






































































































































































































































































































































































































































Chapter Chree 

Che Bandit Camp 
The bandit camp you must find is in AR1900. That area will not be accessible, howev­
er, until you meer up with one of rhe following: 

Raiken: The bandit Raiken can be found in the northeastern corner of 
AR2400. 

Teven: The bandit Teven can be found in the southwest corner of AR2900. 

The captured bandit: The captured bandit can be found in AR2800. 

Tranzig: Tranzig can be found at Feldpost's Inn, in the southwestern cor­
ner of Beregost. Reduce him to five hit points or fewer and he'll surrender 
and tell you about the bandit camp. 

fighting Caz oh 
Keep your distance from this guy, and stick to ranged weapons. He can absorb a lot of 
damage. Do not use magical spells that have a saving throw-spells like hold or stink­
ing cloud. 

Remember that ir isn't necessary for you to kill all of the bandits, and, in fact, you 
probably won't be able ro kill Tazok in Chapter Three, since he'll be making another 
appearance later. All you need to do is grab the letters in that chest and run! 

Chapter four 

finding the Cloahwood 
Enter the Cloakwood at AR2200. The mines are in ARI 800, to the north of AR2200. 



€ttacaps 
These are really nasty monsters that hang around in the same areas as giant spiders. 
You'll meet them in several areas throughout the game, bur they're especially common 
in AR2100. Make sure you buy lots of poison antidotes before going into ettacap terri­
tory. Use your thief to check for their traps. Try to fight ettacaps at a distance, using 
bows and missiles. 

If you spring an ettacap trap, all the captured characters can do is wait until they're 
free, then run for safety outside the trap's area of effect. 

finding Coran's «Iy"erns 
If Coran-whom you'll meet on the bridge in AR2200-joins your parry, he'll want to 
go hunting wyverns. If you don't find one within ten days, he'll leave the group. 

There are wyverns in ARl 700. Several are flying around loose, and there are two inside 
the cave on the area's east side. 

Killing Da"aeorn's nencbmen on tbe Surface 
Drasus and the others who meet you in the mines are quite powerful. Various spells 
might help here: if you have a summon monsters spell, you can create a horde of mon­
sters to take the damage for you. Use arrows of detonation, if you have them, and 
throw lots of fireballs. If you have potions of speed, heroism, magical resistance, giant 
strength, or invisibility, all will help. Some of these you'll have come across on the bod­
ies of your foes earlier in your quest. Others, you'll need to buy from shops dealing in 
magical items. There's one of these in Nashkell, and you may find some useful potions 
at the Nashkell Fair. 

You should keep back some potions during this first fight, however. You'll need magi­
cal potions-invisibility is especially useful-to get through all of the mine levels and 
to face Davaeorn at the end. 



Getting tbrougb Ce\'el Cwo 
You have two main approaches here. If you go straight southwest from your entry point, 
you'll enter a short, zigzagging hallway with a fireball trap. Just beyond is a banquet ball 
with lots of bad guys, armed and ready for you. Ir's going to be a long, hard battle! 

A sneakier approach is to follow the Long passageway to the southeast, then to the 
southwest. You must kill two ghosts here, which will attack you with noxious breath 
spells. At the end of the corridor, you will think you're at a dead end. 

If you a have a thief and a Potion of Invisibility, you can send her back around to the 
trapped corridor, slip through the banquet hall unseen, and kill the two guards in the 
room beyond. This will open a doorway into the dungeon area for the rest of your party. 

Killing Oa\'aeorn 
Try to have all of your best magical potions lined up and ready to quick-use. Have 
your thief Look for traps before going through the red-outlined door; if you make it, 
you might catch Davaeorn unaware. 

Eicher load up one character with all the magical spells and potions you can muster 
and have him face Davaeorn with the rest of your party staying in the background, or 
try to protect everyone with Potions of Magic Resistance. 

flooding tbe ]\'lines 
Yeslick has suggested that you use Davaeorn's key to flood the mines. You can give the 
key to Yeslick and have him open the seal on the upper level of the mines. However, 
killing all of the innocent slaves in the place will give your party's reputation a major 
hit. If you can, tell the slaves they're free and let them go before you use the key. 

However, you don't need to flood the mines to complete the chapter. Killing Davaeorn 
does thac. You can simply leave with your reputation intact. 

