








































































spells or otherwise act in any way rhat does nor violate tl1e prohibition against 
offensive aClion. Tl1is allows a warded priest to I eal wounds. for example. or to 
Bless himself. I le cannot ast sp lls on otl1er creatures without nding t11e spell. 

Shillelagh (Alteration) 
Range: Touch Ar a f Effe t: Special 
Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 2 

This spell enabl s the caster to creat a magical cudgel tl1at has a + 1 bonus to its 
attack roll and inflicts 2d4 points of damag on opponents. 

Priest Spells - Level 2 
Aid (Necromancy, Cortjuration) 

Range: Toucl1 
Duration: 1 round + I round/level 
casting Time: s 

Area of Effect: I creature 
Saving Throw: None 

Tl1e r cipient of tl1is spell gains the benefit of a Bless spell ( + t to attack rolls and 
saving throws) and a special b nus of 1 d8 additional l1it points for the duration of 
tl1e spell. The Aid spell enabl s tl1e re it ient to actually l1av more l1it points than 
l1is full normal total. Tl1e bonus hit points arc lost wl1en the recipient takes damage; 
tl1ey cannot be regained by curative magic. 

Barkskin (Alteration) 
Range: Touch Area of Effect: I creature 

Saving Tl1row: one Duration: 4 rounds + 1 round/ I v I 
Casting Time: s 

When a pri st casts tile Barkskin sp II upon a creature, its skin becomes as tough 
as bark. increasing ils base Armor Cla to AC 6. plus 1 AC for every four levels of 
the priest: Armor Class s at 4 tl1 lev I, Armor Class 4 at 8111, and so on. In addition. 
saving tl1row rolls vs. all attack forms ex ept magic gain a + 1 bonus. This spell 
can be placed on the aster or on any otl1 r creature lie touches. 

Chant ( Cortjuration/Summoning) 
Range: o rea of Effect: 30-foot radius 
Duration: 5 rounds Saving Tl1row: None 
Casting Time: 1 round 

By means of the Chant spell, tl1e priest brings special favor upon himself and his 
party. and caus s harm to his enemies. w11en th Chant spell is completed, all 
attack and damage rolls and saving tl1rows macle by tl1osc in the area of effect 
who are friendly to ill priest gain + 1 bonuses, wl1il tl1ose of tl1e priest's enemies 
suffer -1 penalties. Multipl l1ants are not cumulative. 

Charm Person or Mammal (Enchantment/Charm) 
Range: Sight of caster Area of Eff et: 1 person or mammal 
Duration: Special Saving Tl1row: Neg. 
Casting Time: s 

The effects of this spell are identical to tl1e 1 st-level wizard spell Charm Person. 

70 Gate 

praw Upon Holy Might (Invocation) 
Range: O Ar a of Effect: The caster 
Duration: I o rounds Saving Throw: Non 
Casting Tim : 2 

Tile priest calls upon his god to grant him power for a sh rt period. When he does 

111is his Strengt11. Constitution and Dexterity all are raised by J point for every 3 
1evels of the caster. A 3rd-l vel caster would hav his abilities raised by 1 , while a 
12tl1-level caster would have all his abilities raised by 4. 

find Traps (Divination) 
Range: Sight of caster 
Duration: 3 turns 
Casting Time: s 

Area of Effect: 1 a-foot patl1 
Savirlg Throw: one 

w11 n a priest casts a Find Traps spell, all traps - concealed normally or magically, of 
rnagical or mechanical nature - become apparent to him, much as if he or she were 
a thief. A trap is any device or magical ward that meets three criteria: it can inflict a 
sudden or unexpected result, the spellcaster would view the result as undesirable or 
harmful , and the creator specifically intended the harmful or undesirable result as 
su h. Tl1us traps include alarms, glyphs, ancl similar spells or devices. 

Flame Blade (Evocation) 
Range: O Area of Effect: 3 foot-long blade 
Duration: 4 rounds + l round/2 levels Saving Throw: None 
Casting Time: 4 

With this spell , the cast r causes a blazing ray f red-hor fire to spring forth from his 
hand. This blade-like ray is wielded as if it were a scimitar. If the caster su cessfully 
hit wirh the nam blad in mele ombat, tl1e rearur stru k uffers 1 d4 + 4 
points of damage, witl1 a damag bonus of +2 (i.e., 7- t o poinr ) if the creatur is 
undead or is especially vuln rable to fire. If tl1e crearur is pror ted from fire, t11e 
clamage inflicred is redu ed by 2 (i.e., l d4 + 2 points). Fire dwellers and those 
using fire as an innate arrack form r no damage from the spell. I lowever, it is 
not a magical weapon in th normal sense of the term, so creatures (other than 
undead) s1ru k only by magical weapons are not l1armed by ii. This spell does not 
fun tion undervvater. 

