














































































































































































































Inte|lijgnce Wisdom p ence
Ability | Spell % to Max # Lore Mag  Bonus  %Spell Lore Level: The highest level of spells a wizard with this
Score | Level ~LearnSpell  SpellsiLevel ~ Bonus | DefAdj  Spells Failure Bonus ence can comprehend and use.
3 20 -3 50 -20 Leam Spell: The percentage chance that a wizard can leam a
4 s -20 -1 45 20 I8 ‘and add it to his spellbook. This number also represents the
5 - -20 -l 40 20 1 's chance to successfully cast a spell from a scroll. For every
6 2 1 " R jevel higher than the wizard can comprehend, the wizard
7 : . ves a —10% penalty. For example, a wizard who can cast 3rd-
3 L u 30 10 | spells trying to use a Sth-level spell scroll, has a -20% penalty.
.. : 2 10 x # Spells/Level: This is the maximum number of spells that a
9 | 4th 35 6 -10 0 0 20 -10 g can have in his spell book per level of spell. That is, a 3rd-
10 | 5th 40 1 0 0 0 15 0 wizard with an Intelligence of 16 could learn a maximum of 11
Il | Sth 45 7 0 0 0 10 0 vel and 11 2nd-level spells.
12 | 6th 50 7 0 0 0 5 0 re Bonus: This bonus is added to the character's Lore ability.
13 | 6t 55 9 0 0 v 0 . : cumulative with the Lore bonus for Wisdom.
|t 60 9 0 0 Ist 0 om:
5 - . E ag Def Adj: Applies to saving throws against magical spells that
- - L i il nd 0 H the mind
16 | 8th 70 I + + ] : L4 : o 4
T h - 2 . e ’ i onus Spells: This is the number of additional spells a priest
5 14 H # 3rd 0 + 1 ves for exceptional Wisdom. The bonus spells are cumulative as
18 | 9th 85 18 +10 +4 4th 0 +10 ; move down the table. Thus, a priest with a 17 in Wisdom gains
19 | 9th 95 Al +1 + Ist,dth 0 0 1st-. two 2nd-, and one 3rd-level spell as bonuses to their normal
20 | 9th % Al 15 AR 0 v ting abilities. These spells become available only when the
2 o o = -5 = er’Sh : 2 can normally access spells of the appropriate level.
St + , ! 4 .
2 | o % - o 3 L : Spell Failure: The chance that a spell attempt by a priest or druid
S E . dthSth 0 +25 s ter will fail before being successfully cast.
I + : 4 - ! 2
TR : " S S ! i : e Bonus: This bonus is added to the character's Lore ability.
L 100 Al +35 +4  6th,bth 0 +35 : is cumulative with the Lore bonus for Intelligence.
25 | 9th 100 All +40 +4 6th,7th 0 +40 r a
3 action Adj: This is the penalty or bonus due the character when
with NPCs or intelligent creatures.
or encounter reactions, the computer generates a number
veen 8 and 12, and then applies the modifier. The results
ate the reaction of the encounter to your party:
~7: Hostile reaction
14: Neutral reaction
20: Friendly reaction
136 Baldur's (Gate 1 Baldur's (Gate 137



Table 2: Thieving Ability Modifiers

Dexterity

le 3a-d: Experience Tables

Race PickPickets (15)  Openlocks(10)  Detect Traps (5) Stal
oy
Dwarf 3 +10 +15 -
Eif +5 5 : A
Gnome - 45 +10 Y
Half Eif +10 . "
Halfing +5 +5 +5 5
9 15 10 -10 0
10 -10 5 -10 5
I 3 5 0
3 12 - 5
13-15 ) ; by
16 + . 3
17 +5 +10 o
18 +10 415 +5 +
19 +15 20 +10 415
20 20 425 +15 +8
2 425 +30 20 0
0 430 435 415 3
3 435 +40 430 425
u +0 +45 435 0
2 +45 +50 +40 45

* The numbers in parentheses reflect the base ability of a 1stlevel thief before

racial/Dexterity modifiers are applied.
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iors 3b. Rogue
Fighter  |Paladin/Ranger| Hit Dice (d10)  Loyel Thief/Bard Hit Dice (d6)
0 0 | | 0 |
2000 2250 2 2 1,250 2

4000 4,500 3 3 2,500 3.

