








































































































































Table I : Character Ability Scores 
Strength Dexterity Constitur 

Ability Score Hit Adj Dam. Adj Wt Allow Bashing% Miss. Att Adj ACAdj IQ" 

HP Adj Rets-t, 
3 .3 · I 5 3 .3 +4 

4 ·2 ·I 15 4 ·2 +3 
·2 40 
·I 45 

5 ·2 · I 15 4 ·I +2 ·I 50 
6 ·I 0 30 6 0 +I · I SS 
7 ·I 0 30 6 0 0 0 60 
B 0 0 50 8 0 0 0 65 
9 0 0 50 8 0 0 0 70 
10 0 0 70 10 0 0 0 75 
II 0 0 70 10 0 0 0 -80 
12 0 0 90 12 0 0 0 -as 
13 0 0 90 12 0 0 0 90 
14 0 0 120 14 0 0 0 9l 
15 0 0 120 14 0 ·I +I 94 

16 0 +I ISO 16 +I ·2 +2 96 
17 +I +I 170 18 +2 .3 +2(+3) 98 

18 +I +2 200 20 +2 4 +2(+4) 100 

18101-50 +I +] 220 25 

18151-75 +2 +] 250 30 

18176-90 +2 +4 280 35 

18191-99 +2 +5 320 40 

18100 +3 +6 400 45 . -
19 +3 +7 500 50 +3 4 +2(+5) 100 

20 +3 +8 600 55 +3 4 +2(+5) 100 

21 +4 +9 700 60 +4 .5 +2(+6) 

22 +4 +10 800 65 +4 .5 +2(+6) 100 

23 +5 +II 1000 70 +4 .5 +2(+6) 100 

24 +6 +12 1200 75 +5 -6 +2(+7) 100 

25 +7 +14 1600 80 +5 -6 +2(+7) 100 
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0gth 
Iii . \dj: /\dded or subtracted from the attack roll during 

r !JHt A positive number makes th ' opponent easier to hit. 
(11 . 

tJ{lfTl /\dj: Added or subtracted from th clamage infli ted by a 
,ccu<;stul melee attack. 
H'I , \/Jaw: The hara ters weight allowance -- how much tl1ey 

111 
carry wi tl1out being en umbered. 

60sJ1inO %: Tl1is is the percentage chance a character has to 
i.<;il 0 pen a locked door or cl1est. 

pexterity 
\/iSS. 1\ tt Adj: Added or subtracted from tll to hit roll when 

15
u1g ,1 ranged weapon . positive nurY1bcr makes the oppon nt 

to l1it. 
• \C Adj: Aclded or subtracted from the chara tcr's AC. Sin e a 

wcr AC is better. a lower or more negativ number is better. 

constitution 
HP Adj: This number is added to the I lit Point roll a ct1aracter 

mc1kcs when going up a level or w l1en starting the game. 
in parenthesis arc for warriors only. 

Re.s . .Suru. : Tile percentage cl1ancc tl1e cl1aracter w ill 
successfully b Resurrected or Raised from the clec cl by magic. 
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lntellil!ence Wisdom 

Ability Spell %to Max# Lore Mag Bonus 
Score Level Learn Spell Spells/Level Bonus Def Adj Spells 

3 -20 .3 . 
4 . -20 -2 

5 . -20 ·I 

6 -20 -1 

7 . -10 ·I 

B . -10 0 . 
9 4th 35 6 -10 0 0 

10 5th 40 7 0 0 0 

II 5th 45 7 0 0 0 

12 6th 50 7 0 0 0 

13 6th 55 9 0 0 1st 

14 7th 60 9 0 0 1st 

15 7th 65 II +3 +I 2nd 

16 8th 70 II +5 +2 2nd 

17 8th 75 14 +7 +3 3rd 

18 9th 85 18 +10 +4 4th 

19 9th 95 All +12 +4 I st,4th 

20 9th 96 All +15 +4 2nd,4th 

21 9th 97 All +20 +4 3rd,5th 

22 9th 98 All +25 +4 4th,5th 

23 9th 99 All +30 +4 5th,5th 

24 9th 100 All +35 +4 6th,6th 

25 9th 100 All +40 +4 6th, 7th 
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~ %Spell Lore 
Failure Bonus Reaction 

50 -20 
Adj 

·S 
45 ·20 

-4 
40 ·20 ·l 
35 ·20 ·2 
30 -10 ·I 
25 -10 0 
20 ·10 0 
15 0 0 
10 0 0 
5 0 0 
0 0 +I 
0 0 +2 

-0 +3 +l 
0 +5 +4-

0 +7 +4 

0 +10 +s 
0 +12 +8 

0 +15 +9 

0 +20 +10 

0 +25 +II 

0 +30 +12 

0 +35 +ll 

0 +40 +14 

1ugence 
1111~ Jell LCL•el: The l1igl1est level of spells a w izarcl vvith this 
wif igcncc can cornprel1encJ and use. 

