•Jt if 1ou\e lost a prert•1uisi1c For e\ample. 11 
mur Strt'nRih drops hdow 1.l because a r:11 of enfrrhlemcm hiL' 1ou, you c;ui't use the Power \luck fL",11 . 

Special Feats 
nil'Sl' :lfl' It'"' a1ailahll' unl1 10 the spccifil'<I cla.". 01!11 clencs or paladin; l~lfl ~1ke fair.I Turning. only 
h~IUtJ'\ GJJJ ~tkt• lkapnn Spccia!illlLio11. :md only 11ilartb can takl' Spell ~hL,leJ') . ·nicse fC'JL' are dt.,,cnht1I m 
thl' rt.,,pertill' d.t." cut11l'S for those cl:1>.;c;. in fJ1:1p1cr .I: Cl:c >e. 

Using Feats 
~me Ieal' m lct'l1ind D:de II are acLi1e all of die tune, 11htle od1er feaL; rcc1uirc 1ou 10 acti1a1e them for a 
spccliic silu:ttion For fcms that nerd 10 be acu1a1ed. you 11111 nerd 10 prcs.• your character's Spt'Ci:d \bihlll'S 
icon to ~c110 them Once prl'S.'tod, all of your ch:ir.1cteJ'\ skill>. feaL;, and cl:L'-'· r.icial and special ahililil'S 
11i11hea1aliablc10 choose. S!.'C the st'CLion on gmne lmerfact.,, for more dc~til 

Feat Descriptions 
\egl< of Rime 
\ our masltl') of cold magic has yicldl'<I 1mprcs.s11e result•. 

Prerequisites: \ou must be able 10 ca.'1 1h ll'lel spell• and ha1e a spcllcmfl of 10 or lu~cr. 
Benefit: Gr.mls 5 Cold Rt~1stance (permanenl), and a +!O'\. incrc-a.;c 10 all Cold (}Jmage done 

\mbidexterity 
\ou are L11UJll\ adept at using cidier hand. 

Prerequisite: lle\ I)+ 
Benefit: You ii;nore :di penaltico. for using an o!T hm1d. \ou are nellher left-handed nor nglu-h:01ded. 
~ormal: \\ Jihout this feat. a charJcler 11ho u.;c;, his or her off h:01d suffers a -1 penal~ 10 auack 
rolb. abJLi~ checks. and skill check>. For e\aJliple, a riglu-handl'<I ch:ll"Jcter 11iclding a weapon 11i1h 
hL'f left hand "Jffers a -1 penally 10 auack rolls w11h Ihm weapon 
Special: ThL' float help> olTS{i the pen:dty for 6~1ing 11i1h 1110 11c-Jpo11' See the llrn-1\eapon 11gluing 
feu on page-,;. aiid the u1ble on llrn-l\e1pon Fighting Pcn:dtico., page 14- I mnger 11caring light 
annor or no armor Gill figl1t 11ith two 11capons :L' if he had the feats lmbidC\terity :01d 'l\10-llc:1pon 
Fighting. 

\qua 1\lorlis 
\'our maste" of acid mag;c h:L' yielded imprt'SSilc rcsuli>. 

Prerequisites: \011 must be able 10 c:1>1 •th ll'lcl spells and h:11c a ,pcUcraft of 10 or higl1er 
Benefit: !OmnL; i \cid Re1>t01ce (pem1:01c111). mid a +l0% incrc-""" to :tll lcid Damage done. 

\rmor Proficiency (Light, ~ledium, lleary) 
Prerequisite: \one for Light, preriou.' 11cigh1 for Medium ai1d llc:11) 
Benefit: \\lien 1·011 1n.·ar a type ol armor 1111h which 1ou arc proficient, the annor check penal~ 
applie> only 10 Hide, \101c Silently. :md rick Pocket check>. 
~orma~ .I character that "' 11caring annur 111d1 11hich she is not pmfic1!'nl suffcJ'\ ii> annor chL'Ck 
pm:tl1y on atmrk rolb and on ;di skill cht'Ch.s that imohe mo1ing 
Special: 111 clNt.,, 1•\ccp1 for 11i1ur<b, >11rccrers. and monh.' get U!\lu lnm>r l'roficienq for lrt'<' 

For mt'lhum profit1enq. figh1c1 , barhariaJL,, paladins, rang!'J'\. clcne>, dn11d,, and hard; ha1c this 
kJt for !n'C. hir heal) pmficicnC\, fighteJ'\, paladm>, and clcne> h111c this f!·Jl for free 

Armortd \rcana 
\nu can c:L'1 s1ielb 1111h less chance of failure. 

Prerequisite: The ab1h~ 10 Gt>I ar.cane spells. 
Benefi t: Taking d11> ll"Jt n.-ducL" die chance of C:t>lmg failure b) 'i% iltll c:m he applied 10 a diar· 
arter 11c-mng am1or. Tlus feat ma) be taken up 10 dtrt.'C Limt~. 

Arterial Strike 
\our skill 111d1 'ncak auack5 allo11> )OU 10 C'Juse a blerding wound 

Prerequisite: 11 IC'JSI one ll'lei of rogue. base :u~1ck bonus H or higher. 
Benefit: \11011~ the rogue 10 sacrifice ld61>0i111s of snl"ak atuick d:miage 10 inllict a bk~11ing wound 
1ha1 CllJS(" damage 01cr m:my rounds. 

Blind-Fight 
lou kno11 h011 to fight u1mekoe11id1ou1 hemg able 10 sec rour foe. 

Benefit: In melrr. l'lel') time you """' because of conccalmenl, )OU c:m reroll your mb., chance 
perc!'nUle roll one time 10 scc iryou actu:d~ 1111. An 1111isible am1cker gets no bonus 10 hit you m 
melrr Thm is, you don't lose your posilile Oc\leril) bonus 10 Amior dass, :md tl1e alt1cker d1ll'iin·1 
get die usual +l bonus. 111c im1>1blc atuicker's bonu>e:> do siill apply for mngL1I :uuick.;, ho11,,er. 
\ou su!Ter only half die usu:tl pen:dt) 10 speed for liemg unable 10 srr. 

Bullheaded 
111e stubbornness and detemun:uion of your kind"' legendan. \ou are C\ceptionali) hl"J<blrong and difficult 
10 ""'! from your intended course. 

Benefit: You receile a+ I bonu.' on \\ill S:tl'CS and a +l l>0m1s on Intimidate cht'Ch 

Cleave 
\'ou C'JJJ fol1011 d1rougl1 wllh powerful blo11 .. 

Prerequisites: Str 13+, Po11cr .\IL1ck 
Benefit: If 1ou deal a creature enough da.mage 10 make JI drop (~'flically by dropping ii 10 bel011 o 
hll pomL,, killing ii, etc.), you gt1 an munt'!!iatc, cxlm melcc auack against another crel!ture in the 
immedi:ue \icinity. \ou can use 1hb :d1ili1y once per round (\otc: To take a 'L'Cond k'cl in tl1Ls ft:JI, 
a lla.;c \Uack Bonus of m leL<i H is nerded.) 

Combat Casting 
\'ou are adept at c-asting spells in combm. 

Benefit: \ou get a H bonus 10 Concemmtion check> made 10 C'.tSI a spcU 11ltile being injured 

Courteous Magocracy 

\ou 11cre rJJ;cd in a lai1d 11 here miglll) 11izards order :Jffmrs. 1111ere po11erful spellc-&ters are common and 
c-Jutious councs~ is the nonn. 

Benefi t: \ou receile a +l bonus 10 Diplomacy and Spellcraft check.s. 
Crippling Strike 

11 hen making a sneak m~1ck. you are :tble 10 cll".ti a dt•a.staling blo11 d1a1 11e:thens an enem1. 
Prerequisite: JO k·1eb of rogue · 
Benefi t: lny time 1h1· char.1Cler makl'S a successful snt"ak :u~1ck. die auac!, d!K" 1L' nonnal dama~<· 
:uul :dso Gill.SC> I po1111 of tempura" strength damage for L•tl') W!' of sm'tk a1~1ck <l:un;tg!' that the 
rharacter inflicts 
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Dash 
Your cha~.irtcr mo1e- a liule fa.'1er than his or her comrade:,. 

Benefit: Your char:1ctcr mov..,, ahout 15% faster 1han nonnal. 

Deflect Arrows 
You can de.fleet incoming arro11s, as well as crossbo11 hohs. spears. and other shut or thrown weapons. 

Prerequisite: lle\ 1.l+ 
Benefit: + 1 \rmor Class miscellaneous bonus against missile wc:111ons. 
Special: !I monk receives this fem for free al Ind level, even if she docs not hare the prerequisite 
f>cxterity score. 

Dirty Fighting 
Prerequisite: Des I;\+ , b:ISe allack bonus +l or grc:1ler 
Bcnefic 011 a critical hit. the character causes Blindn~ (50% ch:otce) or Slow (50% clumcel !or fi1e 
roumb unless a Fonhude save is made. Undcad, golem;, :md demcntals are immune to 1hese effects. 

Discipline 
You «re admired for )'Our single-minded determination :u1d clari~· of puqiose. You are difficult to distract b) 
spell or blo\\. 

Benefit: \ou g:tin :1+1 bonus on \'<rill saves and a +l bonus on Concemralion checks. 

Dodge 
\ ou are adept at dodging blo1~. 

Prerequisite: De.' 13+ 
Benefit: You recei1e a + 1 dodge bonus to armor cl:t'i:> against ;Ulllcks from :m opponent. 

Envenom Weapon 
\ ou ha1e learned the seldom taught skill of the poisoner. As )'OU wander the world of Faerfin )'OU constiuuly 
>t'a1enge for herbs and plauL' tlrnt can taint the tip of your weapon. 
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Prerequisite: 1 level of rogue, Alchemi 8 or gremcr 
Benefit: The first successful allllck 11ith the weapon lorccs a Fortitude save (20 DC) or the target 
temporarili loses ld6 pomls of Constitution. One round later, the target must make a St'COnd 
Fortimde save (10 DC) or lose im addilion:d ld6 points of Constitution. The r.onstitulion loss lasts for 
10 roumb. This ability can be used once per day. 

Exotic Weapon Proficiency : Bastard Sword 
\<•U understand how to use the bas~1rd sword in combat. 

Prerequisite: Base attack bonus + 1 or higher. 
Benefit: You make :umck rolls 11itl1 the wc-Jpon norm:dly. 

Expertise 
You nrc 1r.1int1l in using iour combat skiU for defense :LS welJ as olicnse. 

Prerequisite: lnl 1.l+ 
Benefit: When )'OU use the atmck action or full atttck action in melee, you am take a penally of :LS 
much"' .5 on vour auack and add the same number (up 10 +5) to rour Armor Class. Thl• number 
nm) nol exce<.J your hasc attack bonus. The ch:mgcs lo :mack rolb and annor bonus l:L'l until your 
ocxl action. The bonus lo your Armor Class is a dodge bonus: 

Extra Rage 
You h;we the ahili~ IO i111oke your barbarian rage more often. 

Prerequisite: 1 level of barbarian 
Benefit: ,\llo11 a barh:1rian an C\tra usl' of their rage abilil) one lime per da). 

E.•tra Wild Shape 
You can ,Jupesltifl more often. 

Prerequisite: :I le1els of dmid 
Benefit: .\Uo11~ a d1111d 11ith 11ild shape 10 gain an :uldition:d use per da). 

Extra Smiting 
\ou may use your Smile fail ahilll) more often Ui:m normal. 

Prerequisite: 2 le1els of p;dadin 
Benefit: Allo11s a p:dadin to gaiJ1 an addiliomd Smite Evil use per da). 

E.dra Turning 
You :ire able to 1urn undc:1d more often nhan normai. 

Prerequisite: Cleric or ) levels of paladin 
Benefic Gr.uus a cleric or paladin an e.xtm Turn Undcad per day. 

fiendslayer 
Prerequisite: 8th P:dadin, Weapon Focus in Large Swords or Grcatswords. 
Benefit: AU011~ a paladin to gain a + 1 bonus to hil and daniage against cltimerns, demons, dragons, 
and half-dragons. 

Forester 
Gre'Jl forcslS stretch for hundreds of miles across the norlid:mds. You are knowledgeable about tl1e secreL~ of 
tbe forest ~md \\ise in its W'd}'S. 

Benefit: You receil·e a +l bonus 10 Wilderness Checks. 

Great fortitude 
You are tougher than normal. 

Benelic You get a + 2 bonus to ,alJ Fortitude s:uing thro1~. 

Hamstring 
When making a snc:lk auack, your character can m:lim U1eir target in such a way that l'Our foes moremem is 
signific:rntly decrc-«secl. 

Prerequisite: Al lc:LSL three lcl'ds of rOb'llC. 
Benefit: Al1011~ a rogue char:1cter to sacrifice 2d6 poinlS of snf'Jk :utack damage to rr>duce 1hc ~Lr­
gel's moremenl b) 50% for ten rounds. 

Heretic's Bane 
Your character is particularl)' adept at fighting tl1e minions of enem) f:tiths. 

Prerequisite: The ability to cast di1ine spells, base auack bonus +4 or greater 
Benefit: The char.icter g:tins a + I bonus lo hit and damage ag:tinsl clerics :u1d druids. 

Heroic Inspiration 
When things look grim, your chamter rises to Ute occ:LSion. 

Prerequisite: Al ltr.i.'l one level of barbarian, bard or paladin. 
Benefit: When the char.icler drops below 50% hit poinL,, he or she g:un~ a + 1 bonus to hit. dam· 
age, and s:1ving thro11~. 

Improved Critical 
You arc cspt'ciall} adcpl JI cau~ing critical hit!'. 

Prerequisite: ll:L'if :lllllck bonus +8 or ltigher. 
Benefit; \\'hen detcmtining crilicals. the 1hrea1 range of tl1e 11eapon heing 11ielded b incrc-.i.<ed hy 1 
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lmpro\ed El asion 
\.<'I rogue. )OU ha1e become l'\tO !TI re adepl :U esc1ping UIC effects or d:tma~mg spells. 

Prerequisite: IO hels or rogue 
Benefit: This ahility works like "''1sion. c.\ccpt 1ha1 while the ro~ue sull ~1kcs no damage on a suc­
cc:o.ful ReDe\ "11·e against spells such as fireball or a bre:uh we:1po11, he no11 uikcs only hall damage 
on a liuhl salt' fthe rogue's rcDe.\cs allo11 him 10 gel out of hami's '"I) with incredible speedl. 

Improved Initiative 
\ou cru1 react more quicklr th:m nonmtl in a fight. 

Benefit: The weapon spced and aisting time for all spells i> reduced b) I m a minimum of I. 

Improved Turning 
Your auemp~ 10 turn umtead are eren mon• powctful than normal. 

Prerequisite: Cleric or 3 lcreb of paladin 
Benefit: \fter a succcs.<f11l 1uming. die chamcter is able 10 rehuke or destroy l extra lli1 Diec of unde:l(I. 

Iron Will 
You ha1c a stronger will limn norm:tl. 

Benefit: You get a + l bonus 10 :tll Will sa1ing tlu·o11~. 

Ligl1tning Reflexes 
\ ou hmc faster th:m normal relle\es. 

Benefit: You get a +l honus 10 all Heflex ;a1ing thro11~. 

Lingering Song 
Your bardic music Ma)> with tlie listeners long after die last no1e h:is died aw:iy. 

Prerequisite: At lc:u;t one le1el of bard. 
Benefit: When a hard stops playing, the effects of his or her song l:L<t an additional J rounds. 

Luck of Heroes 
Tiirough pluck. determination. and resilience, you survil'e in ihe most t1)ing of circumstances. 

Prerequisite: Human 
Benefit: You receh-e a +I luck bonus on :tll Sal'ing tl1ro\\~ . 

ftlarlial Weapon Proficiency 
Oioose a t)pe of martial we-J1>on. sucb :L< longbow. You unders~uid h0\1 to use that l)JlC of martial weapon in 
comha1. Ilse this fc:u to e.\pand the Us1 of wc:1pons you are proficient with beyond the b:c~ic list in the class 
de>eription. 

Benefit: You make atutck roll> \\itli the wc:11ion normally. 
Normal: ,\ ch:tracter who uses a weapon \\ithout being proficient suffers a -4 pen.u1y 10 auack. 

Haumized Attacks 
You ham leamt~I ho11 to ma\imize the effect of your auacks 11hile performing a short conceotrJted auack. 

Prerequisites: Weapon Specialization in l weapons, and a Concentration of 4 
Benefit: All mwcks do maximum damage for 10 seconds. l'sable I/day. 

ftlercnntile Background 
Powerful trading co>1en. and craft guilds control die wcaltli and commerce of l'aerun·s lands. You come from 
a famih that escels at a particular trade and knows \\ell the mlue of any kind or trade good or commodity . 

. Prerequisite: I lum<tn, deep gnome, or gr'J) d111uf 
Benefit: You receive a ; •1, discount on buying iiem; from stores and a ;~. bonus when selling i1ems 
10 s1ores. 

Po1.-er Attack 
\ou t'm makl' c.\cepLlonall) powerful mck-e auacks. 

Prerequisite: Sir 13+ 
Benefit: On )our action. before making auack rolls for a round. you may choose to subtrm a num­
ber from :tll melt'C :lllack rolls :md add tbe same number lo :tll melee d:um1ge rolls. This number 
may not excL'Cd rour base auack bonus. The penalty on atL1cks :md bonus on damage appl) until 
~'Our nc.\l action. 

Precise Shot 
You arc skilled at timing and :tinting r.tnged attacks. 

Benefit: Reduces the to hit penah)• for firing in close quarters from -8 to -4. 

Rapid Shot 
lou can use ranged we-Jpons with c_xceptional speed. 

Prerequisite: De.\ I .I+ 
Benefit: You am get one e\lra aiuick per round \\ilh a r.mged weapon. Tiie auack is al your ltighe:;t 
base aiu1ck bonus. but c:1ch at~tck (the extra one and tl1e norm;tl ones) suffers -J penalt)'. 

Resist Poison 
01er )C'Jrs, some among your people carefully e\pose themsehes 10 poisons in controllt'CI dosages in order 
10 build up immunil)' 10 1heir effect>. A few are tl1ercb) weakened, hu1 the strong adju.<t. 

Prerequisite: Gm) d1rarf, half-ore 
Benefit: rou get a .... bonus on Forti1ude saving thro\\~ against poison. 
Special: You may only take this fem :is a Jst-l"'el charncwr. 

Scion of Storms 
Your mastery of ekc1ric:tl magic has yielded impressi1T resulis. 

Benefit: Gr.m1s 5 Electriad Resis~mce (perm:ment), and a + l0% increase to all lilcc1rical 
Damage done. 
Prerequisites: You musl be able to cast 41h lt'Vel spells and ha\'e a spellcmJI of 10 or higher. 

Shield Proficiency 
You are proficient 11ith >hield<. 

Benefit: You C'Jn use a shield and suffer onl) the s~rndard peo:tltics 

Simple Weapon Proficiency 
You undersuind ho\\ 10 use all ~Jles of simple weapons in combat 

Benefit: You make auack rolls 11ith simple weapons normally. 
Special: All charmers except for druids, monks, rogues. and 11izards are automatic:tlly pmficiem 
\\ilb all simple weapons. 
A wil.ard 11 ho CISIS tlie spell Tenser's tmnsformation on herself gains proficient')' 1>ith all simple 
weapons for die dumtion of the spell. 

Slippery Mind 

11iis e\tmordinary ahili1r represenL< a rogue's ahility 10 wriggle free from ma~ical effecl< dim would otlien1ise 
control or compel he1: 

Prerequisite: 10 l.t,'el' of Rogue 
Benefit: If a rogue \\itli a olippcry mind is allcm'CI b1 a Charm or Command enchanuncm and [aib 
her sa\llig thrm1. I round l:uer she can :utempl her ,,,;,;ng diro11 ag:tin. She onl) gl'L' UiLs one extra 
dianrc '" surce«l a1 her sa1ing throw. 
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Snake Blood 
111e taint of 1hr 11an-U nut' in ~1mr \l'm~. \o OUl\\arJ !'11~~ ~\t: an.1~ our hrrita~c. hm \OU Jfl' somt·thm~ 

more or It'' tlt.m enurd) human. 
Prerequisite: lluman 
Benefit: \ou tti a •l honu; on Fortitude ;;11inR lhro11' Jµm,1 poison and a+ I bonu; on ;di Refle' 
'<l\in~ 1hrow~ 

Spe~ial : \ou ma) mtl1 u1ke d1i; fc-J1 "'a lst·ll'lcl diarancr 

Spell Focus !Enchantment, Evocation, Necromancy, Transmutation] 
\our 'J>elb 111d1 dw cho;cn ;chool arc more polcnl dian normJI. 

Benefit: 1dtl +l 10 the Difficoh) Cla.'-' for :di sa1ing d1ro11; :tA<ttJ1'1 spclb from die cho;en ;chool 
of magic. 
Special: \\hen you choo;c this Fem, iou 11ill he d1oo"ng ii for one of the ;choob li>ted al~>1e. \ou 
tom abo u1ke this Fem a second lime lo gi1c )Oun.elf J Greater Spell Focu; 111 die cho;cn ;chool, 
11ilich gJI('> )OU a -H DC. 

Spell Penetration 
Your 'l"'ib are t"Jl!.'Ciall) potent. breaking 1hrouR11 spell n..,,isumcc more rc-Jdil) than normJI. 
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Benefit: \ou gti a +l bonus 10 C'J.,ler IC\cl checks 10 beat a crc-Jture's spell resisumce. 

Spirit of flame 
\our nu.\ICI) of fire lllJf\iC hJ.' )ielded impressile rt'Suhs. 

Prerequisites: \ou must he able 10 cast 'ilh ll'el spells and ha1e a spellcrafl of 10 or bi~1er 
Benefit: GrJnl5; Fire Resis1m1ce (pem1m1en1). and a +lO'\, incrc-JSC 10 all Fire D'Jmage done. 

Strong Back 
Tilf<>llll,h )Ollr C\pe1ienccs carl)ing large 11cighL\ )Oll hale icamt~l IO ilislnhlllC llCight> more ('enl) and 
mcn"J.'\l' the mer.tll amounl )OU can can). 

Benefit: Can1 weight incrc-JSed b) 50'~. 

Stunning Attack 
You knm1 h1111 10 stnke opponent> in 1ulnerJble are;1s. 

Prerequisites: De' 13+. lfo 13+. base •Uack bonus +8 or luw1er 
Benefit: \\hen :\llJcking 1111h Stunning \Uack, 11 force. a foe <l•mmged b1 )OU unarmed Jll:ICk 10 
make a Fortitude <,;11·ing dirow !DC 10 +one-half you lc1el + lfo modifier), in ilddilion 10 dC'.iling 
d;un3!\e normall) If the defender [ails his ,\J11ng 1hro11. he is stunned for I round .. I stunned char· 
actcr t<Ui'l •ICt and loses an) De.11eril) bonus 10 Armor c:lru>. \uackers get a +l bonus on attack 
rolb agam,1 a stunned opponent. \ou ma) auempl a stunnrng attack once per da) for C\el) four lt~­
ds rou haw attained 

Sub-\Ocal Casting 
\ou h:11e lx'Cn 1r:uncd in the art of =ling >pells C\eu 11hile silenced. 

Prerequisite: lhilit) IO cast lrcane or DiliJ1c spell>. 
Benefit: Tlus feat rnn1e;, the abi lity lo t<LSC spelb 11hile silenced 

Toughness 
You are tou!(her than nomul. 

Benefit: \ou i;:un +:l hll point>. 
Special: \ou mill gain !111; fl"JI up 10 5 llml~ 111 kc11md l},1le 11 

Tuo-\leapon Fighting 
\ou t'iln fight 1111h a lll"Jjl<ln m c.1ch hand \ou etn mJke one t'\lrJ a1~1ck each round with !he >L'Cond 
\\ttJpon. 

Benefit; \our pcmtllit~ fur fighlin~ 11ilh "10 lll':lpon" are reduced h) !. 
Special: TI1e 1mbidr\1en11 Feat reduce. die attack penal!) for !he ;ccond 11t:apon h) 1 

\leapon finesse 
\011 arc cs(ll'Ci:tll) skilled al 1Nng a certain 11capon, one dml can lx:ncfil <L' much from llr\ltnl) J.' from 
Strength 

Prerequisite: Proficiem 1rllh small blade, ba.-c a!Utck bonus +I. 
Benefit: ll'ii11 the selected 11capon, you may u.-c )Our De_11eril) modifier instead of 1our Strength 
modifier on :utack rolls. Since you need iour second hand for h:tl:mce, if )'OU C'Jrl) a sltield, app~· 
the shield's armor check penal~ 10 your auack rolb. 

W'tld Shape, Boring Beetle 
Prerequisite: 5 Leich of Drmd 
Benefit: Th., grants die incredible abilll) of shapcslufting m10 the [om1 of a llonng Brede. 

Wi.ld Shape, Panther 
Prerequisite: ; l.c1cls of Druid 
Benefit: TI1" gr.ml' the incredible abili1~ of shapcshifling 11110 the fom1 of a pand1cr 

Wi.ld Shape, Shambling Mound 
Prerequisite: 8 Ll'>ci> of Druid 
Benefit: This gr.m15 lhe incredible ability of shapeshifling into the fom1 ol a ShmnbLing \found 

MAGIC AND 1HE SPEIL SYSTEM 
E:1ch spell description conU!i1Ls die follo11ing game information: 

School: In paremhcse:. after the spcll !l'JmC is die name of the school(s) of magic 10 11bicl11he 'JlCll 
belongs. For 11i7.ards, 1h1s defines \\luch spells a 11izard speciali.'>I can learn 

Range: lhis list.' !he dbtancc from die caster ru which the spell effect occur.. or lx"gJIL'. in feet. The "ca,ter" 
mdietlcs !he spell can be used on the caster On!), 11ilh lhe effect embodied 11id11n or em:maling from him 
"Touch" me.ms die caster can use !he spell on others if he can ph):ical~ touch them (!hat 1s. .\COJ'!' a suc­
ccs.,ful 10 hit roll). lk'flcfici:~ "pelb n.•1u1J'!' no 10-hi1 roll. \ ote dml 1ouch-hast<d spelb :md t-O't'CI' ignore 
annor honu.;cs 10 armor cla>.s for the purposes of sconng a hit 

Duration: TI1is llSL' ho11 long the magical energi of die spell lasts. Spells of insummneou.' dur:1tion come 
and go tl1e momem d1e1 are C'J.st. allhouw1 the resul15 of lhese spells mai he permanent and nnchangt'ilhle by 
norm:tl mc:ms. Spells of pem1ancn1 dnr;lion last until die clfcds aJ'!' negated h) some mc:ms. usuall) b) a 
dispel magic. Some speJb hare a 1~riable dum1ion. 

Casting Time: Thi.s represents a fraction of the spell ca.ster'> SC\·ciJ->ccond per..onal 1mllali>1• round which 
is used performing the ch;mt' and molio11' nccesi;ary 10 C'JSI die spell TI1LS lime "'C\actll C< jUi1<1lcn1 10 the 
spcl'<l factor of a 11c:tpon TI1c spt·ll C'JS!ing lime IS mried b) an imllatiw roll liw is perfnm1t<d c.ich lime J 
S[ll•ll is CJ.SI. 

.\rea of EITecl: nns Ji,ts 11ha1 '' all't•·ll<d bi !he 'l'Cll, be 11 an arc-a. nr a group of cn•:uurt"' ~>me 'Jl<:lls 
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l>u<h a.' hJt.,.sl aIT"·11hr fnrnJ, or l'ntm1t.,. of lh<· l'Ncr In all C<L""· Liu> rdcr> lo die prrcl'pllon of lhl' 
cL,lrr al llw lime the >pdl " ra-i 

~a\ing Thro\\: lhL' li>ls \\hedier die sprU allo"' Lht• lJIJ(L1 a >aHn~ Ihm\\ ;md thl' dft'Cl of •I 'uccL.,.,.Jul 
""" \l"!l." n..,.ulls 111 the 'l"'U haimg no cllt'<.1: ·· 11f' mean; die cham<Ll'r suffer> hall the normal amount of 
damai,;l'; ·\ on"·· nll""Jru, no ~l\ing Lhro\\ 1~ a11mwd 

Sp•ll Descrip1ion : rhe ll'\l pro1ufe. a complrle dL"'ription of lu111 the spell functions 

Conjuring: In lct'11nd 1.r.tle II . 1ou·11 ha1e the opponunil) 10 'ummoo re'Jl or illllsion:ll) cremures 10 fi~n for 
1our P'Jn) (.lnimal Summoning. \lonsicr summoning. Shado11 ltonsicrs. and so oo) \1 ltile these sprlb .""' 
n1trt'hhl1 u>t·ful. there i> a limit of >L\ on the number of >Ummoned creature. )OU can ha1e al an) one time. 

ICEWIND DALE II SPEIL.5 
\cid fog (Conjuration) 

L<'l'i. Sor!\\ 11 I> 
Oumlion: JO mun<Ls 
\n-.1 of Ell<'<l: 15 foot md1u> 

Ran~e : S1~11 of C.L-<er 
Ca.\lln~ lime: 6 
S:ning l11ro\\ · none 

lhLS ']icll hnngs fonh a h11i011ing cloud of acidic fog. n1e dliCk fog hlllll' lllOll'lllenl 10 50% of a Cre'Jlurr' l'Ur· 
m11 mmt,nt11l r.ne In :tild1lion. :di crt'alure. mughl \\ilhm die fog LJke llX> poinls of aod danuge per mund 

~cid Storm (E•ocation) 
l.t'd Sor/\liz <i. I:dos 8 
DurJlion: lm.1ant1un.'Ou~ 

J ~ \re:1 of Efft'Cl. !O-foo1 r.tdills 

R:mgc: Si!ll11 of C:L'Ler 
Ca.~ing lime: ~ 
Sa1ing '11u'011 Rene., half 

\OU Call<e acid lO mio dOl\llll'ard. n1e •lcid de-Ji> ld6 poinl' Of aCJd !htm:tJ,>c perCL'<Cr lt,cf (ntt\iOlUlll l'>d(1). 

\ egis (Abjuration) 

LL'el Sor/\\ i1 9. llelm lJ 
Dur.u1on: 10 round> 
\ml of l'flecc easier 

Range: Ca.-<er 
Ca.\llng lime: f 
Sanng TI1m11 • \on<' 

TI1is speU gmnl'> the ct'>ler a 1;1. honll' 10 acid, cold, fire. and electricll) resl'1imce. a +5 denec11on bonus. 
+.l spell "-""~mce, +! 10 :di >a1e., :md the effects ofSlone>km. Minor Globe of lnndncrahilit). and Fret'tlom 
of 11oremenl for the dumtion of 1he spell. 

Agananar's Scorcher (E•ocation) 
l.e1rl: Sor/\\it l. l.id1m1dcr .\ 
Duration: I round 
\l'e'J of Effect: l-foo1 h) 60-foo1 jct. 

Range: Sight of c;istcr 
~nglime:l 

S:111ng Thro11: Rene, h•tlf 

l pon compft1ion of lh!S spell a jt1 of Oanic shoot' from the ct-<er's fingertip; 10110rd the urge! cre-dlure. The 
stream of fire is conllnuous and dl"Jls .ld6 fire Jan11ge lo the latjlct 1w1cc Oler dtc course of a round 11id1 no 
>a1ing 1hro11 for a total of M6 fire damage. In addition. 'Jll)One lhal is rnughl in dll' n:unc\ palh LJkt.,. !d8 
fire d'Jlnage with a Rene, s.11c for half damage. lltc ca-<cr mll'< conccnlrnlr 10 mamlain the O:unc :md " lhus 
immobile for d1e dUrnliOn of lhe spell llll' spell bimds dro\\ :Uld gr.t) dllll"C> if a rrfJe\ >ale is f;ufed. 

Aid (Enchantment) 

Lele! Cir l, Umaler ! 
Dumtion: 10 rounds/fclcl 
Area of Effect I crea1ure 

Range: Touch 
C:t\llng lime: ; 
Sa1ing n1ro11 \ onl' 

TI1c recipicm of lhi' spell gain; +I :mack bonus. +I 10 sa1ing 1hro11,. and 8 Lcmporn" hi1 poinl\ for 1he 
dur.11lon of 1he s1l('ll. These bonus hlt poinlS can exceed a char.1c1er's ma.\imum hil poinl\. 

Alicorn Lance (E>ocation) 

/ 

LL'cl. flnl !, Rgr !. ll111a1cr !. Selune l 
f)ur.tUOll~ l nstanllfll'Oll~ 

Ire'" of Ufo.-1· I m·Jlurt· 

R;mgc· S1gh1 of Casler 
ca....Un)t 1iml'· '\ 
S;mn~ ntm11 · Renex half 
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This spell CfC'JI<~ a >ihcr-huc,I, Jllllliall) l'lhcrral hmcc shape'!! in 1hc lurm of an :ilicom (a unicorn homl. The 
>pcllc:L-Jer choosc.,; :11J1rgc1 and 1he alicom hmce uislan~in<.'Olhl1 Ores :U ii, inillcllng .idll poinl> of piercing 
tl:unage, 11i1h a smin~ tliro11 for half d:unage. \11houAh lhe alicom lance di;si1>at<'S afler ii slrike>. i1 le;11c; a 
>il1ci1 radiance :U'OUlld tlie targe1 tltu makes ii easier 10 sec anti h11, gilmg II a -2 ammr penal~ lor ~ rounds. 

\nimal Rage (Enchantment) 
l.c1cl '. llrd '!. Hgri 
l>uralion: I) rounds 
lre:1 nf El'focl: I cre:uure 

Rlmge: Touch 
1::i:.1ing nrne: 8 
Sa1 ing Thrm1: ,\one 

This spell imhues die targei cremure 11i1h m1im;d feroci1y. The ~irge1 creature gains +4 Sirenglh. H 

ConMituUon, +l0% movement, :md +l 10 all saring 1hro11~ . The target lo><~ the abilil) lO C:Lsl spell> 11hilc 
lnm"11 l<a~c b in effect lie or she L"llll be comrollc~I nom1;dl) unll"S.< cncmie> are within sight. al wltich lime 
the IJ'!(l'I immcdi:uel1 al!ack,; in melce, using wh;t1C1er is in hand. There is a i% chance per round 1h:u the 
1arge1 \\ill go hc1.,..rk, auacking friend and foe alike. 

Animate Dead (Necromancy) [Evil] 
l.l'lcl: Or 3, Sor/Wi1 5. Tempu.' .l 
Dur.uton· lnsum1ancous 
\re;1 of Elfccl: ~pcci:d Sm ing Thro\\: \one 

Range: Sigh! of C:Lsler 
C:is1ing lime: l round 

This spell hring.' fortli a long-dead skeleton or zombie from deep 11i1hin 1hc earth and remiimmes ii 10 sene the 
c:L,ier l'hc higher tlie ll'lel of die C:L"er the more po11erful 1hc skck~on or zomhie summoned h) dies spell. 
\\ arnmg: .11 ltighcr le,cls, !he zombie lords mid festering dro1111t'll de;td sununon1'll b) !ltis spell ha'e power­
ful supcrnalllnU minis. The cffec1s of these auras ma) harm )Our own pat1) members if they fall 11i1hin the 
area of clkct. 

Antimagic Field (Abjuration) 
Le1cl· Cir 8. Sor/Wi1 6, Selune 6 ll:u1ge: CaSlcr 
Duralion: I() round<ilcvel C:Lsling 'lime: I 
lrea of Effect CaSter Sal'ing Throw: \one 

This spell surrounds the riisler 11i1h an in1isiblc barrier 1h:U mmt'> wilh ltini. Tltis barrier 1mik"" the wirnrd 
immune IO miy magic:d :lllacks. bul ii prc1cnLs die 11izard from CllSling spcJb OUI Of !he shell. 

•\rmor of Faith (Abjuration) 

CJ 
Lcrel: Cir I, llelm I R:uige: Casler 
Dumion: .l rounds + I round/lel'cl C.1.<ling lime: I 
\m1 of Effect C:lsler S:l\ing Thro11c \one 

11ie am1or of f:ti1h is a force of ene11,'Y that absorbs a portion of ihe damage intended for the aisler. Tbe GISI· 
er gain< a damage reduction of+ II· lO all fom1s of damage for !he duralion of the spell. 

Aura of \11ality (Transmutation) 
Level: Ord ", 1.athander 8 
Dumllon: I round/level 
\rc1 of Elfoct: ;-fool mdius 

llange: C:ister 
Casting lime: 7 

s~1ving Throw: None 

llpon casllng ibis spell !he caster exudes magic:d energy that imbues all allies in 1he area of effect 11i1h 
he;thhy 1igor, allo\\ing them 10 perform tremendous ph)~ ical fe:us 11eU beyond 1heir normal capabilities. Ill 
allies in die area of effccl gain a +4 bonus 10 Strength, Dcxtcril) and C'1nslilulion for 1he duralion of the spell. 

Ball Lightning (E~ocation) 
l.l'lcl Sor/11 ll ;, l'alos ) 
Oumtinn: I round/lcrel 
\"'J of flfoct Casler 

Range: Cmiler 
C.:Lsllng lime: 5 
Sa1ing Thro11 \one 

11uough this spell, 1hc l'llSter crca1cs tiny balls of elt'Ctricil) that can be hurled in combal. The c:isler can hurl 
) per round . upon a succe!»ful r.mgl'<I !Ouch at~tck (e.g. :m ;mack th:u ignores armor honu:>CS) ibe hall 11ill 
huN and de:d ld6 clectricil)' d:mmge 10 all crealurcs m a 5-[001 mdius. If the CLsler fails her auack bonus, 
the hall 11ill dis.si1rJ<e hannlcs.;ly. This spell crC'Jlcs I b:dl 1ier two C'JSlcr levels up lO a ni:L\inmm of 8. 