Chapter f i "'e 
Rinnie Needs a Booh 
You can buy "The History of the Unicorn Run" from Bentley Mirrorshade at the 
Friendly Arm Inn. 



fergus needs an Rngel Shin Ring 
You'll just have to keep your eyes peeled for this one. You'll find one on some dead mon­
sters and inside some chests. These are randomly placed each time the game is played, bur 
you'll come across one before too long. 

' @'axir tbe Seer Wants a Spbene @em 
These are also randomly placed. Just collect all the gemstones you find on the monster 
you kill. You'll come across one eventually. 

]Vlad Rrcand wants a Ring of folly 
Travel west from where you meet Mad Arcand. Along the coast you'll find a ship. Search 
in the prow of the ship for the ring. 

Cbe @nolls with perdue's Sword 
Look in AR3200, in the southeastern corner of the area. 

Cbe poisoned Subplot 
You must find the diviner in the fortune teller rent in the fair in AR0700. The proper 
question to ask is, "Who has the ability to release Lothander from his geas?" 

Next, go to the Temple of Umberlee in AR1200 and ralk to Jalantha. he will send you to 
rhe Temple ofTymorea in 0600, where you get a book from the priest. Take the book to 
Jalantha, and she will give you a scroll that will cure Lothander. He will give you the antidote. 

Chapter Six 

@etting In 
You need a book worth at least 5000 gp to give ro the gate warden to re-enter 
Candlekeep. Duke Eltan will give this to you in Baldur's Gare. 

@etting Out 
You wiil be captured. Let them rake you ro prison, where you endure a sermon 
from Ulraunt. Tethtoril will show up a few moments later and help you escape. 



There are lots of rraps here and some treasure as well. Use your thief to get through 
without tripping any of them. 

Chapter Se"en 

Ned's Riddle 
The answer is "33 children.'' 

Be careful, here. If Belt and Liia are killed in the attack, the game ends. They must 
smvive to teU you where to find Sarevok. 

Che Rttach at the Duhe's party 
Sarevok shows up with three minions: San1ej, Angelo, and Tazok. All are invisible at 
first. Sarevok is a fighter with 100% resistance to any magic spells or attacks. Samej is a 
mage who uses area offensive spells, mirror-images, and who is immune to normal mis­
sile attacks. Angelo is a fighter/mage who uses haste spells and fires exploding and poi­
soned arrows very quickly. He also is immune to normal missiles. Tazok is just plain 
bad, with a lot of hit points and a lot of strength. All are immw1e to fire attacks. 

Try using missile attacks on Sarevok and Tazok. Use haste potions for your own pai:ty, 
and kill Angelo as quickly as possible. It's probably a good idea to concentrate on 
killing Sarevok's friends. You'll have your chance at Sarevok himself later. 

f\ illing 8are"oh 
In general, have your entire party drink as many potions as possible. Remember, some 
are only active for a few combat rounds, so try to have them ready to quick-use, and 
time their use carefully. 

Sarevok is immune to magical attacks and to fire, so you'll have to get in close and 
dirty. Use conventional missile weapons on him ... and try to have characters with 
magically enhanced armor and strength get in close for the kill. 



AppeNolXA 
CReA.UNq -che peRfeC-C ChA.RAC-CeR 
You will find thar in Baldur's Gare rhere is no single perfect character; there are many characters, each of 
which is only perfecr ro rhe ex.rem that you enjoy playing it. Each of rhe character types explained in this 
appendix represents only a template or idea, and alcl1ough some may make rhe game easier ro play, none 
stand out as ideal. Ultimately, finding a character cl1at will be rhe most fun for you ro play, and conse­
quently deciding on Class, Race, and Abilities, is cl1e only way ro create the perfect character. 

Let's briefly describe each of the different rypes of characters, and how ro make them the most powerful 
in each case. There are several different types of characters, so you should decide how you want to play 
rhe game before you decide the type of character you want to create. In rhe broadest sense, you can do 
four main cl1ings: fight well, 6ght ok and cast some spells, fight ok and act sneaky, or fight poorly and 
cast powerful spells. These four things broadly categorize tl1e main character classes of Fighter, Cleric, 
Thief and Magic User, respectively. However, iliis is only rhe tip of the iceberg. Lisred below are what 
these broad classes do best, and how ro make each class as powerful as possible. 

Strengths: Fighters can fighr extremely well and are capable of inflicting vast amounrs of physical dam­
age. They can use all armors and weapons. 

How to maximize the character~' potential: 

Stats: 

Decide early on if you want to make the Fighter use melee or range weapons. If you spend 
all your proficiencies as you increase levels on one weapon, you can achieve High Mastery 
for a +31+4 bonus plus additional attacks each combat round. 