1 
10 

u:orn Spell: The percentage chance that a w izard can learn a 
idl ,111cl m tcl it to his spellbook. This numl,er ellso represents tl1e 

"' zinrs c!1ancc to successfully cast a spell from a scroll. For every 
:u 1cvcl higl1er tl1an th ' w izarcl an omprcl1encl, the w izard 

"llic,·cs a - 1 0% penalty. For exrnnple, a w izarcl w ho can cast 3rcl­
·cl spells trying to use a s t11-lcvel spell scroll. l1as a -20% penalty. 

\/OX # Spe/ls/ Leuel: This is the maximum number of spells that a 

11
,lfcl can l1ave in 11is spell book per level of spell. That is. a 3rc l-

,cl wizarcl w ith an Intelligence of 16 could learn a maximum of 1 1 
.,1.1cvcl and 1 1 2nd-level spells. 
LOn' Bonus: Tl1is bonus is aclclecl to tl1e cl1aracter's Lore ability. 
ii~ is cumulative w ith the Lore !")onus for \Visclom. 

wisdom: 
\l<IU Def , \cfj: Applies to saving throws against magical spells tl1at 

1:.ick tl1e m incl. 
Bonu.s Sµells: This is t11e number of aclclitional spells a priest 

C'ceives for exceptional Wisdom. The bonus spells arc cumulative as 
ou movc ciovvn t11c table. Tl1us. a priest w ith a 1 7 in Wisdom gains 
rn 1st-. two 2ncl- . and one 3rcl-lcvcl spell as bonuses to their normal 
pcllccist ing abilities. Tl1esc spells become available only when tl1e 
iricst can normally access spells of the appropriate level. 

"b :;pell Failure: The chance tl1at a spell attempt by a priest or clruicl 
diaracter w ill fail before t)eing successfully cast. 

LorC' Bonus: Tl1is l)onus is adclccl to tl1e cl1aractcr's Lore al)ility. 
his is cumulative w itl1 the Lore bonus for Intelligence. 

Charisma 
HC'oction Ac1i: This is t11e penalty or bonus due the character w l1cn 

I ·oling w ith PCs or intelligent creatures. 
For encounter reactions. the computer generates a number 

etwccn s ancl 1 2. ancl then applies the modifi r. Tl1e results 
nnicc11 , the reaction o f the encounter to your party: 

1-7: l Iostile rea 'tion 
8-14: Neutral reaction 
13-20: Friendly reaction 
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Table 2: Thieving Ability Modifiers--~ 

Race Dexterity Pick Pickets (IS) Open Locks (10) Detect Traps (S) Stealth (IO) 
(Hon Siientfr/ Widt ii 

Dwarf +10 +IS 
' 

Elf +s .s . +10 
Gnome +S +10 +s 
Half Elf +10 +5 
Halfling +S +s +s +IS 

9 -IS -10 -10 ·20 

I 10 -10 .s -10 ·IS 

I II ·S .s ·10 
I 12 . . .5 

I 13-IS . . . 
I 16 +S 

l 17 +s +10 +5 

1 18 +10 +IS +5 +JO 

I 19 +15 +20 +10 +15 

20 +20 +25 +15 +18 

21 +25 +30 +20 +20 

22 +30 +35 +25 +23 

23 +35 +40 +30 +25 

24 +40 +45 +3S +30 

25 +45 +so +40 +35 

• T11C munlwrs in pmcrnlleses rcncct tile lklSe ability of cl t st-level tl1ief l)eforc 
rcicial/Dexterity rnoclificrs me applied. 
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Experience Tables -------

warriors 
JJ· Paladin/Ranger Hit Dice (dlO) 

1 
Fighter 

1.(11 0 0 I 

lb. Rogue 

Level Thief/Bard 

I 0 
2,000 2,250 2 1,250 

4,000 4,500 3 2500 

8,000 9,000 4 4 5 000 
16,000 18,000 s 5 10,000 
32,000 36,000 6 6 20,000 
64,000 75,000 7 7 40,000 
125,000 IS0,000 8 8 70,000 

Jc. Priests 3d. Wizards 

lrt!I Cleric Druid Hit Dice (dB) Level Wizard 

0 0 I I 0 

1,500 2,000 2 2 2,500 

3,000 4,000 3 3 5,000 

6,000 7,500 4 4 10,000 

13,000 12,500 5 5 20,000 

27,500 20,000 6 6 40,000 

55,000 35,000 7 7 60,000 

110,000 60,000 8 8 90,000 

Table 4: Colors of the Schools 
of Magic 
lpttialist School Spell Effect Coloration 

lbiuttr Abjuration Green 

lransmuter Alteration Blue 
Conjuttr Conjuration/Summoning Orange 
Diviner Divination White/Pearl 
~ter Enchantment/Charm Magenta 
lluiionist Illusion Multicolored 

Hit Dice (d6) 

I 

2 

3 

4 

5 

6 

7 

8 

Hit Dice (d4) 