Bane (Enchantment) 

[J 
Lc1cl: Cir I, Banc I 
Dur.uion: I minule I IC1•cl 
\rea of Effecl: 25-fool radius 

llange: Sigh! of C.<JS1cr 
C•c.ling Tune: I round 
Sa1ing Thro11 : \\ill negate~ 

Il:u1c is the rC1e('\(' of llle>s. and lowers die momle and auack bonus of enem) crl!\Uurcs in the :m:a ol effect 
h) -I for the dumtion of the spell. Banc counters :md dispels Bless. 

Banishment (Abjuration) 
l.C1cl: Clr6, Sor/\liz ", llelm 9 
DuraLion; lnst:iniancous 

} \mi of Effect 15-fool radiu.s 

llruigc: Sight of Caster 
Casting lime: I 
&ll'ing Thro11: Will neg:ues 

l pon completion of this spell ;di summon<'!! creatures in the arC'J of clfec1 must make a Will sa1c or be 
rc1um1'll 10 the place ii can1e from. This spell has no e1Tec1 on crl!\uure> 1hm arc 1101 summoned. 

Barkskin (Transmutation) 
l.cl'cl: llrcl 2 
Dunuion: 10 rouncls/le1el 
.lrl!\1 of Effect I cre:uurc 

llangc: Touch 
C.'IS!ing 'lime: 5 
Sal'ing Throw: \one 

Barkskin t<tuses a cmuure's skin 10 become as tough as bark. grnming a +:I armor honus ( +4 al 61b Level 
:md +5 :11 ildi Icici) for die dur.uion of tlic spell. 

Beast Claw (Transmutation) 
l.C1el: Drd l, Rgr l 
IJurmion: to round< 
Arl!\1 of Effect C:L"er 

Hange: C:lsier 
C.1.<ling lime: 5 
Saving Thro11~ ~one 

Tltis spell lnmsforms the caster's arms imo ihe cla11~ of a ntigluy be:isl, giving the GISier a +4 bonus 10 
strength and the abilil) lo rake an opponenl for 2d4 ( + s1rcngd1 bonus) poinl' of sl:ishing damage. The easi­
er cm1 all1ck twice per round 11ith the bC'JSl cla\\~. 

Beltyn's Burning Blood (Necromancy) 

CJ 
I.Cid: Sor/\\'iz; 
Dur:uion: I rouncVl le\·e!s 
Arca of Eff<'CI: I creature 

Rmige: Sigh1 of Casler 
Casling lime: 'I 
Saving lliro11c Fortiludc ncg:tl<"' 

This spell !Uni' a l:lrget's blood lo flame, domg :I· I! hil poinlS of damage e\fi1 round and driving the 1icrim 
berserk 11ilh pain. nie Ulfgel gels 10 "''Ike a Fortitude save e1e11 round; if succes,sful, die d:unage and 
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h<·N:rk \IJI<' :ire lll1'!1l'd. fin, 'Jl<'ll d<K'\ not 11urk '1g;11n'1 crr;uun.,, that do not h:l\c hlood, ,uch a.' thl' 
undrad. 1•leml11tal" :tnd pL1nl' If the crr;uurc '' ""''lam to firr. lh1> rL~l\tancc 11 ill lo11cr or nulli~ thr dJm. 
a~c Imm llu' 'Jldl 

Black Blade of Di.\aster (Conjuration) 
l.t,d: Sor/\li1 'l. llJ>k 9 
lluralmn I roundilt'<'I 
lrc:1 of UIL'<t Spt'lial 

ltm~c: (,L,lcr 
fa,tmg Tinw· 9 
Sitlll!R Thro11 Fonitude negau"' 

f11b <pl'il cnahlt'\ the c.1.,1er to create a hh1ck. hladc·>haptxl planar rift. ahou1 1hrre ft.et lonR. II 1u111p' in10 
till' rnsic" hand and ;, ust'li •L< a norm'tl "'ord. rcmaunn~ there for the dur.u1on of 1he 'P"ll ll1e c;L'ler" 
«nNdcn'I 111 he prollc1cm m this 11capon and Aains a + 10 lxmu' 10 hit The '"ord ,ICL\ a.' a+; 11e:1pon and 
de:tl> !di! damaRt Jl<'r >llike and 1hc 1icUm mu,1 make a Fonitude '<IH' al +-1 or he d"1111egr:t1t'll . 

Bhuphemi (Conju•alion) [E•il] 
Ll'leL Cir-. lla.'k K 

.. Dumuon: In~tantaneous 
lrc:l of IJkct .lO·foo1 radiu, 

Range: Ca.'ter 
('1.sting TI!ue: I 
S.l\ini.tniro". \um.· 

\Ihm uuen,J.1h1. spcll mms the clenc into a bridge lie111t'C'n hi\ god antl the Prime llatcrial PI.me. allo11ing 
hm1 lo funnd nugiGU l'flt'rg) 10 '"lilt' all crcmum. of non-<' ii align111em m 1he ;1m1 of effect. f11e efft'CL\ dif­
fer ammling 111 the ~lfRt1\ ll'el· 

l.l.,_S th;Ul I - [)e;Uh 

·1 10 " - Stunned for I o roun<b 
810 11 Lost.,, - poml\ of Strength for 5 roun<b and stunned for I round 
I! ru1d up - Sttmnt'!i for I round 

Ihm· is no ;a1ing tltrrm. and the efft'Cls la;,! for till' duration ur the SJ!Cll or 011111 di>pelled. This spell ma) 
onl) he Gl\l h) l'lil characte" 

Bless (Conju•alion) 
ll'lcl: Cir I, l'al I. Tempas I 
Duration- I minllle / ll'lel 
Ire:• of OTt'Cl !5-foot radiu' 

R'tngt•: Sii:Ju of UL\lCr 
Ca_..,ting ·nmr: I round 
S;11mg lhro11. \one 

l J">ll 1111..nng 1111, 'Jlell, l11c c:tster raises the attack bonu> of allit'!i creuure. m the are:1 of effect b) +I . Ille..' 
n•ume" and d1Spl'b &me 

Blindness (Transmutation) 
l.t'l·I llrd l. Cir 3. Sor~iz !. 11:tsk l 
Dur.uion: 8 hou" 
lr"t of Ef!t'Cl: I Cfl"alure 

lfangc: Sight or C.ISll'r 
Ca.sting Time: l 
Si11mg Thro11 Fortitude negates 

lllis >pell hLi11tb onr cre:nure Blind cre:nure; m·e •II a "gmficam disachant1gt• in comh'Jl, 11i1h a-! pcmdl) lo 
,\C. no IC honu> from dc\lrri11. •md auacks b1 1hc blind cre:nun· arl' 50" likd) 10 001rigl11 mi" Call oppo· 
nrnts h'11c lull conm1Jmcn1l. 

Blink (Transmutation) 

[] 

l1·1t·I· llrd .t Sor/1111 5 
Duration: I roumVk'\l'I 

' ""' of rfitct: (jtstcr 

llanAt: C:a.stcr 
Ct ... tin~ limt" ~ 
Sci\10~ lhrow \one 

rhmu~h thb 'ik:ll, 1hr ct,ll'r i~ ahlr 10 t.'flter a '\tJlt.' \\hc·rc shL· i..' con~tall~} phot,in~ ht•l\\L't'll tlw m;tll'.rial and 
clhcmtl plull~ II hilc in l11is >tale a1~1tks ai,unsl lhc c:L\ler arr 50'1> likd) 10 nu1ngl11 f,tiJ, hut the caste(, 
anack.' also ,uffcr and ;u-c !O .O hkch lo fad In addition, 'Pdlca.,tinR" !0% likeh 10 fad 11he11 under ll1e 
elfocL' of thl' 'Jl<'ll 

Blood Rage (Transmutation) 
Ll'el: Sor/\111 'I, Trmpu>; 
Duration: lO round> 
lrL"a of Elfect I allied cremure 

ltu1ge S1gl11 ol C;l'lcr 
Ca.\tinR Time: -
Sa\ing '111ro\\ - \one 

flus spell 11ork.' onl) on pla)cr ch:m1c1crs or allied creature>. \\hen cast, the tal'l\el of this>pcll goc. 
he"-t'rk. auacklng the neart'>l crcaturr until that cremure is dead. then 11101ing 10 the ne\t targct. llltile under 
Blood Rage. the IJJ)(el is immune 10 chann. sleep. fear, hold. >1un111ng, confu,ion. emotion. >1mbol spclb. 
and rclatt'll elfccL,. In addition. the l:JrAet g;uns +6 sirengtlt +! con,li1u11on. and a bonus 10 hb/her moll• 
mcnl rail'. ll1e 'Pl'll h<L' \l'\eral disad1an~1ges. howl'ler. The hit poinl' of the target arc ma.,kt'!i for the dura 
tion of tlie >pell. and the lal'l\t1 cannot beneDt from an) effect that heal< 1111 po111Ls ll 1he end of die spell\ 
dur:1tion. the l•lfRCl hl'Comt.,, faliguc'!i and their Strrngth drops 10 .l for ! tum' Blood Rage c:umot affeo 
crc-atun'> of la11ful alignml111. 

Blu• (Illusion) 
l.t~el llrd !. SOr/11 i1 l. 11a;k ! 
Duration I m111u1e / ll'\cl 
lrL"a of Effect Ca.,1er 

Range: Ca.ster 
Ca.~in~ ·nme: l 
Si111ng f11ro11' \one 

Blur cau><..,, thc 1111,1rd' hod1 10 become hlnrred, shifting and 11a1enng. This d1S1ortion gJIL'S the ca'tcr's 
auackel'i a !O' mis.s ch:mce 11hen ll')ing 10 1111 him. 

Bull's Strength (Transmutation) 
1.l'rl llrd ! Cir !. l~tl !. Sor/\\ iz !. lall1,mder ! 
Llur:111mt I hour/ielrl 
\rc:1 of t:ITt'Cl: I crL"alllre 

Range: Touch 
('1Sting liml' I round 
S;11111g Thro11 \one 

rill> 'Jl<'ll granl' ihl' lafl(l'l crc:uun· .1 I d1 + I Slrt'fl~lh l">llll\ for iht• dumtion of the 'pell. 

Burning Hands (Transmutation) 
It'd "ir/\\u I 
l>um1i11n. ln~laJJl•ou~ 
\rc:1 of l.llt'CI llul'il of O;m1t.,, to ft. long 

Cl'Olt'rt'll on c.1.,ter\ hand' 

ft.ul~t CJ~IL·r 

('1.sun~ Time: I 
S;11 mg f11m11 Rl'Ol'\ h;llf 

II hen lhl' 11i1ard c.LS[\ tins spell." (l1 or Sl"armg n.unc 'honLs Imm lus llngcn1p>. rhe ilatnt· tel\ <ffl' fi1c fed 
Ill len~1h ou1d 'Pr<'<1<l out m a hon10111al arc of al•1u1 I !II degm" m from of the 1111;1rd. In) rmnure m die 
'"''·' of dh-1 sulle" t d 1 poilll> of fire dama~e Jl<'' c;c,ter le<l'I. 10 a lll•L\unum of >d 1 fire <h1~1ge . I succe..s· 
ful Refil'\ '"'" h;tl1t.,, till' <hunagt•. 

Cacofiend (Conjuration) 

f 

L<'t·I ""11111 -
llur:t11on: 15 rounds 
lre:1 ol t:fft'l1: 'P<"<1<d 

R;mgc· Sti:Ju of fa,ter 
(.;L..,lm~ lmw I rnuml 
Sa\ill~ "lhro\\ \nnl' 
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,1~ht \n)ont· prc>1<~·1rtl from <'ii 11ill not hl' U!fgcll\I h) thl' demon Th" I' a dangerous 'pell to 1111okc, 
sa\l'CI l>bl for dcsperau· 111nc'>. 

Call Lightning (Trammutation) 
Lc'cl llrd .1, Rf:r ·1 
Dur.ttion: 10 roun<b I ll'cl 
\rea ol Ufoct Sight of Ca'1er 

ltmgc: Si~hl ofC:e>ttr 
fa,tin~ ·nme I round 
Sa11ng l'hro11 Refic\ h,df 

\\hen a CJll l.i~hming spcll is cl\!, ii mt<-l hi' C'JSl out"de, othernisc ll will not 11ork and tl1e spell;, 11a.s1cd 
The c;Lster is able 10 call do1111 bolt• of llghming. 111e Cl."er cu1 call do11n one hoh per 10 round.s. The ~pell 
h•L' a duration of I o rountls per caster le1el. Each boll caust'> Id I O pomt> of ck'Ctric-JI damage for rocb of 
lht· castcr"> C\(X'ricnce k'cb (ma.\imum or IOdlO) . The boll ofLighlnin~ fiJShes do1111ina1erticd stroke'" 
any of lhe GLSler's cnmncs. The C'JSter does not choose tl1e targets or the spell. though the lighting 11ill not 
strike an\ of h1> allies 

Carrion Summoru (Conjuration) 
l.L>l·el: Sor/\\i1 C. 
Dur•uon· - rounds+ I round/le1cl 
1re1 01 area: Speci:d 

Range: S1~hl o[ C.·btCr 
C:to;tmg lime: I round 
Sa"ing Thro11: ~one 

'rhts spell con1urc'S forth a mutated C'Jrrion cra11ler or cnom1oa• sue that " under the C'J.'1er's control TI1err 
i' a 1'i' chance thb spell 11UI .ummon two carrion cm1ier.. instcJd of ju.'1 one. 

Cat's Grae< (Transmutation) 

IC"] ~~~:ti~~d :i,:~~!1 L1.iJ \ml ol E[focc I creature 

Range: Touch 
C:tsling lime: 2 
Sming TI1r011: \one 

J'lus >pell gr.ml\ the L1.tgc1 creature a Id; + I OC\lcn~ bonus for the dumtion ol the spell. 

Chain Lightning (Evocation) 
IL'el Sor/\\iz 6, Talos 6 
Dur.tllon: lnst:mumeous 
lrea of EITttt Speci:tl 

Range: sight of C'J.,ler 
C:L'>ting lime 5 
S.11mg Thro11 Refic\ half 

·1111, spell rrle,L-..:s a bura or elcclncal energy al a rargc1; unlike the LiRf1ming Hoh s1icll. ho11l'er. once the 
l»h stn~es the mitial 1;irge1, the elcctric1~ then 1ump> 10 the next ncJrest enem) do111g sigmfic-.1111. but less 
damage n1c IM!h inll1all) inDicb 1-6 hit poinl'> or elcctricd damage!le1el or the Cl.Sier, to a ma.\imum or 20d6 
poulls ol dam;1ge. The hoh will JUl!lp lo a numhl'r or other mon>IC!lo "I"'" 10 the Gbler's k'el infiicllng hall 
a.s much po!o;ihle damage. I 19th le1el C'J.>ler 11ill !111 the illlti•d Ull'j\Cl for l<)d6 II Orth or dan1:1ge. while :di 
,uil>l<1ucn1 rargel' will 1:1kc 9d6 pomL' of danmge. 

Champion's Stren~h (Transmulation) 
11,cl:Clr 5, l'al 5. Tempos 5 
DurJUon: Ill minutc:;/lc'd 
\n·a of EffL'Cl. I cn'aturr 

ltinge: Siglu of faster 
Castin~ rimr: ! 
Sa11n~ Thro11 \one 

11 ht:n 1hb ,1icu 1, c;L". the c;L'1er cffL'Ctl'"" dra11, on LhL' '1rc11glh of h" god and lend' 11 to die .rargel rrra· 
1urr. in cilecl rrratmA a chan1p1on. ·n1e tatgLi ~uns a HI d1 '1rengtl1 honus for the tlur.ttion ol llll' '1"'11 I he 
el!t'Cl Ll-.ls for Ill minuteJIC\cl of the aL<ter or umil d!<pellt'll. 

Chant (Conjuration) 
l.N·l 1.lr !. lempu' ! 
Duration I II niund.s 
lfl"J of Ukct: .iMool r.1d1us 

Range: fa,lcr 
c:a."mg lime· I round 
S.11 mg Thro11 · \one 

Ill ml'Jll> of tlit llum 'pell. tl1e denc bnnR-' special larnr upon h111tscU and h" pam. and caU>L" 11'lfm 10 
1ti, enemic" II hen the Chmll 'pell is complctl'll. all the denr'> ,JU,.,, m the arc.1 of clTL>t:l gam + I to :mad, 
daniage, and sa1111g d1m11,, 11lule the cleric\ enemies suffer a -I pcnah1 to their allach..s, damage and"'''" 
~lultiplc Chants arr nm cumuhu11e. Tlus spell l'l'<JU!rr> a moderate mnounl ol concenlrJtion b) the C:L,trr. so 
the clenc crnnm ca.st ani spells for the U1ant's dur.1tion. and his mo1cment ",1011ed bi halL 

Chaos (Enchantment) 
l.t'd Sor/\\ i1 5 

_ Dumlion: I mund/lc'el 
,\rt';l or Ufcct: l0-[001 radms 

Range: Sight of C:btcr 
C:tsting lime: 5 
Sa1111g Thro11 \\ill negates 

TI1e cffcclS or lhi> spell arc 1denuc-JI to the 1tl1 le1·e1 spell Confu.sion m ;dJ l'rSpl'Cb. The 11ctims 11ander 
:iround '" if m a d•ue. soml1imcs 11andcring a11a1. sometimes anackrn~. cllher fril'lld or loe. II the 1i11im is 
-llh k'cl or lo11cr. he doc" not fl'Cc!le a '<l•ing thro11 1er..us tl1e efft'Cb. llo11l'er if the 1ictim L' 5th k'cl or 
hiRf1er. he rece111'> a\\ i11 sa1e al ~.The spell last\ for the dumlion or until a succe..sful d1spcl magic;,, c;J.'1. 

Chaotic Commands (Enchantment) [Chaos) 
Le1el: Ur 5. Tempos 5 
Dur:nion I 0 round.s / le1el 
\re1 ol Effect: I crcmure 

ltmgc: Si!llu of Ca.'1er 
Casting lime: .l 
Sa1ing TI1row: \ one 

U1aotic Command.s rendc,.,, a crcJture immune to magicd commands. Uwm, Donumne person. Command. 
Sleep. Confusion. and ~)1nhol s1l<'lls all fit 1mo chis categOI). 

Charm Person (Enchanlrnent) 
Le1el: llrd I. Sor/\Viz I. Oghma l 
Dur:nion: .I round!i +I I le1el 
\J'C'J of Effect llumanoid of Medium-sire 

orsm;dler 

ltmge: Si!li11 of C:a>ter 
C:L'1mg Toue: I 
S;J\ing Thro\\c Will nl'!l'llCS 

Tius spell alfl'Cl' ml) single person 11 " cast upon. TI1e tenn per..on 111cludcs any h1ped.d human. demihum;m. 
or humanoid of man-s11e or smaller, such as bro11mcs. d1111ds. dwancs. ehcs. gi10lls. gnomL'>. gohlins. hall· 
ell'cs. haUlings. hall-ores. hobgohlins, humans. kobolds, lizard men. nt\les, ores. pL\ics. sprill'>. 1row<X1)1cs. 
and other... Tims. a I Oth·le1el figliter could be charmed. but an ogre could not. TI1e per..on fl'Ceill'> a Will 
smc 10 a1oid tl1e elTl'CL II the spell rc'Cipiem fail• lus s:11ing 1hro11. he rrgartls the c:t-ter "' a trusted [ncnd 
and all) lo hi' hecdt'll mid protected. The ca.ster may gile huu orders, and the chamll'd mdi1idu.~ 11ill CJIT) 

them out :ts c1u1ckli as possible. 
If the ca<icr han11s, or :u1empLs lo h:inn, tl1c channed person h) some 01ert action. or if a dispel m:~1c spell 
is >Utcc,,.,slull) cast upon the charmed person, the cham1 spell L' broken II 1110 or more chann dfecLs simul-
1aneousl1 allL'Cl a crcmurr. the most rt'Cenl chann L'lkes llfl'Cc'llencc. ~ote that tl1e subit'Cl has full mc111011 of 
the e1cn" 1ha1 took place· 11h!lc he"'"' charmed \Jso note d1a1 )OU C'Jnnol ha1e a dwml~I creature lemc 
thr ilrC'J \\(u.:rr hl• \\,ts channrd. 
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Charm Person or Animal (Enchantment) 
_ l.<'lel: Ord 2 

Oumtion: -1 rounds +I/level 
\rea of Elfec1· I Humanoid or Animal 

Medium-sized or smaller 

ll:mge: Sigh! of Ca.ster 
l~tslin~ lime: 5 
S:11ing Throw· Will negales 

'rl1bspcll alft>ct:; any >inglc person or animal ii b rnsl upon. The tcnn ··person·· includes mi; bipc-dal human, 
dem1human. or humanoid of man-size or smaller. such as dw:mes. ches, gnolls, gnomes. goblins. half-elie>. 
halllings. half-ores, hobgohlins, humans, lizard men, ore>, 1roglocl11es, and other>. 
Thus, a I Oth-bel llghter could he charmed, but :m ogre could nol. If the save is failed, the victim regards the 
caster as a lnisted [nend :md ally 10 be heeded and protected. The c:Lsier may give him orders, and u1e 
clll11'1n<·d indhidu1d will carry them out "~tl1ou1 question. Creatures remember everything "hile charmed :md 
thus 11ill usuall) be ho>lilc 10 the caster upon cxpimtion of the spell. 

Chill Touch (Necromancy) 
l.<'lel: Sor/\\iz I 
Duration: :I rounds + I round/level 
\re:t of Effect: C:ISter 

Range: Touch 
C:csting Time: I 
Sming Thro11; Fortitude negates 

When the easier completes tl1is spell, a blue glow encompasses his hand. This energy allacks tl1c life force of 
ai1)· rre:11urc upon "hicb !be 1vi71trcl makes a successful me lee aitack. The 1ouched crea1urc must make a 
l'orlitudc S;IVC or suffer 1-4 points of cold damage :md receive a -I anack bonus modifier for one hour after 
being >lmck. If the crea111re is an undead creature, they arc affected by panic (will negates) for 10 rounds. 
lJnde-Jd suffer no d:unagc or :utack bonus. 

Chromatic Orb (Evocation) 

-

LL'el: Brei I, Sor/Wiz I 
Dnr.1Lion: Special 
Area or Effect I creature 

Range: Sigh1 of C:ister 
Casting llme: I 
Sming Throw: llcnex negates 

Thi< >pell creates a +inch-dian1e1er sphere 1ha1 =be hurled unerring!) lo ils uirge1. Tbe orb's effect 
depend> on tltc level of tl1e wizard: a lst-level sphere inllicL< H damage and blind' the uu-gct for one round . 
. \ !nd-le1cl sphere inllicts 1-6 damage and innicts pam upon the victim. A 3rd-IL'el sphere deals 1-8 dmuage 
and lll1111> tl1c »ictim for 1-3 fire damage. A 4tl1-level sphere clc:tb 1-10 damage and blinds tl1c ~1rgct for four 
rounds. \ Sth 10 6lh-le1cl sphere dc:ds 1-12 cl:uuagc and stuns the target for three rounds. The 'tl1 to 9th­
lf.'\·cl sphere deals l-16 d:unage and p:1ralrzcs the 1ictim for 15 rounds. 

Circle of Blades (Evocation) 

EJ 
Level: Cir 6. P<d 6. Helm 6. Tempus 6 
Oumtion: l rounds 
,\rea of EITect: Hoot rndius 

R<mgc: r,c~ler 
C:1Stiug Time: 9 
Saril1g Throw: Renex half 

J'his spell cnnj1trcs forth a 11\lll of circling, mzor-sharp blades ihal 1111irl and n:t<h :u·ound the oL<tcr, cre-•ling 
m1 inunohile barrier. In\ creature anempting 10 pass througl1 the blade barrier suffers 8d8 points of dan1agc. 
witl1 a successful Refle.\ save for half daniage. The caster is immobile for the dnr.1tion of 1hc spell. 

Circle of Bones (Necromancy) 

ii Duralinn: 3 rounds 

82 LI 
Leid: C.:lr :I 

lrea of Effect Hoot radius 

Raugc: Ca.,ter 
r,L,ung ·rime· .l 
~1'ing Throw: \one 

rhb spell conjures fonh ;1 barrier ol Onaling boncs thal spin rJpidly arnund 1hc c:Ner. ,\tl)One emeiing 1heir 
p:llh 1:tkes id6 hiud~enning damage :md id6 Si:bhing damage per round. rile l<l<ICr C'JnnOI mnre for !he 
durallon of lhe spell. 

Cloak of rear (Conjuralion) 
LL'ci: Clr-1. llm1e-l 
Durntion: 5 rounds 
lrea of Effect Ca.,1er 

Rangr: Caster 
C:1St111g -nine: 6 
Saring llirow: II ill negates 

Cloak o[ Fe:u· hes1011> 1he t~ister 11i1h an aUl"J of fear in a 5-fonl rJdius. All cre-Jlures 1hm emer 1he cloak's 
are,1 of effect mus1 make a Will >:11'e or Oee in p:rnic for I tum, and must co111inue to make \l"ill s:1res twice a 
round '"' long :L' they :u·c in the cloak of fears area of cffec1. The aura does not affect undead cre:uure>. 

Cloudklll (Conjuration) 

B. LL'ei: Sor/\Vi7 5 
llur:uion: IO rounds 
\rea of Effect: I 5-foot radius 

lfangc: Sight of Caster 
C:L~ling Time: 5 
Sa1ing Throw: Fortitude nt'gales 

ThLs spell genemtes a billo11ing cloud of ghastl) yello11i.-h green 1apors tl1a1 is so 1oxic :IS 10 sla) an) cre:uur(' 
11i1h fewer 1hm1 -l Iii! Dice. cause creatures with 4 10 6 llit Dice 10 roll a Fortitude sme or be slain. llol11ing 
one°> bre:1lh lms no effect on 1hc lethali~ of the spell. All cre:ttures 11i1h i I lit Dice or aho1c must leme the 
cloud immediate!) or suffer Id t O points of po•"°n damage e:1ch round 11 hile in the area of effect 11i tl1 no s:i1'!'. 

Color Spray (Illusion) 

~
. • Le1cl: Drd I, Sor/\Viz l 

Duration: ln:::.tanl:meous 
Arca of Effect: ;·' io· '20' wedge 

Range: C:Lster 
C:ISLing Time: I 
Sa1ing 1'hro11c Will negatt~ 

TI1is spell creates a 1ilid, fan-shaped spr:t)' of clashing colors lo spring forth from the ca.<1ers hand. The spell 
affects each creature caught in tl1e area of clTect according 10 iLs hit dice: 

L p 10 l : L'nconscious for ; rounds 3 or 4: Blinded for 5 rounds 
; or more: Stunned for I round 

Blind cremures are nol a1Tec1ed bi color spmy. 

Command (Enchantment) 

G 
l.e\cl : (~r I , !lane I 

• Oumtion: I round 
Area or Elfect: I crc:uure 

Range: Siglll of C;151er 
C.'1.<Ling llme: I 
Smfog Thro11c Will negates 

lipon completion of this spell !he caster Ullers a command 10 the 1arge1crc:1ture10 "die," 11hich tl1c 1ictim 
11ill do its best 10 carry out b) f:tlling asleep. Creatures 11ith 6 hit dlce or more m·c allowed a Will save 10 
resist the command. ~I tl1c end of the round the creature a11~1kens and is unlutrmed. 

Cone of Cold (Evocation) 
Level: Sor/\Viz 5 
Dura1ion: Instantaneous 
Ire-• of Effect Cone 

Range: Ca.sicr 
C:csting lime: i 
Sa1ing Throw: RcOc.\ h:df 
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lln' spdl rdt·ot'"" J wnc-,hJJl<'tl hlot,t of e\tremt• cold from the u'ter. doing ldb hit point< of cold d;unage 
Jl<'r It'd of tl1e u'ter (I ;Jc, mot\Jmum l. 

Coufu<ion (Enchantment) 
• LL'd Brd _I. Sor/\Xiz _, 

IJur.mon I mund/IC\cl 
\n-J ol Uktt: .\Cl-foot mdius 

Range: Si~t of W.'u:r 
W.'ting lime: _, 
S;111ng Thro11 . \\ill nt'!\att'S 

Thi> 'Pdl cau"" ronfus10n 1n one or more creature. 11ithm the area of clTect. crl"Jtm~ indeci>ion and the 
inahili~ to t;the e1Tt..:ti1e action. All creature 111tlun the area of elTect are allowed a\\ 111sa1e111th a -l pemdt) 
lo rc.'lst lhc spcll effects. r.onfused creatures either go berserk. st;tnd confused. or 11:mder about for the 
dnmtion of the spell. 

Conjure Animals (Conjuration) 
Le1cl: Dru ), Rgr 6 
Duration: 40 round< 
lrra of Effect. Spechtl 

Range: Sight of Caster 
Castrng lime: q 

S:11ing Thro11 . \one 

Tht> spell summon> fonh a m;L'>i1c mount:un be-ar tlmt 11ill obey command> from the c:e.ter for tl1e dumtion 
uf the s11ell 

Planar Binding: Air Elemental (Conjuration) 
LC\-el. Sor/Wiz 6, Selune -
llumtion: ,; rounds + I roundlle1el 
lrea of EITt'l.1: Sfl<'Cial 

Range· Sight of Ca'tcr 
Ca'iling lime: I round 
S:111ng TI1row: \one 

lltL'>pell allm" thl'l~e.ter to summon a 16 llit Dice elcment;tl from the Elemental Pl:me of -lir. TI1e elemen­
tal 1, initiJlh hostile to the caster. In) creature not under the effeclS of Protection from Elil 11ill be subject to 
tl1e clemcnt:tl ·s aw1rk.<. 

Planar Binding: Earth Elemental (Conjuration) 
LC\cl: Cir -
llur.tllon: 5 rouncb +I round/IC\cl 
\rc:t of Effect: Special 

Range: Sight of ea.,ter 
C:l>ting lime: I round 
Sa1ing TI1row· \one 

Ou> <pell allo11:. the CL"cr to summon a 16 llit Dice elemental from the 11cmcntal Plane of Eartl1 and bind it 
lo his \\ill. The elememal will fight on behalf of the c:e.ter until the spell dumtion c\pire> or the elemental" 
dt.,,tm1ed. 

Planar Binding: Fire Elemental (Conjuration) 
l;_,el Sor/WiI 6 R:mge: Sight of Ca.'ter 
llurallon· .l rounds + I rouncVJe1el C:tstmg 'lime: I round 
\rea of Effect· Special Sa1ing il1row_ \one 

Th" spell allm1:. the CL<ter to summon a 16 I Ill Dice clcment:tl from the Elemcnutl Plane of 11re. 
J'he elc·mmud ts llllliall) hosllle to the C:IStcr. In) cre:uurc not under the elfocts of Protection from Eltl 11ill 
he subjert to the elemental\ •lll:tck.,. 

Lesser Planer Binding: \ir Elemental (Conjuration) 
l.C\d Sorllli1' 
Jlu~Jllon: l round_, +I roundllt,el 
lreJ of Ufot1 Spl'l.iJl 

Ran~e: Sil\ht of fa,ter 
t.;i.-llng li111e I round 
l\;oing Timm: \one 

TI1is spell ,ummolL' ;m 8 hit dtce air elemental to <eJ'\e tl1e cl'ler for the durallon of the 'J!C:U. The ckmcnt;tl 
" 11uu;dl) ho"ile to the c:L,trr Ill) Crt"Jturc not under tl1e effect of Proll'l:llon from !)ii wiU be suhJl'Ct to llw 
elcmenuds atl;JCk.,. 

LeMer Planer Binding: Earth Elemental (Conjuration) 
Le1el: Sor/\\iz) Range: Sight of C:e.ter 
Dur.tllon: .l round> + l roundlle1el Casting lime: I round 
lrc:t of Effect: Spt'l:i:tl ~11mg TI1ro11 \one 

01L' spell summolb :m 8 hit dice e-anh elemeni:tl to SCJ'\e the C:L<;ter for the dumtion of the spell ll1e ele­
mental "imllJll) hostile to the caster_ lny cre-a1ure not under the effect of Protecllon from hil will he suh­
ject 10 tl1e elcmcntab atu1clc,. 

Lesser Planer Binding: Fire Elemental (Conjuration) 
LC\cl Sor/\\ i1 5 Range: ~1gh1 of <.:aster 
Dur.tllon: .l round\ +I roundill'el Ca.'llng lime: I round 
\rt':! of Effect Speci:tl S.111ng TI1ro11 · \one 

TI1i' spell summons an 8 hit dice fire elemcn~1f to sene the C:L\ter for the dumtion of tlte <pell . The elemental 
is iruUally ho>tile to the c:e.ter . .\n) cre'Jlure not under the effect of Protection from E1il 11ill be subtect to the 
elcmcnt;tb :tttaclc,. 

Lesser Planar Binding: Water Elemental (Conjuration) 
tC\el Sor/\X'i1 5 Range: Sight of Ca<tcr 
1Jur.n1on: .l rounds + I roundlle1el C:e.ting lime: I round 
\reJ of Effect: Special S:t1ing Thro11: \one 

This spell summoll:> an 8 lut dice 11mcr elemental to sen-e J1e c:e.ter for the dumtion of the spell The ele­
mental JS truUall) hosllle to the CL'ter. \n) creature not under the elTects of Prott'Clion frnm l\il 11ill be >Uh-
1ect to the elem<~llal's :tttaclc, 

Planar Binding: Waler Elemental (Conjuration) 
LC\cl; SorlWtl 6. Sclunc -
Dumtion .l round> + I roundll"el 
\rc:t of Effect: S11CCial 

Range: Sight of C:t'ier 
CasUng lime: I round 
S:t1ing Thro11 \one 

'1111> spell :tllo11~ the C'.t,tcr to summon :t 16 I lit Diec elemental rrom the Elemental Plane of Water 111e clc­
men~tl h inll1all) ho>ttle to the c:t<ter. In) cre-ature not under the efft'Cts of Protection from Elil 11ill he suh-
1cct lo tl1e elemental'; attack., 

Contagion (Necromanq) 

CJ> ' ~:~~I~;~ ;,~~ll;l~~r/\\ II~ 
~ lrl"J of Efft'l:I I Cl't:JtUre 

R;u1gc· Sight ol Ca\ler 
Ca"'"A lime: -i 

Sa11ng TI1m11; follltudc ncg.11.,. 
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1111' 'rell Gill'<'> J ffiilJOr lli><'<l>t and lleaknl'>. m il UC-JlUfl' 01e :tll11C1t..J 111d111d1td i' immed1ateh 'tricken 
111th painful and dJ,tr.1t1in~ >1m11torn.' b<JJI,. blotcht,, bim». "'t'Jlmg al1-cl.,,,'<'S. illld so on Streu~d1. 
Ue\tcn~. and Chari,ma are reduced h) ~ The aJllictt.J crenurc is also <10111'<1 l11be eflecb per.;bt until the 
chanictcr fl'<Cl't" a cure di-.e-.1.<e 'pell I fortitude "''e n~tes the dTecb. 

Control lndead (\ecromanq) 

. 

LL'd Sor/\\ il -
l>urJtiun : I minute/ lt,el 
.lrC'J or l.ffoct IO·foot rJdiU> 

Range: Stglu of fa,1er 
C.L,ling lime: , 
Sa1ing Thro11 Will n~ates 

The control unde;td speU allo11~ the caster to take comrol of 1-i undead crc:uure> within the area of effect 
\liU >ale is allo11t'<I to n~te die effect. The undead rem:tin under comrol or the C:ISter for tbe durntion or 
the s'Jll'U or until tht-v arc :tlTectt'<I by a dispel magic. 

Creeping Doom (Conjuration) 
l ~'el llrd' 
llumllon I minute /IC\·el 
ln"1 or Effect· Special 

Range: Sight of l:aster 
C:istiug lime: I round 
Sa11ng Thro11 \one 

Cm .. 'jling lloom >llmmons a horde of insects composed of 1anous small beetles. spiders and odier cre:uun'S. 
The snann.' all' capable or dealing dC\':IStaling dmnage in a shon period or time hut all' in tum fragile and 
casilj killed 

Cure Critical Wounds (Conjuration) 
Ll'el: Brd I, Cir'!. llrd; 
Durntion: Instantaneous 
\re;1 of Effect: I creature 

R.111ge: Touch 
Casting lime: 8 
Sa1ing Throw· \one 

\\lien ct,tmg thb spell ,1nd laiing his hand upon a crc:uure, the cleric hc:ds 4d8 + I pointJIC\·el (up 10 +20) 
of tl.1111agc to 1he crc:Uul'l''s bod). 

Cure Light Wounds (Conjuration) 

0
-> l.t'cl llrd I, Cir I. llrd I. Pal I, Rng l 

llur.1tion: ln:.Umtaneous 
Ire:• of Effect I cmtul'I' 

R:utge: Touch 
fa,Ung lime: ; 
Sa1mg Thro11 . \one 

\\hen ca.'ting tl1is >pell ru1d la)ing his hand upon a crc:ttUl'I'. the cleric hc-.tls I d8 + I poinL' of damage (ma.\· 
1mum of Id$+ 5J lO the creatUl'l'O bod). 

Cure ~loderale Wounds (Conjuration) 
i.C'cl Brd 1. Cir !, llrd J, Pal J. Rng :I 
Dur.uion: lns~mumeous 
IJ'C'J or EITerl: I CJ'C'Jture 

Range: Touch 
Casung lime: ; 
S:tring lllro11 : \one 

1\hen c.t,ting thL' spell and h11ing his hand u1ion a crc:Uul'I', the cleric he-.ds lclR + I pomi/ll'el of damage 
(ma.\imum !d8 + ICll 10 die cre:uurl'\ bod) 

Cure Serious Wounds (Conjuration) 
l.<'d llrd .1. Ur .1. llrd 1. P;d 1. Rgr i. llntllc~ .1 ltm~e· louch 
Dur.tti1m: ln:.1a11LiUll'OU.' 