Goodberry (Alteration, Evocation) 
Range: o Area of Effect: Special 
Duration: Permanenr Saving Tl1row: None 
Casting Time: t round 

Casting a oodb rry spell creates s magical berries that the caster can carry with 
him. These berri s cure one poinr of physi al damage for ea h one eaten. 

Hold Person (Enchantment/Charm) 
Range: Sigl1t of aster Area of Effect: Special 
Duration: 2 rounds/ level Saving Tl1row: Neg. 
Casting Time: s 

Th effects of this spell are identi al to the 3rd-level wizard spell Hold Person. 
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Know Alignment (Divination) 
Range: 1 o yards 
Duration: Instantaneous 
Casting time: 1 round 

Ar a of Effect: 1 creature 
Saving Throw: Neg. 

A Know Alignm nt spell enables the priest to exa tly read the aura of a creature. 
Tl1e cast r must remain stationary and con entrate on the subject for a full round. 
If tl1 reatur rolls a sue ssful saving tl1row vs. spell . t11e caster learns nothing 
about that particular creature from the casting. Certain magi al clevices negate the 
pow r of the Know Alignment spell. Evil er atures will glow reel , neutrals blue, ancl 
fri ndly creatures will glow green for a bri f period. 

Resist Fire and Cold (Alteration) 
Range: Toucl1 Area of Effect: 1 creature 
Duration: I round/ level Saving Throw: one 
Casting Time: 5 

Wl1en t11is spell is placed upon a creature by a priest . the creature·s bocly is 
toughened to w ithstand l1ea1 and cold. Complete immunity to m ild conditions 
(standing naked in the snow or reaching into an ordinary fire to pluck our a note) is 
gain d. Tl1e recipient can somewhat resist intense heat or cold (whether natural or 
magical in origin). su 11 as reel-hot charcoal. a large amount of burning o il , 
llam tongue swords. fire s torms. fireballs , meteor swarms. red dragon's breath, 
frost! rand swords, ice storms. wands of frost , or white dragon's b reath. Jn all of 
these cases. the temperature affects the creature to some extent. The recipient has 
all damage sustained by fire or cold reduced by 50%. 

Silence, 15' Radius (Alteration) 
Range: Sight of caster 
Duration: 2 rounds/ level 
Cast ing Time: 5 

Ar a of Effect: 15-fooi-radius sphere 
Saving Throw: Neg. 

Upon casting this spell , compJe1e silence pr vails in 1he affected area. All sound is 
stopped: conversation is impossible and spells canno1 be cas1. Each creature in 
lhc area must make a saving t11row; if lhe save is failed then they are silenced for 
111 duration of the spell. This spell does not continue to affec1 111 area after being 
as1; only 1hose in the area a1 lhe lime of lhe casting arc affec1 d by the silence. 

Slow Poison (Necromancy) 
Range: Toucl1 
Duration: Instantaneous 
Casting Time: 1 

Ar a of Effe t: 1 creature 
Saving Throw: None 

When this spell is placed u1 on a poisonecl individual. it gr atly slows the effects of 
venom, actually neutralizing all but the most deadly poisons. 

Spiritual Hammer (Invocation) 
Range: 1 o yards/level 
Duration: 3 rounds + 1 round/ level 
Casting Time: 5 

Area of Effect: Special 
Saving Throw: None 

By calling upon l1is deity, 1he caster of a Spiritual I Jammer spell bring into 
existence a magical hammer. The pri s1 for the duration of lhe spell may use the 
magic weapon. It strikes as a magical weapon w ith a bonus of + 1 for every six 
experience levels (or fraction) of tl1e pellcas1er, up to a total of +3 10 t11e a1tack roll 
and +3 10 1l1e damag roll for a t 3tl1-I vet easier. Tl1e bas clamage inlli ted when 
it scores a hit is exactly the same as a normal war hammer. lei 4+ 1. 
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priest Spells - level 3 
Nilmate Dead (Necromancy) 

Range: 1 o yards 
Duration: Instantaneous 
Casting Time: t round 

Area of Effect : Spe ial 
Saving Throw: Non 

Tl1e effects of tl1is spell are indentical to th 5th-level w izard spell Animate Dead. 