[ 8,000 9,000 i 4 5,000 4
16,000 18,000 5 5 10,000 5
32,000 36,000 6 6 20,000 6
64,000 75,000 1 7 40,000 7

T 15000 | 150,000 8 8 70,000 8

riests 3d. Wizards
Cleric Druid Hit Dice (d8)  Level Wizard Hit Dice (d4)
0 0 | | 0 |
1,500 2,000 1 1 2,500 2
3,000 4,000 3 3 5,000 3
6,000 7,500 4 4 10,000 4
13,000 12,500 5 5 20,000 5
27,500 20,000 6 6 40,000 6
55,000 35,000 7 7 60,000 7
110,000 60,000 8 8 90,000 8
ble 4: Colors of the Schools
Magic
School Spell Effect Coloration Opposition School*
Abjuration Green Alteration
Alteration Blue Abjuration, Necromancy
Conjuration/Summoning Orange Divination
Divination White/Pearl Conjuration/Summoning
Enchantment/Charm Magenta Invocation
lllusion Multicolored Necromancy
Invocation Red Enchantment/Charm, Conjuration/Summoning
b Necromancy Ice/Blue lllusion

‘hend or cast spells from.

Baldur's (Gate

Opposition schools are the schools of magic that the specialist cannot
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Tables 5a-c: Spell Progression

5a. Wizard

level | 1 3 4 5 6 1 8
| | - - - - - -
2 2 - - ] ’
3 1 | - . - - - -
B : 2 - - - - -
5 4 1 | - - -
6 4 2 2 - - - -
1 4 3 2 | - -

Note: Specialist Wizards get one extra spell per level but are prohibited from

learning spells of their opposition schools (see spell descriptions and Table
opposing schools).

5h. Priest / ‘
Druid Level

r

le 6: Melee Weapons

@ |~ v | e w o
wlw | W w W o - -

W W w W N -
[P N N

Note: Priests with high Wisdom recieve additional spells.
*usable by priests with 17 or greater wisdom
** usable by priests with 18 or greater wisdom

5¢. Bard
Level I 2 3 4 5 b
2 I : ; : g Y
3 2 ; : : : 4
4 2 I 5 ) :
5 3 I : . .
6 3 2 ; i ‘
1 3 2 I i ! )
8 3 3 I L : :
140 Baldur's Gate 1

) | or 2 handed Type' Speed Factor’ Damage Usable by’
5 P - 1-6 =
- P - 1-10 -
| 5 7 1-8 FR,PB
ing Dagger | ] 2 I-4 FR,PT,B,MD
| b 4 1-6 " FRRTBCD
| b 7 1-6+| ER,PB,C
| b 1 1-6+1 FRPB,C
ing Axe | s 1 1-6 FR,PB
Star | b 1 2-8 FR,PB,C
| P 1 1-3 FR,PM,T.B,D
1 pls 9 1-10 FR,PB
- 1 b 4 16 ERATECD
0 | b 1-4+] -
{Sword I s 8 2-8 FR,PB
| s 5 I-8 ER,PT,B
| P 3 1-6 ER,PT,B
r | b 4 1-4+1 FR,PB
2 P 6 1-6 ER,PB,D
Sword 1 s 10 1-10 ER,PB
ing p = Piercing b = bludgeoning
. Ranger, Paladin, Cleric, Druid, Thicf, Bard, Mage
able 7 for information on “ranged” or *missile” weapons
ble 7: Ranged Weapons
' lor2handed | ROF' | Speed Factor | BonustoHit | BonustoDamage | Usable By
Long Bow 1 1 1 + +1 ERP
1 1 8 +| - ERPB
1 1 6 - - FRPT,B
ing Dagger | 1 1 - - FR,AM,B,T
Axe | | 4 - - FRP
| | 6 - - FRPTB,COM
' I 3 1 - . FRRTBMD
2 | 10 - +1 FR.PB
N 1 | 1 - - FR,PB

Rate of Fire. This is the number of times per combat round that the weapon can be used.
Jer, Palaclin, Cleric, Druid, Thief, Bard, Mage

Baldur's (Gate
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Tables 8a-b: Armor 3 les 9a-b: Reputation/Reactions

8a. Armor Types . arting Reputation .
Armor Armor Class Usable By ~ Alignment Starting Reputation
Buckler (-1 modifier)* FRPTBCD k. " Lawful Good 12

Small Shield (+I modifier)* ER,PC o Neutral Good I
Medium Shield (-1 modifier)* ER,PC Chaotic Good 1

Large Shield (-1 modifier)* FR,PC _ “Lawful Neutral 10
Leather 8 FRATE,CD ; " Neutral 10
Studded Leather 7 FRPTB,CD “Chaotic Neutral 10

Chain mail 5 FRPB,C 4 Lawful Evil 9

Splint mail 4 FRPC i Neutral Evil 9

Plate Mail 3 ER,RC 1 * Chaotic Evil

Full Plate Armor | FR,PC

*Some shields are heavier than others and they offer increasingly better protection. He
the effects of shields in the game:

ects of Actions on Reputation

Buckler: gives a -1 to Armor Class but does not protect against missile or piercing we Killing an Injuring an Stealing Killing a Giving money
Small Shield: gives -1 10 Armor Class, but it does not protect against missile weapons, innocent innocent Flaming Fist soldier | to the church*