\rl"J ol rnl'l:I : I UC'JtUl't 
fa,ung lime: -
Sa111ig Timm : \one 

\\lien Gl'tin~ thi> 'JICU and la)m~ h" hand upon a cmuul'I', the dcnc hc:tl, 3d8 + I poim/k,d of damage 
( ma.\imum .ld8 + J;) lo dte crc:1tur6 hod) 

Darts of Bone (l\e<:romanq') 
, l.C'cl Sor/\\ iz Ci 
, Dunttion: 1 rounds 

lrc:1 of Effect: Ca,,ter 

R:111ge: Caster 
C;t,ting lime: 5 
Sav111g Thro11c Fonlludc n~tes 

Tlus 'JICll crc:ues nmc dan.' that c:m be used h) 1he C.1'tcr and cumot be une1111ipp<-d '° lung"' till' >p<'il b 
111 effect The dart' :tl'I' +.i . do I di d:unagc. and a Cl'l':lture >1mck b) a dan m11>1 make a l'on1tudc sarc or 
ulke anod1er ldb damage and hme 1L' stl'l'ngth reduced h) Id 1+ I for; rounch. rhe rnster's 11c-apon profi­
cicnC\ 111th dart' (or lack thel'l'OO ha> no effect on the dan.,· d1illlce> to hll a u1rge1 

Deafness (Transmutation) 
I.Mi' Brd l . Sor/\\ iz l 
llumtion Ida) 
lrc:l of Effect I CrC'Jture 

R:mgc: Sigln of Caster 
C:isllng lime: l 
Sa1ing Tiiro11 · Fortitude neg;11e> 

Titis spell nil! make the 1arget toUJll) deaf. DeaJ'cned spellc:ISlers all' lO'\, moll' like!) to mi>eL'1 an) speU. 
TI1b dc:1fnes.' cm he done :ma) nith b) a dispel mag;c spell and similar effects. 

Death Armor ( ecromancy) 
I.e1el· Sor/\\ i1 l. Talos l 
llumlion: I rouncVIC\el . 
1rc:1 of Effect Cm.tcr 

llange: faster 
fa,Ung lime: l 
S:11ing llirow: \one 

Tius speU surround> the ca.>ter 111th crackling black energ) from tl1e neg;u11e encl}I) plane. The llcmh lrmor 
11111 damage :myone 11ho strike;; dll' c.1.'1er in melee. dc:11in3 ldi + I per! CllSler lc1els (m:L\Jmum of ldi + 
5) mag;c tltmage. Other non·lilmg crc:uurcs such as constmcts and golems all' unalTt'CtL'<I 

Death Ward (Necromancy) 

[!] 
l.t,el CJr 1, Drd ;, Pal 1. llelm 'I 

• Dumtion: 10 minutes/IC\'CI 
\rc:J of E!Tt'Ct I crc:uure 

Range: Touch 
C:tsting lime: I round 
Sa1ing Thro11. \one 

Titis 'I"" proll'Cls dte mrgel from :di fonns of dC'Jlh magic for the dur.uiun or tl1e >pell Tiit' mcludt~ hut " 
not limited to 1'011er \lord Kill, lle:tth SreU :md l'ingcr of De;uh. 

Decastave (E•ocalion) 

D 
l.C\el. Sor~lz l 
Dunitum: I rouncVIL'd 
ln.-J of l:ITL-<'L C:l>ler 

R:u1ge Lt<ter 
fa<;1111g Time: l 
Sming 11trow: \onr 

l11is >pell crellt~ a ,utlf of fon:c 111 tht: ca.'tcr\ hand 11 ltich can Ii< nieltled a.' ;l '""·'!'"" . 11c:1po11 proficient\ 
honu'<'S or pcn.diie> applr Ille llt!<:a...ia'c dc,tls ldX Mudg<~•mn~ dama~e per 1111. and c:u1 hit cl'l':lmre:. 
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1mmw1!" to nonnal 11 capon,. The >tiff abo dr.u1t< an additional Id! hit pomL' JI"' '1nkc that " tr.ul'fem'li 
01er to the \\Wider\ own hit poinL,. J11L.,,. C\trJ hit Jl\Jlllb can take the 11iclder mer his ma\imum hit J~iinL' 
hut am hll poinc, "°nl'li in 'ud1 a manner .in· tem1xmll) .md "ill dt"IJl•Ue in a wm 

Defensile Harmony (Enchantment) [Lau fol] 

) 
l!1d rJr 1. J".tl i. lltlm i 

I>ur.uion; (1 roumb 
lrc:1 of UIL1:1. IO·foot rJdJu, 

R;mgc: C:c,ter 
t:a,,tmg lime: I 
S;11ing Thro11. \one 

llcfen>iw Harmony aU011' a group of creatures 10 act <L< a smgle unit fora single ba1tle or cncoumcr. 
enhandn~ tl1c coordination of tl1e1r anacks and lactics. TI1is effoct is al11a" ccntcn'li on the c-.is1er hul affecc, 
all tlto'" 11illtin a IO·fool r.1diu' Tite affem'li c:m mo1e ouL,idc of thi> area alter 1he 'peU is c:c,1 :md still 
enini Jhe bcnefic, of harmon). \\Jule 1he spell is in effecl. melt afft>cled crc:uure gains a +4 deflecuon armor 
h<1nus TitL' lasl' for 6 roumb or until succes.,fuU) d1speUt'li 

Dela)' Poison (Conjuration) 
LNI Brd l. Cir l. Drd l. Pal l. Rgr t 
Dur.nion · Jnsmn~mcous 
lrm of Elfec1. I cmuure 

R;mge: Touch 
f;l5ting lime: I 
Sm mg Thro" . \one 

Thb spell 11111 dr.t.,lic::dl) slo" 1he effeclS of poisons in a poisoned crc:uurc. incrc:L<ing ib chanct" of suni1~tl 
'° th!'l'e is lime 10 find cumti1e magic al a 1emJ1lc or from some od1cr he:tler... Tius spell wiU :tl;o sober up a 
rlurar1rr di;u h•L' drnnkcn lmnsclf 1mo a stupor. 

Delaied Blast FirebaU (E>ocation) 
Ll~el ~rl\\i1 ' 
llurJtion: Spcci:tl 
lrc-J of J:IT1>ct: .lO·fo-01 radius 

R:mgc: Sigh! of Ca."er 
C:l5ting lime: -
S:11ing Titro11 c ReOc' half 

lltis spell crc:tlL-s a fireball dtm h01er.. al a poml de1ernuued b) 1he c:L\ler. The firehall 11HJ sta) 111 po>1tion 
until someone 11;tlks 100 close 10 it, m 11ltich poim ii 11HJ e\plode for ldR poinLs of damage per c-.i.'1er l!'\el 
<Rcflc\ saw for half damage) . 

Destruction (~ecronrnncy) 

00 
IL'cl Cir-. Talos -
J>ur.ition: Special 
lrc-J of 11fl'Ct: I crc:nure 

Range: Clo>e 
Ca.'hng lime: I round 
Sa1ing 111ro11: Foruwde Jlarual 

lhL' <ptll imht1l'> !he c-.t.<Jer's h:mds 11ilh dcs1rnc1he ncgati1e cneri,~ 1ha1 will relc-.i.'" 11IK11 a <UCCl'>Sful touch 
atmrk C. made 1111, :mack 11ill i1N:mtl) dt'Stro) a 1argc1. bhc,Ung ii into sm;tll rhunk.,. I Forti1ude s:11mg 
1hr011 "allo11L'li and if succcs.,ful 1he targLi ~1ke:. I Od6 magic damage m>tc-Jd of bemg de>tro1ed Tius spell 
h;L' no otlkct 011 unclcad or con'.\tntcl!i. \ote th:u a ch:m.1cter Mrnck \\ilh a Oe:-itnictinn :-.pt·ll tmnot he ntiM.-'(] 

from die dead 11 llh a Rai'-'! Dead or Rl'Surrcction spell 

Dire Charm (Enchantment) 

' 

l.t1cl. Brd 2. Sor/I\ iz l. B;me l 
Dur.illon. 10 roumb 
\11,a of Ukct. I llum:moid 

11 L,J111111->11«I or ,maller 

Range: Si~u of ea.'1cr 
UL.,till).t CT!m:: .l 
S.11 mg Thro11. II ill negall'> 

Thi> <pdl is sinul:ar to lhl' Cham1 Person spell ll•>11c1rr, !he ;llli.•cled nealurc gcies 1n111 a her.-trk >Lne. 11mll· 
inp, 1\11 one 10 h:lCffi Jtt., ffi~-.f.lT (tllC ~pcU ca-;;tl'rl. TIUI~. the trC'JlUfC \\ill fi~ll t'Ol'ffilt.'!- Of ~H: Ca.'\IL'I". ('\CO for 

111tr :tlht'S. nil' 'fll'll IS 11111111,1111 tht• '<till!' nl.Ullll'r J.' Charm l'er><in SJ!dl. llw 'JICll can alktl illl) h11m:1no1tl 
m"lilllll '11"1 or ,mailer rhu' a I llth·bcl r1~hler could ht· d1:1mlL,J. hul ;Ul o~rL' LUUl<l not I <Ul'tl ;ful 
11111smc11ill 11c~;llc am cO,-cl. 

Disintegrate (Transmutation) 
Lt' d. Sor/I\ i1 6 Range Siglu of ea.'1er 
l)ur.iuon h1>lan~111<'01c, Ca>ting lime: 6 
\rc.1 ol 11fert J Creuure S;111ng TI1ro11. ForllJude partial 

Tite spell make. a cn:Jlure mnish II hen c::c,t. a ball of green cnerg) shool' forth from !he m<ler 10 1he tar· 
gel. 11ho 11ill be dt'm1egra1L'li unk"'' lhl') make a Fortimtle sa1e rhis <pell 110rks on undc:1d cre:nure. hen 
on a succes.,ful "'"~ 1hc crcaiure 11ill still take 5dC1 pomL< of damage 

Dismissal (Abjuration) 
l.l'cl llr<l ;, Cir. i. Sor/l\iz 'i. llclm 5 
Duralion ln~mL1nl'OUs 

lrca of Effect I crc-J1ure 

Range: Siglu ofC:L"er 
C:c,ting Time: I 
Sa1 ing TI1ro11. II ill negatL" 

l pon compk1ion of !his 'pell die targL1 summont'li creJ1ure mu'1 make a \\1U sa1c or he rl111med 10 1he 
Jllace 11 c-•me from. The crc:uures lhl Diec he, added 10 lus lli1J ,..11c. 11lule 1he c:c,1cr» k'cl "sulurac1ed 
from ii. llus spell h:c, no effect on crc:uures Lhal are no1 summoned 

Dispel Hagie (Abjuration) 
L!'\el: Brd .l. Cir:\. Ord -1. r.tl .l. 

~r/Wiz 3. Oglmm .l 
Duration: ln>tantancous 
Arc-J of Effect I S-foo1 radius 

Range: Sigh! of ca."cr 

Casting lime: .l 
S:ning '111ro110 II ill negall'> 

\ Di;pel Magic spell remo1cs magical ef!eclS upon anyone 111ll11n the are:1 of elTccL This includes 1he ciTL'CL' 
of spells. pollons and magic-JI Hems. II does not, howe1cr. affect magic:tl ilenL\ 1hemsehes. Enemy crcawrcs 
are :iU011ed a \\ill sa1e 10 resist. friendly creJ1ures are au10111atic:illy affected. 

Divine Shell (Abjuration) 
l.!'lcl: Cir 6, P:tl 6. Sclune 6 
Dumtion. I round/lcrel 
\rc:t of Effect Cas1er 

Range: Caster 
Ca;ting lime: 9 
Sa1ing Throw: \one 

llltcn cast. dus speU surrounds die ca.'1er 111th a defensilc maelstrom of encl]) that blocks or dcllect< 111.Ut) 
auacks. This giics 1he caster a +6 dcfiection bonus 10 AC and a 10/- poim damage reduction 10 mos! anack 
fomJS: eleclrici~. fire, cold. and acid. II also gil'CS dte caster +l 10 all of his/her sa1111g Jhro11> and immuni~ 
10 all missile-based auacks. 

Dolorous Decay ( ec:romancy) 
L!'\el: Clr6 

' Duration: JO rounds 
\rea of Effect: I creature 

R:mge: Sigh! of ca.ster 
ca.<;1ing lime: 9 
Sanng ntrow· Fortllude neg:ucs 

Dolorous deca) is a rolting and 11i1henng of 1he bod) 1h:u sprc-Jds <Juickl) and pamfull) throughout dte 
:tffi1cted creature. lffiicled cre:uures take l po1111 of dam:ige per second Cup 10 a maximum of 60 pom1' of 
damage) and arc slowed for !he duration of 1he spcU. llte mrge1 creature can rc:.ist 1he dJsease 11ilh a suc· 
ce;.,ful forulude sa1e al a-! penal~. 
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Dominate Person (Enchantment) 
l"'el:. Brd q. Sor/Wiz ), Bane 5 
Dumuon: I minute I lt'lel 
\rea of Effect I creature 

lt1nge: Sight of (,;aster 
Casting rime: 5 
Saving Throw· Will negate;, 

Th<• domination spell enables the caster lo comrol 1he acuon> of any cre"Jture 11 hile the spell is in cfft'CI. This 
rontrol L' maint:iined 1hrougb a lelcpathic Link between the caster and the 'ictim. The t:u·ge1 gets a 11'ill sa1e 
at -l in order 10 a1oid die effect. 

Doom (Enchantment) 
Level: Cir I, Talos I 

.,,,..-- Duration: J minute/level 
'I' Are:1 of EITect: I cre"Jture 

Range: Sigh! of C.1S!er 
Casling Time: I round 
Saving Throw: None 

This >pell causes a feeling of doom to ovenvhelm die rarget. For 1he duration of the spell the 1arge1 receives a 
·l penal~ 10 airack bonus and saving diro\\~. 

Dra\I Upon Holy ~light (Evocation) 
LC\'el: Cir!, Pal 2, Tempus 2 
Duration: JO rounds 
\rea of Effect Caster 

Range: Caster 
Casting Tune: l 
a1ing Throw: ~one 

The c:1>1er calls upon Jiis god 10 gr-an! him po11er for a short period. When he does 1his his Sirengdi. 
Constin1tion and Dexterily all are r:tised by I poim for el'ery .l levels of the easier A tltird le1-el C"JSter would 
lull'e his abilities raised by I, while a 12lb level C'JSler would ha1·e all his abilities mised by 4. 

Eagle's Splendor (Transmutation) 
Level: Brd l, Sor/Wii. l, Oghma I 
Duration: JO rounds /level 
lrea of lllTect: Creature touched 

Range: Caster 
C.1s1ing lime: I 
Sa1ing Throw: None 

The transmutated creature becomes more pois<.'!l, articulate, and personally forcdul. The spell granL• an 
enh:mcemem bonus lo Charisma of ldHI points. adding die usual beneDts of Charisma-based skills:md 
ahilitic;,. 

Elemental Barrier (Abjuration) 

QJ~ 
Level- Cir 7. Ord 7, Sor/\Viz 7 
Duration: I rouncVIC1·el 
Area ·or Effect: I crearure 

ll:mge: Touch 
C:tsting Time: -
Sming Tlirow: ,\one 

lliis spell confers danrnge resistance or 15/- 10 acid, Dre, cold mul clcctric:d damage. This clfec1 lasts for the 
duration or the spell or until dispelled. 

Elemental legion (Conjuration) 
Lr<el: llrd 9, Selune 9 
Dumtion: 3 rounds + I rouncVlcvcl 
Are:1 of Elfoct: Special 

llange: Sight of Caster 
C:1Sting 'fime: I round 
Sa>ing rhrow: \one 

Thb sp«IJ ;dJ011, the caster to summon four elemcntals. one from C"Jch or the elemenud planes. The spell 

a]11 a1> summon> Jh hit dice elcmcnutl;. The dcmcnt:ti> ;u·e initiall) h1»1ilc to 1hc C"~<ler Im creature not 
und~r the efft'CIS of Protection from fail 111U be suhjcc110 the elcmemals auacks. 

Emotion: Fear (Enchantment) 
LC1el Brd 3. SOr/\\1H Range: Sight orf•1>ter 
Dumuon 5 round.< Casting Time: 1 

\re"J of CITect IJ1ing creJturcs m I;· radius Sa11ng l11ro11e 11111 negate;, 

·nu. spell creates die emotton of f<"Jr 111thm die area of effect. .Ill creatures alTected by die spell Dee for 5 rounds. 

Emotion: Hope (Enchantment) 
Lc1el: Brei .l, Sor/\Vii. 4. Ilma1er 4 
DurJtion: 50 rounds 
Area of Effect: Liling creatures ui 15· mdiu> 

R:mge: Sight or C:IS!Cr 
C:1Stlng Time: 4 

Saving 11irow: Will 1lt'g:ucs 

·niis spell creates the emotion or hope "idlin the area of effect. All creatures alTected hy the spell gain a +2 
on dieir sal'ing 1hro11~. attack rolls mid dmnage rolls. 

Emotion: Despair (Enchantment) 
Lt~el: Brd ;, Sor/\l'li. 4, Bane 4. Mask 4 Range: Sight of Caster 
Duration: 5 rounds Casting Timc: 1 

Area ofEITect: Li1ing creatures in 15· radius Sming Throw: Will negates 

This spell creates the emotion of despair 11ithin the area or elTect. All creamres alTected by die spell gain a -l 
on their saving th rows. :mack bonuses, mid damage rolls. 

Emotion: Rage (Enchantment) 
l.C\·el: Brd ;, Sor/\l'ii. 4, Selune 4 
Duration: 5 rounds 
Area or Effect: JO-foot radius 

Hauge: Sight or Caster 
Casting Time: 4 
Saving Throw: None 

This spell cre:ues die emotion of mge 11idtin die area of effect. ,\JI crea1ures affected b) die spell gain + l 10 
Streng1h and Constltlllion, a + I bonus to Will Saves, mid a -I pen:rh) to IC. ·rbb spell does no1 stack ivith 
barbarian mgc. 

Entangle (Transmutation) 
Lt~cl : Drd I, Rgr I 
Duration: I 0 round.< 
\rea or EITect: 10-foot radius 

Range: Sight of C:L\lcr 
C:1Sting 'fime: ·J 

Sa1ing Thro11 Reflc\ p:uti:d 

11·hcn :m E111anglc spell i> t':L\t. it mu>t be cast ou"'idc. othcrniS<' it will not work :md the spell l\ 11\L\led. Ii 
cau!il'S vine> to sprou1 ford1 from 1he ground 10 wrap. t11ist. and en111ine an) creatures in th<' :irea of elTect, 
pre1enting mo1cmen1. Creatures mu,t make a Rcfle.\ "''e C\e11 round in order 10 more through die entan­
gled area. Entangk~I creatures can >tiU pc1form nonn:d actions but can1101 mo1e and 5Uffer a ·1 penal~ 10 
attack roll> and a -q pe1ialti to de\tcrit). All crcmures 11ithin the m·e:1 ol e[cc1 who make their Reflex "'"c 
mo•e at h;ur rare. 

Exaltation (.\bjuration) 
l.t~el : Cir .\. llelm .i 

f" Durallon: Ill roumb 
I lrl"J t>f [[ft.et: I creamre 

Range: rnuch 
f;L,ting Time: I round 
Sa1in~ lliro11 · \1>11e 

Tht> spell cmbks a dcric lo md and prutc~1 am one httnR odtcr 1hm1 die cleric. 1!1 1nudi. the C:Lstcr 
rl'mm<.':'. lht· tffl'ct~ or h. .. .tr :-.k'(·p. kehk•miudednt.':'>:-., um:on"Ciou:-.nt~'i. into\1t:alion. as wdl ;..1:-. hc™=rk. con- 9 J 



fmd, Jnd hupd'"' 'LiiL" nf mind. In adil1tinn. die T<'CIJlll'lll b pmil"Clt'<i Jµain...i spl'li< ;uid other atwck.' d1a1 
wu1<· dte>c effL'Cl' for ilte duration of the '1"'11 

Eucutioner's E)tS (DMnation) 
lr\d Sor/\\il 9. Ogltma 9. \la>k 9 
Dumuon IO round> 
lmt of Ufoct. I 'i-fool mdiu.' 

C:L,Un~ Time: I 
S.t\lng TI1ro11 \one 

nus \pell enhanCl'S die ll>tOn of alltes. all0111ng them lo see die h1ddm 11eJkttes1>1.,_ of all Crt".UUT<'>. 'lltc dil · 
inallon gmnL' a +I bonus 10 1111 and a H bonus 10 cntic.tl h1L' (if you cnUcal hu on a natur:tl roll of 10. \'OU 
no11 cnucaU1 Jut on :my roU from 16-10) 10 aU :ilhes within the area of effect for the dumUon of dte spell. 

Faerie fire (F.•ocntion) 
,. . l.L,cl Drd I, Lidtander I, Selune I R:mgc: S1gl11 offa;icr 
w llumtion: I minu1e/le1el Casting Timc: " 

\rea of [ffec1 I creature &mng Titrow· \one 

Tius spell ouilmes a cremure 1111h a pale glo11. making ii.> position and mmcmems e-JSilj 1isiblc - iltis has the 
effect of an amtor c11» peoaliy of l 

Feeblemind (Enchantment) 
l.t•el· Sor/\l'iz 5. Umater 5. Banc 6 
Dumtion: 10 round> 
Arca of Effect I creature 

Range: Siglu of Caster 
C:!.\ltng Timc: ; 
Sa1ing Tiiro11: Will neg.11es 

This sp<:ll 1Ums a tal)\t'l into a gibbering idiot for 1hc dumuon of the spell. Tite 1ictim is aU011cd a WiU s.1vc at 
·l lo T<'>ist bcm~ MupcfiL'<i. Fccb!CR11n<lcd indi1iduab cannot C:l>I ;pelb. 

Fiery Cloud (Conjuration) 

D 
Level: Sor/\l·i1 8 
Jlumlloff I U round' 
\n"J of arcct 10-foot radius 

Range: Sight of Caster 
C:l>ling lime: l 
Sal'ing Thro11: ReDc.\ h:ilf 

Ibis spell bnngs fonh a 1h111. smok1 cloud dtat filb the are1 of elTect and 1nllially appc:1rs hamlicss. I lo11e1er. 
one round l;uer 11 'park' and Dame:.. de-.tling (id6 poinl> of fire damage 10 anyone caught in the area of efft'CI. 
·me cloud "ill con1111uc 10 flare at regular one round imenals for the dumlion of the spell 

Find Traps (Divination) 
Ll'el Qr l . Oglima .l 
Dumtion: 10 round> 
lrt"J of Effect: Caster 

Range: Stght of C:!.stcr 
C:!.'1ing Time: ; 
~1ing TI1ro11 \one 

J111s spell nnhues dte c:L;tcr 11ith a heightened a11arenl"-< for d:111gcr around him or her. For the durJtion. he 
or she µams a H bonus to his or her Se-arch skill. 

Finger of Deatlt (~ecromanq) 
Ll'lel. l>rd X. Sor/\\" -
l>ur:t11on: Permanent 
lrea or IJIL'l:I. I crc:uure 

ltmge: Sight of C:!.'1er 
ea.,1ing 1i111c: ; 
S;t1111g l'hro11 . ForUtmle parllal 

The c'L<ter uuers the fmger of d""uh incanL1tion. poinLs lus inde\ finger at the Crt"Jlllre to be slain. :u1d unll"'' 
the· 1icllm makL" a Fonitudt· ... 11e. the 1iclim dies iibtantll Elen if the "''e b 'utn.,..,ful. howe1er, the hru'h 
111th dc:uh 'iill inflttb ~d6 + I pouu/lt'el of dama;e. CharJclers sl;un h) a hn~cr of Jlmth c:mnol he n'>lff-
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!'ire Seeds (Conjuration) 
i.t'd llrd 6 Ran~e; 1;1.,1er 
llur.mon: 10 round\ Ca.<.iUUA nmc; I round 
\wJ of IJl,,.;1, Sptoal s.111n~ rhm11 · Refle\ h•ilf 

Th1> ,pell rn·Jll" a gn:n•tdc·like ntis:.tlt" m the ca...ier\ 1melllO'J for L'l'') fill' IL'ds U al IOth lt'cl. j al 
Vilh IL,d, tic .) \I. hen hurll'1, the >l~'<is e\plode. domg ;ds poml' of dan1age 10 L'entl11ng 1111hm a fiw .. 
foot rJd111s Crl"Jture. ha1e a Refle\ s;11e for half damage 

Fire Shield (Blue) (Erncation) 
l.t•cl Sor/\\i1 ·1 
llumtion: I round/lt,el 
\ml of Effoct C.i.-ter 

RJnge: Caster 
C:L,ting Timc: 1 
Sa1ing Throw· \one 

n1e llluc hre.hteld proll'CL< iltc user from fire damage b~ <UITOunding the caster 11id1 a 'hield of ice flan1c:-. 
11hich rt'1ucc .tll fire damage taken by 50'l'.. OpponenL> Mnking die cJ...icr 111il1 mcll'C anacks also <uffer id6 
+ I poml per ll'lrl cold damage per hit 

fire Shield (Red) (E•ocallon) 
Ll•el. Sor/II v -t, 
llumtion: .i roundv'll'cl 
ln:J of Ufoct: C.l>ter 

ltmgc: i;a,1er 
Ca...cing Timc: i 

Sa1ing Thro11: \one 

Titc Rc'<i Fire Shield proll'CL' die LLSCr from cold damage b) su1TOundmg die caster 1111h a \lueld of burning 
Dantes. 11h1ch reduce all cold d:uuage 1:1kcn b) 50%. OpponcnL> s1nkrng ilie ca;ter 1111h mck'C a11:1ck.> suffer 
I do + I po1m per le1el fire damage per lu1. 

Fire Storm (Evocation) 
l.el'el: CJr 8, llrd '. linh:mder 6. Talos 8 
Duration: ln;ianumeous 
\rea of Effect: lO-foot mdius 

Range: S1gl11 of C:1.s1er 
Ca.\ling Timc; I round 
&11ing Thro11. Reflt'\ h;tlf 

This >pell c:tuscs tlie area of effect 10 be co1ercd m roanng Dame:. :ill crenure; CJuglit in the an•J of effect 
uke id6 fire dam;1ge per le1cl of the caster (ma.\ l0d6J for 1.'ICI') round thl') remain in the art"J of dfoct \ 
succe.,ful Rcfles "'"e hahc:. die dantage. 

fireball (Evocation) 
Ll'lcl: Sor/\liz .i 
Dumlion: lnsumtaneou; 
lrc:t of EITt-ct lO-foot ratliu> 

Range: Siglu of fa'1er 
CasUng Timc: 3 
&mng TI1ro11 · Rc:Ocs h:tlf 

l pon complL~ion of d11s spell the c:L'1er hurls a fireball al the uuget. csplodmg upon m1pac1 :md ile-Jlmg Jdh 
fire damage per easier le1el (ma\imum IO<l6 fire dantage) 10 all creature. 1n the area of dTec1 1 successful 
RcflC> sme h:tl'es the damage. 

Flame Arrol> (Conjuration) 
LL'cl Sor/II.ii .i 
Our::1Lion: lm1WI1t:mcou.' 
ln:a uf Efht: Sp<~·i:il 

ltutge: Sight of Ca.s1er 
C.isting Time: .I 
Sa1ing 111ro11: Reflc\ half 

1111< 'P"ll enables till' LOl.\ler 10 hurl fi~ a1T011s a1 !us cnenliL'> Each boll Jnflim ·d·1 poinL' uffire dmn:1gc. 
Onh half of the Lin: danta~e L' lnflictt'1 if the creJture roll' a \UCl'l>ssful Relles s.11c. 11te CJ.'1cr can fire one 
boll for L'el) four cspencncc IL•eb 0110 holL' :n 8ih le1cl. dirL'C UI l!ih bel, cicl. 
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flame Blade (E>ocation) 
l.l'd llrd ! 
ll1na11on Ill round'+ I rnund/1"•1 
lrea ol rlil'<l t:btl'r 

~lfl~t· (~t\tcr 

Casting 11mc: l 

\11ing rhro11 \onl' 

I\ ith tins '!'I'll, thl' c;1.,1er cau><" a hl:umg rai of red-ho! fire 10 'Pnng fonh from h" hand. Th" hladdikl' 
r:11 i> \\lcldl'd a.' if 11 \\en· a ><:1milar. \!lack:. \\ilh lhl' ftune Uladl' arl' meb- 1ouch at~trk.' The blade drab 
ldS + h fin· dant:IJ.;.l' hut dot':'!. not gain tJu.• CL\ll'r\ ~trt11~l11 honu:-. to dun;t~e ht't.'.JU~· it 1~ immaterial 

Flame Strike (E•ocation) 

[EJ L<'d Cir 5. Drd I. Rgr '· Wlhandl'r ) 
Dumti1m~ ln~tJ.ntaneoll' 

\rl".I of Efht Ill-foot mchu> 

Range: Sigll! or C.1,ler 
""ling lime: 8 
~11 ing Timlll : Rl'Oe, h:df 

llhl·n the GNC•r l'IOkl.,, rJame Stnkc. a ll'rtiC:d column Orfifl' hla.,l\ do111111ard into UlC are1 or tffl'Cl. \JI 
trl'JIUrt"' CJui;11 m lhl' are1 or e!Tcc1 wke ldb fire dmuge p<:r Gl\ler k'd (ma\lmum I )d(1) , \\ltll Refil'\ 
""'" for h:11f du11agc 

fla1ing ('ecromanq) 
IL'd Sor/l\i1 8. ltme 8 
llur:nmn. HI round:. 
lre1 or rffL'Ct I crcruurc 

Range: S1gl11 of "'"er 
Ca.,tmg Time: I 
~;mng I hro11 : Fortitude hall 

Thi:. horrid '1'1'11 "liP' lhl' fil'»l1 from a target The taf)(Li crenure take. ldt sla.,lung dunagc per c-J.,tcr le.el 
ln addi11011, tl1r rre-Jture l< aJllictcd wnh a ma!\ic.dl) induu.tJ bk~-drng 1101md that dl'<1b I damage for <'l'f) ) 
rns1er l<'d< per round for the dumtion of the spell I "ucc<.slul Fortitude sa1e 11ill h:d1e tlie initial da_mage 
and n<Will' the hl<~'lling 11ound 

fle.<h to Stone (Transmutation) 
• tl'1el: SOrl\\11 b Ran~c: S1glu ofl'"ter 

DurJuou l'ermancnl (;L'ung fone: (1 
\re1 ol EffL'<l I cre11ure '"mg llmm Fortitude ncgait.,. 

rht, 'rdl !urn' a Cfl'OUUrl' 10 'lone_ 111" ;ue allo11t-d a Fortilude ,..,e 10 a101d tl1e dft'C!. l11e c!Tl'CL' or 1lu" 
>j>dl mai h« Mcrscd •mh die b1h l"el 11i1.ard/'°rcerer sp<:ll. Stone 10 flt,,.h 

Fttedom oBlo\ement (\bjuration) 
1~,r1 Cir -1. llrd 1. Pal -1. RRr-1 Range: fouch 
llur.uion 10 rouncb lll'el l;L'ling linw -
\n·J of Elfo:t I cn:J!Ure ~11mg l11ro11. \our 

1111' '!'I'll !IJ'c' the alfecl<-d creature ;m 1mmu111l) IO 111;1g1C that 1mpt.tJ<.,, mmemenl l'uch a.s l;reLse, l\eb or 
Slu11 'pdbi ;uul 11t-g;11<.., tl1e cITecL' ol par.tl)'i' and hold spell' 

Frost Fingers (Transmutation) 
l.t'd: llrd I ll;mge: fa,ter 

l>ur.tliun Jn,l:tnl•Ull'OUS C.a,,tin.~ nml'. I 
Ire• of rJk'C1 ;-f1101 long. I !O dt'l\fl'I' arc sa11ng Thro11. Ill-fie\ half 

l 1»11 cumpk1iun ul dus ~pell d1illinc fru>I cm:tnat<" from !he Ul'ler\ hand' in the sliapt: uf" llt'll~l' in front 
or her Im C\'l':UUfl' caught II\ the am! or effect sufief\ I d.\ cold clamace plu.' I mid duuage per c;J.\ICr il'eL 
10 a ma\lmum of llB + JU \..old dan1age In .1ddiuon d1e crraturL· L' -;lm\t:d for 1. roumb. \ st1l'l'~,ful Rl'flCX 
""'" halll~ !he d:llltljil' anJ neg:u<" die slm1 eUcct 

Gate (Conjuration) 
l.<'d Ur <J, Sor/\\ 11 IJ. Bane -
llurJUon: _I.I rounds 
\re1 or Effl-<1. ~l""'al 

Range· Sil(ill of fa\l<·r 
"L"11lg Time I) 

sa1 mg 1 hnl\\ \one 

B1 mc-JJ\\ or thb spell. ihl' c;bler t'lllb an outer pl:inar creuure Ill Jl~!tk hi' roc.,, ;Uld lumself if he\ not t:trl'· 
ft;I Im rn:.uure not under the ellt'C" of Prott'CUon from E1il 11111 be sub1<'Cl lo tlir dmmn ·,attacks. If the 
OL,lcr fail' 10 prolt'<l him><·lf in tl1i' m;mner. the demon 11 ill te-Jr the ct,ll'r ,md Ills comp;rnioru. apan. pi<'Cc 
b1 pll'Ce and then le-a.'! on the rem:ti11'. 

Gedlee's Electric Loop (hocation) 
l.t,el Sor/\1111. T:dos 1 R;1nge: Close 
Duration: lnstmtant'OtL'\ C.t\ting 1ime: 1 
\mt of Effl'Cl )-fool r:ulin.s SJ1ing Thro11 RefiC\ h;df 

l p<>n complenon of 1hi.s 'P"ll :t nng of ek'Clnal) erupb from the ca.'1er. de-.1[111~ ld6 ek'Clricily drn1age per. 
e>el\ {\10 C-J.\lcr ll'eb (Olil\lmum 5d6 dt'Cllic1~ damage) 10 <'l'f) crenure 1111l11n 1he are< or e!Tct1. In addi­
tion: crenun" ,truck b1 1he ling are '1unnt-d for I round_ I succes.,ful Refie\ sa1c hal"" tl1e daniage and 
negatL" 1he \IUmung e!Tt'CI 

Ghost Armor (Conjuration) 
Leid Brd 3. Sor/1\11.I 
Dur:ttion: i rounds/hel 
lrea of Uft'Cl: I cre-J!ure 

Range: Touch 
Casling ·nme: I 

'"1ng l11ro11- \one 

111iS>pell Crl'Jll.,. a nrnwc:d field of force \lllh tJ1e slrrngth of d1ainmaiJ am1or (defiecllon bonus +5). I! JS 

cumulai11e 1111h De\telil) effects. annor bonuse. :md shield bonu,,.,,, The Gho>l lnnor spell do"' not hinder 
mo1ement. adds no 11eigln or encumhmnce. nor does 11 pmenl spdlcl'ting. ll htsb 11n1il disp<:lled or until 
Lhl' duration run~ out. 

Ghoul Touch (NecromanC)) 
• Ll'd Sor/l\i1 ! Range: Touch 

DurJtion Spcci:d C.t»ung lime: l 
\re1 of l:ITect U1ing humanoid Sa1ing Thro11: Fortitude neg;lles 

This sp<:ll bnng.' the p<>11 er or the g11oul lo the C'a.\lc(s hands - 11 hrn a sncces.,rul touch Jl~1ck is made. the 
1ict1m must make a .sucmdul Fortitude sme or be par.llpL'll and he cmen.tJ 11i1h :rn a11ful CJrlion stmth fur 
'i round.-. Ill cre-alures 111tl1m a I 0-fool md1us or !he 1ictim, 111\h tlte l'\CCplion of the ca.\ler. suffer l'\lrcme 
nau.-eJ and are at a p<:nah1 or 1 for ;lllack bonuses, ll:unage. :rnd <a1ing thro11~. 1111> pen:d!) can be rc:.i>l<-d 
111tl1 a succ""'ful Forumde s:11e <'l'1' round a creature rem:uns 11itlun I O fa1 of the 11ctim. \on-lhmg crea­
tures :tre un:dTt'Cll-d b1 tlu> six•ll 

Giant l'ermin (Transmutation ) 
l.l'd Ur-1. llrd 4. Hgr" 
llur:1lion· Ill rounds I k'el 
\re-J or Efft'CL Special 

R;mge: Si.llln of C.t-l<•r 
Ca.\lmg lime: ' 
Sa1 mg TI mm. \one 

llus <pell ,ummo1t' a small in.>t~·110 the ea.Sier. then enLtl'!\<'> ii 10 !l!JJll ,ize, cre-a1111~ a fmMme all). The 
s\fl'ngtl1 and kmd nf tl1e ill'<'Cb l•ui<" accordin~ 10 the C:L\le(' ll'd: lhe l11g11er bd tlll' t;L\ler. the \lron~er 
tht in."'C:tt Llut b ~ummontd 
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ltmge: Ca'>tcr 
Ca<1111g lime: I round 
Sa11ng Thro11 \one 

Ons 'rdl is 'irnilar 10 1he ilh Jc1cl 11il.ard 'peU. \linor Globe of lnrulner.ibili11, L'\Ccpl ihal ii proll'Cl.' ihe 
Gl.'>tcr from llh It'd 'i"'lb "" 11ell. 