Call Lightning (Alteration) 
Range: o 
Duration: t turn/ level 
Casting Time: t turn 

Area of Effec1: 360-foot radius 
Saving Throw: t / 2 

\Vii n a Call Ligl1tning spell is cast. it must be cast outside. otherwise it w ill not 
work. The easier is able to call dovvn bol ts of lightning. The caster can call down 
one bolt per turn . The spell has a duralion of one turn per caster level. Each bolt 
causes 2-8 points of electrical damage, plus an additional t d8 points for each of 
1l1e caster's experience levels. Thus. a 4th-level caster calls down a 6d8 bolt (2d8 
+ 4d8). The bolt of ligh tning flashes down in a vertical st roke at any of t11e priest's 
enemies. The caster does not choose the targets of the spell . though t11e lighting 
will not strike any of his allies. 

Dispel Magic (Abjuration) 
Range: Sight of caster Area of Effect: 30-foot cube 
Duration: Instantaneous Saving Tl1row: one 
Casting Time: 6 

Tl1e effects of this spell are identical to tl1e 3rd-level w izard spell Dispel Magic. 

Glyph of warding (Abjuration, Evocation) 
Range: Touch Area of Effect: Special 
Duration: Permanent until discl1arged Saving Throw: Special 
Casting Time: Special 

A Glyph of warding is a powerful inscription. magically drawn 10 prevent 
unautl1orized or hostile creatures from passing, entering, or opening. It can b us d 
to guard a small bridge, to ward an entry, or as a trap on a hest or box. Any 
creature v iolating tl1e warded area is subjec1 to the magic it stores. A successful 
saving throw vs. spell enables the creature to escape the effects of 1he glyph. 
Wl1en the spell is cast, the priest weaves a tracery of faintly glowing lines around 
lhe warding sigil. Wl1en the glypl1 is activated, it deals t -4 points of electrical 
damage per level of lhe easier 10 1h vi tim. 

Hold Animal (Enchantment/Charm) 
Range: Sight of caster Area of Effec1: Special 
Duration: 2 rounds/ level Saving Throw: Neg. 
Casting Time: 5 

This sp II l1olds animals rigiclly immobile and in plac . Only normal and giant-sized 
animals are affected by 1his spell . Monsters such as wyverns, ankhegs, and carrion 
crawlers do no1 coun t as animals. The eff et is centered on the reature selected 
by the caster. Every enemy witl1in 5 feet of lhe 1arge1 is also affected. Thos wl10 
su ceed on tl1eir saving throws are tolally unaffectecl by tl1e spell . I leld creatures 
canno1 move or speak. but they remain aware of events around 1l1em and can use 
abilities nol requiring motion or speech. Being held does not prevenl the worsening 
of lhe subjects' condition clue 10 wounds. disease, or poison. 
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Invisibility Purge (Divination) 
Range: Sight of aster Arca of Effect: 30 foot radius 
D iration: instantaneous Saving Throw: Non 
casting Tim : 8 

Any invisible reatures within the ar a of effe t have their inviSibility dispelled. This 
includes creatures that are in Sanctuary, Improved Invisibility. Shadow Door. 
tnviSibility, etc. 

Miscast Magic (Enchantment/Charm) 
Rang : Sight of caster Ar a of Effect: 1 creature 
Durati n: I turn Saving Throw: eg. 
Casting Tim : 5 

Any spell-casting er ature t11at is affe ted by this spell has its casting ability 
severely impaired. When the creature attempts to cast a spell it has an 80% hancc 
of failure. A creature an save vs. spell to avoid th affi et. but does so at -2 . 

Protection from Fire (Abjuration) 
Range: Touch Area of Effect: 1 creature 
Duration: Special Saving Tl1row: None 
Casting Time: 6 

Tl1e effe t of a Prot tion From Fire spell differs according to the recipient of the 
magi - either t11e caster or som other creature. In either case. the spell lasts no 
longer t11an on turn per caster level. When th spell is cast it confers complet 
invulnerability to normal fires (torches. bonfires. oil fires. and the like) and significant 
rcsistan e to exposur to magical fires su h as fiery dragon breath. spells su 11 as 
burning hands. fireball. fire seeds. lire storm. flame strike. meteor swarm. hell 
l1ound or pyrohyclra breath. et .. absorbing 80% of all the damag clealt by su h 
magical sources. 

Remove Curse (Abjuration) 
Range: Touch 
Duration: Instantaneous 

asting Time: 6 

rea of Effe t: Special 
Saving Throw: Special 

pon casting this spell. the priest is usually able to remove a curse on an object . 
on a person. or in the form of some undesired sending or evil presence. Note that 
the R move Curse spell does not remove the curse from a cursed shield. weapon. 
or suit of armor. for example, although the spell rypi ally enables the person 
affl ic ted wi1h any such curs cl item to get rid of it. ertain sp cial curses may not 
be ountered by this spell . or may b co inter d only by a caster of a c rtain level 
or more. 