I 

2 

3 

4 

5 

6 

7 

8 

Opposition School* 

Alteration 

Abjuration, Necromancy 

Divination 

Conjuration/Summoning 

Invocation 

Necromancy 
~ker Invocation Red Enchantment/Charm, Conjuration/Summoning 

lttromancer Necromancy Ice/Blue Illusion 

I' 
/

1 opposition scl1ools arc tile scl1ools of rnc1~ic tl1<.11 tlw specialist t cmnot 
'' tpr( ·hl'ncl or cast spells from. 
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Tables 5a-c: Spell Progression 
Sa. Wizard 

level I 2 3 4 5 6 7 8 
I I 

9 . . . -r--
2 2 . . . . r--
3 2 I . . . r--
4 3 2 . . r--
5 4 2 I . . ,__ 
6 4 2 2 . . 
7 4 3 2 I 

' . ; . '" '' ' • Oil. Spl lklliSI \\JZclJ(I'> gt t ()Ill (:\I rel '>Pl II Pl r ll \cl llllt <lrl p1ollllJi1( cl lro111 
1t·<1rning <;pdls ol tl1cir opposilion sllmols tsc<' '>pell <lesnip1ions arnt ·1c1l>lL 4 10 
oppo'>ing <;cl10olsJ . 

Sb. Priest I 
Druid Level I 2 3 4 

I I . 
2 2 . 
3 2 I 

4 3 2 . 
5 3 3 I 

6 3 3 2 

7 3 3 2 I 

8 3 3 3 2 

Note : Priests witl1 11igl1 \Nis<lom recicvc aclditional spells . 
*uscl l>lc l>y priests \\ itl1 I 7 or gr<."atcr w 1sclorn 
** us·1blc I>~ priests \\'itl1 18 or grccltcr w isdom 

Sc. Bard 
Level I 2 3 4 

I . 
2 I . . 
3 2 . . . 
4 2 I . 
5 3 I . 
6 3 2 . 
7 3 2 I 

8 3 3 I 
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, ble 6: Melee Weapons 

;tJPO" 
I or 2 handed Type' Speed Factor' Damage Usable by' 

- p - 1-6 -
~ p - 1-10 --
(Oii 

I 7 1-8 F,R,P,B 
111de Axe 

s 

r/Throwing Dagger I p 2 1-4 F,R,P,T,B,M,D 

I b 4 1-6 • F,R,P,T,B,C,D 

IWl 
I b 7 1-6+1 F,R,P,B,C - I b 

~JC! 
7 1-6+1 F,R,P,B,C 

·..--
!JOWing Axe I s 4 1-6 F,R,P,B 

orning Star I b 7 2-8 F,R,P,B,C 
..--
Dirt I p 2 1-3 F.R,P,M,T,B,D 

rd 2 p/s 9 1-10 F,R,P,B 

~terstaff 2 b 4 1-6 F,R,P,T,B,C,D 

~gStone I b 1-4+1 -
llsUrd Sword I s 8 2-8 F,R,P,B 

LOngSword I s 5 1-8 F,R,P,T,B 

!hortSword I p 3 1-6 F,R,P,T,B 

fir Hammer I b 4 1-4+1 F,R,P,B 

lp!U 2 p 6 1-6 F,R,P,B,D 

fwo.Hand ed Sword 2 s 10 1-10 F,R,P,B 

Sl<1sl1111g p = l'lt·n111g ll = l>l11clgeoru11g 

it·r fi.111gvr. e<1lacli11. l:;,ll'rit . D.n1icl. Iltid. !l<1rcl M<1gt· 

1~11llt· 7 for 111lorm<11io11 on ·ra11gcc1· or ·1111ss11e· \\l'dpons 

le 7: Ranged weapons 
eapon I or 2 handed ROF' Speed Factor Bonus to Hit Bonus to Damage Usable By 

~rnposite long Bow 2 2 7 +I +2 F,R,P 

~gBow 2 2 8 +I - F,R,P,B 

iliortBow 2 2 6 - - F,R,P,T,8 

~er/Throwing Dagger I 2 2 - - F,R,P,M,B,T 

lbrowing Axe I I 4 - - F,R,P 
!ling I I 6 - - F.R.P,T,B,C,D,M 
Oiru I 3 2 - - F,R,P,T,B,M,D 

~Crossbow 2 I 10 - +2 F,R,P,B 
lithtCrossbow 2 I 7 - - F,R,P,B 

1 ls H<11e of Fire This 1s Jilt• number of 111ncs P<'r rnmlJat round 11la1 1l1c weapon t.in Ile used 
11 r ll<1ngl'r. e<ll<t<lill. l:;,ll'ri< . Qn11ct. Il1il'I. J!,ud. Mage 
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Tables 8a-b: Armor 
Ba. Armor Types 
Armor Armor Class Usable By 

Buckler (·I modifier)* F,R,P,T,B,C,D 
Small Shield (·I modifier)* F,R,P,C 
Medium Shield (·I modifier)* F,R,P,C 
Large Shield (·I modifier)* F,R,P,C 
Leather 8 F,R,P, T,B,C,D 

Studded Leather 7 F,R,P,T,B,C,D 

Chain mail 5 F,R,P,B,C 

Splint mail 4 F,R,P,C 

Plate Mail 3 F,R,P,C 

Full Plate Armor I F,R,P,C 

*Soml' sllil'icls <1rt• iK'd\ 'iC'r 1llan otllns cll)(l liln otlcr 11icn•,1si11gly ill'llcr pr01ect1011. 
tile dfc·c1s ol sl1ickls 1n 1l1c game 

I lt·n , rt' 

\\ l'<i j>Of\S Buckler: g ives a - I 10 ,\rmor Class !Jul <loes 1101 protect <1).tai11st m issile or µiercu1g 

Small Shield: gives - I to ,\rmor Class. llut II clocs 11ot protl'Ct ag<1111s1 1111ssilc ,,.t•ap Oils. 