GI) ph of Warding (.\bjuration) 
l.t'd Ur .i. Jlelm .i 
Dur.uion: Speci;tl 
.lrc:1 of Lffou: ~pca;tl 

Range: Siglu of Ca51er 
"L'llng Time: I round 
Saring Throw: ReOe\ ntwucs 

.\ GllJ>h nf \l ardrng b a powerful inscriplion. mag1caU) drawn 1011men111nm11hori1t'!l or hoslile crca1ure. 
Imm r;c"111~. e111enng. or open111g. II cao be u.'<'<110 guard a 'mall bridge. to 11ard an COii), or .. , a lr-Jp on a 
ch1-s1 or ho\. In) rrtllure 1ioh11ing the warded area \el' off die gl)]lh I succe,sful Refle\ s:11e enable. !he 
malure lo esc.1pe 1he elTeclS. hu1 1f 1he \ale is f:uled. 1he gl)ph deal> 1-'I JlOlllL' of ek'Cincal damage/le.el of 
the Cbler to rill' \ 1c11m 

Goodb<rry (Transmutation) 
l.t,d: llrd I Range: ~er 
Duration: I Da)/lt'ti (;a.sung Time: I round 
lrea of Efft'Ct 'f Spngs Sm mg Thro11 : \one 

C.L'-ling ;1 (;0<.Jhcrl)· spc·U cre:.ile. four sprig.' of mawcal bemt'S dial lhe c;isler c-.in )Ulf 10 aUies or C-JJTI 

thwtsehL.,,. ThL'>L' beme, cure H JlOims of daniaKe 11hen emen. The sprig 11ill onli J;c-t one da) per J~el of 
1he Gl>ll'r. '° 11\ nul :11h1>Jhle 10 C:lrl) 1hem around for 100 long. 

Grease (Conjuralion) 
U.'el Brd I. Mr/\\ i1 I 
Our.1!1011 I round/le-el 
\rut of Oft'CI >-fool radius 

ltlnge: Siglll of fa,ler 
"«ling ·rime· I 
Sa1 mg Tiirow: ReOc\ h:tlf 

I ton ii."' 'l"'ll cmr" ihr ground 111ih a slip1ie~ layer of a f;UI). grc-Js) na111re. Im cre-Jturc enlcnng dlt' are1 
or rau!(ln in 1111hcn 1hc 'pell is c-.1.-.i mu...i make a Rl'flc\ s:11c t'rl' round or ha1c tl>m mo1emc111 ra1e 
,Jo111'1l 111.1 cm1J :t' long a.' thl'I are 1111he are:J of e1Tec1Tho\e11.ho succe..,fuU1 sa1e '1ill mo1e al half their 
nomt1I spml 11 hile m die are-J co1er<<i h) gre:.1.se · 

Greal Shout (E• ocation) 
l.t'cl Brd 6. Sor/\\ iz 8, Oglmta -
DurJUon• lm·l•tntaneou~ 
lrra nf Effec1: JO-foei long. I ().[001 diamc1er 

R:mgc: fa'"" 
UL'-llllg Time: I 
Sming Throw· Forli1ude h;tlf 

Iron uucrlng lhc lorea1 Shou1.1he ca...icr rcle:bt.,, a s1unni11~ force from !us moulh ma ;10.fou1 lung. 10-fclOI 
d1;11ne1cr rnne. Cmnurc" 1ri1Jun 1he ""'"of elTt'CI m11>1 make a Fon11ude s:11e. Those 11ho fail 1he sa1e are 
>1unn«l lnr l round'. deafenL'll for t rounds. ;md suOer ld6 poinb of tkunage. TI1u"' 11ho make die"'"" are 
>11111nt'li Jor I round. de-.iknt'li lor l round.,. antl sufler no damage. 

Greatt r Command (Enchantment) 
1.t1d Llr 'i, Helm 'i. Jlane ;, Ogl1ma; 

• llur.111011: I round/IL'el 
lrei of EOc..:I: !O· fool mdiu' 

Range Si.~11 of fa,11·r 

r"''""& T1rnr: I 
S;11mg Thrnw. \\ill nL'l(all~ 

Simd;1r 10 1111 fiN il'l"i J'< II lJ>mmand 1Ju., 'l" II 01;tl1k !he denc lo rommantl .111 mc t) =i1un" 11iilun 
die arr.1 of eff1'CI o dtr 1'1L~1' I 11, ire Jllo\\ed .1 II tll ""' o ncgalt' thl' L-!ft'Cl.' SICL111ng ne-uurc~ that 
tak dam:tj;L' \\ill I"' a11Jh<:nt1I rum !tcir l'.:li;lloruc Stale ,md return I•> non11.1J. 

Greater llestoration ('ecromanq) 
Lt'cl llr - latk11td1·r -
l>ur.1111111 J11,1J.nlo11wuu:-i 
\n-a ol llfrct. I rn:~Uun.: 

Ra11~c· ·111ud1 
(~1,hng Tum .. i 
S.nmg lliro\\ \ont• 

Th" spell 11ill rurr a crunurl' of all of tlie fol1011rng :ulmcn" en«~) dr.1111, lt..,hJenund. ''"' f<0mt ol ins:111in· 
sudt ;L, confu,11111 or be,.,,,rk slalL" of mind. chami. dumin;llion, horclL"''"L"'· panic. mill anlfi•i;tlh 
in<lun'll 'IL"P· 

Greater Shado11 Conjuration (IUuslon) 
!.('Id llrd h, Mr/\\i1 'i. \lask6 
llur-J11on. I roundllt~d 
\reJ of Efft..:t. Spt'Ci;d 

Ran~e: S1glu of "L'ier 
Casllng Tune: 5 
Sa1111g Tiiro11: \one 

llib speU ,Jiapt..,, matcnal from ihc Dem.iplane of Shadow inlo an .Uusional) mo1N«r under control 0J 1h1· 
Cl'icr More po11crful shado11 crc-JIUrL'> are summont'll al higlter tl>lcr k~cb. 

Greater Shield of Lathander (Conjuration) [Good] 
IA,cl: CJr -
DurJ11011 .l rounds 
lrl"J of EIIect I crt>Jlure 

Range: rouch 
Ca.'>ting Time: I ruun<l 
S:11111g Titrow \one 

llus spcU grJnb a 1a~Li spell rt"iSlilllC<' of HO and a daniage rc'lluclJon of .ill/· 10 aU fonns of thunage for 
tlie duration of 1he s1iell 

Harm ( tcromancy) 
Le.cl: fJr 6, Ord 7, llm:ucr 6 
Dur.uion: Special 
lreJ of EIIt..:1: I cre-Jture 

Range: Tou h 
Casung Time· I round 
S:11ing Thro11~ Forlilllde newitt.,, 

Th" spell unhut.,, ihc CL'-lcr"s h;mtb 11itli de>1rucli1e 11L;:ati1e cnef!I) 1ha1 will rcle-.1.se 11hrn a surc.,,.,ful !Ouch 
auack Ls made. Thi> auack dc.tls magic damage a1ual to all b111 ldi of the wrget's current hll 1x1i11L,. rtu., 
spell ha.; no a1Iec1 on undead or cons1rucis 

llasle (Transmutation) 

[] 

l.l'd: Br<l .\. Mr!Wi1 .l Range. Siglll of ~er 
Dumlion: I round/ltwl CaslJng lime: .i 
\re-J of ElTt'CI I cre-Jlure Sa11ng Ihro11: \one 

1 la.-.ie douhle. 1he t1rgt1 crtnore\ ba.se movcmcm and attick r.11e for 1he dumlJon of tl1c spell (spc·lk:t.,ling 
and 'pell «fft'tb are nol 'fll.'ll up). Jlas1e is nOI a1mula1i1e w11h 1Lself or 11i1h od1cr S1milar magic and 11ill 
negale iUld caned Olli die eOecL' or a Slo11 spell. 
Heal ('lecromanq ) 

l.<'d Cir 6, Dr<l -, Lld1andcr (> lt111gl.'" lilurh 
numlion· l11<;UJ1lanet.1U.\ Ll.\l.ing lim('· ln~t 
\r...a of Hferl: I cn-.11ure S;11ing lliro11 \one 

lie-JI \\lf'C' "'"I) <li><:'J.'l' and injul) from a l:tr);<i uc.uure. Ii CUfl'S hhn<llless dio;e-.1.x.,, fethletmnd and re<lon,; 
lhe tU-Xl'( 10 nr.1.wnum Jui pomb il ihl\ haw been 111jurt'!l Thell' Is 10 LilL'CI llhl'!l useti on d1t• rndt."Jd. 
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Healing Circle (Conjuration) 

f.l'lel: Brtl 5, Cir 5, Drd b lbnge: Caster 
Oumtion: lnstamaneous Casting lime; ; 
lrea of Effect: .iO-foo1 radius &!1ing Throw None 

This spell hc:tls all friend~· cre:uurcs 11idtin !he area of eJfCCI by lclS hi! f>Oints plus I bit poini/leiel (maxi­
mum of ld8 + 20). 

Dold Animal (Enchantment) 
Level: Ord 2, Rgr 2 
Dur:uion: r round!lei•el 
Are:1 of Effocl: 20-fool mdius 

Range: Sigh! of Caster 
Casting lime:; 
Saving Throw: Will negates 

TI1is sprll holcb animal~ rigidly immobile. Only norm:d and giant-sized animals :tre a1Tec1ed b)• this spell. 
Stmngc mons1ers such :tS wyl'ems and carrion cm\\icrs do no! counl :tS ru1imals. nie effecl c< cen1ered on a 
po1m <elec1ed by die Cl.Iler, and I -'l rutimals \\ilitin 20 feet of the 1arge1 point arc a!Tected. Those who suc­
cee<I on !heir Will sa\'e are unaffected b)' die spell. Being held does not prei•ent !he worsening of die subject's 
contlition due 10 wounds. disease. or poison. 

Hold ~lonster (Enchantment) 
f.t,•cl: Brd 4, Sor/Wiz 5 
Dumtion: I round!leiel 
Area of Effect: I cre-.uure 

Range: Sight of C:t51er 
C:tStinglime: 5 
Sming ll1row: Will negates 

TI1is spell freezes the target in place, unable to take any action or defend ilSClf in any \I'll). l'ndead creatures 
arc unaffec1ed by thts spell. 

Hold Person (Encltantmenl) 
l.ci·el: Brd l. Cir l, Sor/Wiz 3, llelm l 
Oumtion: I round/level 
\re:1 of Effect: Special 

Range: Sight of C:tS1er 
CL~ting lime: 3 
Saving Throw: Will negmes 

This spcll fn-e1es the target in pbce, unable to take m1y action or defend iL'.iCll in any 1111y. Only humanoids of 
lllL~lium size or smaller arc affc-c1ed. l'ndead cre:uures are not a!Tected. 

lloly Aura (Abjuration) 
Le1el: Cir 8, llmater 8 
Dumtion. I round/lei-el 
,\re:t of Effect: Allies in a 20' r:idius 

Rlmge: 20 ft. 
C.1sting "lime: 6 
Sa1ing Throw: ~one 

A hrilh:mL dhinc radiance surrounds die subjects. protecting ~1em from auacks, granting them resc'il:ll1ce 10 

s1iells, and blinding eiil crl'1tures when they strike the subjects. Tins abjur.uion has four effects: 
first, the warded cre:uures g:un a +4 deflection bonus to AC and a +4 bonus to all sa1es. Second, 1he 
11arded cre:nure gains + 25 spell resisL1l!ce. Third. the ahjum1ion protects the creatures ag.1inst charm and 
dontination spell>. Fourth. an) creature of evil alignmelll who strikes (melce only) those protected by the 
(foly Aum must nrnke a Fortitude sme or be blinded for .l rounds. 

Holy Power (Evocation) 

[JJ t.cvcl: Clr4. p,Ji 4, llmater5 
Duration I round/level 
. lrea of C!Tt-ct: Caster 

R:u1ge: .~one 

fa,ting "lilne: 6 
Sa1ing Throw: \one 

Through diis spell the CL'ter dunncls the power of !us god throughout h" entire being. ;unpli~in~ die dam· 
98 age done h; ltis ;11~1cks the caster gams a +1 darlli\~e honus lor the duration of the spell. 

lloly Smite (Necromancy) [Good] 
Lei·eJ: lhruuer 4. Lathander 4 
Duration: lnstantru1eous 
Area of Effect: lO-foot mdius 

Range: Sight of Caster 
Casting lime: 3 
Sa•ing TI1ro11: Reflex half 

Titis spell calls upon energy from tbe Plane of Brilliance and opens a channel between ii. and die largCIS. Any 
ciil creatures 11idtin the arC'J of effect take ld8 dan1age for ei·cry l IC\'cls of1he caster \\1th a Reflex saw for 
half (maximum 5d8 damage). In addition. if 1ictirns fail !heir ReOe.\ sal'e, !hey are blinded for I round. 

Holy Word (Conjuration) [Good] 
Level: Cir 7. Umater 7 Range: C:tSter 
Dumtion: Speci:tl C.1Sting "lime: I 
Are-A of Effect: 30-foot ~ddius Saving Thr011: Nooe 

When uttered, this spell turns 1he cleric into a bridge between liis god and die M:uerial Plane, allo11ing hin1 to 
funnel magical energy 10 smite all creatures of non-good allgnment in the area of eJfecL The effects diller 
according 10 the 1.1rget's lel'el: 

Less lhan 4 · Dealh 
4 to 7 · Stwrned for I 0 rounds 
8 to 11 . Loses points of Strength for 5 rounds and stunned for I round. 
1 l and up · Stunned for I round. 

There is oo saving d1row, and !he effCCls l:tSt for !he durntion of !he spell or until dispelled. Titis spell may 
only be cast by good charaaers. 

Horrid Wilting (Necromancy) 
Lei·el: Sor/Wiz 8, Umater 9, Talos 9 Range: Sight of C:tSter 
Dumuon. lnslanlanL'Qus C:tsung "lime: 8 
ArC'J of Effect: .JO-foot radius Savtng Throw· Fortitude half 

Tius spcll CV'Jponues mo1s1Urc from die bodies of everi• lil'rng creature "'tlun die area of effect, mflicting ld8 
points of damage per caster IC\'el (max 25d8). Affected cre:uures are allowed a Fortitude save for half dam­
age. Water-using/dwelling crC'dtures get a ·2 to d1eir saving d1rows. 

Horror (Necromancy) 
Level: Brd l, Sor/Wiz l, Bane 2 Range: Sight of C:tSter 

• Duration: 4 rounds Casting lime: l 
Area of Effect 15-foot mdius Sa1ing TI1ro1" Wrll negates 

All enenties 11ilhin the area of effect must make a Will save (al a +3 bonus) or flee in terror. Certain crea­
tures, such :tS undead, are immune 10 dtis spell. 

Ice Blade (Evocation) 
Lei·el: Cir 3, Drd l Range: C:L•ter 
Duration: 4 rounds + I round!lei-el Cl'iing lime: 4 
Are:1 of C!Tect: C:tSter S:11ing Thro'" ReDex 

This spell cre:nes a segment of deep dulling cold that springs forth from the crsters hand, taking !he shape 6f 
a scimi~ir mid 11ieldl'<l"" one. Allacks 1vilh tl1e Ice Bbde are melee touch atiacks. The blade deal< ld8 + 6 
cold damage mid !he 1ictim must make a ReDe.\ 5al'C or be >lowed for l rounds. 111e Ice lllade does not gain 
!he c:tster's Strength bonus to damage bec:1use it is immaterial, 
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Ice Dagger (hocation) 

• 

l.t'ld Sor/\\ 11 I lfanRe: SiRhl of l.astcr 
Dur.111on: hNaJllJllCOl'-' Castin~ lime: I 
\m of Wect I cn .. 1ure Sa1inR lltro\\ \one 

lpon complcuon of thi' spell die caster hurb a magii::tl >hard of in· imbued 11ith deep fn,,Ling cold, dealing 
Id 1 cold damage tu the target creature per IL'cl of the ca'ler ( m:l\ of 5d.;) and I cold damage lo "'1'11 trt."J 

turc in a Hoot r.idiu' 

Ice Storm (E>ocation) 
l.twl: Ord ;, Sorl\\iz 4 
Dur.ition: Instantaneous 
Arca of Effect 20-foot radius 

RanRe Sight of Caster 
Ca.;iing Time: 1 

Sa1ing ·niro11' \one 

11-lwn thJS 'tiell i' ea.'>!, shards of ice smash do\\11 on all ~trgets in the area of effect. inflicting :ld6 imp-act 
damage phL' 2d6 cold c!Jmage 

lcelance (E>ocation) 
LC\el Sorl\\iz l 
llurallon: Instantaneous 
Art'a of 11Tcct I creature 

Range: Sight of C:l'ter 
Casllng Time: j 
Sa1ing Thro11' forlltude half 

Th1> 'l'Cll fire. a magical lance of ice at a target of the caster's choosing. h automallcall) hlls, inflicting 5-30 
p1J1nL' of damage and forcing the target 10 make a Forlltude save or he stunned for I -'I rounds. 

ldentil} (Divination) 

[]. 

Ll'lcl: Brd I, Sor/\Viz I, Oghma I 
Duration: Instantaneous 
lrca of E!Tect: I item 

Range: Touch 
C:l'llng Time: Special 
S:l\ing TI1ro11: \one 

lll1l·n tl1is spell L' memori1ed, the caster ma) identify the magical pro1ierlles of one 11em in the caster's inven-
10". Go 10 the hisiory page of an unidentified iten1 and press the identify bunon lo use the spell. l11e cltance 
of idcnlihing the ilcm i; 100%. TI1e spell identifies the Hem·, name, wltat II docs. and if it i' CUN.'11. 

Impervious Sanc1i1y of ~lind (Abjuration) 
l.t,cJ· Ur', llmater - . llelm' Range: C:ts1er 
l>uralion: 10 rounds Ca.;img lime: I round 
.lrca of 11ll'Ct: Caster Sa1ing Thro11: \one 

Thi' spcll siwb thc t•k'ter's ntind ag;ti1tsl ani outside influence. Cham1. Command. Confusion. Domination. 
h"r, l·"<-cblcmmd, llold, SIL'Cfl. llopcles.,ness and :Ul) ps1omc attack directed at die c:isler 11ill fail as long as 
1Ju, >pell "111 <:!feet 

lmpro.ed lnvisibillt) (illusion) 

[I] l.t'lel: Brd 1. Sorl\\iz '· Mask'1 Range: Touch 
Duration: I minute/ le1el C:tsting Time: ~ 

lrt:t ol 11TL'tl I creature Saving Thrm1. \one 

1111> spell" ,Jnuhr 10 the I01isibilll) ,pell. but the rt'tip1cn1bahle10 ;Ut1ck, «i1hcr 111th m1;sile. melee 
111:apo1ts ur 'PClb, and 11.111ain unseen llowL"cr. 1elltale traces. a shimmcring. allo11 ai1 obsena111 opponent 
10 a1wck the 1111isihlc ,pell rccipiem l11ese traces arc on~ noticeable 11i1en specificall) looked for (after 1he 
i111i!-1ble character ha.' maile hb prt=cc knm111). 

lnflicl Critical \lounds (Necromanq) 
l.t'ld U1 .; Range: Touch 
Durauon '11L't1al w_,ung rime. 8 
\re-a of Ef!t'Cl I cre'Jlure ~11mg TI1ro11' \\ill ltllf 

Th1.s <p«ll imhnL.,, the caster> hands 111d1 de>truc111e nL-gal11c energ) di.tl 11111 rcll"J.\C 11hcn a snn« 'lul 1ouch 
:utack " m.tdc 1111, .utack de;ds ld8 1>01111> ph1> + I poml per IL'lel of the c:1>tcr of m.tgic d.m1.1gc (uuxl­
mum of .;d8 +!ll) 11us s1iell ha> no a!Tt-ct on undead or coitstrucb. 

Inflict Light l\ounds ( ecromanC)) 
1..-el: <Jr 1 Ru1ge: Touch 
D11r.u1on: Special C:ksting Time: 5 
\rt·a ol Effect t crc:uurc S:11ing l11ro11. II ill half 

111,, spell imbue' 1he C:k<ltr\ hands 1111h dNructi1e neg.1ti1e energJ 1ha111ill rcle:L>e 11hcn a suctL"<>fnl 1ouch 
alttck i> matlc.111" ;mack de:1b ld8 pomts plus+ I poim of magic iliunage 1ier caMer IC\el lma.\nnum of 
td8 +5) . Tlu.s spell h;L\ no a!Tect on undl"ad or con;irocK 

lnOict ~loderace Wounds (Necromancy) 
1;_,el· Cir l Range Touch 
Durauon Special Ca'-ling Timc· ; 
ll'C'J of Effect I crl"ature Sa1111g TI1ro11 · \\0111 h:df 

Tius spell imbues the cJster·, h.uHb 11ith destructl\C negatJ1'e enel'g) 1h:11111ll rell"J.'f 11hen a succes.-.ful touch 
attack is made ThlS :111ack de:ds ld8 points plus + I poml per ca.'iler le1el of magic dam.1ge (ma.\mrnm of 
ldB +I 0). TI1is spell has no elfcct on undl"dd or constructs. 

Inflict Serious Wounds (Necromancy) 

, 
Lele!: Cir .l Range: Touch 
Duration: Speci:d Ca<1ing Time: 5 
\rca of Effect: I crl"ature Sa1ing l11ro11' Will half 

llus spell imbues the casier's hancb 11ith destrucuve 11cgati1e encl]) that \\ill rell"asc when a successful touch 
;mack is made This auack de-Jb .ld8 points pl0> + I point per c:lSler IC\cl of magic iliunage (ma.\imum .i<l8 
+ I 5). llu' s1iell ha.s no affect on nndcad or co1t<1ructs. 

Insect Plague (Conjuration) 
LC\cl Cir ;, Ord 5. Rgr ; 
Our:iuon: I 5 rouncb 
~rca of Effect !Hoot rddius 

Range: Sight of C:tstcr 
Casting Time· I round 
S:ning l11ro11 : \one 

llus spell sununon; a "'"m1 of crcep111g, hopping, and 0)ing insects. Ill Cl'C'Jtures 111tl1111 the s11arm sulfer I 
hit 1101111 of dan1age L'el) round, spell-casting is impos.,ihle, and :Ill) cremurcs of! llil Dice or les.< will 
nnmediateli anempt to Dee the cloud as quickly as po>;ihle - Cl'C'atures of 5 I Lil Dice or les.' must make a \\ill 
s:11e to remain 11i1h the "'arm l nde;td and consirocts arc unaffected b~ in>l'Cl pla~ue. 

lnvisibilit) (Illusion/) 
Ll'el Brd !. &lr/\I iz l 
Dur:itimr 10 minutes/ IC\el 
Ire-a of Effcct I Cl'L"Jlure 

Range: Touch 
CasiinK fonc: ! 
Sa1ing 11lro11 \onc 

TI1is spell turns a Cre'Jture i111i,ible and makes ii und11ectablc b) nomul lision or dJrk1ision. The spell 
rcm;tilt' m efft'tl until d1l' duration ltaS expin-J, ii b m:qiical~ broken or di>pelled. or unUI die redp1mt 1:dk. 
to or attock. an) cn."Jlurc. Thu> die imi"hle bcmg can OJX'll doo", <:'JI. dunb sWr<. L1c, but if be :11t1clo. or I 0 I 
c:L"-' a SJX'll, he imml'11;11d) b<.-rnm<.,. 11sihlr (although the i1111,ibilit) cnal11L" ltim lo atlJck fiN). 



Invisibility Purge (DMnalion) 
Le1cl l:lr .1 
DurJUon: htstantJneous 
\rea of 11fect !IJ foot mllu' 

lbn~e l't•Nmal 
Castin~ lime: 8 
Smin~ Throw \one 

In) imi!.1hle crc-JtUrt'S 1\ldtln the arc-• of effect ha1c dtcir imisihlht) di>pelll'll. This includes crc:um.,. that 
are in SanctUJ!). lmpro1t'll lmb1b1bt), Sh:lllo11 Door m1is1bibt). nusled. etc. 

ln•isibili!J' Sphere (Illusion) 

W 
Le\cl Brd j, Sor/\\1z .l. Mask .1 
Duration: IO minutes/ le1el 
.\re-J of Ella1: I 0-foot radius 

Range: C:L<ter 
C.1sling nme: I round 
Sming Throw . \one 

1111' >pell C'Au"" all creatures 11id1in I o· of the caster to 1<mish from sight and be undetectable bi nonnal 
1i"on or e1c-n dark\1;ion. Of course. the imisible creature b not magic:dl) silenced. and certun other condi­
tion.' can render the crc-Jture dctecethle. Elen allies cannot see the mri!>ible creature or hi> gc-Jr, unless dtesc 
allies c:u1 non11all1 o;ee imisible things or emplO) magic to do so. Items dropped or put down b) dte ln1isible 
cn-.uure become 1isible. Items picked up dbappear if tucked into the clothing or pouches worn b) the crc-a­
rure. The srell rcmJins in effect until it is magic:dfy broken or dispelled. until the wiLard or recipient c:mcels 
it. until Ute recipient auacks ruty crc-ature, or until the dumuon has '"P"ed Titus the imisible being c-an open 
doo", talk. eat, climb stairs. etc .. hut if he mu1cks. he immediately becomes 1isible. :dthough the imisibilit) 
en:1b1L.,, him to ;llt:tck fir;t. 

Iron Bod)· (Transmutation) 

W 
LL~el Sor/\\"iz 8. Helm 8 Range: C:L<tcr 
Oumlion: 10 rouncblle1el ea.ting Time: 8 
Arr-• of [IJcct: Caster Sa1ing Throw . \ one 

11ns s1icll inu1srmm' the C'.t-'ler" l>Od) into li1ing iron, gr.u11111g lum Selem! powerful re;L,umces and abilities. 
\lltilc dtc spell ism cllect. dte c-aster ha' a 50/+.l dantagc reduction. uke. h;tlf chmtagc [rom fire rutd acid. 
;md is immune to electrici~ Spells that affect respiration or the ph). IOl<Jg) of the C:l.'>tcr arc ignorL.J comp1L1e­
h. 'uch as poison. blindncs.\, dcafnes:.. and dise-.ise to name a few. In addition. the c:t<tcr g:uns a +6 Mrmgth 
hontl\. :t -6 dc\lCril) penal!). :utd the caster C:lll atutck with iron fi.'1., ror ldo cruslung thtnt:lj\e + Mmtgdt 
htmU>t~ l nronunall'~. dtc C-J.'-tcr's mmentent becomes slow and :mk\1ard under dtc lll1gill or hi' Ill" hod), 

setting hL' m01cmc111 mtc to halr iL' nom1;d r.ne. :utd he recc11es an 80% ch:mce 10 fail at casling 'pelb. 

Iron Skins (Transmulation) 
l.e1d Ur 5. Rgr 5 
Our.nion: 8 hours 
\rca or l:lfoct: fa'ter 

Range: C.'L<ter 
C:L<ling lime I round 
Sa1ing Timm \one 

1111' >jlCll pm1idl" the C:L'ter II 1th :t danrnge reduction Of I()/. 10 bludgcontng. p1Crcmg. and sl:1>hmg dant· 
age. rh,, rl.,,L,LlllC(' bonu' onll ap111ies to a numher or anack.' l')Ual to I attJck for l'l'!) ! IL,eb of the ca>t­
er up to a ma\imom of R. ;tiler which the s1icll will dis."p:ne. Tlus spell L' not cumulatilc with 1L<1:ll or \lmilar 
m;1!\ick.' !such J! the tth IC\d 11w1rd spell Stonl'>kin) 

Knock (Transmutation) 
lt'd Sorf\\,it 2 

I;' llumhon 'l"-'Oal 
ln.-.1 ol UT«t:t l.orked door or chL"'i 

Range: Sight of WMt'r 
C:Nmg 11me: I 
Sa\ing l11row. \ont· 

llte Knock spell opens lock"I hdd or ;U'(:tne lockc,J doo,-,, It opens '>l·cret d0<1". J.s 11cll J.' lockL.J l.i\l.,. 
102 or cht"l'- It doL" not r.tbe hmL'll R:lle. or Similar impt'lli111cnts. 

Lance of Disruption (E>ocalio11) 
l<'cl Sor/1111 .l !tinge: C~I feet 
llUratlOll ln>tUIUUlt'Oll> f.:L<ting Time: .\ 
\rl."J of Efh:t: Spl'Clal S:mng Throw: RcOe' half 

Th" >pell create. a lance of rorce, f\lcnding from dte C:LS!er lo a Spl'Cifil'll point(~) feet in die d1sw1c~ In\ 
crc-Jtun..,, in the lance s p:tllt take 5di points of hludgeoning damage. + ! pomi!> of thmrngc per le1cl of the 
CJ.,tcr ( m:c\Jmum or dO) \ictnns can roll :t ReOe.\ sa1e for half dmnage. 

Larloch's ~Unor Drain (Necromancy) 
Le1el Sor/\\" I Range: Sight of Caster 
Dur.1uon I hour Casting Time I 
\rc-J of Ellect I creature S:mng 111ro11. \one 

\\ nh 111,,. spell dte 1111.Jrd drJJns the hre force from a target and adds it to his own llte target cn'aturc ,ulJe" 
1-1 damage. while the wizard gains 1-1 hit poinL~. Tite extra hll pomlS will dis:1ppetr in ru1 hour. 

Lesser Restoration ( ecromancy) 
. Le1el. Qr!, Drd l, L:tthandcr l Range· Touch 
. Ounuion: lnsumtaneous C:tsltng Tune: l 

\rea or Ella1: I creruurc Sa1ing 111row: \ one 

This spell will restore abilit) score poinl'> to a charJCter that has had them reduced h) any number of 
magical effeclS. 
Uch Touch ( ecromancy) 
_ • Le>·el. Sor/Wl1 6 Range: Touch 

DurJtion: I round/IC\el Casting Tune: 6 
1rc-a of Ellect: C:L<ter Sa\ing 11tr011c ro~itude halr 

Tius spell confers the powers of a lich's touch and a lich 's immunities upon dte ca<ter. The 11imrd gaiJ!l> 
immunity to par.tl)>JS and fear while die spell l' in effect, and his hands are imbued with a clullmg force of 
nega1J1e cnel'R). Successful touch attacks de:d ld lO cold damage and •ictims must roll a Fortitude sore or be 
p:tr.dr1e<I for I tum. Titc touch auack Is not cffcctile against unde:td 

Ughtning Boll (Evocation) 
l.clel: Sor/Wiz .\,Talas .l 
Duration: lns1:111t111eous 
\rea or Ellect Special 

Range: Sight or Ca.<ter 
r.asting lime: .\ 
Sa•ing 11tro11c ReOe.\ half 

I pon casllng this ;pell, dte "illlrd releases a powerful stroke of ek'Ctric-.il energi that ntllicl!> 1-6 points of 
damage per ll'cl of the spellcaster to roch creature within II.'> :trc-J or effect (ma\imum d:unagc or 10-60). A 
succL'S>ful RrOe\ smc reduct.,, thi' damage to half (round fractions do1111). When the ligillning boil intcrst.'CLs 
111th a wall it will fiale out 

Lower Resistance (Transmutation) 
Ll'cl l'.il 5, Sor/\\ iz; 
Uumuon- !II niumb 
~rea or Ffft'l.1: I creature 

R:u1gr· SiA)n of ea.ter 
fa'-tmg lime: 5 
Sm mg TI1row: \rnw 

l ,111~ thi\ :-.p<:ll. j \\u.ard lllJ~ illll·mpt to rl'dure the ma~c R':'>lslaJ1t;c of a target ur;Uure. fhL· ma~c re. bt 
Jnet· o! the 11ctim wr1rk., a~111st the Ul\\cr Resistance >pell 1L..-IL hut at on~ hair 1b nunnal 111lue Then·" 
no S<ll11tg dtru\\ rr lht'\ilum docs not IT L>l lhe eflt'CL\ ol tho spell. lu' nta~ic rl~i>IJnn· LS reduced h1 I for 
('\'t't) l\\O b,eb ol 1he l'a.'it~r • 103 



Luck (Cnchanlment) 
l.l'\1'1 llrd ! , Sor/\\ 11. ! 
Duration JO rountb 
ln·J of flTcct: I cn-.11ure 

R;lll~l'" Si~ht oft a.\ter 
Ca'11nx lime:! 
~.ning, I hro\\ · \nne 

TI1e r<·up1rnt of th1' 'll<:ll g;lin> • +I honll> to luck for the dur.ition uf the '1"'11 J.uck 11e1!\)1L\ die roll' m a 
d1arJcl1·r' h11or. 111th a+ I b<rnu' to luck, if Jd8 is roll<'ll, tlie dkcti1c rJn~c h<'Coml.,, !-8 ·a mll of I 
lx"<ollll !. a roll of 1 hcrnml.,, 5. :md a roll of 8 '"''l' at 8. \lost mtportantl) luck 111llucnce:. damage dice 
roll , attack honu""· -.11i11g thrm". and ,k;ll check.,. hut luck abu \\Ork.' m more 'ubtle \la)'· Thi> 'pell 1; 
1101 (\llUUlaU\l' ni~1 repe.u C'J.\llll~"'· 

~Inge \rmor (Conjuration) 
J."rl llrd I, Sor/\\ iz I 
DurJtion: I hour I k'el 
In·; of Effect: Cn.-;ture touchLod 

Rm1ge: Touch 
C:L\tmg lime: I round 
S;11ing Titro" · \one 

By ml-:m' ol tlu' '{l<:ll. tl1e 1111ard creates a magical field of force that \Cnes il' if 11 were scale mail armor 
I \rotor l~lllllS 1 I. It" cumulati1e 11itlt Dc\teli~ aod \\ith a ,Jueld bonus. Tiie annor 'liell does not lnnder 
mo1emL1ll. adds no 11,W11 or encumbmnce, nor doe:. it pnwnt 'pl'll=ting. It la.'1> until succcs-full) dis­
pdl<'ll or unul tlie dumtilln rtlll> out 

" agic Circle .\gainst Ml (.\bjuration) [Good) 
J;1el Brd .i. Ur ;. Pal .l. Sor/\\ il .l. llmater ; 
Du~auon: JO round"1C1cl 
ln.>J of Elfoct JO-foot mdius 

Rmt~e: Toucl1 
C<1stmg lime: -
S:11 ing Titrmi: \one 

l\lll'n th1' ,p(')I "CiL,I, all cn-Jture. \\ithin a 10· md111s arc alfocllod ind111duall) h) Prolcetion from Llil. g11-
ing them +l 10 lnnor Uil'" +l 10 Sa1ing Thr011s and immumt) to ;di chann·hiL,ed 'i>Clb 

~lagic ~lissile (Erncation) 
l!'lel Sor/\\il I 
llumtion: J11>1;uuancou.' 
\n-:1 ol Ukct: I crl"Jturc 

Range: Sigh I of Caster 
C:L,ting lime: I 
S;:tnn~ Thro" · \one 

l ><·of tht \1Jgll 111~,ile ,pell. one of the mo-t popular fiN le1cl 'pelb, create. up to fi1e nti sil<::. of magical 
encrg) th:u tlart forth from the 1111.atd·, fingertip and unemngl) ;tnkc their urget. llhidt must be a cn.-.uure 
of "1mt <;Ort r::1ch mi:..-ilc inllict. ldH I poml' of <itmagc. For C\el) two C\tm IC\ds of e.\perience. the \\ii · 
arJ g;ur1> an sddition;d mi."ile - he hiL' t\\o at _lrd k'el. thrt't' at 'ith IC\d, four •It -th IC\el. etc., up to a m<L\­
imum 111 Ille nti,,iJ<::. at 9th le1el 

'lagic Stone (Enchanlment) 
J;,e) Cir I. Tcmpus I 
OurJlion: .lO round' 
ln.-J of J)fect Special 

Range: Sight of C:t;ter 
Casung lime: 'I 
S:t•ing Throw: \one 

lly "'mg lhis S)ll'IL tltc cleric tempor.uil) enchmtL' .I small pebhk'l<, wluch t'On be hurk'll at an opponent. 
L1d1 'tone" trt:.llL•I a.' a+ I magic "capon for purpo><.,, of what it can d<1mage. and dc:11.\ ldo + l cnislung 
d;nnagl'. li;:u1L't undL-ad the <itmagt i' doubk'll to l<l(1 + l crn,hmg dmoagc. 

Mala•on's Rage (E•·ocation) 
1.!'el ~r/\\iz­
DurJLion: ln.r.umantous 

104 \rc;i of Elk"<t IS· foot mdws 

Rm1gc: Lbll'r 
r.:L'ling lime; I 
Sa1ing TI1nm~ Reik\ half 

\lala•on·, Rage was crent'll h) tl1e dark elf sorcerer \ Jala1on. It 'hooL' <itrl> of pure enl'l'Jl) out Imm the 
atster\ bod) in all din'Ctions, bamting fnend aod foe allke. The small \ledge. of ma!t'C do !0-RO poinL' of 
piercing duna~e to C\el)thing ctught in tlteir path. Tiu; spell L\ C>JX'Ci:dly u,,.,ftil \\ften a maAc L\ 'urroundt<l 
by enemi"' I succes;ful ReOc.\ sa•e \\ill reduce tlie damage done by lhe '11'11 b) 'i0%. 

~lalison (Enchantment) 

G 
l.L,cl Sor/\\ i1 -1. Oghma q Rm1gc: Sight of (,a,,ter 
Uur.1tion: l rounds/le1el f•L'ting lime· 'I 
\rea of Effect JO· foot l"Jdius S:11ing TI1ro"· \ one 

Titis spell c:tu.'iCS :tll encm) ta~ets in tlte area of effect to suffer a-! on all their 'ktring tlmm, :L' lonx il' the 
spell 1s m effect 

~lass Dominate (Enchantment) 
J.e1cl Jlrd 8, Sor/\\ i1 9. Bane 9 
llumt1on: I round/IC1el 
\l'C'J of Effect. lO-foot mdius 

!range: Sight of fa,ter 
Casting ·rime: 9 
S:lling Thro\\. \\Ill neg;ues 

This s)ll'll fore"" all crc-Jturcs not allied llith the c:1>ter m the :m"J of effect roll a\\ HI <,;l\e or be doruinatc'll 
as if affected b) the Sth IC\el spell Donunauon l ndcad are unaffected h) tltis spell. 