Remove Paralysis (Abjuration) 
Range: 1 o yards/ level Area of Effect: 1 creature 
Duration: 1ns1anraneous Saving Throw: None 
Casting Time: 6 

By the us of this spell. the priest can free one creature from the effects of any 
paralyzation or from related magic (such as ghoul tou h. or a I Iolcl spell) . 
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Rigid Thinking (Enchantment/Charm) 
Range: Sight of caster Area of Effect: 1 person or mammal 
Duration: 24 turns Saving Throw: Neg. 
Casting Time: 5 

Tl1e target of 1l1is spell must make a saving throw vs spell or ome uncler its 
effects. w11en under tl1e effects of th Rigid Tl1inking Spell. the victim will randomly 
wanclcr. attack the nearest person. or stand confused. 

strength of One (Alteration) 
Range: o 
Duration: t turn 

asting Time: 3 

Area of Effect: The party 
Saving Throw: None 

w11en this spell is cast . 1l1e entire party is given an 18/ 76 Strengt11. If a party 
member has a strength l1igl1er than tl1is ( itl1 r naturally, or t11rougl1 a magical item) 
tl1en l1is Strength is lowered 10 t 8/ 76. Tl1e sp II lasts for a single turn. whereupon 
ev ryone·s strength returns 10 normal. 

Priest SpelJs - Level 4 
Animal Summoning I (Cortjuration, Summoning) 

Range: Sight of caster rea of Effect: Special 
Duration: Special Saving Tl1row: None 
Casting Time: 24 turns 

By means of this spell . tl1e cast ~ r calls up to eight animals t11at l1av 4 I lit Di e 
or less. of whatever sort t11e aster names w l1 n the summoning is made. Tl1e 
type of animals that come depend on 1l1e surroundings of 1l1c caster at tl1e time 
of the spell . 

Cure Serious Wounds (Necromancy) 
Range: Touch Area of Effect: I creature 
Duration: 1ns1anran ous Saving Tl1row: 'one 

asting Time: 5 
This spell is a more potent version of t11e ure Light Wounds spell . w11en laying his 
hand upon a crea1ure. the priest heals I 7 points of wound or other injury damage 
10 the rcature·s body. Tl1is l1ealing cannot affect noncorporeal. nonliving, or 
exrraplanar creatures. 

Free Action (Abjuration, Enchantment) 
Rang : Touch Area of Ef~ t: 1 creature 
Duration: 1 turn/ I vel Saving Tl1row: one 
Casting Time: 7 

This spell enables the creature touched to move and attack normally for tile 
cluration of the spell, even under the influ nee of magic that impedes movement 
(such as Web or Stow spells) or while under water. It even negat s or prevents the 
effects of Paralysis and Hold spells. Under water, the indi idual moves at normal 
(surface) sp d and inflicts full damage. even with such smast1ing weapons as 
flails . hammers, and maces, provided tl1at the weapon is wielded in 111 l1and 
rather tl1an t1url d. The Free Action spell does not. however. allow water breatl1ing 
without furtl1er appropriate magic. 
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Neutralize Poison (Necromancy) 
Range: Touch Area of Effec1: 1 creature 
Duration: lns1antaneous Saving Throw: None 
Casting Time: 1 

Wh n rhis spell is placed on a poisoned indiv idual, ii immcdialely neu1ralizes any 
p ison and res1ores 1 to 8 Iosl hit points. 

Priest Spells - Level 5 
Animal Summoning II (Conjuration/Summoning) 

Range: Sight of asrer Area of Effect: Special 
Duration: 24 1urns Saving Tl1row: one 
Casting Time: 8 

By means of lhis spell , the caster calls up to six animals that have 8 I lit Dice or 
less. Only animals wi1hin range o f the caster al lhe time the spell is cast will come. 
The animals summoned aid the aster by w hatever means lhey 1 ssess, staying 
unlil the spell duration expires. Only normal or giant animals can be summoned; 
fan1as1ic animals or m ons ters canno1 be summoned by lhis spell (no himerae, 
dragons. gorgons. m anticores, e re.). 

Cure Critical Wounds (Necromancy) 
Range: Touch Area of Effecl : 1 creature 
Duration : Instantan ous Saving Throw: on ~ 
Casting Time: 8 

Tl1e Cure Critical wounds spell is a very polent version of the cure light wounds 
spell . The priest lays his I1and upon a creature and heals up 10 27 poinis of 
damage from wounds or other damage. The sp II docs no1 affec1 creatures wi1I1out 
corporeal bodies. 1hose of extraplanar origin , or !hose no t liv ing. 

Flame Strike (Evocation) 
Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 8 

Area of Effect: I creature 
Saving Throw: I / 2 

When t11e priest calls down a Flam e Strike spell . a vertical column of fire roars 
downward in tl1e exact location called for f)y 1I1e caster. The targe1 must roll a 
saving tl1r w vs. sp II . Failur m eans 1he creature sustains 8d8 points of damage; 
01herwise. ll1e damage is halved. 