Roll a character with an 18 Strength. When any of the fighter classes has an 18 for 
Strength, that aspect is increased by an "exceptional strength" modifier which vnries from 
01 to 00 {essentially 100). As this number increases, the to-hit and damage modifiers 
increase dramatically. 

Roll a character with Dexterity and Constitutions of 16 or higher. You can sacrifice 
Wisdom and Intelligence scores for this. Your fighter doesn't need to be smart; he needs to 
be a killing machine. These DEX and CON bonuses suit the Fighter better. 

The Charisma score is variable. With higher Charisma, you sometimes get different results 
from quests, but it's not necessary to max out your Fighter. 



An ideal Fighter should have the following stats or higher (x denotes rhe star is essentially irrelevant): 

TR 18 (>76) God-like: 
CO 18 TR 18 (>91) 
DEX 18 CON 18 
INT x ( 19 if you're a dwarf) 

WIS x DEX 18 

CHA x LNT x 

WIS x 
HA 18 

The key strengths of the Ranger over the Fighter are Stealth and the abiliry ro Charm Animals. 

The weakness is that you can't obtain more than rwo points of proficiency for any weapon type. 

The key strengths of the Paladin over the Fighter are the abilities ro Lay Hands (heal) and Detect Evil. 

The weakness is that you can't obtain more than rwo points of proficiency for any weapon rype. 

CleRlC 
Strengths: Clerics fight quite well and have a vast array of ·pells that are primarily defensive in namre. 
Clerics can use all armors, but are limited to blunt, spiked, and missile weapons. 

Jfou • to mto.:imize tbe cbaracter's potential: 

There are several different roles a Cleric can play. The offen ive Cleric stays at the front line barding 
monsters hand-ro-hand with your Fighters, while the defensive Cleric is likely third or fourth in your 
party order and fights primarily with a missile weapon (sling). Both types have quick access co healing 
spells in the middle of battle. 

The Cleric's primary Ability Score is Wisdom. You need to roll a character with at least 
16 Wisdom, which grants you bonus spells at low Level. A Cleric with 16 WIS will have 
four first and three second level spells when the character reaches third level. Compare 
this to 11 Cleric with a lower Wisdom (e.g. 12), who would 011/y have two first and one 
second level spell with the same amount of experience. 

If you wa11t your Clerics to fight, then you will want to give them high Strength. Aside 
from increasing the amount of damage and your to-hit abilities, it will make the char­
acter strong enough to wear heaVJ' plate mail and wield some of the heavier weapons 
like hammers. 



\ 

Whether it's an offensive or a defensive Cleric, high Dexterity is a must. The offensive 
Cleric will reap the benefits of a Lower Armor Class, whereas the defensive Cleric will get 
the Missde Attack adjustment. 

When memorizing spells, the player should choose based on the type of party. If most of the 
characters use missile weapons, a spe!L like Entangle may be extremely helpfal. If you are 
fighting opponents who also have missile weapons, however, Command or Hold Person 
will be more appropriate. Always keep at least a few Cure Light Wounds and Slow Poison 
spells handy as well. 

An ideal cleric should have the fo llowing stats or higher (x denotes the scar is essentially irrelevant): 

Offensive: Defensive: God-like: 
TR 17 TR 18 TR 18 
ON 16 ON 16 CON 16 

DEX 18 DEX 17 DEX 18 
INT x INT x INT x 

WIS 16 WlS 16 WlS 18 
CHA x CHA x CHA 16 

ORUlb 
The Druid should be created with the ame ideals as a Cleric, bur should always have rhe highest pos i­
ble Dexterity co account for the restriction against metal armors. 

LhieF 
Strengths: The T hief has abi lities char no ocher class has. T he Thief has medium fighting abi lity, bur is 
lim ited both in weapon and armor selection. 

How to maximize tbe character's pote11tia/: 

For simplicity, let's say there are two types of Thieves: the Combat Th ief and the Standard Thief. The 
Combat Thief will hone the skill of stealth overall, using backsrab as often as possible in combats. The 

tandard Thief will raise all thieving abilities similarly. 