~lass Haste (Transmutation) 

D 
l.e1el Brd 6. Sorl\\i7 6 
llumtion· ) rounds + I rouncVIC\1'1 
\l'C'J of Effect: !0-foot mdius 

Range: Sight of Caster 
Casting lime: ) 
S:t1ing Titro\\ \one 

For all allies in the area or cfft'Ct. Ma.'' llastc double. their base mo1cmen1 aod auad, mle for the duration ol 
the s)ll'll lspellc:tstmg and >pell elTc'Cts are not sped up). Mass Jlaste is not cumulau1e \\llh 1L'>Cll or \\1th 
otlter 'imilar magic :u1d will negate and c:utcel 0111 tlte eflecL< of a Slow spell. 

~lass Heal (Conjuration) 
l.l'\1'1 Cir 8, Drd 9, L:ttl1ander 9 
Dumtion; lnstaot;uteous 
\l'C'J of Effect: All alhes wnhin 30 ft. 

Range: Close ll5 ft. + 5 fl/! le1el<l 
Casting lime: I round 
S:l\ ing TI1ro": \one 

Mil'' Jlc-.d 11ipe. alla) disc-J.\C aod mjUI) from a targt1 creature It core. hbndnc...,, d1sC"iL"-". focblemind and 
restore. tlte 1'l~et to ma.\imum Jut point> if tltC) ha1e been mjured. Tius rnriant of tlte I IC'.d spell c:u1 ;tlTecl 
SC1eral allie:. 

~lass IO\isibility (Illusion) 

[I] l!'lel: llrd -. Sor/\\11 -. M:L<k 8 
Dur.111011 JO nunutes 1 IC\cl 
lrca of FJTect: .10-foot mdiu.< 

Range: ight of C:tstcr 
C:isting 'lime: 7 

Sa1ing Thro". \one 

Ma.'' lmisib1h~ hides :dl allied cremure; llitltin its arc:t of elTect :ts per the spell J 111i\1 hili~. 

~lelrs Acid Arrow (Conjuration) 

0 
l.N'1: '<>r/\\11 l 
Our.uion: Sjll'Cial 
lrca uf Effect· I creJture 

Rlutgc: S1gh1 of (;a;tcr 
Casting lime: ! 
S:lling 'lltro\\ \one 

Titis spell crc-Jtt.,, a mag;c.-.d arrow that 'peeds to 11> targl1. TI1e arro\\ hil' no at~tck or danm~e honus, but it 
infucL' !-8 points ol aod tluna~c. There is no <pla.sh dama~e. for t1el) tltn'<' k"cl.; the GL<ter hru. adtiCIL'\l. 
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die aud IJ>I> anmht·r I round. inllicling another l-8 fXHnb of damage. So .u .lnVith IC'\·cl, 1hr arid JasLs 2 
roumls. a1 '1lh-Hih b·cl, ihe arid la.'L' for .\ rounds, etc. 

~lelrs Minute ~lcteors (El'ocation) 

B 
Le>cl: Sor/\lu J 
llum11on 8 hours 
\rc:t of meet Casler 

Range: C.1Stcr 
C:t>ting lime: 5 
Sa1in~ Thro11 . Rene, half 

Thi> spell enables the 11 ir.trd to cast one small meteor for each IC'\el of lhc caster Each meteor bursL' into a 
1-fuOt·diamctcr sphere upon impact and inllicLs ldH.i poinL\ of damage and +.I points of fire damage 10 the 
cre:uure s1111ck. rhe meteors are u·e-a1ed as missiles hurled b) the \\1Zltrd 11ith a +) bonus to attack rolls and 
no penalt1 for range. The wu:ml may discharge up 10 five missiles per round. 

~let~or Swarm (E•ocation) 

. ' L<!'el: Sor/\\ iz 9. Lathander 9 
_ llumtion: I round 

lrea of Effect: 30·fo0l mdius 

Range: Sight of C:tster 
Casting lime: 9 
Sm1ng Throw: Rene.\ half 

l'pon completion of d1is spell. metC'Qrs bombard the are-J or effect, de-Jling d<'':!Sialing damage 10 friend or 
foe . .\II crc;uure. in the :u·c-J effect take l-1d6 fire damage 1111h a Reflex sare for half damage. TI1e caster is 
\\Cl! ad1i;c~l IO he c:trefuJ in his use of this Spell. 

~lind Blank (Abjuration) 
Le\'el: Sor/Wiz 8 
Durruion: l Day 
\rc;1 of Effect: One Creature 

Range: Touch 
CiL<ting lime: l 
Sm1ng Thro\\'. \one 

In the imcrbt~ of one's self-control :u1d privacy. Mind Blank shields a crc-JIUrc's mind from almost m11 men­
t:d clTect · Chan11, Command, Dominate Person, Fear. fccblcmind, and :my sc1,.ing b) crr.md balls or ~lhcr 
dilination methocl<. 

~linor Elemental Barrier (Abjuration) 
Lc1cl: Cir l. Drd 2. P:d 2. !!gr I. 

Sor/\Viz l, Umatcr J 
IJurJlion: I round/be! 
\rc;1 of Effect: I cre-J1ure 

Hangc: Touch 
C:L'iling 'lime: ) 
Sa1ing Throw: \one 

This spell t1•uglle11' the target cre'Jlurc's bod~ 10 \\idist:md fire and cold. gi<mling a -ii- fire and cold resist­
ance bonus for the dumtion of tl1e spell. 

~linor Globe of Invulnerability (Abjuration) 
I.eve! ~r/\Viz q l!:mgc: C:tsier 
llumlion: l roundlle1·el f,a$ting 'lime: q 

lrea of Effect: Caster Sm1ng Thro\\'. \one 

I'his s11cll crcmes :m immobile. f:lintly shimmering magic.11 sphere :u·ound the caster that prevents :tn\ lsl·, 
!nd·. or 5rd·k~cl spell cUecl!; from affecting the c:Lstcr. This include> innmc abilities :tnd effects from devices. 
ll<Jl\t'ler, am lip<' of spell can I"' cast out of lh<• magic:U sphere with no penalt~ . rhe globe c:ui he brought 
down b\ " 'UCCl''"ful lli>pel Magic spell. 

~linor ~lirror Image (musion) 
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I.ere!: Brd I. i'<ir/\\iz l. M:c;k I 
Our:.uion: 5 round~ + I rouncVle\el 
.lrc:t of Efft"<t: C:t>t<'r 

R:tn~e: C:l'tcr 
Ct>ling Tune: 1 
Sa1ing Throw: \one 

l pon casllng tl11s spell, the caster rre:ttcs l image of himself tl1:11 11111 tr:llcl :dong br>ide him. The Image 111ll 
pe1form all ol U1c actioll' d1a1 the c·aster doe; so U1ru if any enemies arc lt)ing 10 auack die easier lhey \\ill 
001 know wluch one is re;1L ·111e imaRe will disappear 11id1 a successful Dispel Magic. 11hen attacked or \\i1en 
the spell duration nms ou1. 

Mirror Image (IUusion) 
, Le>cl: Brd .l. Sor/\Vi7 l. Mask J 

Duration: .i roundsllercl 
\rea of Effect: C:<o;ier 

Rlmge: C:istcr 
Casting lime: l 
Sa11ng Thro11 : \one 

\\'hen a Mirror Image spell is invoked. the spcllc.1Ster causes two 10 eight duplicales of himself 10 come into 
being m·ound him. These images do exact!)' whm the 11izard docs. Since the spell causes a blurring and slight 
distot1ion 11ncn it is c:L~' it is impossible for opponents IO be ccn:tin which ones :tre the illusions and which 
is the adual 11izard. When :tn image is struck by a mclcc or ntissile auack, magical or 01her111se, it disap· 
pe:trs, bu1 ani other c.xisllng images rem:lin intact until struck. The images shift from round 10 round so that 
an encm)' must first hit e1ery image before being able to hit die 1\11.ard. 

~liscast ~lagic (Enchanttnent) 
Lcrcl: Cir 3 
Duration: IO rounds 
Are-J of Effect: I crc;uure 

Range: Sight of CiLStcr 
Casting lime: 5 
Sa1ing TI1row: 11111 negates 

Any spell casting creature that is affected by this spell has W casting ability severely disabled. When the cre:t· 
lUre auempts 10 cast a spell ii has :u1 50% ch:mce of failure. Crc;uures can roll a Will save 10 :tvoid the affect, 
but do so at ·2. 

~list of Eldath (E•ocation) [Lawful] 
L<''Ci: Drd 7 
Duration: l round 
Arca ofEITect: I 0-fool radius 

Range: Sight of C:L"er 
C:tsting lime: I round 
Sa\'ing 11irow: ~one 

TI1is spell blankcLs the are-J or effect 11i~1 a green-blue mist - :my crc.lllire witl1in the mist \1111 be cured of dis­
ease. poison. ;md he:dc'(( or .l) points of damage. 

Hold Touch (Transmutation) 

[I]" • #> l.t'el. Cir.\, Drd .1 
.,, Duration: Special 

1re:1 of Effect: I cre-Jture 

Range: Sight of C:L~ter 
Casting lime: 6 
Sa1ing TI1ro11: Fortitude h:df 

This spell infect' the target crc:uure \\1th a mpidly- ·prc;1ding bro11T1 mold. The infocll'll creature rc'Ccilcs a 
Foni1ude sme - If the s:11ing throw is failed. the infection is se1cre :u1d the crc.uure mkcs d:unage :Ls follo11~: 

lst round; "d(t damage • 
2nd round; .ld6 d:unage 
3rd round: d6 damaAe 
4th round: I d6 damugc 

ll the saling 1hro11 L' '11ccc>ssl\JI, die d:unage is n·duml. 
lst round: 2d6 d:unagt· 
Znd round: id6 damagt• 

Each roun<l after thc rir.-,t, ~ir ne.tre.t crtatun: within ten feel nl the "ktim mu:-tl make a Fonitudc Sit\L' 1u· ht­
ink'Clt'll b) die mold at full 'lrl'n~th. This pmces.' crnllmucs until the mold lmb to infect a >ui1ahlc host 111 

lime. Creatures alm1d1 under die e!Tecb of the mold cm1no1 comrarl it :1i1mn. rhe brown mold quick(\ dies 
once the spell e\pirc.,,. · 107 



Moon Motes (lt.-ocntion) 
~ l.c1el: Sclune 2 
• Dnmtion: lnstantanMt15 

\rea of Elfoct: 5' x 20· x 20' cone 

l!:mge: Caster 
Casting lime: .l 
S:ning Thro11· Reflex llalf 

·n,;, spcll c:tlls npon Selune's connection 11ith moonlight and magic to invoke a spr•) of gloning spheres. The 
spell cau;e. + 16 poinL' of magical cnergi damage tO CVCI) crc:uure caught in it> path. 

Moonblade (Evocation) 
Le,el: Cir S. Ord S. Selune 3 
Duration: lO rounds 
Area of Effect: Caster 

Range: Caster 
Casting lime: 6 
Sal'ing Throw: ~one 

111is i']JC1l ou111mons fonh a >ilent, weightless sword-like construct 111ade of moonlight that extends 4 feet from 
the C:L,ter'> hand. The 111oonblade is considered a +4 weapon for determining what creatures it can d:unage, 
though the bonus docs not apply to llIACO. In addition, due to the insnbs~u1tial nature of the moonblade. 
mek" bonuses from Slrength do not apply. 
The stnke of a moonblade dmins a target's 1;tality. inllicting Id I l+4 11oin1S of dan1age, and an additional 
Id 12 point> to undC'Jd. 11ho are particularly susceptible. A successful strike also temporarily scmmbles 
magic. causing an) spells the target caslS in the next round to fail. 

31ordenkainen's force ~lissiles (Evocation) 

. ~ LeYel: Sor/Wiz 4 
Dumtion: ln;tanraneous 
Arc:t of Effect: Special 

Range: Sight of Caster 
C:15ting Tlflle: 4 
Sa1ing Throne Special 

This speU crc:ucs a brilliant globe of magical energy that streak> forth from the caster's hand 10 uneningly 
sliike iL' mrget, much like a Magic Missile spell. ·111e wi7.:trd creates one missile at 7lh lel'el , and :u1 <tddition­
al missile al emy third level after 7th ·in other words. lwo missiles :tt IOth lel'el. thrcc al Ulh, four at 16th. 
and so on. to a ma~imum of SCl'en missiles at 2Sth lel'cl. Each missile inOicL' lcl4 poinL' or damage 10 1he tar­
get and then hursts in a 5-foot radius concussive blast that inflicts J point of damage per IC\·el of the C'JSter -
for t'\:unple. a l lth-levd 11izard could conjure two force missiles. each of which strikes for Zd4+ 12 poinls of 
d:1mage. Gre:uures l:lking d•mage may auempl a Reflex sal'e to negate tl1e concussion d:unage, but tl1e imp:tct 
of the mi>sile it>elf ailo'" no s:11ing throw. The lst IC\el ni1.ard spell Shield 11ill absorb the force missiles 
hamilrs:.ly, including cl1e concussion damage. 

Hordenkainen's Sword (E\'ocation) 

D l.cl'el: Sor/Wiz' 
Duration: I round/level 
ArC'J of Effect: Special 

Range: Sight of Caster 
C:15ting lime: 7 

SaYing Throne None 

Range: Touch 
C:t5ting ·rime: I round 
S:tring Throw: \one 

This Sjl{'U emplo1s posill1e energy 10 ward off the effects of neg:uire enerro from attacks such as those 
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employed h; 1>ights, spectre:., :utd 1ampircs. Ilic lllrgCI creature is immune to energy cir.tin for the durJtion 
of Ute spell. 

Neutralize PoiJon (Conjuration) 

EJ 
l.C\el: Brd "'· Cir 1, Ord 3. Pal 4, Rgr .\ Range: Touch 

, Dur•tion: lnstanmm.'Ous Casting lime: I 
Arca of Effect: I crc-Jturc Saving Throw: None 

When this spdl is place!l upon a poisoned indilidual, it immedi:11ely neutr.tlizes any poison. 

Non-Detection (Abjuration) 

a l.C\•el: l!gr 4. Sor/Wiz .\ 
Dur.uion: I hour/leYel 
\n."J ol EIIect: I crc:11ure 

ltmge: Touch 
Casting lime: .l 
Sming Throw: 1011e 

B) casting this spell. the ni7.ltrd makes the crc:uure touched undetectable by dil'ination spells tliat meal a 
bidden or tm·isible creature (such a' Detect lmisibility and lmisibilit~ Purge) . 

Otiluke's freezing Sphere (Evocation) 

QJ Lt,el: Sor/Wiz 6 
Dur.uion: lnstanumeons 
.\rc:1 of ffiect : I crc:uure 

Range: Sigltt of C:ister 
Casting lime: 6 
S:t1;ng Thrall': llcflex negatt'S 

l1tis spell 6res an orh of cold :u a crc:uure tlmt inlliclS ld6 poinlS of cold damage/lel'el of the ca5ter Cma.xunum 
of Wd6). If tl1e lllrget makes IL' s:11ing throw. howercr, they ha1~ dodged the orb and avoided all damage. 

Oliluke's Resilient Sphere (Evocation) 
LC\·el: Sor/Wlz 4 
Duration: I round/level 
Are-a of Effect: I crc:11ure 

Range: Sight of C:l>ter 
Casting 'lime: I 
&11·ing Thro11; Reflc.\ ncgmes 

\\'11en this spcU is C'JSt, the result is a globe of shimme1ing force that encloses the subject crealure (if it fails 
to successfully roll a Refle\ saYe). l11e resilienl sphere will com:tin its subject for the durJtion of the spell. 
The sphere is completelj• Immune to all d:lfllage: 1he onl) method of remo1ing cl1c sphere is b) the use of a 
Db11el 11agic spell. I lc'llce tl1e creature caugl11 inside the globe is complete!) s.1fc from all atmcks, but at the 
san1e time is complete!) unable to affect tl1e outside world. 

Phantom Blade (Evocalion) 

[] 

l.C\el: llrd ;. Sor/Wiz 5, lask 6 
Duration: .l rounds + I rouncVleYel 
Arc:1 or Effect : Special 

R:mge: C:15ter 
C:isting 'lime: S 
Sming Throw: ~one 

11ti> spell creates a tr.inslucent, shadOll'likc, weightless area Of magical force C\ICncling from the finger.; of 
one of the caster's h:u1ds. This silem cons1111ct is blade-shaped. It has culling edges that inflict damage just •L' 
do those nf a rc:tl sword. fhe c:15ter wields the phamom blade as if proficic11111ilh this ll'C'Jpon. 
11te ph:mtom blade acts :L' a +3 magic<tl long sword in lerms of hit :tnd dama~e bonuses as well as the 1ype 
of cre:mn·cs it c:u1 hit. llue to il' ctheric nature it deals <Ul C.\trJ +I O magic damage 11gitinst undcad. Thi> 
"rnrd t1m onl) be used h) lhc ca.,ter mid remain> in her h:utd for the Jumtion or until dispelled. 

Poison (Necromancy) 
- Ll'lel: Cir I. Ord 3 

Dur.1tion !O seconds 
\n-a of Effect: I trl':lrurc 

1tu1ge: Touch 
Cmiling 'lime: -
Smin~ Thro11 Fonitude negates 
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111is spell gran1> the caster the ability to touch a cre:nure and instantl) 1>0ison them. The poi'iOn de-.tls 20 
poinL' of damage mcr 20 second.,. then dissipate:. from the l;trget's body. Poiwn can only he cast by e1il 
chat~tctcrs. \ succe;sful Forutude save negates anr elTect. 

Po\\er Word Blind (Conjuration) 
Ll'·el: llrd 8. Sor/Wiz 8. Temp us -. Banc 8 
DuraLion: Special 
Arca of Elfoct: I 0-foot radius 

Range: Sight of C:lliter 
C:t>ting 'lime: I 
Sal'ing Throw: ~one 

This spell blinds enemy Cl"C'Jtures 11ithin the area of e[ect. TI1c clur.tLion or the blindness depends on the !lit 
Dice of the creature. Creatures of 9 or les.' flit Dice are blinded permanently, those gre:1ter tlian 9 llD but 
less tban 20 are blinded for I d4 + l minutes, while those ha1ing 20 or greater I lit Dice are blinded for 
ld4+ I rounds. 

Po\\ er Word: Kill (Conjuration) 

0 
Level: MrAViz 9, Oghma 8, Tempus 9 

. Duration: Pemmnent 
Area-of-EITect: 10-foot radius 

Range: Sight of Caster 
Casting 'lime: l 
Saving Thro11~ !'\one 

Simibr lo Power Word: Silence and Power Word: Stun, Power Word: Kill is perhaps the deadliest word of 
power. It kills one creature 11ith up to 100 hit poinis. or multiple creatures 11iU1 lO or fewer hit poinlS. up to 
a ma.\imum of lOO hit point,, The hit point checks arc done against the cre-Jture·s current hit points, not 
their m:1ximum, S-O it 11ill affect extremely tough creatures that have been wounded. 

Power Word: Silence (Conjuration) 
Level: Brei 5, Sor/Wiz 6, Oghma 5, Banc 6 
Durntion: l rounds 
Area of Errect: l Cre:uure 

Range: Sight of Caster 
Casting lime: l 
Sming Tiirow: ~ooe 

This spell al1011s the mster to uner one of U1e words or power. When spoken, Power Word: Silence C'.Ul be 
invoked against :m) creature in range. pmenting them from making a wund. No sa,ing tl1row is allowed. 

Power Word: Sleep (Conjuration) 
, l.crcl: Brd l , SorAViz 2 

Duration: 5 rounds 
11-e-J of Effect: I cre:uure 

Range: Sight or C:ister 
C:t>ling Time: I 
Sming Throw: Will negates 

When a wwrd calls upon a Power ll'ord Sleep spell , he forces a comatose slumber upon a tre'dture who 
must re:,L't 11ith a \\W save or fall :isleep. The creuure 11ill wake up if injured. 

Power Word: Stun (Conjuration) 
Ll~el : Sor/\Viz 7, Oghrna 6. Tempus 8 
Duration: Special 
Arca of Effect: l cre-ature 

Range: Sight of Caster 
Casting 'lime: l 
Sa•ing Throw: \one 

Similar lo Po11er Word: Silence :md Power Word: Kill, Power Word: Stun is another of tlie worcls of power. 
Crcatur1" witli lcss than ;o hit poinL' are stunned for 4- 16 rounds. those with 51to100 hit points arc 
s1111rncd for l-8 rounds, those with lO l to I 50 hit points are stunned for l-4 rouuds, mid those 11ith more 
than 151 hit point' are unalTected. 'f11e spcll check> the cre:uure's current hit point>, not their m:u;imum. so 
el'en the toughest cre-Jtures can be alTected by U1is spell if they <U'C wounded. 

Prayer (Conjuratlon) 
Lc1cl: Cir j, Pal :i, Tempu> $ lbnge: C.t,ter 
Dur.ition: l rountVhel C.asting lime: 6 
\rea of EITect: 60-foot radius Sa1ing 111ro110 \one 

Pravrr hL"'1011> fa10r on the c:1>ter :md his allies. and curses thetr enemies .. Ill auack.•>. damage, at1d saving 
thr~11s b) fnendl) char.tctcrs gain + l. l\itile Cnl'lll)' :rtt1Ck.\, damage roils and S:l\CS arc a.U penalized by t. 
Im cre:uurt'S rnught in the :ire1 of errect when tl1e spell b cast will continue to be allectt'(] b) the spell when 
UlL~ Je-J1c the area. so if the fighters want to chase down that fleeing gohlin. the errem or the Prayer 11ill las1 
for' the duration of the spell. 

Prismatic Spray (Evocation) 

D 
Level: Brd 7, Sor/Wiz 7, Sclune 9 
Durmion: lnst:mtancous 
Are• of EITect: -o ' 15-foot spray 

Range: C.LSter 
C.tsting Time: -
Sming Thro110 S1>eci:U 

This spell muses shimmering ra)S of light to Ilasb from Uie 11izard's hand, in a cone 70 feel long and l 5 11id< 
at ilS end. ,\n)' cre:uure touched by the m~s may be inflicted 11ith a random c[ect dependin~ on U1e color 
(see bclow), but an) cre'Jlure with 8 hit dice or le;s is hlinded for l-8 rounds. reg.1rdlcss of an) additional 
e[ect. The colors of the prbmatic spray do the fol1011ing: red (inllict> 20 hit points of fire d:unage. Rcllc\ for 
halO , orange (qO 1111 poinlS of acid rum1age. Reflex s.1ve for halO. yello11 (80 hit points of clcctric:d datnage. 
Rene\ for halO , green (fortitude S:lle or die . sunivors sLill take 20 hit points or poison damage)' blue 
(Fortitude or tum to stone), indigo (II ill save or go inSat1e), or 1iolet (Will sme or be 1mri>ed to atiother 
plane and back again instanmncously 11id1 the lasting effects of ha1ing 5 levels drained). There is also ru1 
equal chance th:it any creature 11ithin the are1 of the spell will be ltit b) two of the be.1ms. 

Protectlon From Acid (Abjuration) 

~ 
I.eve!: Sor/\l iz 5 
Dumtion: lO rounds/ level 
Area of Effect; I creature 

Range: Touch 
C.i>ting'lime: 6 
Saving Throw: \ one 

This spell granis a damage resiscmce of I 0/- against acid d:miagc for the durauon of tlie spell. 

Protection From Arrows (Abjuration) 
Lele!: Sor/Wiz l 
Dur.ition: 10 minutes I le1el 
lrea of Elfloct: l creature 

lfange: Touch 
Casting Time: .l 
S:l\ing TI1ro11~ ~one 

This spell gr.ml\ the target a datnage reduction of IOI+ l against missiles for the duration of the ;rcll. The 
damage reduction increases with the levcl of the caster to 10/+2 at 5th lc1el, 10/+3 at lOth. 10/+q at 15th. 
an<l 10/+5 at lOth. 

Protection Prom Electricity (Abjuration) 
l.t~·el : Sor/\Viz 5, 'lidos 4 
Uumtion: I 0 round.~ /level 
Area of Errect: l cre:uure 

Range: '!Ouch 
C:L,ting ·11me: b 
Sm·iug Throw: \'one 

'111i> >prll gnml\ a <~unage r<:>bmnct of tO/- against clectric:d <lmnagc for the duration of the speU. 

Protecllon From E•il (Abjuration) [Good) 
l.e1el· Cir I, l'aJ l. Umater l, llelm l, Brei l 
Dur.ttion: I minute/ le1el 
\rm of Elfc1:t: I creature 

Range: Touch 
Casting Time: l 
Sa>ing Throw· .\one 111 



111is speU fonns a m:1gic b;1rrier around 01e target creature, granting a homt' of +l deOection bonus 10 \C 
and sa\ing 1hnm~. The targtl creuurc also becomes immune 10 comrol spells or effects. 

J>rotection from Fire (Abjuration) 

EJ 
Lcl·el· Cir .l. Ord 3, Rgr l, Sor/Wiz ~. Sclune j Rllnge: Touch 
Dumuon: 3 rounds/le1·el Casting Timc: 6 
Area ·or Effect: I creature Sa1ing Throw: \one 

n1is spell grants a damage resL"ance of 7/- again>! fire if 1he caster targets herself, or a 5/- fire dmnage 
resiStance for anyone else. n1e elTeclS lasts for 1he duration of the spell. 

Protection From Lightning (Abjuration) 
Lel'el: Cir q_ Drcl 4, Rgr 3, Sor/Wiz 4 Range: Toud1 
Dunition: 5 round.v'le1'CI Casting Time: 7 
Arca or Effect: I crc:uure Sa1ing Throw: None 

01is speU graots a 61- elecuici~ resistance bonus 10 01e targel crea1ure dmt lasts for the duration or the spell. 

Proteclion from Petrification (Abjuration) 
""'=.• . l,el•el: Sorl\V12 I Range: Touch 

Durdtion: j rounds/le1·cl Cas1ing Time: I 
Arel or Effect: 1\trget S.11ing Throw: .~one 

ThL' spell grJJ1ts the recipiem immunicy' to all petrification ai~1Cks. ntis indudes basilisk and medusa g:12e, e1c. 

Rainstorm (Evocation) 
Llwl: Ord l , Rgr .l 
Duration: l rounds 
Are1 or Effect: 30-fool rJdius 

Range: Sigh1 of Casler 
Casting Tune: 6 
S.1,ing nlfow: ReOex half 

fhis speU brings fo11h a magical nun that sa1umtes 1he lU"f'J or enect. All cold and Ore-using/dwelling crea­
tures take ld3 points of magic d:unage per round. In addition, all crea1ures in the area of effect ha1e a 50% 
chance per round of being strUck by bolts of ligh1ning 1hat deal ld6 elec1ricity d:unage, with a Reflex save for 
half damage. Flame Blade spells, Shroud or Fl:une, and salamander aums are also extinguished. 

Raise Dead (Necromancy) 
":'~ Level: Cir ; , l.a1hander ; 

Duralion: lns1antaneous 
Area or Effect: I cre'Jlure 

Range: Sigh1 of C:tster 
Casting Time: I round 
S:l\;ng Throw: None 

The pen;on has bu1 I hit point when ntisecl and mus1 regain 1he rest by naiund healing or curnti1e magic. 
Rill<e Dead will not work on someone killed by a Oemh Spell, Finger of De.uh, OcstrUction, or Disimegnue. 
\ 01e diat \\hen lhis >peU b inscribed on a scroll, its power is diminished .. I scroll of Raise Dead may no1 
work unless invoked :ii die place "i1ere 1he targe1 died. 

Ray of Enfeeblement (Necromancy) 

' 

~ Level: Sor/Wiz l Range: Sigh1 or C:1ster 
Dumtion: I round/lt.'l'el Casting lime: l 
Aret of Effect: I creature Safing Throw: Fortilude negaies 

Bv means of a Illy of r:nleeblemem. a wizard weakens an opponeot, reducing its strength and 1herefore die 
ai~tcks 1hut rely upon it. The •iclini"s Strength i' reduced by I; for the duration of 1he speU, unless a 
fortitude S:l\'t is made. Any a.-..ociaied pemdlici. \\ilh hal'ing a reduced Strength ap11ly. nie effects ofd1is speU 

11.2 arc nol cumulative 111d1 repc.n caslings. 

Recitation (J\bjuration, Invocation/Evocation) 
Le1d: Cir 4, P:d ~. 1\:mpus'"' Range: Cas1er 
Duration: I roumVle1cl f•L>ting Time: 7 
\ rt."J of E1Tec1: 60-roo1111dius Sa>ing Throw: ~one 

B) reci1111g a sacred passage or dt>chtralion, ihe caster invokes his cleity"s ble:.sing upon himself and ltis aUies, 
nhile soning confusion and Wt."Jkness an1ong his enemici.. The CL>ler's allies gain a +l honus 10 d1cir i!ltack 
and sa'ing d1row , and enemies of 1he caster receire a -l penal!) 10 1hcir auacks and saving 1hro\\s. n1is 
spell doci. no1 nulli~· a prayer spell - the two may be casl in tm1dem. and the effecL> are cumulative. 

Remove Curse (Abjuration) 

B 
Level: llrd .l, Cir .l, Sor/Wiz 4 

• Dumtion: Permanent 
Area of Effect: Spechd 

Range: Touch 
C:L<ting Time: 6 
Sa1ing Throw: ~one 

1 pon casting 1his spell. the caster is usuall) able 10 remO\e a curse on an objecl. on a per..on, or in the fom1 
of some undesired sending or e1il presence. :iote 1hai die RemO\e Curse speU does no1 remove 1he curse 
from a cursed shield, weapon. or suil of armor, for ex•unple. :dd1ough die spell ~picaUy enables the person 
allliried \\ith ai1y such cursed item 10 gel rid or it. Ce11ain special curses ma)' not be cou111ered br this spcll, 
or may be counlered only by a e<L>ter of a cemtin lcl'el or more. 

Remove Disease (Abjuration) 
" Le1el: Brd 3. Cir .l. Ord 3. Rgr .l 
"' Ourntion: lnstan~meous 

Area of Effect: I crea1ure 

Range: Touch 
C:!Sting lime: I round 
S:ning Throw: Nooe 

When this spell is placed on a diseased lndiliclual, it immediaiely cures them and rc:;1or<'S 5 los1 hil point;. 

Remove Fatigue (Transmutation) 
Level: CJr q. llmalcr l 
Duration: lnsLantaneous 
Area of Effe<.1: I creJture 

l~mge: Touch 
Casting lime: I round 
S:l\ing Throw: 'lone 

n1is spell restores 1he s1amina of die cremure 1ouched. rendering 1he creuure as if freshly awakened from a 
night of perfect sleep. Spellcaster.; n;ll still need 10 resl d1eir minds for 8 hour.; in order 10 prepare or read) 
d1eir spells howe1·er. 

Remove Pear (Abjuration) 

• 
Lel•el: Cir I 
Ourntion: 10 minules 
Area o[ Effect 30-fool radius 

R:mge: Close 
C:1StingTime: I 
&ning Tbrow: ~one 

"J11i< spell insliJls coumge \\ithin all allies in d1e area of effecl. yielding a mOl<de bonus agai11SI fear effeck,, If die 
subject 1s sulTering from a fear effec1 when receiving die spell. 1he fe.tr effect is remo1ed. 

Remove Paralysis (Abjuration) 

' 

Le1·el: Cir l, l~d 2 
Dunuion: Pennancm 
.lreJ or EITect: ff Rad1u' 

R:mge: Close 
C:1sting Time: 6 
&11ing Throw: \one 

111c ca'lcr CU1 free creuures from 1he eOect.s or rui) paralrz.alion or related magic (such ""'a ghoul touch. or a 
Hold Pers<Jn spell). The spell does not restore abili~ scores reduced 111 penal1ies. dmuagc, or lru..~. 
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Resurrection ('ecromanq) 
l.t'\el: fJr '. L11hander 8 
Our.llion: l1t'\tlnLL11eou. ... 

\rea of Effect I creaJure 

ltu1g<" Iouch 
Castin~ lime: Ill round' 
S:!Hn~ Thro11 \one 

R<...ionng hft to lht· d<·Jd "'one of lhe clcnc·s mO;l llO\\erful 'pelb. R"'"rreclion ran resiore a cl1;1r•t1tr to 
lifo \\1D1 full hit poinL'; lhe decea . ..cd clumder mu;1 he in lhc part) for d1L' ''flCll 10 \\Ork. RL.,,urrection \\ill 
1101 \\ork on soml'One killed Ii) a llead1 Spell. Finger of Dc-.uh. llcstruCIJon. or Disimcgnuc. l nlike Raise 
llt"Jll. Re:.um'Ction will \\Ork on ehen chamcters. 
\ote that 11he11 thL' spell is i11-;cribed on a scroll, iL; power and mnge is diminlshed. I scroll of Resurrection 
onl) \\Ork.s \\hen imoked m die place 11here lhe target died: if die caster lea1es the al'C'J and auemplS 10 res­
urrect lru. compmuon, lhe scroll 11;ll not work. 

Rigid 1llinking (Enchantment) 
LL'el dr J. llane :S 
DurJtion: I round/le1el 
\rea of Effect I creaJure 

Range: Sight of Caster 
Casting lime: 5 
S.1,ing Throw. \\lll negates 

The t:trgti of dti' spl'll must make a 1'1111 sal'e or mndomli \\Mder, :uutck die nc-Jrest person, or stand confl&'d 

Sanctuar) (Abjuration) 
Lt'cl: dr I, Sclune I 
l>urauon: I round/IC1el 
.lrf'J of Effe<.1: I Creature 

Range: Touch 
Casting lime: 6 
Sa11ng Thro11c \one 

Tius 'P"ll prolubiL' enenties of the warded creature from taking ollensile action agrunst him. \'!bile protected 
bi this spell. the suh)c'<:l l':!l11101 pcrfom1 an) action od1er 1h:111 mO\cmem 11i1hou1 breaking die spcU's ellects. 

Su lmisibility (DMnation) 

W 
l.t'\el Brd l. Sorl\\'iz l . Oghma l 
Duration: Instant 
\rt."J of rJTed: Sight of Caster 

Range: Sight of Caster 
C.'lsting lime: l 
Sa1 u1g Thro11 \one 

llhen lhe 1\llard ctsl; a Sc'C lmisibili~ spcU. he d1spcb :1111 inmibiltl) and l'l'IC'Jb ani hidden characters m 
lh<' an:a of elht (i.e .. th1l'es ll"ng >1e-J.hh) . \01c: if an u11isible CJ'C'Jlllre enters the areJ. of ellect after the 
spell ha> .ilread1 hecn cast, die creature 11ill rem:un 11111sible. 

St\fo E)es (\bjuration) 
lt'l'cl Sor/lliz - . llehn 
llumtion: lO rounds 
\rc:t of Effect: Caster 

R:mge: Caster 
Casting lime: ' 
Sa1ing n1row· \ one 

ll1is >pell con1ure. fonh ;c1en mag.C'.il orbs that float in a nng abOle die caster'> head. Each eie has a dclen· 
>hl' and olfetL,ilc ahiUt). diougb once either one is used the l~e will Jose il' po11er \JI) subsequent c"1111g.' 

of Sl'l'en E)e. 11111 fall if ct.'i before lhe e\pimlion time, whether or not an) Cles remain. The po11~" of each 
l')'t ""' describl'I bdo11. 

Eie of tl1e ~find Tiu> orb proledS the "''ter against mcm:d au:tcks. such '" cham1. emotion. mid 
fc:ir The c~1· m:t) be espcndtd "'the hi k'l'cl 11iwrd 'flCll Cham1 Person . 

E)t of the Snord nu, l'e deflects die fi"1 ph)SIC.il damagmg :umck lh;u Strike; lhe ca.'ter. 111e C)l' 

mai he t·\pended "'the Isl le1d 1111'11'd speU \tagic \11,silc I' mc"ilesl 
E}t of the ~lage 11tis C)c ah:.oiTh one mmufestation offire, dectrical. cold, or aad dam"!lt. The C)e 

c:111 :dso be e.\pcnded :L< die .\rd le1d 11il;1rd. pell Li~unin.~ U.1h Hd~ d;unage) . 

E)• of \enom '1111> C)e h.ilt> :Ul) one a1mck or cffec11ha1 could p<n,011 the GL,lcr. nie t~e can abo lk• 
tl-ctl 111 !'<"'°" one cl'C'Jlure. dealing iO 110mL' of dan1a~e 111cr a period of .ltl "-'<ond' 

E}e of the Spirit 11us c'l'·c hluc"-' one i"'mm-dc:uh magic ;Ul:lck !Dc:uh Spell nnger of Dt·Jlh. Power 
\lord lilU. Shi) 1.J11nR. lle.iruction) . The 11iJ.ard ni:11 ilNc·,1d choo~ to expeud 1he C)c's 
p<111er ''milar 10 a rJ) of enfL'!:hlemenL droppu1g a lal')lei's stn:nRdl h) · I U. n.-ducinR IL' 
chance 10 ltil. and the danu1g1· 11 dcab 

Eje of Fortilude Ou> l~ e hlocks one stunning. de:tfnes.\, hlmdnl'S>. or silence efit'l1. Ii 10:1) altcma· 
oidJ he e\pendcd as the -1th le1el wil<1rd spell. Shout 

[)·• of Stone - 'l11b eye shield' die ca.'1er from a single petrific:uum attack. Ii C'Jn abo he used :L< the 
spell. llold Person. 