Raise Dead (Necromancy) 
Range: Sigh1 of caster 
Duralion : Instantaneous 
Casting Time: I round 

Area of Effect: 1 person 
Saving Throw: Special 

t 

w11en t11e priest casts a Raise D ad spell . l1e can restore life 10 a dwarf. gnome, 
half-elf. haltling, elf or human. 01e tl1a1 1I1e body of the person must be whole, or 
01herwise missing parts are still missing when the person is brought back to life. 
The p rson l1as bul I l1it poini when raised and must regain ll1e rest by natural 
h aling or curative m agic. 
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Tables 
Table I : Character Ability Scores 

Strength Dexterity Const1tut1on 

Ability Score HitAdj Dam. Adj Wt Allow Bashing% Miss. Att Adj ACAdj HPAdj Res. Surv 

3 .3 -1 s 3 .3 +4 ·2 40 

4 -2 ·I IS 4 -2 +3 ·I 45 

s -2 ·I IS 4 -1 +2 -1 so 
6 -1 0 30 6 0 +I -1 SS 

7 ·I 0 30 6 0 0 0 60 

8 0 0 so 8 0 0 0 6S 

9 0 0 so 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 85 

13 0 0 90 12 0 0 0 90 

14 0 0 120 14 0 0 0 92 

IS 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 

18/01-SO +I +3 220 25 . . . 
18/Sl-7S +2 +3 2SO 30 . . 
18n6-90 +2 +4 280 3S . . . 
18/91-99 +2 +S 320 40 . . 
18/00 +3 +6 400 4S . . . 
19 +3 +7 SOO so +3 -4 +2{+S) 100 

20 +3 +8 600 SS +3 -4 +2(+S) 100 

21 +4 +9 700 60 +4 .5 +2(+6) 100 

22 +4 +10 800 6S +4 .s +2(+6) 100 

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

24 +6 +12 1200 7S +S -6 +2(+7) 100 

2S +7 +14 1600 80 +S ·6 +2(+7) 100 
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Strength 
I lit Arlj: 1\clclecl or subtracted from the attack roll cluring ombat. A positive 
number makes tile opponent easier to I it. 

Dam rlj: Aclcl d or subtracted from the clamage inflict d by a su ·cus ful 
melec atta ·k . 

11'1 Allow: The cl1aracters weight allowance·· how much t11ey can carry without 
being cncuml)ercd. 

Bashing %: Tl1is is t11 percentage chance a character has t ba h open a lockecJ 
door or cl1est. 

Dexteri ty 
tiss. All Adj: Add d or subtracted from the to hit roll when using a ranged 

vveapon. A positive numb r makes tl1c opponent easier to hit. 

A Aclj: Add d or subtract cl from tl1e chara ter's AC. Since a lower AC is l)cttcr. 
a lower or more negative numb r is better. 

Constitution 
I IP Adj: This number is adcled to the I lit Point roll a character mak s '"'hen going 
up a level or \Nhen staning the game. Numbers in parenthe is are for warriors only. 

Res. uru.: The percentage cl1ance tl1e character will successfully b Resurre ten 
or Raisecl from the dead by magi . 

InteUigence 
µell Leuel: Th highest level of spells a wizard with this intelligen can comprehencl 

and us . 

% 10 Leom µell: The percentage chan c that a wizard can learn a spell and aclcl it to 
his spellbook. This number also repres nts th wizard's cl1an to successfully cast 
a spell from a scroll. For ev ry spell level higher than the w izard can comprehend, 
tl1e wizard recieve a - t0% p natty. For example. a wizard who can cast 3rd- level 
spells trying to use a Sth-1 vel spell roll . has a -20% penalty. 

Max # Sµe//s/Leuel: Tl1is is the maximum number of spells that a wizard can have in 
l1is sp U book p r level of sp ll. That is. a 3rd-I vel wizard with an Intelligence of t 6 
could learn a maximum of t t t st-le el and t t 2nd-level spells. 

Lore Bonus: This bonus is add d to the haract r's Lore ability. This is cumuhtive 
wit11 tl1e Lore bonus for Wisdom. 

Wisdom: 
t.tag Def Adj: Applies to saving throws against magical spells that aua k t11 mind. 

Bonus µells: Tl1is is the number of additional sp lls a priest receiv s for exceptional 
\ Visclom. Tl1 bonus spells are umulative as you move down the tab! . Thus. a 
priest w it11 a t 7 in Wisdom gains two t st-. two 2nd-. and one 3rd-level spell as 
bonuses to th ir normal spell asting abili ties. Tl1ese pells become availabl only 
when the pri st can normally a cess spells of the appropriat level. 