Stats: 

The Thief's primary stat is Dexterity. An 18 DEX is tops with a human character, so you 
may want to consider creating an Elf or a Halfling character, both of which can have a 19 
DEX 

Each of the different races receive different racial bonuses to his/her thieving abilities. 
Haljlings receive the largest bonwes, but can only have 17 STR. Elves racial bonuses are 
less than the Haljlings, but they can only have 17 CON A 17 CON makes little differ­
ence to a thief who only needs 16 CON for the max +2 H Pl level bonus. For a Combat 
Thief choose an Elf for a Standard Thief choose a Hafjling. 

After race and dexterity, try to achieve 16 CON for the max +2 HP/level bonus. 



Go far high STR. If you are making a Combat Thief and plan to do a lot of backstabbing, 
get this stat as high as 17 to achieve bonuses far both to-hit and damage. 

When assigning points to Thieving Abilities, remember what each is far. If you do11't plan to 
pick-pocket, don't place points in this category. If you are making a Standard Thief spend 
your points evenly between the skills. !Jyou are making a Combat Thief spend more ofyou.r 
points on Stealth. 

An ideal Thief should have the following scats or higher (x denores the stat is essentially irrelevant): 

Standard: Combat: God-like: (Elf, d1e Halfling can 
STR 15 STR 17 only have a 17 STR): 
CON 16 CON 16 STR 18 
DEX 19 DEX 18 CON 16 

x 

x 
x 

INT 
WIS 
CHA 

x 

x 
x 

DEX 

lNT 
WIS 

19 
x 

x 
CHA 18 

The Bard is a sub-class ofThief, but is essenrially a differenr character. The Bard needs many minimum 
Ability Scores, so rolling one wirh good scores can be very difficult. At second level, rhe Bard will Start to 

get Mage spells, so don't undercsrimare his need for INT. A low lNT score will hinder his ability to copy 
spells to his spellbook. 

IDA.qe (Mage, Generalist) 

Strengths: The Mage has very powerful offensive spells. However, the Mage is very weak in physical 
combat and must be smrounded with stronger fighters to survive. The Mage can't wear armor and i limit­
ed to simple weapons. 

How to maximize tbe character's potential: 

Stats: 

The Mage hm the lowest uumber of hit points and can't wear armo1: Therefore, the charac­
ter needs to have high DEX to lower its A77nor Class. and a high CON to increase hit 
points. In addition, the Mage requires high !NT to learn and cast Mage spells. 

The Mages prime requisite is intelligence. Intelligence directly affects the chance that a char­
acter can copy spells from scrolls into their spell book. You should t1y far 16 or higher INT. 

With no armor. the !ow-level Mage is very vulnerable. Therefore, the Mage should have at 
least 16 DEX, if not higher. 

@ With only a d4 far hit points. the rnage has the lowest hit point totals of any class. A 16 
CON far the +2 HP/level bonus is a must. 



When selecting spells, note that while you are selecting two spells, they don't always lleed to 
be the two spells that the Mage has memorized. Selecting Jdent~fji will save the party 
money and time dur-ing the game. Also, you can use an offensive spell like Magic Missile, 
Charm, or Sleep. 

An ideal mage should have the fo ll owing stats or higher (x denotes the sm is essenrially irrelevant): 

Standard: God-like: 
STR 13 STR 16 
CON 16 CON L6 
DEX 18 DEX LS 
INT 16 INT 18 

WIS x WIS x 

CHA x CHA 16 

SpeClAllSt: 
The Specialist Mage concentrates on one school of magic. This emphasis enables the Mage to memo­
rize one extra spell per Spell Level. Th.is extra spell is well worth excluding one school as long as you 
understand which school you are excluding. For example, if you wane to cast the mosr powerful dam­
age-dealing spell (Fireball and Lightning Bolt), don't create an Enchanter, whose opposite chool is 
Invocation. If you create a Gnome lllusionist, understand that you can't learn any Necromantic spells 
such as Ghoul Touch, Chill Touch, Animate Dead, among others. 

A. ppeNblX b: 
weA.poNs, ARIDOR, rcems 
There are multiple types of weapons and armor availab le throughout Baldw-'s Gate. Some you may find, 
while others can be purchased. Your character may even pilfer an item or rwo. The following section contains 
a list of some of the weapons and armor you may come across during your journey through Baldur's Gate. 

weA.pc>Ns 
liJANbS: 
Wand 
Wand of Paralyzarion 
Wand ofLighming 
Wand of Monster Summoning 