In) suh-c'quenl c:L;lings of SCI en Eyes 11ill fail if cas1 before the ongin:d spcU c\pirc:>. 11hed1er or not ani 
~t>s remain 

Shades (Ulusion) 
Lt'el: llrd 6, Sor/ll<i1 6. Mask -
Duration: I round/le1el 
lrea of Elleo: Spcci.il 

ltmge: Sight of Ca.'1er 
f.asting lime: 6 
S:!1111g TI1ro11 \one 

TI1is 'fll'U 'ha)lC" ma1eri;d from tlie J~nuplane of Sh:ulo11 11110 an illusiona11 monster under rnntrol of lhe 
C'J.\lcr. nus shado11) crc-Jture h:ts onl) (J()% of lhe hit points of 1ts l1.".il-11orld cou111e111.1rt . .ild1ougl1 its all;tck.' 
do full damage. \lore po11crful 'hado11 crc-Jtures are summoned :u h1gl1er ca.\ler le1eb. 

Shado"' Conjuration (Illusion) 
l.Clel Brd ; , Sor/lliz -1 , Mru.k; 
Duration: I round/le1·cl 
lre:1 of Effect Special 

Range: S1gl11 of C.L'1er 
Cru.1ing lime: 4 
Sanng Throw· \one 

This spell ,J1:11x" material from the l>cmiplane of Shado11 imo an illu>1ona11 monsier under comrol of the 
ca.;ter. TI1is shado11i Cl'C'Jlure h:L< only lO't of the lu1 JlOmL; of iL< t'C'Ji-11orld counlerpait ald1nugh 1b .u1ack.' 
do full d:tnHtge. \lore 11011erful shado11 creature. are summoned al higlwr C'J.'ill'r le1cb 

Shambler (Conjuration) 
Le1el Dnt 9 
llurJtion 8 hou" 
lm1 of Effect SfX"<:ial 

ltmgc: Siglu of C.L'icr 
C:l>ling lime· I round 
Sa1111g Thro11 · \one 

n1" s1iell CJ'C'J.ll':i a 'hamhlmg mound of 11 I ID 11hich 11ilUngl) aid 1he C:L\ler in comb:u or 11ha11,cr other 
duiil" ii " :L<.-.gnl'<i and ha.; the capah1li~ to cart) out 
Shield (Abjuration) 

LC\el. Sor/Wiz I 
ll11r:11Jon ; rounds/lt,el 
lre:1 of Efll'<:t (,L,ler 

lt111~e: Casler 
Castmg lime: I 
Sa11ng Thro11: \one 

Slueld crc:lll" :11111111>1hle. moh1le disk of force that h01ers 111 front of the caster I1 ncga1e- M;1gic M1~-1lc 
ati:1ck.; d1n."<:ll'<i :111hc c:Ner The disk 111"1 inlerccpL' a1uci-.<. pro1iding +' IC and +.I on l!eOc\ """" 
aj\;li11'1 :t1L1ck.' ih;ll al!L'<:t an ;1m1. 

Shield of Lathander (Conjuration) [Good] 
, l.l'\d Llr ;, Lt1h:111der 4 

.... DurJtmn: .! muml!'\ 
lrea of 1Jkc1. I cmuurt 

Range: Touch 
t:1'.\Ling linw·: x 
S..1111~ ·1hn111. \one 
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·nu, ,pell !',l'Jlll' the 1'l!'gtl J 31· dJnugc re.i,1a11ce hom" 10 hh1d~c1>11mg. sl~'hing, piercing. fire, culd. acul. 
;111d ell'Ctncuy dJn1:t~e fur the dur.uion of the s1iell 

Shilltlagb (Transmutation) 
u'el Drd I 
Dur.won 10 round>/ ll'\el 
\rc:i or Uft't:l C:l'>ltr 

RJngc: C:L'>ter 
C;t,ting nme· l 
"11ing Thro11 \one 

Thi' >f'l'll cre-Jll.,. a magical cudgel 1h;t1;,, +I anack bonus and mntcts ldlO+ I bludgeoning d:UTiage per stnke. 

Shocking Grasp (Transmutation) 
Lele! Sor~iz I. T;dos I 
Dur.nion: Speci;d 
lre-J or Effect: I Cfl'"Jlure 

R:mge: Touch 
C:t'>ling lime: I 
S:11ing foro11~ \one 

llus >1icll 11nhues the taster's ll:Ulds with a powerful electric-al charge ih:U 11iU release wnen a succe»ful 
1uuch at1'lck c' made. The a1t1ck deals ld8 points or electrical d:tmage +I poim per ca.'>ler ll'\·el . 
111" chlrical charge i' sufficient for one successful attack. and once an opponent has been touched. dte 
spell\ "'1C'l:) " U"--d up 

Shout (E\ocation) 
ll'\d: llrd "· Sor/11114. Oghma; 
Dur.illon: lttstalllllitl'Oll' 
\rc;t Cone 

R:tnge: Clo;e (.10 fl. long. 10 ft. dmmeterl 
C:L>ting Timc: I 
S:111ng Thr011 Foru1ude parllal (see le\ll 

TI1c ca.<lcr cmiL; an <.-.tr-sphuing ieil 1ha1 de-Jfcns and dama~L.,. cre-Jtures in iL' path In) cre-Jturc 1111hin 1he 
arc>J nf dft't:I "deafctt"I for ld6 round; and mkes ld6 po11tL' of damage. I SllCCl'S.;fuJ sa1c negates the de.if· 
n'"'' and t'l-dun.,. the dam:tgt· h) h:df 

Shroud of flame (Evocation) 

D 
l.t,el:-ior/\l11'i 
Dur.1tion ; round> 
\ret ot Effect I creature 

R;utgc· Sight of fa,1cr 
C:.1:-ung lime· ) 
Sa1 ing Thro11 Rcflc\ nt')\:llt" 

l'hb spdl Glll"-" a cre-Jlure 111 huN into Oanll.,. 1f II fail''' Refln s;11e lltt crc:1111re 11Iil hunt for .ld6 poinL' 
nf l.Lmia~t· l'\l'~ mun<l. and ~oubo of flamr erupl from the huming t.trv,l't. c-Ju~ing an) trl'atu~ \\ithin ltn 
reei ol die tal'l;el "' L1ke I d(J polllL' of d:unaRe from ihr fi;Ulll'\ Ill) One hll h) the IJCllnt°> O;Ultl.,. ntU>I abo 
make a Rl'lle\ """ 10 a1oid comr.1t1mg the shroud 1hent-el1t'\ 

Silence (lllusion) 
l.t'l·I IJrd l. Cir 1. Bane 1 
DurJllon: 1 roundVlc'•el 
lrea ol IJ!t'1'.I. l;.ft.-rndius 

Range: S1glu of Ca>ler 
C.L,llng Timc: ; 
S;11 mg ll1ro11: II ill nt'g<tles or none 

l pon c:L'IJng th1' spell. silence pm:ub in the affected arc:1 If c:t<i upon an u1111111ing cre-Jn1rc. die cmuurc 
Cut llt:tkl' a \\ill >:Ill' Ill nt'jl;Ue ibc 'pell\ efft't:t:.. lf C:L\I ;II a poml m sp;ice, :lit) thing ihal enter> the ami of 
dlccl" u11i1hll· ll1 emit ;ound 11ilhou1 a >:11c 

l!:u1ge: S1gln of C.L'ler 
f•L'>lmR lime: .1 
S;11ing Throw: Refle\ half 

- -~~-

I 

l pon IA,\Ung ih1' 'iitll , a >kull "iliro\\TI I~ the C:blt•r ;tl die 1'lrgt1 ;irt':L Titt ' kull noaL, in die m"J until a 
creuurc com<.., 111tl11n; feet of 11 llltc11 thi' h•p1Jcns the 'kull "triggered JOd e\pludc.,;. Jama!\iug l'\eC)one 
\\Jdllfl a l l~fool radiU> The dJOtJgc infliCit>d is equal IO l-{1 hll polltl\ per ll'\el or ihc CL'>ler \\]ten tA.'>ling 
d1L' '1"'11 ii" "i,..10 >Li Ii far""") from iltt IYJitj. lcst dlC) set ii off acciden1all1. RNmg or le-J1in~ 1he ;ire-A 

me Skull Tr:ip" i1111iU make ii di>:1ppear hannle;.'I). I succcs;ful ReOe\ s;11e 11ill do ;o·~ less d:UTIJge. 

Slai li>i ng (~ecromanq) 

G 
LNI: CJr 5. T;do'; 
Dur.111011 lns1'llllalleous 
\rea of Elfect I cremure 

lfange: Touch 
Casting Time: I round 
Sa1ing TI1ro11 Fo1111udc parllal 

TitiS 51iell 11nbues the easier\ h;md> 11idt destrocti1e negati1e energ) 1ha1 1\lll rclc:1.1e when a sucet'»ful touch 
anack c. nt1de. Titi> almck will insttnd) slay a li1ing crc:nurc unJc;., a Fortitude sa11•;,, made, in "hich c:1.1e die 
crc:uurc 1'lkc:. .ld(1 + l/le1cl poinL' of magic Jamage itl'ill'"Jd TI11> spell h:u; no JO'ecl on unde-Jd or ron;iruct:.. 

Sleep (Enchantment) 

Lele!: Brd I. Rgr l. Sor/11'.iz I, M:u;k I 
Dumuon: ; round.JI"'"' 
\rea of rJTect: I ;-foot radius 

Range: S1gh1 of Ca.\ter 
C:tstingTime: I 
S:11ing l11ro11: \one 

I Sleep spell c-Ju>es a comatose slumber to come upon creatures in the are-J of clfec1 \ ma.\lntllm of ld4 hu 
dice of h11ng cre-Jlurc:. arc :t!Tec1ed. though creatures w11h 5 or more lu1 dke are immune SIC<'!iing creature. 
are helples.,, but 11111 aw:tken upon taking damage. 

Slow (Transmutation) 
~ l.l'lel Brei ,\, Sor/II iz .l 
- • Dur.ition: I round/It' cl 

lrei of rJTec1. lO-fool mdius 

R:mge: Sight or C:tster 
C;tsting Time: .l 
S:11ing Thro": \\ill neg:u"' 

~low causes crenures 10 lltOl'C :utd ;lllack :u Ill of their nom1al rates. Ii negates llaste, hut doc:. not other-
11ise affect magical!) speeded or slowed creatures. Slowed cre-Jtures suffer -l 10 auack bonus.-! 10 dod~e 
bonus. and -l 10 their rcOe\ S:lll'S. To make mauers worse. creatures sa1e :u -4 rs. this spell 

Smashing Wave (Evocation) 
Ll'\el: Drd 5. Rgr ; 
Dur:.tllon: lnstantanoot.& 
\rea of Effect ;.foot 11ide 11:11e 

Range: -10 feet 
C.'IStJng Time: I round 
Sa1111g l11ro11 Refle\ half 

TI1i> spell summons a 11me of 11a1er thm mo1cs in ate direcuon 111lled b! 1he easier, >lriking JI! m iL' Jl'tlh 
11iih m:L.,,,11e force. TI1e 11a1e de-Jl; ld8 cnbhing damage per easier ll'\'ei (nt:l\imum I 5d8l. JOd in Jddition. 
dtere is a l'i"• chance a cre-a1urc struck" ;iunned for 1 round" and a 5% chance the cmuurc is knocked 
uncon>e1011.1. If the crc:uurc '>truck makes a succes.,ful Reflei. sa1e. 1he d:unage is reduced hi half and ihr 
creature ;1101tb bemg >iunnt-d or knocked uncon;cious. 

Snakebite (Transmutation) 
l.l'\d: Drd .\, Rgr I 
Durnlion: I round/ll'\el 
lr"J of Effect C:1>1cr 

tasting lime: 5 
S.t\ing 111ro'' : fon.itudt.· nt-gitlt.o:-. 

This spcll irJJ1Sfom1> the C:l\ler's IU1J1c1s and anus mlo snakes 1>hich can be emplOled m eomhM, ;U1'lcking 
Ill ice Jl('r round Lich 'Jl1'lck d1;.ds Id~ piercing damaJ(i' JOd the 1'll);ti m1tst mll a Fonimde """'or he poi­
soned dte poison parallll" anJ de-Jls 6 poL<0n dJOti~c per round 01cr the OL'\I l nmnds. 
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SnlUoc's Snollball Swarm (E>ocation) 

~ 
le\d ~>rA\ " ! 
DurJUon: lnstantaneoll' 
\rea of r.tTect: IO·foot mdius bur>I 

Range Sight of ci.-ter 
Ca.'iin~ lilnc:! 
&ninR n1ro11 RrOex half 

TI1b spell C:t!N'> a Our!) or 'no11balb lo cropl from a poml \\!thin mnge. TI1e ;11ann of snm\balb dc.ils ld6 
poinLs of cold dam:q;c. for l'\Cf) 1110 caster ll'\eb IK')ond .lrd. the snowball;, d<.-.il an rxtm die of damage. to 
a ma.\imum of ; d6 aJ 91h ll'\el or higher. Fire-baSl.'<t creuun.'S suffer double damage if th~ fail d1cir sa\e. 

Sol's Searing Orb (E.-ocation) 
LeveL Ur 6, Ord 6. Rgr 6 
Dumlion. Instantaneous 
.\nm of Effect: I creature 

Range: S1gh1 of Caster 
ea...ting lime: 6 
Saving Thro'" fortitude half 

l 'pon completion of this spell die cm.ter hurl;, a brtlliant, blaLing sphere at a ~1rgl1 creature. lll1cn it hiL~ II 
e\plod"" in a fla.<J1 of light, blinding the target creature and dealing 6d I l points or fire dan1age. I successful 
fortitude ;a•e .1rnicb the bhndness and halves the dan1a~. Dro11 and gm) ch1anes must make d1eir sa1ing 
dirow against bhndne!<S at a -1 pen:dq•. l ndead creatures arc particular!) mlner.il>ie to this spell and take 
double d:urugc. 

Soul Eater (Necromancy) 
Ll'\ cl Sorlll'iz 6, Ma.<k., 
Uumtion: ln .. 'iantaneous 
lrc-J o[ Effect: IO-foot mdiu:. 

Range: Sight of Caster 
Casting lime: ; 
Sa1ing Throw: fortitude ncgrues 

Th i!' spell dc:il.s .\d8 damage 10 all Um1g creatures 11ithin a IO·foot r.1dius. An) creatures that die as a result 
of this damage arc obl11er.11ed and their es:.ence is transfonned into a ~ hit dice skeleton under control or die 
ca.'ter. 11:.o, for c.1ch crcdlurc that di"" in dli; manner the ca.'icr recehc;, a + I bonus to Strengd1. De\teril). 
;Ind C:on>lillllion for I tum. Soul l~11er ha.' no effect on unde:1d. construcL~. and elcmenl:~ cre11ures. 

Spell Resistance (Transmutation) 
U'el. Cir ) , P.J] ) 

Uur:111on. I rounds lll'\el 
\re:t of Effl'CI. I cre:uure 

R:mge: Touch 
Ca>ting lime: I round 
Sa'ing Thro11c \one 

nu, spell grJnt; the fl'cip1em a spell fCSISUmcc or ll + I per level or the caster ThlS effect 11ill last for the 
du1:1Llon of the spdl or. irome:tll) enough. until di>pelled. This spell will replace 11hatl'\Cr spell resisurnce d1a1 
iht crc-Jture :tlre:td) has, ;,o II 1> possible d1:111hc rt'Cipicnt could h:ne hi:. ;pell re>i>.t:u1ce lowered by the 'pell 

Spell Shield (\bjuration) 
Ll'cl Ur l. llelm l 

DurJtion- 'i round\ 
\rea of fJfoct: I CfCJIUre 

Range: S1gh1 of Ca.>ter 
C.1..'iing lime: l 
sa1ing Thrm1 \one 

Tius spell gr.tnls a + .\ bonus 10 llill S:llCS for the dumlion of die spell. 

Spider Spau11 (Conjuration) 
Ll'cl SorA\ iz -1 
llur:llion: ; roumb + I roundlll'd 
lre:1 of Uktt. SpL't1al 

Rm1gc: ~iglll o[ C:bll'r 
Ca.'img lime: o 
sa\ing Thro11 . \one 

ThLs spd l wn1ures :1 large ' Pitier 11l11ch h brought under d1e C:ISlers telepathic control. The 11pt C•f 'P1der 
that appt:JCS depends upon iht: ]l'\cJ of tht: c-.L\tl'r· 

118 71h . Giant ' Pider 91h Pha.--<' spider Ulh+ Sword sp1dl'r 

Spike Grou1h (Transmulalion) 
Ll'd llnl 5 Ran~c Stglll of C:Ner 
1lur.t11on 10 rounds l.L,llng lime 6 
\rc-J o[ Effe<.1 lO fo<ll radiu:. S:nmg ·1 hnm . ReOe\ p.u11.1I 

ThLs spcll tmn,,Comb die surroundmR tcrrmn 1n10 ,p1k) phu1Ls .111) creature rntcnng the ,1re:1 Ukl" ld-1 . 
i••inLs of piercing damage and mu..'i make a ReDe\ sa1e or suffer mjun"" 10 the k-li dut slo11 the charJl1l"r> 

,p<.'C<J h) one· d1ird 

Spike Slones (Transmutalion) 
Ll~cl : Drd 1 ltmge: Sight of Ca.'il<:r 
Uumllon: 1 l round.s Casung lime: 6 
1re:1 ol Effect: I ).[001 radiu:. Saiing Thro11 : ReDc' half 

Tiii' ,pell 11 a~JS the surrounding rock. rl'>hap111g the tcmlin nllo spiked projection' that bll11d into the back· 
ground. Ill) creature emenng the arc-J Ukb ldR hit point> of piercing damage per round and mu;t 111:\ke a 
ReOc\ sa\e or ha1e iL' moll~ncnt mte reduced b) half 

Spirit Armor (Necromancy) 
Ll'\el: Brd 1. Sor/Wiz -f 
Dumllon: 5 round.Vll'\cl 
\rc-J or Effect I cre:tture 

lt111ge: Touch 
C:Lsting lime: .. l 
Sa\ing l11ro11c \ one 

llu;, spell crc-Jlt'S a corporeal barner around the uirgefs bod) b) tapping 1mo die target's life force. The 
annor tL..eJf;, 11eighdess. and doe. not hinder mmcment or spell casting. In addition. the Spinl lrmor 11iU 
not 11ork cumulau1e!I w1d1 am other armor, howl'\er. dC\tenq, dcDection. and shield bonu>t" ;iill appl) 
\\ hilt: U1 effect. the ;~or bon~;, is +6. ;IS if he \\'Cfl' We'Jnng splmt mail. \bo, due tO d1e magical nature or 
the spell, the recipient 11ill rccchc a +5 bonus to Reflex sa»C>. There is a d:u1ger to usmg the targli > life 
force to power the spell. :1> when the spell C\pire>, die e.\lemal portion o[ the spirit is temporaril) lost and 
!d-1 poinLs of daniagc is incurred. 

Spirilual Weapon (Evocation) 
Ll'\el: Cir l 
Range: Ca;,ter 
S:1110g l11ro11 \one 

C.1..'iing lime:) 
Our:nion: I round/be! 

ll) c:~ l ing upon his deil). the c:c<tcr bnngs into e\lstence " nmg1c;d hammer, 11 luch m:1y he ll'ol>d '"a 11 c-Jpon. 
Tiiis h:m1mer is composed of pure force and can be used 10 stnkc targcts from a safe di>tance. de:ding ld8 
bludgeoning damage per 'tnkc. 

Spiritual Wrath (Erocalion) 
Ll'cl llrd 6, i"JI b. ltdm ' . Tcmpll\ 6 ltmgc: S1gh1 of C:l'ier 
Duration: ln>1;uuan111u> I.a.sling Tm1e: ! 
1re1 of Effect ~pec1al S:11111g ·111row: RcOe\ hall 

l pon rnmplclion o[ this s11ell . the C:L,ler hl'CClnlCS a focus or splfilU;tl COef!,~. which tl1en shoOb 11111 from die 
GL'ter in four ilin."Cllon>, lik1· liA]11111n~ holL'-The GLster spl·dfit.,, tlw clirt-ction of onl' ol thl' I.iii> and the 
od1er huhs 'htMll oppo"lt: ;md fk•rpt11dicular to dial dm:ctmn . rnmplt:tmg a """·'ha1x-d p;1Uem 111 rn.-.1· 
111r1.,, m tlw holts path ~tkl• HI llJ + ! pomL' ol ma~lt dam;1gc, ReOc\ "11c for half. t.reuun..,, nf ihr s;1111e 
mor.tl alignment (good. neulrJl. t'il) a.s thl' c-a.,ter arc u1tdki.t1-d 111 the >pell 
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Siar Metal Cudgel (Conjuration) 

[2J l£1el Ri;r4, Drd .1 Ran~e: l:a.'1cr 
Dumtion· W round.' Casung rime:~ 
Irr-a or Ofect D.-ier S;i1mg Thro11 \une 

·111b spdl ere-Ate. a mctl,mc iron magical duh that is +l anack bonu> and damage. and treated a.' a H 

w"tpon for purp0><~ of what il can Jut Proficient:). '1reni1h. :u1d specialization bonu>b and pcnaltie. appl). 
11 d<IC> an .1ddi!1onal ld6 point:> or bludgeoning danmgc ag;t111>1 undead :u1d conSU'Uct\. 

Static Charge (Transmutation) 

W 1£1. c.'1 llrd i. RgrC1. T;dos ~ Duration Ill turns 
C:Ning Time: I round \rea of Effect Sight of Caster 
~11ng Thro\\ . Re0e\ half 

~1<111c Clmrge is sintil:tr to C:tll Llgh111ing C\CCpl il c:u1 be tL~ mdoor... l pon completion of th" spell an 
l'l1t'f111 cl't".Uure w11h111 the area of eITcct is [lied bi a >talic di>ehargc [or ld8 cil-c11icit) damage per ca.ster 
kwl:10 a m:t\Jmum of 16d8 elcctlici~ damage Once released the '1:Uic chaq:e 11ill build up ag:un on the 
ca.'il<r. dtsch:trgtn~ once per tum for the durdliOn o[ the spell 

Stinklng Cloud (Conjuration) 

EJ 
lei-cl Sor/\\ iz 3 Ran~e: Medium 
DurJtion· I round/IC\cl c;a.,ting Time: l 
.\1-e-d of Effect: .\O·foot radiu> Sming 111row· fortitude negate. 

StinkinA Goud Cl't"Jlt.,, a biUO\\ing ma.SS or no\ious 1apors up 10 .\0 rcct a\111) from the 11izard. \n) li11ng 
m1uurc canglu \\itlun the cloud must roll a successful Fortitude sme or become nause:ued, making them 
unahle 10 a11;1ck. ca,,1 'pell<. concentrnte on 'pelb, :md '° on 111e.c dlcct> hbt for a.' long a.' he or she 
re11tuns 111 thl' cloud. 

Stone lo Flesh (Transmutation) 
Lt"cl Sor/\\ iz 6 Range: lledium 
Duratmn: Permant111 C:l'iling Time: 6 
Area of Ef!t'Cl I cremurc S:11 ing Tlirow· \one 

n11s >pell turns a petnlk..J creature back to nonnal If one of your comp:111Jons has been 1iclimized b) a 
ha.-;ilbk or a medus.'I, this spell 11ill restore them to nom1al he:dth. The creature must succeed at a For1itude 
~IH' lO SU('\i\C the process hO\\C\Cr. 

Stonesk.io (Abjuration) 
1£\el: Sor/Wtz ;, llnmter 6 
Ourdlton: IO mmutcs/IC\el 
\re-J of El!ct:t. Crc:tture touched 

R:u1gc: Touch 
Ca.'1mgTime: I 
Sa1ing 111row: \one 

111c 11;mled creature gam.' re>Mance 10 blo11~. cuts, staiJs. and >lashes. The subject gains danmge reduction 
IOi+i OI ignores tlte fiN 10 pontL\ of dunaAe. thouA11aweapon11ith a+; enhanccmem bonus or any 
mai;;c:tl at~1ck hyp;L'5t'> the reduction.I Once the spell has pre1emed :t IOl;ll or 10 point> or d:um1ge per C:bl· 

1·r IC\d f m:t\lmum I ;o poinLs). it b dLsclttrgl-d 

Storm Shell (Abjuration) 

.

LC\d· Uni .i. Rgr j , Talo> J Range: '.'bier. 
Duration. 10 round.' r,L,Ung rime. 6 
\re1 of L!lect Caster Sa11ng Thn111. \one 

l111s '(lCll surroutub the ca.-.tl'r wnh a darl, sphL'CC of disrup111e cnel'l(I that moil>' 11itl1 him The stom1 'lwll 
120 i;rJnLs a I'>/. r<>ts~Utct bonus lo fire, cold, ;tnd dl'Ctticny 

Strength of One (Transmulalion) 
l.C\cl. Cir :!. l';d 3 Range: f•btcr 
Duration: - round.' LJ.'itmg Timl': -' 
\rei of I:lfot1: i;.[oot rndill' S.11111~ 11inm. \oue 

\\h(11 till' spell ts C:l.'I aU allie. Jn tltC arc;t Of cffoCI :tre grnlllcd a +.i Sit'l.'ll~tlt [MlltllS [or the dur.tUOn o[ lilC spell 

Suffocate (Transmutation) 
Le1el Sor/\\i1 -. Bane- R.u1ge: Sil\111 ofC:btrr 
Durntion i roun<l.s c;a.,ung Time -
\re:1 of Effect. IO·foot r.tdtus S.111ng 111ro11 l'ortiludc half 

llus spell dr:t11S the breath OUI of :di cre:tture. 11ithit1 the are:t o[ effect. Cl't"Jlures that do not breathe ;tre 
un:tITectt-d. SuIToc:1ung cre-Jture- >UITer-! 10 am1or cla.s.s. -610 Dt'\len~. h:tlf moll1ne111 rate, :md take -ids 
poinb of dunagc per round. I succc;.,,ful Fortnudc sa1e negates :di elTcci... but MS point> of cl;muge for nnc 
round. 111e effect> begin to fade 11hen tl1e crmture mo1e. out of the are:1 of effl'CI. although il ma) 1<tkc a 
round for ;t dtarJCler to c:uch tht1f second \\ind. 

Summon Djinni (Conjuration) 
Le1el llrd -. Sor/II ll -
Our.tlion: I round/ll,·el 
~re:1 or EITcct: Spcctal 

R.tnge: , il\111 of Casler 
C:L\ling Time: I round 
S:11i11g TI1ro11: \one 

llith thts >j>ell, the co111urer can ca1ole a djim11. a m:ts.<i1e gerue 11it11 po11ertul ahilitie-. to lea1e tlte 8emen"11 
Plane of \ir and enter the Prime Matcn:d plane. 111e d1inni 11ill serve for die duralJon indicalt'd abme, a1~1ck-
111g the enemies of the c:i...ter. C:L,ters :trc n'amt..J lo be careful of thb spell for a mbtrc:ued djinni 11iU tum on 
ltis ma;icr at the fir..t :11:ulablc opponunit). 111e summoned dj111111 docs not offer 111Shc.,, to the ca.'tcr. 

Summon Efreeti (Conjuration) 
IL'lel. Brd ' , Sor/\\·1z -
Duration· 8 rounds + I roundlle1·el 
Area of Ef!cct: Special 

R.tnge: Sight of Casler 
Casting Time: I round 
S:11ing Thro11: ~one 

II itlt tltis spell. the con1urer c:u1 C'Jjole a cfreeli, a mass11e genie 11itl1 powetful abilitil'>. 10 lea1e the Element;d 
Pl:me of fire and enter tl1e Prime M:uenal plane. The e[recti 11111 scn·c [or the duration tndicatcd alio1e. at~tck· 
mg tl1e cnt1nie. of tlte caster l'he C'.Ner is 11arned to be c:trCful of tl1l' spell. for a ntistrc:tled efret1i 11ill 1um 
on it; lll•L'ter :u the first mllihtble op1iortuni~. 111e efrt'l'.U docs not pro11de 11i>he.10 die ca.-.icr 

Summon Fiend (Conjuration) 
1£\el: Sor/lfo 8 
Duration I; rouncb 
lre:t of Effect: Spt'Ct:d 

R.mge: Sight of C:a.'1er 
Ca.sung Time: I mund 
S:mng TI1ro11 ~one 

More po11crtul tl1an the -ih IC\cl 1amu11. ca.-.img tlus spcU summo1L' a frenm-d demon. Tlus demon 11dl 
all;tck C\cnonc m the area 11ho "not protl'cted b) a prott'Ction from t~tl spell. Only dt.,,pemte or ""cidal 
mages use tlus spell 

Summon Invisible Stalker (Conjuration) 
Lt'cl Uni 6. S<1rlll iz 11 
l>urJtmn: ! hou~ 
1""1 of l:ftL'CI: Spt-cl:tl 

R;111gc . Sight of LL'1cr 
C;isung Time: I round 
'"mg l11m\\ \one 

fltis spell 'ummnn.' an 1111Nhlc stalker. a ni;.nun· nali1c to the rlcnwmal Pl:tnl' of lir flu, rrc:uurc 111U 
oil\'\ dw ortkrs of ~le raster and n:m;tin 11nt1l 1hc ~rl'it lluralion c pin~ ur ii L' ,1;1111. 
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Summon ~lonster I (Conjuralion) 
l;'el llrd I Ur I Sor/\\ 11 I 
OurJuon l rounds + l/ll'\el 
\rea of [[feel Spena! 

lllngt' S1~h1 ul Casler 
t:a'ling lime: 6 
SJ"ng Thro"· \one 

nu, 'l"'ll ,unuunns J monsltr \\ho 11ill :tid lhl' C'J>ler for tlte duralion of the 'pell . Tht· Nlf or crc"Jture lh:u 
come~ b r.mdom 

Summon \lonster II (Conjuration) 

l.<'ld Brei!, Cl.r l. So.· r/\\iz ! 
IJur.uion 5 rounds+ Ille-cl 
.\ret of l:1Tec1: Speci:tl 

Rm1ge· S1glu of C•1>1er 
Ca>ling lime: ·I 
S:11111g Thro\\. \one 

l11is >pell 'ummons a monster \\ho "ill aid 1he CLsler for 1he durJllon of lhe >pell The ~J>e of cre:uure tlt"JI 
comt~ is rJndom The crC'Jlure summoned LS more po11crful 1h:01 crc:uure. >Ummoned b1 le>....er 1e"ions of 
1111, >pell. 

Summon ~lunster Ill (Conjuration) 
lt•el Brd .\. Cir .l. Sor/\11z .\ 
llur.won .l rounds + tile-cl 
\f'l"J of fJfL'CI. Spl'Cial 

ltmge: S1glu of C:L'>ter 
Ca;Ung lime: 5 
$a1ing ntrO\\ · \one 

Thi> s]!Cll >ummon' a mons1er "ho 11ill aid the C'J>ler for the dur.uion or the spell Tiie ~Jlf of creature that 
comes LS random. The creature summoned is more p-O\\erful tl1"JO cre'Jlure> summoned bi le>....er 1ersion.s of 
thb spell 

Summon Monster n· (Conjuration) 
l.t'd: Brei 'I, Cir 'I. Sor/\l'iz -1 

Dumt1on: .I rounds + l/le1cl 
lrea of Effect: Special 

ll:mgc: Sight of C:Lslcr 
Ca.sling Time: 6 
S:t1ing Thro\\: \one 

lllis spcll ,1tmmons a mo11'fer 11ho \\ill aid 1he c::Lsler for 1he durJlion of tl1e spell. The ~'JlC of Cf'l"Jture 1ha1 
comt'> b r.indom. The crC'Jlure summoned b more po11erful limn CrC'dtures summoned b) lesser 1·er..ions of 
1hl,spdl 

Summon ~lonster IX (Conjuration) 
U..el Or 9. Sor/\1<11 9. llmaier. 9, 

Tempos 9, B"JOe 9 
Dur:nion: .l rounds+ l/le-el 
Are:1 of EffL'tt Special 

Range: Sigh1 of Casler 

C:Ls1rng lime: 9 
S:11 ing Titro11. \one 

111is >pell summon' a monsler 11ho 11ill :ud 1he ca.,ter for 1he duration of tlte spell Tiie l)'JlC of cre:uurc lh:u 
comes is r.indom. The creature >t1mmoned Ls more p-O\\erful lh;m crca1ures summoned b) lesser 1ersions of 
tl1is spell. 

Summon ~lonster V (Conjuration) 
Le-cl: Brd i. Cir 1. Sor/\liz; R:mge:, ighl of Caster 
1lura11on .l roumb + lllLwl C:1>1mg Time: ' 
\re:t of Elfoa. SpL'Cial SJ1111g Thro\\. \one 

nn, <pdl 'ummons • monster who 11ill Jid lhe CL,ler for the dur.tlion of lhe spell. The ll'pe of Cre'J!Urc 1ha1 
comL"!- b rJOJom lbe creature summoned b mon• (lO\\crful 1han neaturL~ summoned b~ l~ser 'ersiOJl\ of 
ilm 'pell. 

Summon Hoosier\ I (Conjuration) 

. 

l.l'd llrd h. l.lr Ii, "1r/\\ 11 6 Ran~e· Stglll of fa,1er 
llurauon: ; round' + Mc~cl C1S11ng rmll" x 
\rr;t ofl:ITL'Ct: Spl'Clal S:11mg Thro\\ · \one 

ThLs spdl >Ummon' a mun>lcr 11ho 11ill md Ilic C'J.<lcr for lhe dnrJllon ol 1he spdL Tiie ~'JlC of crcdlurt" lh:tl 
romL.,," r.mdom fhe crcJIUre summon"! is more poucr!ul tl1:m rre:nul'l" 'ummont'tl b) ""''" 1c"iun' ol 
tlus spell 

Summon ~lonster \II (Conjuration) 
l.t'cl Cir-. Sor/\\ 11 -. fempus" 
Dur:uion . .\ rot'.nds + l/ll'\·el 
1re:1 or Effect: Spl'Clal 

Range: Sigh1 of C:L<ter 
C:isllng lime: 9 
S:ning ·niro11 : \one 

·n1is spell summOftS ;l nlOn,ler 11ho will :ud lhe CISll'r for lhe dur.l11on of lhe spell n1e l)'pe Of Cr1:Jlore lh:tl 
coml.,," r.mdom. The cre:nure 'ummoned is more pouerful lh"JO cre:tlUl'l'> summon<'ll bi le,,ser 1erNons of 
ilus spell 

Summon ~lonsltr \ 'Ill (Conjuration) 
Leid lJr 8. Sor/II i1 8. Tempos 8 
Uur.iuon .l rounds+ l/le-el 
lf'l"J of EITL'Ct: Special 

ltmge: S1gln of C:l>ler 
faslmg lime: 9 
S:11ing TI1ro11 \one 

Tius spell summons a monster 11ho 11ill aid the C'.!Ster for tl1e durallon of 1he spell. The ~Jlf of cre:uure tl1:11 
come\ is random. Tiic creature summoned LS more powerful 1h:u1 cre:nurcs >ummoned h) les.ser 1crsions of 
tlu> spell. 

Summon Nature's Ally I (Conjuration) 
1.e-cl: llrd I, Rgr I 
Ourallon: I round/level 
ll'C'J or Effect Speci:tl 

ltmge: Siglu of C:Ls1er 
Ca.sting Timc: 6 
S:11ing TI1ro11. \ one 

Titb spell >ummons a CrC'Jlurc of n:Uurc 11ho \\iU :tid tl1e CISICr ror ihe duralion of tl1c s11cll. Titc ~pe of 
creature thal comes 1~ random. 

ature's Ally II (Conjuration) 
l.c1el Ord !, Rgr ! 
Duration· I round/le-el 
\re:1 of EffL'Ct: S[X'Cial 

ltmge: Sighl of Caster 
C:t>ting Timc: 6 
Sa1ing Thro\\ \one 

Tins sptll s1tmmo1t' a cre:uure of 1tnure "ho "ill md tl1e easier for 1he durJtion of1he >peU The 1ipc of 
cre:uure 1h:u comes is r.mdnm. The cre:uurc summoned is more po11erful than crc:nul't'S summoned hi IC\s­
cr 1er;ion.o. or 11u, 'pell 

Summon Nature's II.Uy Ill (Conjuration) 
l.c1el: Dr<l .\. Rgr . .l 
Uur.111on: I round/It'd 
lrc-J of Ui<'CI: Sptci:<l 

ltmge· Sigln or (~LSlcr 
C:Lsting limt· 6 
S:n1ng 11mm: \onL' 

'i'hi' spell summons J Cl'l"JIUl'l' of n:Ullre 11ho llill ai<l lhe Clsler fur lhc <lur.Uion of lhc spl.Jl lltl' ~pc o[ 

cre-Jturt· 1ha1 coml~ L" r.Uldom. The crt:"J1Urc· summonl'd is more pcml'rful tlun tn:Jturt"!'- :-.11mmc1nl'l.I h\ lt.-ss 
er 1crs11JO> of lhL' >pell 
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Summon Nature's Ally IV (Conjuration) 
l.l'l'el: Ord~. Rgr q 

\rea or EIJec1: Special 
ca.'ting Time: 6 

Durdlion: I round/level 
ll:inge: Sigh! of L:L~ler 
Sa1in~ Thro\\: Sone 

Thi> spell summons a cre11ure of na1ure who will aid 1he easier for 1be durJtion of lhe spell. Tiie ~lle of 
Cft11.lllfC Lh:ll L"OIO<.'S b rimdom. 

Summon Nature's Ally V (Conjuration) 
l.el'el: Ord ;, Rgr 5 Dumlion: I round/le.el 
Arca or Effect: Special Range: Sigh1 or Cas1er 
Casling Tune: 6 Sa1ing Throw: None 

111is spell >1nnmons a crcaJure or muure who will aid the C-.tSler ror lhe clur.tlion of lhe spell. The 1ype or 
crn:uure 1l u11 comes is r.indom. 

Summon Nature's Ally VI (Conjuration) 
Level: Ord 6. Rgr 6 Dur.ttion: I round/lel'el 
Area of Effect: Special lfange: Sigh1 of Cas1er 
Casling Time: 6 Saving Throw: ~one 

Thh SJICll summons a crcalure of nature who will aid tl1e caster for 1he duration of tl1c spell. l11e ~'Pe of 
cre:tturc that comes is random. 