% µell Foilure: Tl1 hanc that a sp II attempt by a priest or druid character will fail 
befor • being uccessfully cast. 

Lore Bonus: This bonus is added to the character's Lore ability. This is cumulative 
with th L r bonus for lntellig n c. 

Charisma 
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Reaction Adj: Tl1is is t11e penalry or bonus due the character when dealing with 'PCs 
or intelligent rcatures. 

For en ount r react ions. t11e computer g n rat s a number between 8 and t 2 , 
and tl1 n applies th modifi r. The results indi at the reaction of th encounter 
to your pany: 

t -7: t tostil rea tion 8- t 4: Neutral reaction 1 s-20: Frienclly rea 1ion 
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Ability Spell 
Score Level 

3 . 
4 

5 . 
6 . 
7 . 
8 . 
9 4th 

10 5th 

II 5th 

12 6th 

13 6th 

14 7th 

15 7th 

16 8th 

17 8th 

18 9th 

19 9th 

20 9th 

21 9th 

22 9th 

23 9th 

24 9th 

25 9th 

Intelligence Wisdom Charisma 

%to Max# Lo rt Hag Bonus %Spell Lo rt Reaction 
Learn Spell Spells/Level Bonus Def Adj Spells Failure Bonus Adj 

. -20 .3 . 50 ·20 .5 

. -20 ·2 45 -20 -4 

. ·20 -1 40 ·20 .3 

-20 -1 35 -20 ·2 

-10 · I 30 ·10 -1 
. · 10 0 25 ·10 0 

35 6 ·10 0 0 20 -10 0 

40 7 0 0 0 15 0 0 

45 7 0 0 0 10 0 0 

50 7 0 0 0 5 0 0 

55 9 0 0 lst 0 0 +I 

60 9 0 0 lst 0 0 +2 

65 II +3 +I 2nd 0 +3 +3 

70 II +5 +2 2nd 0 +5 +4 

75 14 +7 +3 3rd 0 +7 +4 

85 18 +10 +4 4th 0 +10 +5 

95 All +12 +4 lst,4th 0 +12 +8 

96 All +15 +4 2nd,4th 0 +IS +9 

97 All +20 +4 3rd,5th 0 +20 +10 

98 All +25 +4 4th,5th 0 +25 +II 

99 All +30 +4 5th,5th 0 +30 +12 

100 All +35 +4 6th,6th 0 +35 +13 

100 All +40 +4 6th,7th 0 +40 +14 

Bolour~·s Gate 79 



Table 2: Thieving Ability Modifiers 

Race Dexterity Pick Pickets ( 15) Open Locks (10) Detect Traps (5) Stealth (I 0) 
(M°" S~tntfyl Hide in ShldOWI) 

Dwarf +10 +15 

Elf +5 .5 +10 

Gnome . +5 +10 +5 

Half Elf +10 . +5 

Halfling +5 +5 +5 +15 

9 ·15 ·10 ·10 .20 

I 10 ·10 .5 -10 .15 

I II .5 . .5 ·10 

I 12 . . .5 

I 13·15 . . 
I 16 . +5 . 
I 17 +5 +10 . +5 

I 18 +10 +15 +5 +10 

I 19 +15 +20 +10 +15 

I 20 +20 +25 +15 +18 

I 21 +25 +30 +20 +20 

I 22 +30 +35 +25 +23 

I 23 +35 +40 +30 +25 

I 24 +40 +45 +35 +30 

I 25 +45 +50 +40 +35 

* Tl1e numbers in parentheses reflect the base ability of a I St-level thief before 
racial/Dexterity modifiers ar applied. 
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Table 3a-d: Experience Tables 

la. Warriors lb.Rogue 

Level Fighter PaladinlRanger Hit Dice (d I 0) Level Thief/Bard Hit Dice (d6) 

I 0 0 I I 

2 2,000 2,250 2 2 

4,000 4,500 3 3 

4 8,000 9,000 4 4 

16,000 18,000 5 

6 32,000 36,000 6 6 

7 64,000 75,000 7 7 

8 125,000 150,000 8 8 

le. Priests ld. Wizards 

Level Cleric Druid Hit Dice (d8) Level 

0 0 I I 

1,500 2,000 2 2 

3,000 4,000 3 

4 6,000 7,500 4 4 

5 13,000 12,500 5 5 

6 27,500 20,000 6 6 

7 55,000 35,000 7 

8 110,000 60,000 8 8 

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

Abjurer Abjuration Green 

Transmuter Alteration Blue 

Conjurer Conjuration/Summoning Orange 

Diviner Divination White/Pearl 

Enchanter Enchantment/Charm Magenta 

Illusionist Illusion Multicolored 

0 I 

1,250 2 

2500 3 

5 OOO 4 

10,000 5 

20,000 6 

40,000 7 

70,000 8 

Wizard Hit Dice (d4) 