Medium Shield: gi\'cs - I to ,\rmor Clciss 

Large Shield: gives - I to , \rmor Cl;1ss ancl :! <1g<11nst m issile weapons 

Sb. Armor vs. Weapon Types 
Armor Slashing Piercing Bludgeoning 

leather armor 0 +2 0 

Studded Leather -2 ·I 0 

Chain mail -2 0 +2 
Splint Mail 0 ·I -2 
Plate Mail .3 0 0 

Full Plate -4 .3 0 
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, ~ 
. rfableS 9a-b: Reputation/Reactions 

starting Reputation 
9tl· 

Alignment Starting Reputation 

,...---Lawful Good 12 

,...---Neutral Good II 

.r-- Chaotic Good II 

Lawful Neutral 10 

Neutral 10 

: _,......- Chaotic Neutral 10 
1....-- Lawful Evil 9 
1.--- Neutral Evil 9 
..-- Chaotic Evil 8 

gb. Effects of Actions on Reputation 

aiputation Killing an Injuring an Stealing Killing a Giving money 
l!vel innocent innocent Flaming Fist soldier to the church* 

lD (hero) -10 -2 -1 -10 -
19 -10 -2 -1 -10 -
18 -9 -2 -1 -9 -
17 -8 -1 -1 -9 +I (500) 

16 -7 -1 - I -9 +I (400) 

15 -6 -1 - I -8 +I (300) 
14 -5 

_, 
-1 -8 +I (300) 

13 -5 -1 -1 -7 +I (200) 
12 -5 -1 -1 -7 +I (200) 
II -4 -1 - I -6 +I (100) 
~D (start) -4 -1 -1 -6 +I (100) 
9 -3 -1 -1 -5 +I (100) -I -2 -1 0 -5 +I (100) 
1 -2 -1 0 -4 +I (100) 
6 

-2 -1 0 -3 +I (200) 
5 

-2 -I 0 -2 +I (200) 
4 

-1 0 0 -2 +I (200) 
l 

+I (300) -1 0 0 -1 
2 

l(villain) 
-1 0 0 -I +I (400) 

0 0 0 0 +I (500) 
1 ~1\\.'1llr nbers in parentlK·ses 11iclicate tl1c amounr o f golcl pi('ccs 1lmt must !)(~ 

' t'cl 111 o r(lcr to increase rcpumtion 
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9c. Reputation Reaction Adjustments . NPC Reactions Toward Reputation 
Reputation Effect ALIGNMENT 
20 The party receives a +4 reaction adjustment eputation Good Neutral Evil 
18-19 The party receives a +3 reaction adjustment I Break Break Happy 
16-17 The party receives a +2 reaction adjustment 2 Break Angry Happy 
14-15 The party receives a +I reaction adjustment 3 Angry Angry Happy 
8-13 No adjustment 4 Angry Unhappy Happy 
7 The party receives a -1 reaction adjustment 5 Angry Unhappy Happy 
6 The party receives a -2 reaction adjustment 6 Unhappy Neutral Happy 
5 The party receives a -3 reaction adjustment. The party receives a ·6 7 Unhappy Neutral Neutral 

reaction adjustment. Whenever the party enters a new area, there 
8 Unhappy Neutral Neutral 

will be a I 0% chance of a group of the Flaming Fist spawning in and 
9 Neutral Neutral Neutral moving toward the party. 

4 The party receives a -4 reaction adjustment. The party receives a -6 10 Neutral Neutral Neutral 
reaction adjustment. Whenever the party enters a new area, there II Neutral Neutral Neutral 
will be a 20% chance of a group of the Flaming Fist spawning and 
moving toward the party. 12 Neutral Neutral Neutral 

13 Happy Neutral Unhappy 3 The party receives a -5 reaction adjustment. Whenever the party enters a 
new area, there will be a 30% chance of a group of the Flaming Fist 14 Happy Neutral Unhappy 
spawning and moving toward the party. 15 Happy Neutral Unhappy 

2 The party receives a -6 reaction adjustment. Whenever the party enters a 16 Happy Neutral Angry 
new area, there will be a 50% chance of a group of the Flaming Fist 

17 Happy Neutral Angry spawning and moving toward the party. 

The party receives a -7 reaction adjustment. Whenever the party enters a 18 Happy Neutral Angry 

new area, a group of warriors will spawn and move toward the party. 19 Happy Unhappy Break 