Summon Nature's Ally VII (Conjuration) 
l.el'el: Ord i 
Arca or Effect: Spcchtl 
Ca.sling lime: 6 

Duralion: I rouncVlcvcl 
Range: Sigh1 of Cas1er 
S:11ing Throw: ~one 

111is spell su111111ons a creature or nature who 11ill aid lhc C'JSlcr ror the duralion or lhe SJlell. The type or 
crca1ure 1ha1 comes is random. 

Summon Nature's .\lly VIII (Conjuration) 
l.t'·el: Drd 8 
·lre:t of Effect: Special 
r.asling ·rime: 6 

Duralion: I round/level 
Range: Sight of Casler 
Sa1ing TI1row: None 

Thh spell summons a creature of nature who 11ill aid tlie caster for tbe dumlion of tl1e spell. llie ti-pe of 
crcamre that comes is random. 

Summon Nature's All)' IX (Conjuration) 
I.c1el:Drd9 
\rea of Effect Special 
C:isling Time: 6 

Dumlion: I round/level 
Range: Sigh1 of Casler 
S;t1fog Throw: None 

This spell summons a creature or n.iure who will iticl the CL<ler for the dumtion or lhe spell. The t;11e of 
crca1urc thm comt'S is r:mdom. 

Summon Shadow (Necromancy) 
Level: IJrd 5, Sor/\"1z 5 
Dur.ition: I round + I round/lel'el 
Are-J 11[ Effect Special 

Range: Sigh1 of C•lSler 
\.as1ing Time: 5 
Sming Throw: \one 

This SJl"ll s1m1mons a crearnre of li•ing darkness, a Shado11, which will obc) the will of the C.'l>ICr for the 
124 durdl!On of 1he 'iiell. The higher the .,;!er ll'\el. 1he more powerful 1he Shadow summoned. 

Sunbeam (E\'ocation) 
i.<:'lcl: Drd -. La1hander" 
llur.nion: 4 round, 
IJ'e'J or Effect 15-foot r:1dius 

llange: Sight of C:l<ter 
C:L,ling Time: 1 

Saring Thro11c Reflex negates :md half 

This spell allows lhc c";ier 10 l~Ok<' d:v1Jing beams of inlCnscli ho1 ligh1. Ill crt"dlures in tl1c be:un art blind­
ed and l:tke Jdl1 poinl' ol damage. •I successful Rellc\ sal'e negates the blindness and reduce:. tl1e chunage bi 
half. l ndcad cre-Jturci., fungi. mold. oozes, slimes and otl1er ftmgoid cre:11ures '"'ugh1 in the rai <offer id6 
points or damage per ca."cr le1cl (maximum l0d6) . 

Sunfire (Evocation) 
l.e1cl: Sor/\l'iz ; 
Dunuion: Jnst:mtaneous 
Are:t or Effect: JO-fool radius 

Range: C:L,ler 
C:1sling Time: .\ 
Sming Thro11c Rellc\ half 

I sunfire is '"' e\ploshc hu1~1 of name similar to a fireball bu1 cenlered on tlie easier. Ill cre-Jtures in the 
are:t of effect °'cep1 for the easier arc burned for I d6 fire d:tmage per ca.<ter le1·el (to a maximum of I 1d6 
fire d:unage) .. I successful Refle.\ s:tl'e halres tl1e damage. This spell blinds drow and gray dwarl'es if :t Refl" 
sal'e is failed. 

Sunscorch (Evocation) 

5J 
Le.el:.Ord I, Rgr I, Lathander l, Selune I 
Durauon: lnstant:mcous 
.lrea of Effect: I crcalure 

Hange: Sigh! of Casler 
Ca..;;1fog lime: .. 
S:11ing Throw: Reflex h:tlf 

l pon complelion of this spell a brilliam ray or scord1ing he-.u fires do"n from the ski :md burn> 1he target 
cre:uure for Jd6 + t fire d:unage per level of the c-JSler (lo a m:tximum of ld6 + I;). l ncle-Jd cre:tturcs and 
monslers mlncmhle to hrighl lighl lake I d6 + 2 fire damage per level or 1he l'L<ler (to a m:Lximum of id6 + 
.10). In addilion 10 susttining d:miage, 'ictims are al.w blinded for 3 round,. If 1he 1:1rge1 cre:tntre makes a 
succes.,ful Reflex s:ive ii will aroid the blindness :md take half d:unage. Drow and grey dwaives are blinded hy 
1he spell for .l rounds (no s;11e allowed). 

Symbol of Death (All) 
Le1·cl: Cir 8. Sor/\~i7 8. Oghma 8 Range: Sight of Caster 
Dura1ion: ilistantmcous C:lSting Time: j 

Ire-• of Effect 30-fool radius Sming Thro11: Fortitude negates 

Titis spell conjures fonh a magic-.tl Wl'Ph imbued witlt magic:d power 1ha1 channels il5 effecl5 through aninne 
c:tpable or seeing ii. CJ'e'Jlures mus1 make a Fortilude s;11·c or die. One or more cre:uurci. willtin 1he mdill\ 
\\hO:.<' combined tolal hil poinl5 do nol °'cced 150, are susccpliblc 10 1he S)lnbol's clfocl5. 

Symbol of fear (All) 
Le\d: Cir 8, Sor/Wiz 8, Oghma 6 
Dur.uion: 10 round' 
ilre:t of Effect: JO-foot radius 

R:mge: Sigh1 ol \.asler 
C:tsling 'lime: .l 
Saving Throw: Wiil negmes 

Thi:; spell conjurt.,, forlh a m"gic:u glivh imbued 11ith m"gical power 1ha1 clumneb 115 cftt'Cls 1hrough anyone 
mpable of '>t'Cing it Crc:uures are al1011 cd a Will ""c to resi>t tlu~ 'pell. If fmk<l. cmtlur.._ 11ill be affected 
hy a po11e1fol 1ersion of u1e Fe:1r spell. 
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S)mbol of Hopelessness (\II) 
l.l'\cL rJr X, Sorl\I it 8, Ow.1ma -
Ournuon: IU round.' 
\rea of Dfed 30-foot r.1d111s 

lfangc· Sight of Ca.-tcr 
Ca\lln~ lime· j 

SJ1111~ Thro\\ II ill n~ue:. 

Tius spdl con1urC> fonh a gh]lh 1mhul-d \\lth m:1111cal po\\l'f that clunncb ii!. dfotL' through an) enem) 
cmuuri:- C'd)lJble of S<'C1ng it. Crt:'ature; affected 11ill be 01cn1 helml-<l h1 dc1echon ;md remJm rno!Jonlc: or 
\\ill ""'' aJI hopr of \\inning in combat and nee. !\ succ,.,..,[ul II ill sa1e \\ill re;ist ti1c elTecl!.. 

Srmbol of Pain (All) 

BJ 
Levd: Ur 8, Sorl\l·iz 8. llmater 8 

• Duration: 10 nunutes.llevel 
• \rca o[ Effect 30-fool rndius 

Range: Sight of Caster 
C:i!.ling lime: j 
S:11111g 111ro11: Fortitude negates 

llus 'pell conjures forth a magical gl)]Jh unhued \\ith magic:d power that channels ii!. cflecL' through an) 
Cfil'ltl) Cfl:'Jtures capahle or seeing it. Creatures affected 11ill sulfer wracking pai1ts 1hrougl1ou1 their bod), 
reducing th11r Dextenty ..cores by l and impose a -I penalt) on attack rolls. skill check> and abili~ check.' 
Jforutude negates). 

St111bol of Stunning (All) 

., 
I.Ml· Qr 8, Sorl\I iz 8 
Duration. 5 rounds 
\ret of l:ITcct: j()-foot radius 

Range: Sigln of Ca>ter 
C:tsting lime: .I 
S:11ing Thro11 Forlltude negates 

Th" spell conjures forth a magical glj]Jh imbued 11i1h magic:d power that channeb its effects ti1rough anyone 
capable or S<'l'ing it. One or more creatures 11ith the radi11> 11ho>e total hit points do not C.\ceed lSO become 
;tunnc\I (fortitude negates). I stunned creature c:ui't act and lo""' :rn) De\lerit) bouusrs to AC .• 11u1cker.. 
g;1in +1 honu~ to :lllack 1t. 

Ttnser's Transformation (Transmutation) 
'I,:. l.e1el: Sor/\l iz 6 R:mge: C:L'ter 
~ • 1Jur.t11011: I rouncVIC\"fl nL<ling Time 6 

lmt of Efkct fa'iler Sa11ng lbro11 \one 

n1c C:L,ter hc.'Comes a '1rtuaf fighting machine - stronger. tougher. [a.-ier. and more skilled in combat TI1e 
ca'Oll'f°s nund'il!I dunges"' that he reli>he> combat :u1d c:m·1 C'J>l spelb. 111e Cll>ter g;m1' id6 tempoml) hit 
pomL' per C:l<ter le1·el. a +4 natural annor bonus to IC, +ld• Slrength, +ld·t De\ieri~. +I base atUtck bonus 
pt·r ~'o m>lrr lt'\el; (\\ilid1 may gire iou :m e.xtra attack) :md a +) bonus 10 For111ude sa1es. Tiie c:Ister 
atUtck.' oppont'flts 11ith mek'l' or ranged 11eapons. Cl'en resorting to unanned attack.' 1ftluu·s all he c:m do. 

Thorn Spray (Transmutation) 
l.l'el: Ord• Range: Sj>CCJ:tl 
1Jur.1tion: l1t<t•mUmeous \.a.'iling lime: .l 
\re-J of [ffect: .JO-foot long. ZS-foot 11ide cone Sa1ing 111ro11- Rene, h:tlf 

B! ml"JJ1" ol thb spell. ti1e ca.'1er c:m ca1Lse a spr:t) or barbs. >pike:., ti1orns. and spines 10 spring forth from 
his lttnd The thorn spra) inflicts Cid 10 piercing d:1mage 10 all creature:. 11i1hi11 the amt of effect 11ith a Rene\ 
"""fur half thunagc 

Tortoise Shell (Abjuration) 

126~ 
l.lwlDrcl.1 
Duration: 10 round' 
.\rca of 11ll'l.1: I creature 

R:mge: rJose 
C,a;.hng lime: l 
Sa1ing Thom: \one 

I pun tompil'tion of ti1h 'Pl'll. a lal')\l' hcnll'Jlheriral ,bell fl"'-'fllhlin~ tltu ur ;t (Ol10l\C l1ll':l'l.,, the target 
cmuurt:. 'lueld111g II [mm the out"dr 11orfd. 111e cremure rii<N'lf can t;1ke n1• •Klion hut in tum" impel'i· 
OU' U> ;tll eihl' ihl' lOrtON· \hl']f ha' ( tiO lut poilll\ 

Tremor (Transmutation) 
i.l'<·I Cir~. llnl 9. falos -
Duration: ln\lanL.Ull"tlll~ C:l'hng nme: I round 
ln.-J of i:ITt'CI S1.1()11 of Clster ~11 ing Tlinlll. Rene, nl~U,.,, 

111is 'Jlcll C:IU"-" a lnC'.d trt:mor to np through the grouml Enemll.,, 111tlu11 'lght uf the CL'tersufler •d JO+ l 
pomLs o[ hludgmmng 1l!mage and mu't make a Rene\ ""e or Ill' knockt-d unconscious for .I rounds. 

Trollish fortitude ( ecromanq) 
l.t,el Sor/\lit b 
IJur.111011 lO round.' 
lrea of DTt'Cl: C:l'ter 

R;mge: l,L,trr 
(~L\llng font': 6 
lia1111g l11ro11 : \one 

]]Us ,pelf imbue> the C:L\ler 111th till' ri:-ilience Of a lrOll. alJ011mg the caster 10 fl'gl11Cmte) hil poinl, per 
round up 10 hL<;,1her m:L\lmum hll points. 

Undead \\ard ( ecromancy) 
l.l,el Cir;, l':ti ;, S!'lune; 
Duration I() round.' 
\re"J of Effect lO-(oot rJdius 

R;mge: C:L\ter 
l•ISling ·rime: -
S:11ing TI1ro11 \one 

This sprlf :m1phfie:. the innuence 1hc r-.c.ter ha:. 01cr unde:td, 1ho11gh it Ls tit'll to thl' ar1"J ;urrounding tile 
c:tsler \\1tere ca:.t and does not mo1e An) undead cremure emering the aret of rfft'CI is allt'Cll"<i :1" if tumed 
b) the t~L,ter that 1mokcd tin> sprlf If the tumiug f:uls. the unde:1d creature is 1111111une to [urlill'r tuming 
auempts b) the s1iell unk.,._, it leal'(~ and reemer.. the are-J of e1Tec1 

Unholy Blight (Evocation) [Evil) 

D Ll'cl Cfr-1. M:L'k' 
IJuration: l1tstanU111l'OUS 
lrca of EITt'Ct l0-[001 mdrns 

Range: Medium 
C:l\llng lime: .I 
S:111ng 111ro11- Fortitude JYMliaJ 

11us spell c:db upon unhol) po11er to 'nute \OUr enenucs. In) Cre'Jlllrl'S or good :tl1gnmem 11ithin the area of 
c1Tec1 take id8 damage (ntt\lmum )d8) per mo r-a<ter IC\els and 'ickens them for Jdt round<. I succcs.<ful 
Fortitude sa1e reduces dan1agc to h;tl[ and negates the sickcmug effect. \eutml crc:1111re. t;1ke half d;m1a~c 
and are not >1ckened 

\'ampiric Touch ( ecromanq) 

1
,1' LC\el Sor/\l u .I 
r. llura11011: SJ!t'Ciaf 

Ire-a of [ffl'Cl: U1ing cr1"Jture touched 

Range: Touch 
<':<L,ung 'lime: .1 
lia1111g TI1row \one 

11us spell nnhut.,, tiie C'J.'1er's hand.' with ti1e abili11 10 dram life. \\hen a succl.,.,.,lul mdt'l' touch am1ck is 
made. the 11rum lo"" ld6 hu points fur L'rn 1110 <"ISler k'cb <ma.\imum llldbl ThN' h11 Jl'lilll' arc ;1dti,·d 
10 the ra .... tl'r. \\ith •Ul} hit point' OH:r the CL,trr\ normal m~L\imum tot;~ trt'itlt:d ;L' tL·mpor;m honu~ hit 
1x1mL' The tt·mpor.tl) 1111 prnnL' tl1 .. 1ppmr al1rr I hour. · 

\ipergout (Conjuration) 
u'd Sor/\111-
llur.1uon: I rnundibcl 
1m1 ol 1Jk1·t CNer 

Ca,ung liml'" -
SJ1ing Thro11 \hilt' 127 
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In" >('<:11"mimon'11rcrs \\hich leap forth from iht: ca.,ltr\ moulh 10 allac1' her encm1es Sianmg on dit: 
round 1he '11<'11 "wmplcied. lhe ca.<ter 'P'L' forth one 11pcr l.';lCh round for lht· duralion of die >p<'ll. Spa1 
II)ltrs lan<l al ihc Cbler\ feel and SIJI for 3 round:.. l mil 1hc C'd.\l1'r ha.' hroughl forth ;di lhe •na1'b sum. 
moned b1 lhL' S)ltll. she cannm cast spelb. 

\11riolic Sphere {Conjura lion) 
U.'d: SQr/\\ iz -t 
IJuraLion. Sj><.>cial 
AreJ of l:lfoct Special 

Range: Sigh1 of Ca.>1er 
Casling 'r.ine: 'I 
Sa•ing Throw: Refle\ half 

Thi> spell conjures a sphere or glowmg emer.ild acid 1ha1 1he c:ister can direc1 10 strike any target 11itliin 
range. When ii rc-Jches ii> 1arge1. lhe sphere explodes and drenche> die 1iclim in pote111 acid. The 1iclim suf· 
Fer.. Jd4 poinL' of acid damage per c;is1er le1el. 10 a 1mt\imum or 1 ld l poinis or damage. Mier ihe iltiti:d 
damage, !he 1iclim musl make a !.3\ing 1hro" 10 maid more damage. If un.,uccessful, die 1ictim cominues 10 
>liffer .1ud damage in 1hc follo11ing rounds. sustillning 1110 less dice or damage c-adi round. For exaniple. an 
&h·IClcl \\11;ir<l inlliCL< Sd4 damage 111ih llus spell on lhe firs1 round. 6d·1on1he second round. -1d1on1he 
third round. !d-t on lhe Fourth round, and 1he spell ends on lhe fifih round. Each round tlie 1ictim IS emilled 
10 a Reflex ,,;i1e 10 a1oi<l fortlier damage. The 1ilriobc sphere also splashes acid in a Hool radrns around 1he 
prim:tl) ~~Li In~ cn:a1ures \\ilhin ihe splash mdius must roll a Reflex sal'e or suffer a splash hil dial inllicL\ 
ld4 pninL' of dmnage per Cll'I) fi1e IC1'fis of ihe CJSler Splash hilS do no1 cause conlinuing dmnage. 

localize (Transmutation) 
Lel'cl Brd !, Sor/Wi1 l 
Oumlion: 10 rounds 
,\reJ of Efft·ct: I creJIUre 

Range: Touch 
C:L;ting Time: 1 
S:11ing niro\\" ~one 

11ie rccipicol of ihis spell cm C'JSl spells 11idi a 1erbal componem "i1hou1 hming 10 make an) noise. so long as 
ihe C1'ting lilke> place entireli wllhin 1he duration of the Vocalize spell. niis spell ha.' no e1Tec1 on 01her noises 
or 'J>t.'t.'t:h 11 simpl) remo1es a spell's 1erbal component This spell i; a greal cou111er For Silence I;- Radius. 

Wall of lhe Banshee ( ecromancy) 
l.e1cl: Brd 8. Sor/1\11 9. Oghma 9, T:tlo> 9 
Dur.111on: ln.•ttant.anrous 
Ire• of Effect: _IQ.fool radius 

Range: Ca>ter 
Casting Timc: 9 
Sa1ing n1ro1<: Fortitude negaies 

n ir c-.bler em1L' a 1cmble scream lh:!i kills creaiures \\ho hear ii (e.\cep1 for die C'JSter) Spell effeclS I treJ· 
lure per ll.'\cl of 1he caster. 

Wall of Fire (Evocation) 
LCl·e): Ord;, Sor/\\'iz 4 
Durnlion: 5 round'\ 
lrca of Effect !O-foo1 Jong. ;.fool \\ide "'lll 

R:mge: S1gl11 of Ca>1er 
Casting Time: 4 
S:11ing Thro\\ : \one 

J1tis >pell brings inlo e\blencc an immohile, blazing ci111ain of shimmering fire. lny cre:uure pa.'iSing 
dirough die 11:dl 1akes ld6 + 1 fire dmnage per clSler le1el 10 a m:t\imum of ld6 + lO fire d:uuage. 

Wall of ~loonlight (Evocation) 
l"cl Ord -t, Selunc ; Range: Sight of Casler 
1Jur.u1on: ; roumb Casling Time· -
lrea of f.lfou. l0-foo1 long, ;.foot \\ide \\all S:ning niro\\: \one 

ThL' spell mrnkes a shimmerutg 13Jlt'>ll) of blue-wltile force. nu, 11'111 ;; mtan!(Jblc. reqwring no ph)'ic;d 

anchor. and c-.l!i c-J.'il~ he pa.'"'(] 1hrough. fail 1.muure. PJ."m~ lhrough lht• \\all lilkc ldlO magic tbma~e 
1 ·ndead creuurt.'> pa.' mg 1hrough 1he 11-.dl Jake ;d I O mag1' d:una~c. I cre:uuri· dial ha> pa."t-d lhrough lhc 
\\,lll cm 01d1 lilkc d;unag<• from ii once. Onli one II.di of MoonLighl n1a1 he in efft>.:L at :ui~ Lime. 

Web (Conjuration) 
u'cl Sor/I\ 17! R:mgc S1gh1 of Ca.\ter 
Oumoon I; rounds C:L'ling Time: l 
\rc-J of Effect I ;.fool r:td1us S:11mg niro11 Reflex ntogmes 

\\eh crea1es a m:mi·b1ered m"'' of s1rong, suck) \trand'. similarlo 'p1der 11eh>. hul mudi lar)1er and 
1ougher Crc:uur"" 1111h1111he area of eflec1 \\ho f:ul a Relle.\ s:i1-c suffer a -1 penal!\ 10 a11:1ck roU>, -1 penally 
10 Oe\lelil\, :md cui'I mo1e. In Lillilngled characler 11ho :memplS 10 CISI a spell mus1 make a ConcenlrJiion 
check or lose 1he spell 

\\hlrh•fod (Evocation) 
Lele) llrd 8. 1\tlos 6 Range: Sigh1 of (.c\ter 
OurJLion 10 rounds C:l:.Ling Time: 9 
\rea of 111ett Spcual Sa11ng niro11. Reflex par.li;tl 

nm spell crC'ale> a small \\lurl111nd near 1he caster, 11hich 1he caster can direcl 10 a lo<.,ition \\ilhm Iii> sigh1. 
Once 1he 11hirl111nd n."J hes 115 dolinallon. ihe c:ister will lose control mid die 11Jtirl11ind \\ill Di around rd.O· 
doml\. hamting fnend and roe alike. The CJSler is immune 10 !heir O\\li spell, :uid ell1nen~tls mid other huge 
cre:uurcs are abo un:tlkc1ed IF ;i creJ1ure;,, cauglu in ihe padi of 1he wlurhnnd, i11:1ke-; !d8 cmshmg d:im· 
age. !d8 sl:L,hing d:unage. :md must make a successful reflc, :<11e or he stunned for ! round' Crealure; 111lli 
! hil dice or Jes, arc au1omaliclll1 killed by llu> spell A m:t\Jmum of 81arge1> mai be aflected. alier \\hich 
die 11hirh1ind will di.>1p:ue. 

'll-J'Vern Call (Conjuration) 

. 

· Le1cl Sor/lliiL 6 Range: Sight of r,1>1er 
Duration: I rouncVIL~el C:L,ting Time: I round 
lrea of Effect Special Sa1ing niroll': \one 

\\lien 1h1> spell ;,, ca.\t. 1he \\Wlrd open.' up a magical di:umel ih:u will summon a ")''Cm lo hLs ;tid. nie 111,cni 
\\ill remam under die wimrd's comm! :uid 11ill li1-e :u1d die al hi> comm:uid unlll die <pell <lur.Uion C.\pircs 
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OUTFI'l'IING YOURSELF 
TI1e lmcnlol') PJge and ho" 10 equip ilems Jre disc~Sl:d in the Interface section on !memo" in the G:une 
Guide (S..>e fable 8 on page 1·1- [or IL<linAS or 1rn1or Clas; honll'l.,,.) 

Armor 
Full Plate Armor: The best (and beal'iest) annor a warrior can buy, both 111 aprcarance and protc'Clion 
llie perft'Ctl) fined interlocking plates are speciall) angled 10 dcfloo arro11. and blo"'· and the entire suil b 
can:full\ adorned 11i1h rich engming and embos.sed detail. 

Plate Mail! I comblnalion o[ chain annor 11i1h metal plates COl'ering tlie ,;taJ areas such as the chest, 
abdomen and groin. TI1e weight is distributed 01er the whole bod) and the 11hole tliing is held together 11ilh 
buckles and slrnps. 

Splint Mail: I type or mail in 11hich the metal strips are appLied 'enicall) 10 tlie backing or chain or leather 
ll1is arn1or Ls ,1rong and relati\el) inexpensil'e compared 10 plate mail. 

Chalnmail: Chainmail is made or interlocking mernJ rings. II cs al1111ys worn 01er a layer or padded fabric 
or soft ICJlher 10 pfl:\ent chafing aod lessen the impact or blO\\S. 

Studded Leather: This annor is made from leather (not hardened as 11ilh nonn:d leather annor) rein­
forml 11id1 do'-C-set metal ri1ets. 

Leather: Tht- annor is made or leather hardened in boiling oil and then shaped Imo bre'dSlplate and shoul· 
der protectors. l11e remainder or tl1e suit is fashioned from more flexible, somCI' hat sorter maieriab. 

Shields 
To1>er Shield: .\!so kno11n as tlie ki1e or tower shield. tl1is massi"e metal or wooden shield IC'Jches near!) 
from the chm 10 the toe of die user. II must be finnl) foslent'll 10 1hc rowArm and die shield h:md mUSl finnl) 
grit> ii :n all time> 

Large Shield: This slueld is carried in tlie sanie manner as a small shield. Medium shields are 1Lsuall) 
made or mtial, r.mge from 3· ... J' in diameter. and can be of any slmpe. rrom round 10 square 10 a spre'Jd 
drJ~on's 11ing>. I ~]lie-al mt-dieval shield resembles a triangle 11idi one point facing do1111"·Jrd. 

Small Shield: The small shield is usually round and is c-Jmed on tlie fore:mn. gripped \\ilh the shield 
hand !IS hghl 11ei1\hl as compared 10 a medium shield penn11S the user lo C'JIT) other ilenis in tliat hand. 
although he cannot 111cld or calT) anodier WC'Jpon. 

Buckler: Buc1Je1~ are slightl) smaUer l'ersions of small slnelds. 

Clothing and Jewelry 
Amulets: 1mulCL' :ire je\\cll') l someumes magical) suspended from a ch;un worn around die neck. Onl) 
one Jmuh:t CjJJ ht..• \\Orn ill ;1 liml' 

Boots: llooL' are norrnalil h:uul-made b) cobblers Common booL' are made by usmg a [onn. but good 
boot:. are designed for the root o[ an indhidml 

Bracers: The:;t lluck h:inds o[ mew.I or leadier are str.ippt.'ll. hcht,I. or tit'!! lo a char.icter's foreann. 

Cloali: tloab can he made 111 <~tl') po,,.iblc shape 1111h ill'l aboul t~<'I'! lypc <11 fabric. The mu>t common 
lnmt' "'"a orcular pl('cc of fahnt with a holt• in dll' m11cr fur d1t ht,.d, ;Uld fahric drJpt-d from n<-ck. ton· 

130 nt'ClL'ti Ill :1 d1;un. hmoch. cord. or pins 

Gauntlets: l,JumlL-b arc annort'll glolt.,,. llll') can be made o[ leather. mel:d plates, or ch:unmail. F.lcl) 
suil or amior L\ ;l'>SUmL,l lo mcludc gaun1lct> of an appropnate l)]lC. Magical g;1undeb letlll lt> he finer. 
Lii;h1er. and m•llc <"J.'il) worn tlmn nonnaJ \itriet1es. 

Girdles: Girdlt.,. are similar 10 belt;. l nlike beh:>. girdle> are not used 10 hold up pant:. and dungarees, hul 
10 earl\' poucht'S, o;cabbard.;. and die Li~e 

Helmets: llelmel>. made or rem[orced IC'Jlher or mewl, CO\Cr m<N or die head, "''e the face and neck. 
llelmeb prolc'Cl ag:un:.1 cntical tub. 

Necklace: \ necklace is a piece of om:unental metal jCll'cll') usuall) made or si11er. gold. or other precious 
me~d. and adorned 11i1h gems . . \ necklace c. al11a)~ norn on the neck and am be of an) length. 

Rings: Rings are worn on the fingers :md often carry an ench:ulllnenL One am be 11orn on each h;md. 

ARMING YOURSELF 
See Tables 6& ... on pages 14;-1'!6 [or listing or weapon cost, l)pe, daniage, direal range :uid proficiency cy]JC. 
llere are some bner descnpuons or die 11eapons. missile weapons and ammo )'OU c-an find in IccwUld I>alc 11: 

Arro1'·s: The Oiglu arro11, as ill> n:unc implies, is built for dil.1ancc. l11ese arc light"eighl arro11s and are 
o[ten used [or hunllng. Most of these arro11~ are made of ash or birch :u1d are 30 10 40 inchc; long. 

Bastard S..ord: \!so knmm as the hand-and-a-half S\IOrd. the bastard SllOrd denves 11S name from lhe fart 
that ii "' lttl~l"l' between d1e ~\'0-handed sword and the lon!',5'1ord. 11ie bastard S\\Ord has a double-edged 
blade and a tons grip. 11ie o'er-.ill lenglh of the bastard S\\Ord ranges between four [CCI and [our foei ten inches. 

Battle Axe: The most common \ersion of the battle axe 1s a stout pole about fonr feel in length \\ilh a sin· 

g!e-edged, trumpet-shaped blade mounted on one end. 

Bolt: Bolts are the animunilion 6red by crossbm~s regardless or die weapon's sire. 

Broad S1>ord: The broad S\\Ord is a he-JI)' military S11ord \\ilh a doublc.Wged blade. lltl1ou)\h a litde slow· 
er 1han a longsword. the broad 511·ord lends lo be more damagmg. 

Bullet: I bullet is a pellet or hardened da)' or lead cast specifically as ammunition for tlie sling. 

Club: Most clubs arc stout. hard11ood sticks. narrow al the gnp and \\ider a1 the end. An)one = find a 
good stout piece o[ "ood and S\ling 11; hence the club's "idespread use. Note Ihm 11ii.ards in ICC\\ind Dale 11 
can use dubs. 

Crossbow: A crossbo11 is a how mounted CIOSS\lisc on a wooden or metal stock. The cros..Jiow fire. a 1111ar­
rel (also called a boll). 

Dagger: The ~]Jical dagger has a pointed, double-edgt-d blade, as opposed 10 a knife, l\hich hJ., a <ingle 
edge and 1s a bil shoner 

Dart: 11ie dan is a sm:dl missile weapon tlial is d110wn rather than fired from a ho11 or otlier launcher 

flail: The flail is a 'turd) \\Ooden h:u1cUe attached 10 :ui iron rod. a 11ooden rod 11ilh siud.s. or a studded 
iron b-.ill llelwt>en the handle and it:. implement b either a hinge or chain link 
Ualberd: Ille halberd co1blSL' of a cle-J\ er· like a\e blade mounted on a staff al'cragmg ,;, [eel in len~lh 
TI1e axe hlade 1> bal:uiced at die rear 1111h a Oukt., and >unnoumt'll h) a sharp spike. I halllCrd 'ombines 
reaiurt.,, or bodi a >pt'ar :u1d an a\c. 
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Longbow: This tYpe of bow is about as long as the ttrcher ls t;\]J. ti;;uaUy b or more feet. II has better mngr 
than the <hortho11. C.ompositc longho\\~ are hows made from more thilll one cype of millcrial. This &J"es 
greater Oei<ihihl! and l>ener range. 

Longs1'ord: Th~ S11ords are usuall1 referred to as double-edged swords. war sword;. or militan swords. 
In mrut) C\L,CS. the lung.<word has \l single-edgc<l bhulc. There is nu su1!(ic 1crsion of the longsword: mid tht'\ 
l':U1 m lcngth from f; mchcs to ~cinches. In the laner CL'<', the blade is known to take up as much as 40 • 
ind1e. of the toial length. Most long;"ords hme a douhle-edgL~I bhtde mtd a sharp point at the tip. Despite 
the tip. the long.<word is designed for slashiug. not thnisting. 

Jtace: The mace is a direct descendant of the club. being a wooden shaft \\1tl1 a stone or iron head. The 
hc\lll <iL'liign l'mit'>: some being flanged , and others ha1ing pyr:nnidal knolls. 

~lorning Star: The morning star is a wooden shaft toppt'CI with a meial head made up of an iron sheath. 
Monung sta" hme an 01emll lengtl1 of about four feet. Some such weapons ha1e a round. ol'al. or e11indri-
c:1l·shaped bead s1ud1led 11i1h spikes. · 

Quarter Staff: l'he 11uarter Staff is a length of 11ood ranging sex to nme feet in length. lligh qualtt! stares 
are made of stout oak and are shod 11itl1 metal at both ends. The qua11er sutlT is wielded 11ith both bands. 

Scimitar: Thi' >11ord is a long. cuned sin!(ic-eclged blade intended most!) for ho..,;cmcn. 

Shortbow: Tlus i' the earliest fom1 of bow. Shortbows are about 5 feet long. 1,, U1e yea" p<L<Se<i. auempls 
wcrr made lCI increase ho" ranges. Bo\\~ were either made longer or flcxihilH\ was increa.\Cd with no 
change to the len~th. The fom1er resulted in the longb011. Composite shortbo11~ ru·e bo11~ made from more 
than one l)]l!' of matctial. Tltis gi1es greater flcxibilit) and better rm1ge. 

Sling: The IJOL'1c sling consists of a le-atl1er or fabric stmp with :t pouch for holding a missile. The weapon is 
held h) hoth ends of the strap and t11irled around the 11ieldcr's head. When top speed is :tllained, U1c missile 
is launched hy relet1>h1g one of the strap's ends. 

Spear: One of man's earliest wet1pons. dating back to tl1e most primiti1·c of times. the first spe-ars were wood­
en slicks sharpened :u one end. When man mastered metals, spe-Jrhe-ac!s were made from iron and steel. 

Sword, Short: This b popular as mi ofl-haod weapon or as a primmy weapon for small characters. 

Thro\\'ing A.•e: The blade of tltis axe has a sharp steel tip, counterhalru1ced bi a pointed fluke. The >hort 
handle ha.' a point of the bouom and the head may ha1e a spike on the top. 

Throlling Dagger: Similar to a dagger, but b:tlanced for thrm,fog. 

Two-Handed S\\'ord: The 1110-handed s11ord L• a deri1-ati1e of tl1e long.S11·ord. The blade was lengthened to 
b fret or more. mid the handle extended. l\vo h:mds became necessary to properly S11ing the Sll'Ord. 

Warhammer: The warhan1mer consisL• of a 11·oocten or metal shaft ctpped witl1 a meial head. The head is 
usually a block, a q-linder, or a wedge witl1 a flat or slightly roundecl face. The heft or the head makes U1e 
hammer idc:tl for s111nging and tnishing through armo" of ;tll types. 

.\'rile ."1at tbel'C' nre •·.ttnsteru'Ol'k" L'l!rsious q(al/ !be 111etr/XJ11s listed abom. Tbese bigb q11afi(I• wea/XJ11s 
p1v1•ide a lxmus to bit, but they are 11ot 111ogiC11l 

MAGICAL ITEMS AND TREASURE 
Your pa11)' 11ill come acro!i:o a we-Jlth of gold during their ad1entm-es. but tl1cre 11ill be oilier treasure. tl1a1 
)OUT clwracters 11ill not \111111 to sell or g;ve away, most notal>ly magic item.,. Magical items are powerful aids. 
\\ ith tliem. d1arac1ers can gain honuses in combat. cast spells witl1 a mere word. \\ilhstand tltc fiercest fire, 
aod periorm fet1ts impossible by ani otl1er means. 1\01 all magictl items are beneficial. howcl'er. Some ~ 
cursed, the result of faul~ construction or the dclibemte handiwork of an e-il or l'engeful 11izard. 

l'nidcnUficd magical items are timed blue; item> U1a1 cannot be used bi tl1c current chamctcr arc timed red. 
Items that can be used 11ith the Lse Magic IJC\ice special abilit) are tinted ~ello11. 

~lagical Weapons: There can he a magicd ve"ion of nearly ru1y type of nom1al weapon. Bl far the most 
common magical we-Jpons arc swords ;uid daggers. A magical weapon typictlly gi1·es a +I or greater bonus, 
increasing a char.u:ter's ch:mce to hit and dan1age. Whether they are simply quicker on tbe atL1ck. or sharper 
tlian nom1al steel, magical weapons giic results far beyond those of the finest-crafted non-magical blade. A 
rMe few WC".tpon!i lun·e C\'cn gre-dler powers. 

When )'OU find a magical weapon, more tl1an likely )'OU \\ill not know Its properties. These properties must he 
le-Jmed d1rougl1 rese'JrCh and spells. Jdentili• spells and char.icters· lore abilities can prOlide infonnation 
about a weapon's properties. 

~lagical Armor: Enchanted annor complements magical weapons. Magic annor has a +I or better bonw. 
10 its nonnal Am1or Class, being made stronger and finer d1ao non-magictl annor. Altl1ough such armor L< 
generJiJ) Onel) made and elaborately engmed, characte" c:m discol'er the armor's powers only by the sante 
methods U1ey use to disco1er the powers of magictl weapons. 

Potions and Oils: Magic.il potions and oils are easily found but h:rrd to identify. They come in small hot· 
ties, jugs, pots, or 1i:tls and cle-Jrly mdiat.e magic. The basic function of a potion ma)' be apparent, bul 
whether it is tnily bcnefici:tl or not is only evJdcnt when consumed. Results c:m vary· the imbiber may dis· 
cover he can resist great heat or cold, heal grievous wounds, or fc:trlcssly face the greatest danger,;. !le may 
also Ond himself stmck de-ad by a poweriul poison. 

ScroUs: Scrolls are a co1we1tience and lwmry for speU casters. By reading the incantation written on the 
pages. the cleric or \\izard cm1 insta11tly cast tliat speU \litl1ou1 the need to men1orize iL Some scrolls are 
tt>ablc by aU characters, gt".lnting special but temporary protections from '1uious dangers · <"ii crcaUJreS, 
~-canthropes, extraplanar creatures, etc. Other scrolls bear hideous curses, brought into clTect at the time of 
their use. The only way to kno11 \111at a scroll contains is to identify its contents. W!7.ards (but nol sorcerers) 
c:m also use 11izard scrolls to inscribe spells into their spellbooks. 111is option appears on the iteni'> infonna­
tion page. 

Rini:s: Magical rings are usable bi many different classes and can bestow a \\ide mnge of powers. As \\1th aU 
magictl items, some rings can ham1 your character. Cursed rings can be removt'CI only 11ith the aid ol spells. 