Two-Handed Sword 
Two-Handed Sword, Cursed 

Wand of Fear 
Wand of Fire 
Wand of Sleep 
Wand of the Heavens 

Two-Handed Sword+ 1 
Berserking 

Wand of Magic Missiles 
Wand of Frost 
Wand of Poly Morphing 



War Hammer War Hammer +I 

SpeARS: 
Spear Spear +I Spear +3, Backbiter 

blUNCS: 
Club Flail Flail +I 
Mace Mace+} Morning Star 
Morning Srar + 1 

CROSS bows: 
Heavy Crossbow Heavy Crossbow + 1 Heavy Crossbow of Accuracy 
Lighr Crossbow Llghr Crossbow + 1 Light Crossbow of Speed 

bows: 
Composite Long Bow Composite Long Bow + l Long Bow 
Long Bow +I Short Bow Short Bow +l 
Long Bow of Marksmanship Eagle Bow 

SLJNGS: 
Sling Sling +l 

0Aq<:;eRS: 
Dagger Dagger +l Dagger +2 
Dagger +2 Longrooth Throwing Dagger N<;Stor's Dagger 

hALOOR()S: 
Halberd Halberd +I Halberd +2 

StAves: 
Quarter Staff Quarter Sraff + 1 

~ 
OAKCS: ~ . 

Dart Dart +l Dart of Stunning 
Dart ofWouncLng 

ARIDC>R 
LeAcheR: 
Leather Armor Leather Armor +2 

tudded Leather Armor 



Chain Mail 
Splint Mail 

helmets: 
Helmet 
Helm of Defense 
Helm of Baldurian 

pLYce: 
Plate Mail 
Full Plate + l 

bRAceRS: 
Bracers of Defense A.C. 8 

Bracers of Archery 

Shielbs: 

Small Shield 1 
Large Shield 

A.mulet:s: 
Necklace of Missiles 
Bluestone 
Cowrie Shell 
Pearl 
Amulet of Protection 

c;AUNt:let:S: 
Gaunders of Ogre Power 
Gaun rlecs of Proficiency 

re ems 
books: 

Chain Mail +l 
Spline Mail +2 

Helm of Alignment 
Helm of Infravision 

Pl are Mail + l 
Ankheg Plate Mail 

Bracers of Defense A.C. 7 

Brace rs 

Small Shield 
Buckler 

Necklace 
Agni Mani 
Silver 
Laeral's Tear 
Shield Amulet 

Gauntlets of Dexterity 
Gaundets of Specialization 

Chain Mail +2 

Helm of Glory 
Helm of Charm Prorection 

Full Plate 

Bracers of Defense A.C. 6 

Gloves 

Medium Shield 

Studded 
Rainbow Obsidian Tiger 
Gold 
Bloodstone 
Amulet of Metaspell Influence 

Gaunders of Fumbling 

There are also a huge number of books that will provide you with a rich history of the Forgotten 
Realms. There are five books char have direct influence on your characrer's abilities. They are: Bodily 
Health, Quickness of Action, Tome of Clear Thought, Tome o f Leadership and 
Influence, Tome of Understanding. 



, i,"" 
I. 

~\·, 

~ODC>NS: ~ .. 
oo numerous ro menrion, rhe Potions available th roughout the game will not only help in healing your 

character but may also be capable of releasing magical, fiery explosives. 

There are Scrolls available for every Mage Spell in the game, as well as Scrolls for protecting the character 
from magical and non-magical elements. 

A.ppeNblX C 
bALOUR's Cp..-ce beSDAR!f 

HIT POINTS LEVEL MONSTER IDT POINTS LEVEL MONSTER IDT POINTS IEVEL 

72 8 Brunos 68 9 Drakar 39 5 
Alai 56 8 Cal do 20 3 Drasus 63 8 
Aldeth Sashensrar 37 5 Canto 30 6 Drelik 39 9 
Alexander 21 6 Carrion Crawlers 22 NIA Dribben 22 6 

Angelo 87 11 Carston 70 9 Droch 61 5 ~I 
Ankheg 52 NIA Ca track 22 6 Dryad 9 ~, 
Ardenor Crush 48 7 Carurak 34 6 Enercap 40 N/A 

Arghain 45 5 Cenreol 36 11 Flesh Golem 40 
IA 

1 ~~ 
21 7 Corsone 45 7 Gardush 70 10 
40 6 Cyrdemac 46 6 Geltik 22 3 
8 I Cyt:bandria 66 11 Gen chore 69 7 