0 I 

2,500 2 

5,000 3 

10,000 4 

20,000 5 

40,000 6 

60,000 7 

90,000 8 

Opposition School* 

Alteration 

Abjuration, Necromancy 

Divination 

ConjurationlSummoning 

Invocation 

Necromancy 

Invoker Invocation Red Enchantment/Charm, Conjuration/Summoning 

Necromancer Necromancy lcelBlue Illusion 

* Tl1e opposition scl1ools arc tl1e scl1ools of magic that tile specialist annot 
0111prel1end or cast sp lls from. 
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Tables sa-c: Spell Progression 
Sa. Wizard 

level I 2 3 4 s 6 7 8 9 
I I . . . . . . . 
2 2 . . . . . 
3 2 I . . . . 
4 3 2 . . 
s 4 2 I . . . . 
6 4 2 2 . 
7 4 3 2 I . . . 

ot : Sp ciahst Wizarcl get on extra SJ ell per level but are prohibited from 
learning sp lls o f their opposition s hoofs (S spell descriptions and Table 4 for 
opposing scho I ). 

Sb. Priest I 
Druid Level l 2 3 4 

I I . 
2 2 . . 
3 2 I 

4 3 2 . 
s 3 3 l . 
6 3 3 2 
7 3 3 2 I 

8 3 3 3 2 

1 01 : I riests w ith l1ig l1 'vVisdom re i vc adclitional spells. 
•usable by pries1s w itl1 I 7 or gr ·atcr w isclom 
• • usal)IC by pries ls w ith 18 r greater w isdom 

Sc. Bard 
Level I 2 3 4 

I . . 
2 l . 
3 2 . . 
4 2 l . 
s 3 l . 
6 3 2 . 
7 3 2 I . 
8 3 3 I 
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Table 6: Melee Weapons 
Weapon l or 2 handed Type' Speed Factor' Damage Usable by' 

Arrow - p - 1-6 -
Bolt - p - 1-10 -
Battle Axe l s 7 1-8 FR PB 

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

Club I b 4 1-6 F,R,P,T,B,C,D 

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

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

Throwing Axe I s 4 1-6 F,R,P,B 

Morning Star I b 7 2-8 F,R,P,B,C 

Dart I p 2 1-3 F.R,P,M,T,B,D 

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

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

Slinl! Stone I b . 1-4+1 -
Bastard Sword I s 8 2-8 F,R,P,B 

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

Short Sword I p 3 1-6 F,R,P,T,B 

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

Spear 2 p 6 1-6 F,R,P,B,D 

Two-Handed Sword 2 s 10 1-10 F,R,P,B 

·~=Slashing p = Piercing b =bludgeoning 

'Eigllter. Ranger. falaclin. ~leric. Qruid, I hicf. llard. Mag 
'sec Table 7 for information on ·ranged· or ·missile· weapons 

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

Composite Loni! Bow 2 2 7 +I +2 F,R,P 

Long Bow 2 2 8 +I - F,R,P,B 

Short Bow 2 2 6 - - F,R,P,T,B 

Dal!l!er/Throwinl! Dal!l!er I 2 2 - - F,R,P,H,B,T 

Throwing Axe I I 4 - - F,R,P 

Sling I I 6 - - F.R.P,T,B,C,D,H 

Darts I 3 2 - - F,R,P,T,B,H,D 

Heavy Crossbow 2 I 10 - +2 F,R,P,B 

Light Crossbow 2 I 7 - - F,R,P,B 

' ROF is Rate of Fire. This is the number of limes per combat round that the wcapan can be used. 
'i:1gl1ter. Ranger. fa]aclin. ~leric. [!ruid, I hicf. llard, Mage 
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Tables 8a-b: Armor 
Ba. Armor fypes 
Armor Armor Class Usable By 
Buckler (·I modifier)* F,R,P,T,B,C,D 
Small Shield (-1 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 s 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 

•som e shields arc heavier than o thers ancl they off r increasingly belier pro tection. I !ere arc 
the effects of shields in the gam e: 

Buckler: gives a - I to Armor Class but toes not protect against missile or p iercing weapons. 