0 The player can no longer buy items. Whenever the party enters a new 20 Happy Unhappy Break 
area, a group of warriors will spawn and move toward the party. The 
player always receives a hostile reaction from NPC's. 
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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 

11 Neutral 

10 Neutral 

9 +10% 

8 +20% 

7 +20% 

6 +30% 

5 +40% 

4 +50% 

3 +100% 

2 Store will not 
sell items 
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Lead Data Entry and 
Primo "Proxi" Pulanco Sly & Stu April Wincl1eU 
Daniel Levin 

Quality Assurance \\'arrcn "Dutch" Scilultz Foley Recordist VO Engineer 
Kevin Craig lstnilcl Quijano Cecilia Penna at \Vest .Julian Cook (l\larc Graue 
r\nclrew ;-,;oJ)J)S lrik "Silent BcM' Guentht'r Proc luct ions Stucliol 

.lohn Kirkland Foley Artist VO editors 
l<.e\·in "Mr. Kokomos" Osl)urn Mike Salvc11a r-rank Szirk 
\ ic1tt Tiffany Kevin Frayser 
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Audio Mastering http://www.interplay.com Natalija Benjovski odex Craig Duman (Interplay Europe) 
Tom Baker (Oasis) Grand Webmaster Mclre J lorn 

Robert ''111e Innkeeper" (Interplay Europe) A c Dual Class 9,26, 82 
Re-Recording Mixer Berzins Rafael Lopez Duration Spell 97 Cl1arles Dcenen Ability Score 9, 84, 134-137 Calendar 67 

Web Coordinator (Interplay L'Sl 
Dwarf 8, 83 Audio Administration Ingrid "Frenzie" Moon Abjurer 87, 139 Candle keep 40 

Gloria Soto (Foreign) Audio Recorcll'<I 
~tion cursors 13-14 Carrion Crawler 61 Lead Designer by SPG Studios, Burbank 

E Garelt "Jonny Finite" CA . 
Al 13, 18 Cast Spells 16, 78 

Mixecl in Barnes 
Alignment 9, 73, 88-90 Casting Time 75, 97 Elf 8,83 

D[]looLevl Assistant Webmaster Creative Services Ainmunition 23 Chaotic Evil 73, 90 Elfsong Tavern, the 44 
SURROUND Chad "Agnostik" 

Traffic Manager 37 Chaotic Good 73, 88 Elminster 56 at Interplay. Scl1roecler Amn 
Julie Anne Garcia 

Amulet 126 Chaotic Neutral 73, 89 Enchanter 87 Thanks to Shannon Woo(! Localizations 
from the Renaissance Fair Senior Graphic Designer Appearance 8, 10, 23, 25 Character buttons 15 Encounter Adjustments 74 Localization Coord inator Tracie D. Martin for showing us around the 

Neil McKenna Area Map 22-23 Character Record 13,25 Encumbrance 24, 72 
fair. 

(Interplay Europe) 97 Charisma 74, 84, 136-137 Equipment 125-129 Area of Effect 

Video Services Localization Assistance Armor 29, 125, 142 Class 9, 23, 84 Ettercap 62 
provided by Tom Decker 

Armor Class (AC) 23, 76 Cleric 85 Experience 82, 139 (Interplay US) 
Dave Cravens 

Attack 14 Cloak 126 Experience Points (XP) 82, 139 Stephen Miller Localization Technicians 
Bill Stoudt Justine Anacreonte Attack Roll 76 Clock 13, 70 Export 27 
Dan Williams (Interplay Europe) 

Axes 91 , 128 Cloud Peaks 37 

Special Thanks Combat 75-81 F 
(written by Cl1ris Parker) B Conjurer 87 

Faerun 37 
Marcus 11opkins - 3 0 Lal)s 

Backs tab 16,94 Constitution 84, 134-135 
Fatigue 28, 71 

Joe Kreiner - Cyrix 
Baldur's Gate 42 Containers 22 

Feldepost's Inn 49 
Chris Cox and Kevin Spross - STB 

Bard 86 Critical Hits and Misses 77 
Fighter 84 Brian Brunning - 3 Dfx 

Bard Song 
Cursors 13-14 

Fighting 71 Jolm Carsey - S3 17 
Customer Service Info 7 Bren Scl1nepf and Matt Ployllar - Microsoft Bear, Black 61 Find Traps 16, 91 

Jason Della Rocca - Matrox Bear, Brown 61 Customize 26 
Flaming Fist, the 42 

Jay Stocki - nVidia 
Bent ly Mirrorshade 57 Friendly Arm Inn, the 49, 50 

Steve Cox ancl Greg Rusu - AM O 
Beregost 47 D 

Totw I lerman (Leviticus) and BG Cl1ronicles 
Blade and Stars, the 44 Dexterity 77, 84, 134-135 G Our o t11er fan s ites: Witllout your support wc'cl be lost. Tl1anks guys. 