Wands, Slaves, and Rods: 111cse are among the most poweriul of magical iten1s. Wands are commonly 
used by wi1.ards, aU011ing them to cast poweriul spell• with the Oick of a wrist. Staves can be used hi' either a 
\\ii<trd or a cleric. Staves can he trnly destructive, dwarfing e-en the 1101entiid of a wand. Rod' are tl;e rarest 
of all, U1e accoutrcmenl' of \\itch-kings a11d great lords. Wands, staves. and rods are not limitless in Uteb 
power. howe-er: each use drJins them slightl) until they are powerless. 

Miscellaneous ~laglc: Miscellaneous rnagic:tl items are \\11erc the tnie variet) of magical trt".l.,urc:; lie; 
F.acb uem posses.-;es ;ome unique power. '01cre are girdles 1ha1 grant gre-at strengtl1, caps to make your char­
act.r smarter. rare tumes that increase :lbili~ scores, aod much. much more. 
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TABLES 
Table 1: Character Ability Scores 

Table 2: Experience and Level Dependent Benefits Chart 
lhc full1111mg chart apphL.,, 10 all ol lhe sL\ ahititiC> of a chamcler The mo>t 1mponam column is tl1c Bonus 
110J1fier column 111th deterntinc. the modifier for an abiht). For mswncc, if a character h;is a Slreni:th of! I . 
hi> ~rength lbilit) llodillcr Muld be +5. Leu:I XP rJanSklU Max Cross-Class Skill Ma.• Fut.I Abili() Increase 

0 l!il 
I.OOO 
.I.OOo 6 lnd 

Bonus Spells (by Spell L.-el) 6,000 IM 
Bonus JO.OOO 

~co rt i'1odilier I 2 4 6 9 15.000 <) jrd 
JO x x x x x 11.000 ·5 

8 lnd --x x x x x- x x x 18.UOO II 1.1 ·'I x 
'15 ·.l x x x x x x- x - x- 9 lb.()()() 11 6 -Ith 
(1-7 ·l x x x x x x x JO -iS.000 I.I 6 
8-<J ·I x x x x .X x x x II 55,000 1-i 

10-11 0 I! 66.000 15 5tl1 .ir<l 
U-U +I 1:1 -8.000 16 
J.!-15 +l Ii l)J.()(MJ 1- 8 - --- -

15 J05.0(K) 18 9 hlh 1<1-1- +3 ---- lb 1!0.JXKI J!) l) 1tl1 18- 1ii +'! I-

10-ll +'i 1- l_l(l.000 !II 10 
l!-lj +6 18 15.1.IXKI 11 10 -,h 
l4-l5 +7 Jl) 1-1 .IXJO !! II 
16-r +8 l() 190,IXKl !l II 5tl1 
18-ll) +9 ;I l I 11 ! 10.IXKl !-1 11 81h 
.llH I +IO .l 3 l --1- ll 1.lUKlO !) 11 
.ILH +I I 5 j l .H !5.l.000 16 1.l 9th 
.l'l·.l5 +ll .l 3 .l l !·! rC>.JK)() !- l;I 61h 
3(1-,1" +I.I 3 :I :I !5 ,l()().()()(l 18 Ii 
38-39 +l-1 3 ,l j !6 ,l!>.IKXI Jl) H lllih 
4tHI + 15 .. 3 3 .I 3 r .151.IKKI ;o 15 
4!-13 +16 .j 4 l .1 3 18 ,;-x.ooo .II I\ -.11 
H-·15 +l7 4 .I ;I !9 -1IK>.IKKI .\! 16 I lilt 

.10 -1.\5.IKJO .I.I 16 
X Character c:umot c:1>1 spells lied 10 this abili~. 
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Table 3: Base Save and Base Attack Bonuses Table 4: Monk Unarmed Bonuses 
Cleric, Druid, 

Lenl Base Attac.k Bonu.t Unarmed Damage AC Bonus fighter, Barbarian, Rogue, Bard, or ---- +o ld6 le\ocl Base Paladin, OJ" Rangt.r !Ion\ Wizard or Sorcr.rer 
+I ld6 level Sue Bonus Dase Attack Bonus Dase Attack Bonus Base Attack Bonus 

+Ol+l +I +O +O +1 ld6 

+01+.I +1 +I +I +:I ld8 0 

+If+:\ +3 +l +I +.I ldB 

+ l/+4 +4 +.l +1 +4/+I ld8 

+l/+4- +5 +.l +2 7 +51+2 ld8 
8 +6/+.l ldlO +2/+5 +6/+ I +4 +3 -9 +?>i+:l ldl O +Y+; +71+2 +; +3 
10 +7/+4/+ I ldlO 8 +l/+6 +81+3 +6/+I +4 
II +&1+51+2 ldlO 9 +.l/+6 +9/+4 +6/+I +q __ l_l _ 

+91+6!+3 ldl l IO +:V+7 + I0/+5 +71+2 +5 
13 +91+61+3 ldll II +.\/+- +ll/+6/+I +81+3 +5 
14 +10/+7/+4/+I Idl l 11 +41+8 + ll/+7/+2 +91+4 +6/+I 
15 + 11/+8/+5/+l ldl l 3 l:l +4/+8 +13/+8/+3 +91+4 +6/+1 
16 + IY+9T+6i+3 ld20 3 11 ~+9 +141+9/+4 +10/+5 +71+2 
I + ll/+91+6/+ 3 IdlO 3 15 +5/+9 + !;/+ I0/+5 +11/+6/+J +71+1 --18 + l.l/+ 10/+7/+4/+ I ld20 .l 16 +5/+ 10 +16/+11/+6/+I +121+7/+1 +81+3 
19 + 14/+ 11/+8/+5/+l ldlO 3 Ji +ST+ 10 +17/+ll/+7/+1 +ll/+71+1 +8/+3 
lO + 15/+ll/+9/+6/+3 ldlO 4 18 +6/+ 11 + 18/+ 131+8/+ 3 +l.l/+81+.l +91+4 
ll + 15/+ ll/+9/+6/+3 ldlO+ ld6 4 19 +6/+11 + 19/+ 14/+9/+4 +141+9/+4 ~ 
l2 + J6/+ 13/+ 10/+ 7/+4 ld20+1d6 4 !O +(i/+ 12 +101+ 15/+ 10/+5 +15/+I0/+5 +10/+5 
1.l + 17/+ 14/+ 11 /+81+5 dl0+1d6 4 21 +7i+1·2 +21/+ 16/+ 11/+6/+ I +15/+ 101+5 +10/+5 
14 + 181+ 151+ 121+9!+6 ldlO+ ld6 4 !2 +7/+1:1 +ll/+ 17/+ll/+71+2 + 16/+ 11/+6/+ I +11/+6/+ I 
25 + 181+ 15/+ l l/+91+6 ldlO+ ld8 B +7/+13 +l31+ 18/+ 131+81+3 + 17/+ ll/+ 71+1 +1 1/+6/+ I 
26 +191+ 16/+ IY+ I0/+7 ldlO+ld8 24 +8.l+lq +24/+ 19/+ 14/+9/+4 +l81+ 13t+8t+3 +121+7/+2 
17 +lOI+ 171+ 14/+ 11/+8 ldlO+ldS .l5 +81+1q +l5/+l0/+ 15/+ 10/+5 +181+1.l/+&1+3 +IY+i/+l 
18 +21/+ 18/+ 15/+ 121+9 ld20+ ld8 26 +81+ 15 +l6/+l 11+16!+ 11/+6 + 1 9/+ 14/_+9~+4 + l.l/+8/+3 --19--+l ll+ 181+ 15/+ ll/+9 ldlO+ ldlO 5 r +§i+ 15 +l7/+ll/+ 171+ 121+ 7 +l0/+ 15/+ 10/+5 + 1.l/+8/+3 
30 +l2/+ 191+ 16/+ 13/+ IO IdlO+ ldIO 6 28 +91+ 16 +l8/+l31+ 18/+ 13/+8 +l ll+ liJI+ 11/+6/+ I +14/+9/+4 

29 +91+ 16 +l91+W+ 19/+ 14/+9 +21/+ 16/+ J 11+6!+1 +141+9/+4 
30 +10/+17 + 301+151+10!+ 151+ 10 +lll+ 17/+ Ill+ 71+1 + 151+ 10/+5 

.\'ote: 1rbe11e1er" c/(ISS gets 11110/ber I in tbeir &Jse 111/"ck Bo1111s (JJ,IB) ibis 111e"11s //J(I/ Ibey are 11011• 
able lo perform 11110/ber allflck per rouud. For e.mmple, fl Lewi I I Fighter is able to mllke three allflcks 
jJerro1111tl, tbejlrst flt" BAB of+! I . !be second nt +6: find !be !bird at +I. 
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Table S: Spell Progression 

SA and SB: Paladins & Rangers 

IQ J 
lO 3 
l l 4 
u 
13 
14 

lS 
26 
].7 

18 
19 
.lO 

4 

0 
0 
0 

0 
0 

0 0 
0 0 

3 l 
3 3 

3 3 3 

0 

0 
0 
0 

.l _--'3---'3 __ 
4 3 :l 

6 
0 
0 

4 --4--3----

4 4 4 
4 4 4 0 
4 4 4 

4 4 
--4--

SC: WJ.Zards 
Le>tl 

I 
--l -

; 
6 

8 
-9-- 4 

10 4 
II 4 
ll 
13 4 

--14- 4 
--15-- 4 

16 
17 
18 
19 
20 
21 

l3 
l4 
25 

- 26 

29 
30 

4 
4 

1 

4 2 
4 3 
~ .I 
4 4 3 
4 4 4 4 
4 4 4 4 3 
4 __ 4,__-74 __ 4,----;_---';-3 -~37-
4 4 4 4 4 
4 4 4 4 4 
4 4 4 4 4 
4 4 4 4 4 4 
4 4 4 4 4 4 

4 4 4 4 4 
4 4 4 4 4 

4 4 4 
4 4 4 

4 4 
; _--'--_.:__~4 _ _;_ _ _;_ 

Note: S/JeCit1/isl ll'izmrlsget one e.rtra spell per level but are probihiledfro111 le11ming spells of their 
o/!posilio11 schools (see spell desc,.iplions a11d Fable 4 }or opposi11g schools). 
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5 D: Sorcerer Spells Known 
Le~et 

l 
.l 

j 3 i 
q -----c-4- -------
IO - 4- .\ 
II 4 --o--~ 

l l 
13 
lq 

15 

jl 
4 j 

4 3 
4 4 

-1--16 
1- -----~-----=-----
18 
19 
lO 5 
l l --6 

--u 6 
.!3 6 
l4 (, 
!5 
!6 
z-
18 
l<l 
.lO 

3 
3 
3 
3 

; q 3 
; 4 .l 
6 ; 4 4 
~6-----'-s--'------4- 4 
6 6-~-----4 

6 - 6 - ; 4 
6 6 4 
76--6~~-__c __ 

6 
6 

1--
3--2-

.l .l 
-3--.-, 
-3--

.l j 
-.l--3-

4 j 

4 3 
4 
q 

4 

,\o/e. lbls char/ is /be 1111111/Jer of spells a sorcerer knows. //is differe11/ lbt111tbe 1111111ber of spells /be 
1ottvrerctm cast per day (Table 5e). 

5 E: Sorcerer Spell Progression 
J,e,·et 

5 
4 6 
5 6 
6 6 ; 
7 6 --';-6 ____________ _ 

8 6 5 

9 6 6 .:;.__4'-----------
10 -6--6 6 5 

-1-1--6 - 6--6 -~6--7---------

ll 6 6 6 6 ; 
13 6 6 6 - 6- 76-~-

M 6 6 ~ 6 6 ; 
_ 1_; _ 6 6 6 6 6 6 

16 6 6 6 6 6 6 5 
17 6 6 6 6 6 6 6 
18 6 6 6 6 6 6 6 ; 3 

--19 6 6 6 6 --6----,-6--6,------,6--4 

lO 6 6 6 6 6 6 6 6 6 
21 6 6 6 6 6 6 6 6 
u 6666 6 66 6 
23 6 6, 6 6 6 6 6 

_ l_4 _ 6 6 6 6 6 6 6 
25 7 ---~6,----,6----,-6--,-6--6,------,6 

i6 7 --~6--6----,-6--,-6 __ 6,--- 66-
--l7- 7 6 6 6 6 

28 8 7 6 6 6 6 6 
--29- 8 7 6 6 6 6 

30 8 8 6 6 6 6 

.Vote: 711is cbart is the 1111111/Jer of spells 11 sorcerer c1111 CllSI per dnJc // is differe11/ lba11 lbe 1111111/Jer of 
s/iel!s /be sorcerer k11011~ (7l1ble 5d). 
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5 F: aeries and Druids 5 G: Bard Spells Known 
lc\el J l 6 7 lr\tl 

0 0 I) 0 0 0 

0 
- 0 0 0 0 0 0 0 

0 0 0 0 0 

0 0 0 0 

0 0 0 0 -! 

.1 0 0 0 0 0 6 q 

.1 0 0 0 ii 
'I 3 0 0 0 8 

q ,\ 0 0 0 9 
10 ,\ 3 0 0 0 10 
11 4 4 3 1 I 0 0 II 

4 
-3 j 0 0 l~ l! 

13 q 4 3 0 0 15 
lq 4 4 -3 3 0 0 l-1 

15 5 4 4 3 l 0 1; 

16 5 4 4 3 3 0 16 

1' 5 4 4 j 1 1-

18 4 4 3 3 l 18 
1q 4 4 3 3 19 

5 4 4 4 4 lO ; lO 
z1 6 4 4 !I 5 

u 5 5 4 4-- q !.!. 6 
!_I 6 6 5 4 4 l:l 6 6 ; 
!q 6 6 5 4 !-! 6 6 6 

!5 6 6 6 4 !1 6 b 6 

!6 6 6 (, ; l6 6 6 

!' 6 6 6 6 5 r 6 6 ; 

zs 6 6 - 6--5- 5 l8 6 6 6 6 

!Q -6 6 6 6 5 ; !') 6 6 6 
,\0 ~ 6 5 ·5 JO 6 6 

.\oftr. ('Jerics u'ilb bigb llisdom receiLV! bo1111s spells Jlt'r Jere/ {see Table I , Wisdom). 
,1// sflt'll< req11ire /be casli11g abili(I' score be eq11al lo 10 pl11s /be spell leL'el. 
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SH: Bard Spells Progression 
Lue I 

I) 

I 

5 
8 . l :l 

3 3 
JO 3 j l 
JI 3 3 3 
ll 3 j j 

I.I 3 j 3 l 0 
II j j 3 3 
15 j 3 3 
l(J q 3 3 0 
1- 4 4 3 
18 q 4 4 
19 q 

lO q q 'l 4 
ll •t 4 4 4 0 
!l -4 4 q 4 
i:f • 4 4 4 
1'! 4 4 4 4 
l5 •l 4 
lb 4 q 

r s 4 
lii 
zq ; 
50 
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Table 6: Simple Weapons 
TI1c fo1Jo11ing 0t-apo11' require ,,mple 11eapon fe-Jt profiriendt'S to 111eld properl) 

l\tapon Cost Damage Critical 1'clght Profidr.nq rta1 
Bolt<. cros;bo\\ (10) l!W I lb. 
Built'!>. sling (I OJ lsp 5 lb. 
Club ld6 \l 3 lb Marc 
Cro~<IJO\\ , hca11 soiw ldlO 19·!0/\l 9 lb. Cros.'b-0" 
Crossbo11. light 3S!W ld8 19-10/\l 61b. Cro. >ho11 
(}Jggcr l gp ld4 19 -loAl I lb . Small Blade 
Dart S sp ld4 xl 0.5 lb. Mls:.ile 
Mace. he-JI) ll !W ldS \l ll lb. Mace 
Mace, light 5 gp ld6 xl 61b. Mace 
Monlingstar Sgp ld8 xl. 8 lb. Mace 
Quanerstilr ld&1d6 xl q lb. Quane~ 
Shonspear l gp ldS xj s lb. Poleam1 
Sling Id• ii 0 lb. Mis."1c 

\o/e: The crilicnl co/11m11 abm'I' sometimes slJOu•s luo pieces of infonna/1011 The 1111111bt1r ftrt'fi.red by a 
·.r ' 1s t/Je crltic(I/ 11111/llplieraud rt'pff!Sl!u/s t/Je 1111111/Jer of limes damage is rolled if" cri/ILwl hit I< 
scort'tf A 1111111ber m11ge like '19·20' refers lo an i11creasetf 7'breal Ra11ge. Refer to //Je section 011 Crillml 
/fits for more i11for111t11io11, Page 4 I. 
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Table 7: Martial Weapons 
The followmg Wl"Jpon.' rl'IJUlre man1al weapon feat proficienc1e. to \\icld properly, e\cept for the bastard 
S\\Ord 11hich require; an e\olic weapon feat 

\\upon Co.sl Damage tritiul ll•i&ht Profidtnq Feat 

\rrO\\> U(l) I gp .l lb 
\\c, thro11ing Ngp ld6 \l 4 lb. Mis.<ile 
ll:ULle:ixe IO_gp ld8 ,3 - lb. .h e 
flail. hea1y 1; gp 1ct10 19-zoixz zo1b. Flad 
flail. light sfil, ttl8 xl 5 lb. flllil 
Gl'C;ll:l.\C lO gp ldll x3 lO lb. A.\e 
Gre1L•mord so gp ld6 19-lO/xl IS lb. Greusword 
ll:tlhtrd IOgp ldlO \3 15 lb. Polearm 
Hammer, light I gp ld4 xl i lb. llmnmer 
Jl:lllda\e Clgp ld6 x3 51b. A.\e 
Longbow -; gp td8 ,3 .l lb. llo\\ 
Longbow, wmp<»ite loOgp ldS x3 J ib. Bow 
l.on!:-'reir 5 gp ld8 x3 91b. Poleann 
I.on):''\\ Ord 15 gp ld8 19-20/xl 4 lb I.arge S11ord 
Scimitar 1; gp ld6 18-20/xl 4 1b. t.arg_e Sword 
Shonlxm _3_0gp td6 x3 2 lb. Bow 
Shonbo11. eompos1te 7; !'Jl ld6 x3 l lb. llo11 
S11ord. tr£tird ---:lSgp ldlO 19-20/xZ 7 lb. Exotic Weapon 
S.•ord. shon logp tci6 ICJ-lOtxl 3 lb. Small Blade 
Warl1:lll1mer l l ~p ld8 x3 8 lb. llmnmcr 

\'ote· /be «rilical co/u111u nbom some/imes sho1t'S flt'O pieces of i11for111a/io11. The uumber prefixed b)' a 
'x' is tbt• crlticlli 111u!tiplier nud represeuts the number of limes damage is rolled if a critical bit is 
sroft'rl ,t 1111111/Jer rouge like '19-20' refers to nu incrensed T/Jreat Range. Refer to the sectiou on Critical 
llitsjor mart' i11fon11nllon, page 41. 

Table 8: Armor 

Mu Armor 
Cosl Armor Dn Che<k 

Armor (~'•) Bonus Bonus Ptnalty 

Light Armor 
Lead1cr JO 6 
Scudded Leather l~ '~ i · I 

Hedium Armor 
!Lide 15 -.l 
Scde mail ;o -4 
Q1ainmail 110 ·5 

Heavy Armor 
Splint mail !00 6 
lfal(plrue 600 0 -7 

Full late 1.500 8 -6 

Shield 
Small Shield .l SIA · I 
I.arge -Slucld 9 l'\l \ -l 
Tower Slueld lO '!i!A -3 

Table 9: Two--Weapon Fighting Penalties 

Circumstances Prinuu1 Hand 
\onnal Pen:tllie. -6 
OIT-hm1d weapon is light -t 

Amb1de\lenh feal -6 
ll•"0-1\e-Jpon fi!\11Ung fe:u -t 

Oil-hand \\Capon is Ligl11 m1d Amb1de\lenl) feru -'! 

OIT-h:md we-Jpon is Ligln :ind ll•o-Weapon 11ghtmg fe-Jl -l 
lmlndc\lcnl) fC:Jt m1d ll•o-1\.C'Jpon Fighting fc:u -t 
Off-h:md 1\1."Jpon " liglu and Amhidc\lcril) fc:tl -l 
mid llrn-\\c:1pc1n Fi!\lmng_fc:u 

\rcant 
Sp<ll "tighl 

Faifurt (tb's) 

10' I) 

ti i ·io 

!0% l5 
z;% 30 
30% ~o 

40% q) 

40% 50 
35~ _;& 

5% 5 
10% - 6-

15% l'i 

OfT lland 
-10 
-8 
-6 

-:s 
-4 
-(1 

-j 

· l 
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CREDITS Additional Programming b) n1c ltc11111d ();de Ii Le:llll lltllli<l AUDIO \ 0 Recorded al S}IS 
Jake D1.,ore like LO "-'Jl""'' iL' thank.' lo the 

Sound I ~lusic Supervision Studios 
Black Isle Studios Jim (,ardner IJ&D team and E'\ef)one at lO Recording Engineer lthun Ll'1l1Mn 
PRODUCTION DESIGN 

Wizard' of the Coa...i. R I. 
Sound Design & Editing Ernie Shcesll') IS\ISI 

Sahatore. R)an and E'\Cf)one :u 
Frmk S1xk \0 Recording \ssistant Presiftnt Lead Designer Snowblind ~udm> (thanks to Li...a Carlon ( llS) l·l"JIJlU.' I rquhan jo'b &111,-er John Ian Dcu>en for the bugbe'.ir \thun Le1e11Son 
JP \\ahon Enc Lewis (Sl!S) Producer Designers model). Ra). Greg. and e1eryone Audio Operations Manager Mastering f}Jrrtn Munal1an Chris A\'cllone at Bio\\arc, jo;h Grant and the Glona Soto Associate Producer Slt'C Bakke. 1e'l dedicated and hard-working Frank Szick 

Ooug \1 ery John Dcilcy Qualit) Assurance depanment at 
JP \\ahon 

Ci nernaLics mixed at lnterplai Additional Editing Line Producer Damien Folello lnterpht), and most of :llJ, LO )'OU , Entenainment bi Adam Le\'enson Clm> Border.. ~<'·in O;bum Rob lloU011ai our illuminated p:urons 
Scoll l'um> m Stereo \udio and localization Dave Maldonado 
81usic Producer Technical Designers QUALITY ASSURANCE !non Zur VIDEO Frt..I llatth Ron lustin 

QA Special Projects 81usic Recorded l 8liud Senior \1deo 81anager Divbion Operations Scoll El'ens 
~tanager Oon \manUio Dan IVtlli:uns Manager D'Jl-e lleodce 
Eric Fong Audio Scripting Senior Media lkn.<on Primo l'ulanco 
QA Operations Manager JP llalton Producer/Editor Webmastrr Jason Sumn 
Sh:uma Taka)~ma Frank Slick D:11e Cra1t:t1S J""'iCI l'rc1uhan 
QA Product Hanager \ 0 Direction/Casting! Media Producer/Editor 

ART BIS QA Josh GrJ/ll Supervision Clms Folino 
Lead Artists Testers 81ultiplayer Lead Clms Borders Cinematic Compression and 

limllonlt~ 
Cl1ris lleid:ui Jeff llusges Fred llatch Playback by 

Pl'te \1c'ihui1rn Te.x Yang Associate Product 81anager \'O Talent 

Artists Alben Perez, Jr. Earl lloen 

\aron llrown MARKETING QA Analysts Carlo; CarrdSCO 

Frie Campanella Black Isle Studios John Boomershine TC. Carson 

John OickcrMn 81arketing Team Brad Dullon Gahnelle Caneris 

llector E.~pmoza Margo Engel Roben E>inger Moe D-.ulieb From RADGarne Tools, Inc. 

Derek John>an Tamara Johnston Eric Good Grl') Delisle 

)a."'n \tank~ P:tige Slaughter jll>lin llamihon Charle. Dl'flni< LOCALIL\TION 
tlnan Me1ve Michael Greene Rob llaru;on Bnan George International Product 
\aron \1eyer.; Public Relations 81anager Ed ll)land JD flail Manager 
llenm' Pre.ncU lleather Greer Joe Raniel Isip \aness.1 Mmhall Tom Decker 

Hanual Michael Los Iona Morris Rafael Lopez Ju>tin 5WL1'l 
Cluis \l'eUone Erick Luj:m Joe \1pole Localization Producer 

PROGRAMMING Michael Greene Jeff 'Jellj'' ~lilchcU Kathleen \oone Fred Hatch 
lead Programmer Hanual layout l Design Mall Monaco jack Roth language Editors 
llcmie Weir Chel)i S11ceney Mall P:111epm10 Kath Soucie Olaflleckcr (Gem1an) 
Programmers Da1·e Peters Peter Stormare C:trole lluguct (French ) 
1);11e Boulanger Chuck Salzman Marille1!>S Rafael Lope1 (Sp:uu.,hJ 
0-Jnicn thee Gary TcscLlll Greg Eagks 

Rich l'i1w~an Compatibility Technician 
Tom french llcrck Gihbs 
Roh llol1011;11 jo>h W;tlter.. 
Oarrcn \lonahan 
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INDEX Combat .l9 J p Spl'CiJI lbililit.,. "' ConcemraUon 6'1 facrOn !9 Jounial 18 P.Jladm 52, 53, 5? Spccial"t \\ tr.JT(b ;-1 
Con1urer '" fJUguc l4, 39 P.Jr.tl).b 4·1 Spell DtSruption 1! 

A Cort<;UtuUon 4; Fa\'OR'<I Clas,, )6 K P:trt) Choice Scl1'ffl 5 Spell ResiSIJnCC 61 
\a'iim.ir 4 -

Containers l' fitlOred Enertl) -. 60 i111011lalge (art'ana) (1; P:tl1) Foni1atton l! Spells '.li,!l. 75 .lbtlin Score; -... ; Critical !lit:. and ~b~""' 41 Feat:. - . 65 i"JU1 Scarrhing H Spell Ll.'1 Screen ll . lbjurer ; . \1uluplicrs 'ii \\eapon Proficiencies 40 P:tusmg 38 Spon~ml'OUS C:asiing 5-
\cUon l1JMI'\ II Threat rmge 'II fighter 5l Lanful E11l {>! Phased 41 Sttnmg Gold h 
\I Cpal1) bd1a1ior) l'i Cursors (action cur..ors) II Fighung 39 Lanful Good 61 J~ck Pocket 65 Strength ·15 \khtm) 6't Custom Ponra11S 6 Fog of\lar l l Lanful \eutml 61 Poison ·H Stronghe-•n h;tllling.' 49 llignmcnt ~.61. 61 CuMomer SeJ'\ice Info 4, 151 Fonilude sa•ing thro11 4.l La) on lhmd' 53 Portr:tit:. 6, 14 Stores 16 
\mmoniUon 19, 1,ll Customizing Buuons 12, 13 Lele! L p buuon lO Potions l.H Sub·raCt'S 4' 
\muleL' 130 G Lcleb 44 ProficienC), armor 24 
.\nimal EmpaU11 64 D Gameplay 13 ProficienC), weapons 40, 41 T 
A)lpt".lrJnCC D'm1age Reduction 60 Gauntlet 131 

~· Targo' ,10-3-1 
lrcmc Spell failure .!5 D'.irk el1es 48 Gender 6 \tagic -3 Q Docl<s 31 
\rea M.tp I' Dark\ision 24, 60 Ghosmise h:tlflings 49 Magical !iClllS 1.\3 Quest Experience 45 TO\\Tl .n 
Area uf Elft.o -3 Deafness '14 Girdle 131 Maps 1- Quick Fom1aUons Joi Ta1cnL' 16 
Inn or !q, 25, 130 Deep gnomes 49 Gnomes 49 Maximum De.\ Bonus l4 Quick Item Slot:. 19 Temples 16 
lnnor Bonu""' 39 DcllecUon bonuses 39 Golddwimcs 4 Monk Sl, 58 Quick Load 24 Threat Range. critical hil' 41 
lnnor Cht'Ck Penal~ lq 

Dexteri~ 4; Graphics ll ltoon ehes q8 Quick Sare l3 liellmg.5 -P 
lm1or Cla" (.K) 39 Dialogue 16, l8, .18 Gray dwa.J'\es 48 \101e Silcnil) 65 Quick Spell 13 lips, ad1emuring :IS \ttark II Dt:tlogue Window 16 Group Dark1ision 23 Mo1emem j8 Quit 23 Tool Ups 15.23 
lt~tck Roll 40 Diplomacy 64 Muhicla.<s CltarJCtel'\ 54 Quil'er 18, 19 Tuniing Undead Si, 'i9 

Disable Delice 64 u Mu!Uplayer l5-l8 
B Disease 44 llalf-Ell'es so Character lrhilrAUon 26 R u 
Bag.' and S<:roll Cases lO Oi\-iner 54 ll:tlf-Orcs 50 CltatUng 17 Race 6, 47 l SC Magic Dl'icc 65 
Jlarhati;Ul SI , 56 Drinks 17 llalflings •9. so Creating a Game 16 Rage 56 
Hard St , S' Drow (dark elres) 48 llealing '1.l faplorJble lrea 28 Raising U1r De-Ad 44 w 
Bartl Songs l.l,;7 Druid 51,;8 llean of Fury 13 lm1>0n Options r Ranger Sl, 60 \\eapons 131 
Biograph) -, lO Duration 73 llcdron Kurdos 30 joining I Grune 16 Recore') 43 \\eapon Combo Slots ll, 18. 1q 
Blindnl'SS .jq Dwa1''CS 4- llclmet 131 Loading lime l8 RcOex sa1ing il1ro11 43 Wild elf q8 
HluJT 6'I Ihde 64 Options l' Rest 1;,10, H llild Shape ;s 

E I li.<tOr) of lcNind Dale 29, 30 i"Jn) Gold !8 Rmgs I.II Wlldcmes.<l.ore <>5 c EJTecU\'C Character Lcl·el 4; llit Dice 46 Pennissions r Rogue 53, 60 \\ill s:mng thro11 4.\ 
Ca...Ung~ll> ll. 42 Ehes 48 llit Points 43 Protocol lS Rol:Ue FonnaUon II Wl~om 45 
CJ.'ting lime 73 Enchanter 54 llumans 47 Rules, D&D j8 \lizard 53, 51 
Cbaouc f..1il 62 Encumbrance 19 World lfap I' 
f:haOUc Good 61 Energy Drain 44 \an1c 7 s 
Chaotic \eutr.tl 61 El'lt!.ion 60, 70 ldcmif}ing llClllS 17, 61 \ ecklacc l jl Sa1ing Thron~ 42, 45 x 
C11ar:tncr AC1iOll' 38 El'okcr 54 Illusionist 54 \ ecromanccr 54 Sc=n Resolution 11 ,H xr (f..1pcricnccl -H 
ChardCter Arh11J"JIJon l6 E.\perience 44 lmpon 8 \eutr:d E1il 6l search 65 
c:haractcr (jeneraUon Experience Point Cap 45 Inns 16 \ euir.d Good 61 Shield bonuses J9 
d1'lr:lrter Rl'<Ord lO fapon lO Intelligence 4; \ cutral (True) 61 Sluelddw:mes q' 
Uwbrna 45 lnterface 9 Sltidds 1.10 Bold numbers denotes abe 
Cla. ... 6, SO lnlirnidatc 64 0 Skilb -. 62, 63 primary location for the 
Ueric SI . ;1 lnto\lcaUon 14 Opt:n Lock b; Socal< .'Jtack (~I item's Information. 
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Warranty I Interplay Contact Information 

Interplay Entertainment Corp. 
'frchnia~ Suppon 
16815 Ion Karman A•e., lnine. CA 91606 
'J.19-55.l-6<>"8 (phone) 
'H9-l>l-1810 (f:t\) 

now TO REACJl lS O.\Ll\E: 
IXTERXCT E-~l~ll: orderOO.k@inlerplay.com 
\\ ORUl WIDE \\<HJ: Wl\'ll'.interplay.com 
FTP: flp.inlerpl:iiccom 

INTERPLAY LIMITED 90-DAY WARRANTY 
lm~rplf} w:trr.uus 10 1he original purchaser of tJlis Jmerpla~ En1ert:tinml1ll COrp. product th:u 1he g;tme disc \\ill be free from 
ckfrci- In outerial and workmwhip for 90 dai• from tl1< datr of pon:has<. ff the gan1< disc is found delooire 11itlun 90 W)' 
or origin:tl purchilSf. lnlerpl:I~ Jgree5 lo replace, fret of charge, an~ prodllCI diSCO\l'red lo be defl'Ctin~ \\itJun such penod 
UflOO fl'Ceifll. .11 il3 Stl'\ire Ct'flter of lht producl. postagt JXUd. with proof of thf date of purchast. Thb \\~ is limiled 10 the 
di:.r containmg thr ""'"~"' progr.1111 origm:>li) prmld<d b) lmerpl:n and Is not applk:>ble to norm~ •-..rand tear. This sh:tll 
bt •okl 1[ thr dcf('(l hilS :ui.'<.11 throug)! abosr. m1S1re:u111e11t. or neglect. .~Ill unplled 111llT.111Ur5 applicable to Otis prodllCl. 
ineludm!? •m:uiu" of mtrdtmubUi~ and 61ness for a p:inicular porpose are discbimed Jnterpb) discbims :tll respon•btU• 
for inddl'fltJ.I or comcqucn1ial damages. Some ~airs do not allow limitations as m how long an implied "':ur:m~ lasts ancVor 
e\du~ion.~ ur Unu1auon of inc1dcmal or cotlSl'<JtK'lllial damab't'S so the abore limit.uions a.ncVor l':l.clusions or llabill~· m:r. 1)()( 
;1pph 10 mu. 1bls \\".lfr.Ull\ gi\t') you specific rights. and rou m~ :tlso ha\t> other righ1s which \':I~ from, stue 10 swe. 

LIMITED WARRANT\' 
U 1be i:>m• w:.c shoulJ Lid aher thr original 90-<i") '""""" period has a]lired. rou ma1 return the disc to lnirrplOI) :u di< 
addre:.s noted bcl0\1 •>th a chrckor mOfl"! onler (nude 001 to GamesOnlin<) forS1;.oo (l.S. '""'"")>. which includes 
~ge mJ b:mdlmg. 3.Jld lmerp~ or its' agl'!M will mad ii repbcemem 10 you. To rt'Cri\'e a replarelll"lll. you nctd 10 enclose 
lhr on)Qnal defrol\e disc m P"""""~ JYJckoging accompanied ~ . (I) a SI ; .oo check or moo~ onlcr. (l) a bnef ~a1L1nei11 
~'lihing the ddect. 211d (:0 mur l'l'lum address. If you h:1\'e :1 problrm \\ith yoor game disc, ~ou m~ wish 10 C1ll us first :11 
(lHt)) ljljJ.(16-s. lf ~uur g:une disc Is defecu'" and a repbcro1ent is Ot"CfSSU). l .P.S. or rrgjstel'l"d mail is reromm1.•ndL>d for 
rt>tum-.. Plt'"J.<e 'l('fld dlt" dd'ccuw disc(s) o~ (noc Ill<' box) w11h a description of th<' probkm and S 15.00 10: Imerpl~ 
.-JJT.tllf\ Dfpl .. 1681 ; \on K:tnu:m \\'t"nue. lnint', C\ <)1606 . Ordering repbctmem ropif.is of~ or Manuals is also :t\"Jil· 
;.1bk throu~ our web saort, ""w.lmerpla~ ·Slore.com. 

COPl'ING PROHIBITED 
U., ..mrare prodllCl Jnd 1br manual "'' "'P!lighted and all righis are ....,....i ~ lmcrplOI) fJ11rnamment Corp. and are pro­
K'Ckd ~ the ~lig.tu l:m~ 1h:u pertain to compulrr softw:are. You m~ not~ the softw:ut" \'ou may noc 10'.lfl, sell. mu, 
De. glre. ~ub lirense. or otbennse lr.msler the software (or :m~ ~"). You m:ay noi mod~. ad:1p1. tr.ui51:UC". cmte deri,':llire 
..nrb. derompik. dis:issrmble, or othen1ise n:'\'erse ffig.i1lf.'('r or derive source code from all or any ponioo of the softw:ur or 
m}1hfn~ incorporJted tlK'n'in or permit or eocourJge w~ third pany 10 do so. 

\'o/J{'(', /lllnp/nJ lt'Sen'tS /be rlghl Jo mnbe 111Q1/ijicntlo11s or lmproreme11/s lo lbe prod1t<'l 1/escribed iu lbe mnmtnl nl 
lll{J' tlnw and 1rllbo11t 1t0tfce. 

SOFR;\JIE USE UllllTATIONS AND U~UTED UCENSE 
lbb l'OP,' of l«'\\ind DJle II is lnltnded soltly for rour pt_'t'SOflaJ non-<:ommerci:d home rnlenainment use. rou 111~ not 
decompile, .... ,.,,., rnginM, or dis:=mble lhr soll\1=. r'<ct'pl as p<•mtitted ~· bw. lntcrpi")· Entmainoient Corp. retlb~ all 
righl. title and intern& In the Solmare iocluding all imclloonal proper!) righis rmbodied th<'n'in and dem~ws thr...r. The 
Sol!ll..,., indudil\.~ •id!ou1 limllalion. all rode. wi. gme1ures. charJCters. lmag'5. sounds. ta1. screens, g:une play. dem>il\1' 
'""":md :ill od!o.'felrn1en1Solth•SoCn.= "'" oot hrcopied. resolu, remed. lr:ised. dislribo1ed (eleeirooicall) orOlher· 
•1'<1. uS<d oo p:l\-per-pb). coin-op or other for<lwi:< b:>sis. or for :Ill) rommen:ial pt1rposr •. Ill! pennissioos sr.>Jlled herein 
m pro1idtd oo a >rmporm b:lSIS and on hr "1thdr.nrn ~ lmerpla1 U.ertaiMICllt Corp. a> 1111! Omr. Ill rW>is oot "Preoi! 
gr--.1 ... n:smro. 