Medium Shield: gives -1 10 Armor Class ) -10 -2 -1 -10 -
Large Shield: gives -1 1o Armor Class and -2 against missile weapons y -10 -2 -1 -10 -
-9 -2 -1 -9 -

-8 -1 -1 -9 +1 (500)

8b. Armor vs. Weapon Types : -7 -1 -1 -9 +1 (400)

Armor Slashing Piercing | Bludgeoning -6 -1 -1 -8 +1 (300)

Leather armor 0 +2 0 v -5 -1 -1 -8 +1 (300)

Studded Leather -1 -l 0 ) -5 -1 -1 -7 +1 (200)

Chain mail 2 0 1 i -5 -l -1 W7 +1 (200)

Splint Mail 0 - -1 -4 -1 -1 -6 +1 (100)

Plate Mail 3 0 0 - art) -4 -1 <1 -6 +1 (100)

Full Plate -4 3 0 -3 =1 -l -5 +1 (100)

2 -1 0 -5 +1 (100)

L -2 -1 0 -4 +1 (100)

-2 -1 0 -3 +1 (200)

. -2 -1 0 -2 +1 (200)

‘ -1 0 0 -2 +1 (200)

-1 0 0 -1 +1 (300)

). -~ 0 0 -1 +1 (400)

in) | o 0 0 0 +1 (500)

L4
Umbers in parentheses indicate the amount of gold pieces that must be
In order to increase reputation.
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9c. Reputation Reaction Adjustments

. NPC Reactions Toward Reputation

3

Reputation | Effect

20 The party receives a +4 reaction adjustment

18-19 The party receives a +3 reaction adjustment

16-17 The party receives a +2 reaction adjustment

14-15 The party receives a +1 reaction adjustment

8-13 No adjustment

7 The party receives a -1 reaction adjustment

6 The party receives a -2 reaction adjustment k.

5 The party receives a -3 reaction adjustment. The party receives a .¢
reaction adjustment. Whenever the party enters a new area, there
will be a 10% chance of a group of the Flaming Fist spawning in and
moving toward the party. i

4 The party receives a -4 reaction adjustment. The party receives a -§ ;'
reaction adjustment. Whenever the party enters a new area, there 5
will be a 20% chance of a group of the Flaming Fist spawning and
moving toward the party. -

3

The party receives a -5 reaction adjustment. Whenever the party entersa

new area, there will be a 30% chance of a group of the Flaming Fist B
spawning and moving toward the party. Y

The party receives a -6 reaction adjustment. Whenever the party e

new area, there will be a 50% chance of a group of the Flaming Fist
spawning and moving toward the party.

The party receives a -7 reaction adjustment. Whenever the party enters
new area, a group of warriors will spawn and move toward the party.

144

The player can no longer buy items. Whenever the party enters a ne W
area, a group of warriors will spawn and move toward the party. The
player always receives a hostile reaction from NPC's. X
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ALIGNMENT
?Putation Good Neutral Evil
| Break Break Happy
2 Break Angry Happy
3 Angry Angry Happy
4 Angry Unhappy Happy
: 5 Angry Unhappy Happy
6 Unhappy Neutral Happy
7 Unhappy Neutral Neutral
8 Unhappy Neutral Neutral
9 Neutral Neutral Neutral
10 Neutral Neutral Neutral
I Neutral Neutral Neutral
12 Neutral Neutral Neutral
13 Happy Neutral Unhappy
14 Happy Neutral Unhappy
3 I5 Happy Neutral Unhappy
16 Happy Neutral Angry
17 Happy Neutral Angry
18 Happy Neutral Angry
i Happy Unhappy Break
20 Happy Unhappy Break
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9e. Reputation Effect on Item Cost

Reputation Percentage cost of
. item from base cost

20 -50%

19 -40%

18 -30%

17 -20%

16 -10%

15 10%

14 Neutral

13 Neutral

12 Neutral

I Neutral

10 Neutral

9 +10%

8 +20%

4 +20%

6 +30%

5 +40%

4 +50%

3 +100%

2 Store will not

sell items
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INTERPLAY LIMITED 90-DAY WARRANTY

Interplay: warrants to the original purchaser of this Interplay Productions™ producy s
the compact disc or floppy disk(s) on which the software programs are recordec H
free from defects in material and workmanship for 90 days from the date of purchae,
IF the compact disc or floppy disk(s) is found defective within 90 days of original
purchase, Interplay agrees to replace, free of charge, any product discovered to |
defective within such period upon receipt at its factory service center of the prog
" postage paid, with proof of the date of purchase. This warranty is limited to the
compact disc or floppy disk(s) containing the software program originally provided
Interplay and is not applicable to normal wear and tear. This shall be void if the d
has arisen through abuse, mistreatment, or neglect. Any implied warranties applj
to this product, including warranties of merchantability and fitness for a particular

consequential damages.