you a ll kick ass. Blunt Weapons 91 , 128 Dialogue 15, 71 
Game play 11 , 28 

Mr. Eel zescl1uk (ancl Coca Cola!) Blushing Mermaid, the 45 Dialogue Window 20 
Gauntlet 126 Summer Siudents: Grallam "\Vl1at flavor Squishy?" Jahns. Gautam Karnik loots 126 Diviner 87 
Gellana Mirrorshade 58 Brian Moore ancl tile lmlustrial Researc h 1\ssistancc Program (IR 1\P) 

National Researcl1 Counc il o f CanacJa. for funcling assistance in t11c Bow 90, 127 Dog, Wild 66 
Gender 8 clevelopmcnt of 1his game (for Bioware) . lracers 126 Donate 21 
Ghast 62 

... ancl to tl1c following (non BG team) folks a t Interplay: 48 Drinks 21 
Ghoul 63 Reg A rncclo. Cl1ris l\vellonc . Jeremy Barnes . "Jlinite". Julian Hiclley. 

21 Drizzt 56 Genevieve Ostergarcl . Jennifer I lcncJrix . Cl1uck Camps. Margo Engel. Gibberling 63 
Polly Tracy. John wuncler, ~like Pacllolik. Paul Eclelstein. Jolln Price. Druid 85 

Girdle 126 Kyle Sl1ubcl. and Aaron Brown . 
Dryad 62 
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Gnoll 

Gnome 

Gold Pieces (gp) 

Graphics 

Group Buttons 

Group Gold 

Guard 

Gullykin 

64 

8,64,83 

23,32,34 

27 

18 

23,32,34 

15 

50 

---H---
Half-Elf 

Halning 

Hall of Wonders, the 

Harpers, the 

Healing 

Helm and Cloak, the 

Helmet 

Help Wizard 

Hit Dice (HD) 

Hit Points (hp) 

Hobgoblin 

Human 

I 

8, 83 

8,83 

43 

51 

21, 80 

46 

126 

20 

92 

23, 80-81 

64 

8,83 

Identify 22, 92, I 0 I 

Illusionist 87 

Importing 32 

Initiative 76 

lnfravision 29, 92, I 0 I 

Information 26 

Inns 20 

Intelligence 84, 136-137 

Intoxication 28, 72 

Inventory 13, 23, 25 

Invoker 87 

Iron Throne, the 51 

Item buttons 17 

Item Properties 25 

152 

J 
Journal 13, 23 

Jovial Juggler, the 49 

---K---
Kelddath Ormlyr 58 

Kobold 64 

Large Sword 

Lawful Evil 

Lawful Good 

Lawful Neutral 

Lay Hands 

Level Up 

Levels 

Load Game 

Locks 

Lore 

L---
91, 128 

73,87 

73,88 

73,89 

17,92 

26, 139 

139 

27 

14 

92 

----M----
Mage 86 

Mage Spell Book 13, 27 

Mages of Halruaa 54 

Magic Resistance 93 

Magical Items 77, 130-133 

Maps 13,22 

Melee Weapons 141 

Missile Weapons 77, 78, 91, 129, 141 

Morale 79 

Movement 

Multiclass 

Multiplayer 

13, 71 

9, 82, 87-88 

29-34 

Multiplayer: Asynchronous 34 

Multiplayer: Character 
Arbitration 31 

Multiplayer: Chatting 33 

Multiplayer: Create 31 

[10Lor1r.i's Gate 

Multiplayer: Explorable Area 

Multiplayer: Exporting 27 

32 Multiplayer: Importing 

Multiplayer: Join 30 
Multiplayer: Loading Time 34 
Multiplayer: Options 31.33 
Multiplayer: Party Gold 32, 34 
Multiplayer: Permissions 32 