Bnruk 26 3 Dabron Sashenstar 72 9 Ghast 29 N/A 

Basilisk (Lesser) 45 NIA Davaeorn 45 11 Ghoul 15 NIA 

Basilisk (Grearer) 78 NIA Delgod 22 6 Gibberling 8 NIA 

Bassil us 49 7 Delo ma 23 9 Gnarl 19 NIA 

Battle Horror 58 NIA Denak 25 6 Gnoll 15 NIA 

Bear (Brown) 41 NIA Oesreca 71 JO Gorf 108 9 
Bear (Cave) 50 NIA Diana 14 5 Grerek 70 9 .ti 
Bear (Polar) 66 NIA Dirk 42 6 Greywolf 66 7 ~I 
Bear (Black) 25 3 Diyab 60 9 Hairrooth 20 2 

Benjy 33 l Dog (Blink) 32 NIA Hakr 30 5 
Billy 22 6 Dog (War) 17 NIA Hal a can 26 4 
Bor 56 7 Dog (Wild) 9 NIA Half-ogre 20 NIA 

Borda 38 9 Doomguard 64 NIA Hamadryad 32 NIA 

Brage 75 7 Doomsayer 78 NIA Haseo 68 9 

Brendan ll 4 Doppleganger 31 NIA Helshara 18 6 
Bririk 38 4 Doppleganger 65 NIA 

(Greater) 



MONSTER IDT POINTS VEL LE MONSTER IDT POINTS LEVEL MONSTER HTI' POINTS LEVEL 

lcharyd 46 NIA Neira 33 5 pider (Giant) 35 4 
Invisible Stalker 64 NIA Nereid 51 NIA Spider (Huge) 18 NIA 

Ichmeera 14 5 Nevi ll 35 6 Spider (Phase) 44 NIA 

Jardak 85 11 Niemain 30 9 Spider (Sword) 45 NIA 

Jelly (Mustard) 65 NIA Nimbul 21 7 Spider (Wraicl1) 27 NIA 

Jelly (Ochre) 4l NIA Nymph 24 NIA unin 35 6 
Jemby 11 5 Ogre 30 NIA Tam 65 8 
Jenkal 21 4 Ogre Mage 39 NIA Tarnesh 12 5 
Joular 55 6 Ogri llon 19 NIA Tasloi 8 NIA 

Kahrk 103 NIA Ooze (Gray) 25 NIA TaurgouSL Kho ann 56 8 
Karlat 30 5 Osmadi 45 7 Taxek 37 7 

' 
Kescor 47 8 Ou lam 19 6 Tazok 98 9 
Kirian 32 5 Pargus 32 5 Telka 21 4 
Kobold 4 NIA Peter 37 5 Teven 51 6 
Kobold Commando 7 NIA Prat 74 8 Teyngan 31 6 
Krumm 25 3 R.aemon 35 5 Thaldom 28 6 
Krystin 54 13 R.agefast 19 7 Tor Lobo 43 7 
Kysus 24 9 Rahvin 76 9 Traniig 32 6 
Lamalha 33 5 Raiken 40 5 Tmh 83 9 

Laryss 29 5 R.amazich 21 9 Vax 29 6 
Larz.e 141 12 Resar 31 9 Vay-Ya 45 6 
Lasala 7 3 Revenanc 60 NIA Ven kt 31 6 
Lind in 47 6 Rezdan 18 7 Wheber 16 7 
Maka / 53 7 Riel tar 36 6 William 16 7 
Malkax 22 3 akul 35 8 Wiven 35 6 
Maneira 31 4 Sarevok 135 15 Wolf 24 NIA 

Marek 49 7 Sa th 41 6 Wolf(Di re) 33 NIA 

Marl 36 4 chlumpsha 50 NIA Wolf (Dre-ad) 33 IA 

Meakin 41 6 Sendai 35 6 Wolf (Vampiric) 50 NIA 

Meil um 55 6 Seniyad 61 9 Wolf (Winter) 45 NIA 

Michael 35 6 Shaldrissa 39 11 Worg 26 NIA 

Molkar 55 6 Shoal 51 NIA Wudei 55 7 
Morvin 56 5 Sil 49 . 'IA Wyvern 63 NIA 

Mulal1ey 36 5 Silke 29 10 Xvart 8 NIA 

Mucamin 19 6 Sirine 49 • 1rA Zal 31 6 

Naaman 56 9 keleton 8 NIA Zargal 32 
Nader 25 7 Skeleton (Warrior) 84 NIA Zee la 31 
Narc ii 22 7 Slime (Green) 16 NIA Zt:kar 22 

Slyrne 71 13 79 







9 1 9 9 9 