Some states do not allow limitations as to how long an implied warranty lasts r'
exclusions or limitations of incidental or consequential damages so the above \
limitations and/or exclusions or liability may not apply to you. This warranty gives
specific rights, and you may also have other rights which vary from state to state.

LIMITED WARRANTY -

If the compact disc or floppy disk(s) should fail after the original 90-day warranty period has
expired, you may return the software program to Interplay at the address noted below with
a check or money order for $5.00 (U.S. currency), which includes postage and handi
and Interplay will mail a replacement to you. To receive a replacement, you need to 9
enclose the original defective compact disc or floppy disk(s) in protective packaging gy
accompanied by: (1) a $5.00 check or money order, (2) a brief statement describing the
defect, and (3) your return address. If you have a problem with your software, you may
wish to call us first at (949) 553-6678. If your compact disc is defective and a replacement
is necessary, U.PS. or registered mail is recommended for returns. Please send the
defective disc(s) only (not the box) with a description of the problem and $5.00 to:

Warranty Replacements
Interplay Productions * 16815 Von Karman Avenue ¢ Irvine, CA 92606

COPYING PROHIBITED

This software product and the manual are copyrighted and all rights are reserved by
Interplay Productions and are protected by the copyright laws that pertain to computer
software. You may not copy the software except that you may make one copy of the
software solely for backup or archival purposes. You may not loan, sell, rent, lease, give.
sub license. or otherwise transfer the software (or any copy). You may not modify, ad

translate, create derivative works, decompile, disassemble, or otherwise reverse engin
or derive source code from all or any portion of the software or anything incorporated
therein or permit or encourage any third party to do so.

Notice: Interplay reserves the right to make modifications or improvements to the pro “»
described in the manual at any time and without notice.

SOFTWARE USE LIMITATIONS AND LIMITED LICENS

This copy of Baldur's Gate (the Software) is intended solely for your personal
noncommercial home entertainment use. You may not decompile, reverse engine
disassemble the Software, except as permitted by law. Interplay Productions and Cet@
retain all right, title and interest in the Software including all intellectual property rights
embodied therein and derivatives thereof. The Software, including, without limitation. €&

¢

code, data structures, characters, images, sounds, text, screens, game play, derivaiiy
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INTERPLAY WEBSITE

Welcome to the Interplay Web! As a company dedicated to providing
innovative, high-quality interactive entertainment software, we are
always striving to stay as close as possible to the leading edge of I
technology. This Web site is the latest example of our ongoing effort o
provide a wealth of information and opportunities to you.

Notes

As a company of fanatic gamers, we love the idea of gamers all over 4
world tapping into cyberspace to see, touch and feel our latest games.
No hype, no marketing campaign; just great games. To make it work, ;
our goal is to Keep this site fresh and new, to make it a place where v
can tell US what you like about our games... and what you don't like
about them. So use the feedback options on these pages and sound off

Enjoy your visit in our Web site, explore all the different areas we have fo
offer, and come back soon. Check us out in the weeks and months
ahead: we will be introducing new and exciting areas for you to
experience.

once again, welcome.

Brian Fargo
CE.O,

Interplay’s World Wide Web site is an Internet service designed to give
you the latest information about Interplay and our products. .

This site features our demos, upgrades, product information and orderi
information.

How to get there

From your Internet account,

point your favorite browser to: £
www.interplay.com T
&
T

@ms«m
chnnm
Qhﬂmu
@mwﬁ.«
QT .

o Gamﬁ

Dot pagy et Ul carrss @ © 1991
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he Baldur’s Gate Official Strategy Guidé from BradyGAMES
features chapters broken down into simple hints or detailed
- secrets — get as much or as little help as you want!

-

Step-by-step walkthroughs'he"lp you cdlﬁple,.te every quest
Detailed maps for towns ;nd dungeohéii T
Tips for creating the perfect character

. Complete items, weapons, magic, armor and monsters directory

To purchase BradyGAMES Official Strategy Guide to Baldur’s
Gate, visit your local electronics, book, or software retailer.
Or order the book via the web at www.bradygames.com.

—

ISBN 1-56686-788-6 ‘ ‘
Price: $19.99 US / $28.95 (DN / £17.95 NET UK 1

I1IBradyGAMES % |

STRATEGY GUIDES BY GAMERS. FOR GAMERS.™
www.bradygames.com www.interplay.com
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