Multiplayer: Protocol 30 

Multiplayer: Requests to Join 32 

Multiplayer: Saving 34 

---N---
Name 10 

Nashkel 50 

Necklace 126 

Necromancer 87 

Neutral Evil 73, 89 

Neutral Good 73, 88 

Neutral, True 73, 89 

---0---
Ogre 

Ogrillon 

Options 

64 

65 

13, 27-28 

---P---
Paladin 

Paper Doll 

85 

23, 24 

Paralysis 81 

Pausing 28, 70 

Personal Initiative Round 70, 75 

Pick Locks 94 

Pick Pockets 

Poison 

Polearm 

Portraits 

Potions 

14 

94, 72, 81 
129 

13-19 

130-1 31 

·est 
priest Spell Scroll 

proficiencies 

protect 
protection from Evil 

85 

13,27 

9, 90-91 

15 

93, 115 

~----Q----
Quest Experience 

Quick formations 

Quick Item 

Quick Spell 

Quick Weapon 

Quitting 

82 

18 

16,23,24 

16 

16, 23, 24 

27 

- --R---
Race 
Racial Enemy 

Raising the Dead 

Range 

Ranger 

Rate of Fire 

8,83 

10,92 

81, 129 

97 

85 

78 

Reaction Adjustments 144 

80 

49 

52 

26 

94 

Recovery 

Red Sheaf, the 

Red Wizards 

Reform Party 

Remove Traps 

Reputation 
Rest 

Ring 

Rogue 

Roll of Years 
Rooms 

Round 

Rumors 

73, 74, 143-146 

18,23,25 

126, 131 

85 

67 

21 

70 

21 

s---
Save Game 

Saving Throws 

Schools of Magic 

Scripts 

Scrolls 

Secret Doors 

Select All 

Selection 

Sell 

Shadow Thieves 

Shapechange 

Shield 

Sirine 

Skeleton 

Skeleton Warrior 

Small Swords 

Sound 

Spears 

Special Abilties 

Specialist Wizard 

Specialization 

Speed factor 

27 

78-79, 97 

96, 139 

26 

131 

91 

13, 18 

13 

21 

53 

16,92 

125-126 

65 

66 

66 

91, 127 

28 

91, 129 

17, 91-94 

86 

93 

75 

Spell Disruption 78 

Spells 10, 14, 27, 95-124, 140 

Spider, Giant 

Spiked Weapons 

Staff 

Statistics 

Steal 

Stealth 

Stop 

Stores 

Strength 

Sword Coast 

63 

91, 127 

131 

26 

21 

16, 93 

18 

20 

77, 84, 134-135 

37 

---T---
Taerom "Thunderhammer" 
Fuiruim 48, 58 

Talk 15,71 

Tasloi 64 

Taverns 20 

Temples 20 

Tethtoril 46, 59 

THACO 76 

Thalantyr 48, 59 

Thief 10, 85 

Thieving 16, 94, 138 

Three Old Kegs, the 46 

Time 67, 68 

To Hit Number 76 

Tori I 37 

Transmuter 87 

Travelling 14 

Turn 70 

Turn Undead 16, 94 

-U-V--
Ulraunt 

Use Item 

Volo 

41, 59 

17 

57 

---w---
Wand 

Warrior 

Weapons 

Wisdom 

Wizard 

Wolf 

Worg 

World 

World Map 

131 

84 

90, 127-129 

84, 136-137 

86,95 

66 

66 

22 
22 

-X-Y-Z-
XP 

Xvart 

Zhentarim, the 

82 

64 

53 
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INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to the original purchaser of this Interplay Productionsn1 product th· 
1he compact clis or floppy clisk(Sl on which l11e software programs are recorc!e\J \\•iu'\ 
free from clefects in material and workmanship for 90 days from the date of purchnse >c: 
IF the compact disc or floppy disk(s) is found defective within 90 days of original · 
purchase, Interplay agrees 10 replac . free of charge, any product d is overecl 10 bl· 
clefective wit l1in such period upon receipt at its fa tory s rvice center of the procluci 
postage paicl, wi1l1 proof of tl1c date of purchase. This warranty is limited 10 the · 
compact di c or floppy disk(Sl containing the software program originally providcct b ,, 
Interplay and is not applicable 10 normal wear and tear. This sl1all be void if ll1e clcfe~t 
l1as arisen through abus . m istreatment, or neglect. Any implied warranties applicable 
10 t11is procluct, including warran ties of merchantability and fitness for a parti ular 
purpose are clisclaimed. Interplay clisclaims all respons ibility for incidental or 
consequential damages. 

Some States do not allow limitations <ls to how long an implied warranty Iasis ancf.tor 
exclusions or limitations of incidental or consequential clamages so t11e above 
limitations and/or exclusions or liability may not apply to you. T l1is warranty gives you 
specific rights. and you may also have other rights which vary from s1a1 10 state 

LIMITED WARRANTY 
If ll1e compact disc or floppy disk(s) should fai l after 1l1e ong1nal 90-day warranty period h<l'i 
expired. you may return 1l1e software program 10 Interplay at the address noted below \\ llh 
a check or money order for S5.00 (U.S. currency). which includes postage and handling, 
and Interplay will mail a replacement 10 you. To receive a replacement , you need to 
enclose tile originc1I clefec1ive compact dis or floppy clisk(s) in protective packaging 
accompanied by: 1 t l a $5 oo cl1cck or money order, (2) a brief statement describing the 
defect , and (3) your return address. If you have a problem \Vi1l1 your software, you may 
w ish 10 call us first at (9-1-91 553·6678. If your compact disc is clcfective and a replac\'rnent 
is necessary. U.P.S. or rcgis1cred mail is rccommcndecl for returns. Please send the 
clcfeuivc disqs) only (not the box) witll a clescription of the problem and S5.00 10: 

Warranty Replacements 
Interplay Productions • 1 68 t 5 Von Karman venue • Irvine. CA 92606 

COPYING PROHIBITED 
Tl1is software product and the manual arc copyrighted ancl all rights arc reserved b) 
Interplay Procluc1ions ancl arc protected by the copyright laws t11a1 pern-un 10 computer 
software. You may not copy the software except that you may make one copy ol the 
software solely for IJackup or archival purposes. You may not lo<:1n. sell. rent , lease. giw 
sub license. or 01l1erwisc transfer 111e software (or any copy). You may not modify. C1Cle1p1. 
1ranslare, crca1e derivative works, \I compile, disassemble, or otlwrwisc reverse engineer 
or clcrive source code from all or any portion of the software or anything in orpor<1tccl 
therein or penni1 or encourage any th ircl party 10 clo so. 

Notice: Interplay reserves the rigl1t 10 rm1kc modifications or improvements 10 the pro<hlCI 
described 1n the manual a1 any time and witlmu1 noucc. 

SOFTWARE USE LIMITATIONS AND LIMITED LICENSE 
This copy of Balclur's Gate 1t11e Software) is 1ntcncled solely for your personal 
noncommercial home entertainment use. You may not decompile, reverse engineer. or 111 
ctisassemlJlc the Software, except as permitted by law. Interplay Procluctions anti cc1•1"

1 

retain all rigl11, title and interest in tl1e Software including all intellectual property n)o(flls. 11 cmlJodied 1l1crein and dcrivauvcs thereof. Tile Soft\.vare, inclucling. will1ou1 1im111111on._ :1 

code. data stn1c1ures. characters. nnagcs. souncls. text. screens. game play. <1t·m·011' 
1 
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ks and all other elements of 111e Software may not be copiecl. resold, rcntecl. leasecl. 
,,or l>utecl tel 'Ctronically or 011lcrwisc1. used on pay-per-p l<1y. coin-op or other for-cliarge 
(listr~ or for any commercial purpose. Any permissions grantee! l1erc111 arc provided on a 
~:::~1porary IJasis und can be withdrawn IJy lnlcrpla) Productions at any 11me. /\II ngl11s 

1101 expressly granted arc reserved . 

dem and Network Play: II the Soltware contains modem or network pla). you may 
~~y tile Softvvarc v ia modem transmission witt1 anott1er_ pers?n or per~cms_ chrcct l\ 
I ,·itliout transmission through a ll11rcl party service or mchre ti) tllrough c1 th1rcl part) . 
~·T\ ice only if sucl1 scT\·icc is an au1lmrized licensee of 11~1crp lay. For the purposes o.f t~11S 
" . , st' a 1t1ird party servi e refers to any ll1ird party service wl11cl1 provide& a connc cuon 
ii« 11· .. · f T g JCl''·ccn two or more users of the Software. manages,_ orgarnzcs. or ac.111a1es amc . 
t Im. translate protocols. or otherwise provides a service wh1 11 commercially exploits 
fi

1
c; Software, but cloes not include a third party service wl11cl1 merely provides_ a 
.1• it1onic onncc1ion (and not11ing more) for modem or network p lay. i\u1l1orlzed 

11 . <.~see services are listed on 1he Interplay Productions World \Viele WCI) Site loca1ccJ at 
:~~~p://www.intcrplay.com. Tl1is hmi1ecl right to transmit the Software express_ly excludes 
anv transmission of 111e Software or any data streams thereof on a commercial basis . 
K:luchng. without limitation. transmitting the Sottwc1rc by way of a commercial service 

u xcepting 111ose specific commercial services licensed l)y Interplay) wl11ch translates Ille 
1~;otocols or manages or organizes game play sessions. If you would like infc~~mation 
~tiout obtaining a pay-for-play or commercial license to the Sottware, please Cdll Interplay 
Productions in 1l1e US a1 (949) 553-6655. 

Acceptance of License Terms: By acquiring and retaining 1his Sof1ware. you assent 1_0 the 
icnns and restrictions of this limited license. If you clo not accept 1l1e terms of this limned 
hcense. you must return tile Software 1ogclller w 1ll1 all packaging, manuc1ls and 01hcr 
material coniainccl 111crein to 1l1e store where you acquired tile Software for a full refund. 
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INTERPLAY WEBSITE 

Welcome to the Interplay wet)1 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 o f 
technology. This Web s ite is the latest example of our ongoing effort to 
provicle a wealth o f information and opportunities to you. 

As a company o f fanatic gamers. we love t11e idea of gamers all over the 
world tapping into cyberspace to see, touch ancl feel our latest games 
No hype. no marketing campaign; just great games. To make it w ork · 
our goal is to keep this s ite fresh and new, to make it a place where You 
can tell us what y ou like about our games ... and what you don't like 
about them. So use the feedback options on tl1ese pages and sound off. 

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

Once again. vvelcome. 

Brian Fargo 
C.E.O. 

Interplay's World Wiclc Web site is an Internet service designed to give 
you the latest information about Interplay and our proclucts. 

This site features our demos, upgrades. procluct information and orclering 
information. 

How to get there 

From your Internet account. 
point your favorite brovvser to: 

www.interplay.com 
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The Baldur's Gate Official Strategy Guide from BradyGAMES 
features chapters broken down into simple hints or detailed i 

secrets - get as much or as little help as you want! 

Step-by-step walkthroughs help you complete every quest 

Detailed maps for towns and dungeons 

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 l 56686 788-6 
Price: $19.99 US I $28.95 CON I £17.95 NET UK 

11 /IBradyGAMES 
STRATEGY GUIDES BY GAMERS. FOR GAMEHS.• 

www.bradygames.com www.interplay.com 
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