Small Shield: gives - t 10 Armor Class. but ii cloes not prote t against missile weapons. 
Medium Shield: gives - t to Armor Class 

Large Shield: g ives - 1 to Armor Class ancl -2 against missil weapons 

Sb. Armor vs. Weapon fypes 
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 

84 B0Lor1 r~·s Gate 

Tables 9a-b: Reputation/Reactions 
9a. Starting Reputation 

Ali nment Startin Re utation 

Lawful Good 12 

Neutral Good II 

Chaotic Good II 

Lawful Neutral 10 

Neutral 10 

Chaotic Neutral 10 

Lawful Evil 9 

Neutral Evil 9 

Chaotic Evil 8 

9b. Effects of Actions on Reputation 
Reputation Killing an Injuring an Stealing Killing a Giving money 
Level innocent innocent Flaming Fist soldier to the church* 

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

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

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

14 -5 -I -I -8 +I (300) 

13 -5 -1 -1 -7 +I (200) 

12 -5 -1 -I -7 +I (200) 

II -4 -1 -1 -6 +I (100) 

I 0 (start) -4 -1 -1 -6 +I (100) 

9 -3 -1 -1 -5 +I (100) 

8 -2 -1 0 -5 +I (100) 

7 -2 -1 0 -4 +I llOO) 

6 -2 -1 0 -3 +I (200) 

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

4 -1 0 0 -2 +I (200) 

3 -1 0 0 -1 +I (300) 

2 -1 0 0 -I +I (400) 

I (villain) 0 0 0 0 +I (500) 

*The numl)ers in oar nthese ind i C)te t11e am ount o f gol I piec s tl1a1 m ust be 
donat d in ord r ro increase reputation. 
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-
9c. Reputation Reaction Adjustments 9d. NPC Reactions Toward Reputation 
Reputation Effect ALIGNMENT 
20 The party receives a +4 reaction adjustment Reputation 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 adiustment 5 Angry Unhappy Happy 
6 The party receives a -2 reaction adiustment 6 Unhappy Neutral Happy 
5 The party receives a -3 reaction adjustment. The party receives a -6 

reaction adjustment. Whenever the party enters a new area, there 
will be a I 0% chance of a group of the Flaming Fist spawning in and 
moving toward the party. 

7 Unhappy Neutral Neutral 

8 Unhappy Neutral Neutral 

9 Neutral Neutral Neutral 

4 The party receives a -4 reaction adjustment. The party receives a -6 
reaction adjustment. Whenever the party enters a 11ew area, there 
will be a 20% chance of a group of the Flaming Fist spawning and 
moving toward the party. 

10 Neutral Neutral Neutral 

11 Neutral Neutral Neutral 

12 Neutral Neutral Neutral 

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 
spawning and moving toward the party. 

13 Happy Neutral Unhappy 

14 Happy Neutral Unhappy 

15 Happy Neutral Unhappy 
2 The party receives a -6 reaction adjustment. Whenever the party enters a 

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

16 Happy Neutral Angry 

17 Happy Neutral Angry 

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

18 Happy Neutral Angry 

19 Happy Unhappy Break 
0 The player can no longer buy items. Whenever the party enters a new 

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

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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INTERPLAY LIMITED 90-DAY WARRANTY 
Interplay warrants 10 the original purcl1aser of this Interplay Productionsrn product rl1a1 
the ompac1 clisc or flo1 py disk(s) on whicl1 ll1e softwar programs are r corded will be 
free from clefects in material ancl workmansl1ip for 90 days from the elate of purchase. IF 
1I1e compact dis or floppy clisk(Sl is found clefective within 90 days of original 
purchase. Interplay agrees 10 replace. free of charge, any product discovered to be 
defective within such period upon receipt at its fa tory service center of the product. 
postage paicl. with proof of the elate of purcl1ase. This warranty is lirnitecl 10 111e 

ompac1 disc or floppy disk(s) containing the software program originally provided by 
Interplay and is not applicable to normal wear and tear. This shall be void if the defect 
has arisen 1l1rough abuse. mistreatment. or neglect. Any implied warranties applicable 
10 t11is product. including warranties of merchantability and fitness for a particular 
purpose are disclaimecl. Interplay clisclaims all responsibility for inciclental or 

onscqucntial clamages. 

Some smtes clo not allow limitations as 10 how long an impliecl warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
ancVor exclusions or liability may not apply to you. This warranty gives you specific 
rigl1ts. and you may also have other rights which vary from state 10 state. 

LIMITED WARRANTY 
If the compact clisc or nappy clisk(s) should fail after 1l1c original 90-day warranty p riod has 
expired, you may return 1l1e software program 10 Interplay a1 the acldress noted below with a 

I1e k or money orcler for $5.00 (U.S. currency), whi h includes postage ancl llandling. and 
Interplay will mail a replaceme111 to you. To receive a replacement. you neecl 10 enclose ll1e 
original clefec1ivc ompact dis or noppy clisk(s) in pro1ec1ive packaging accompanied by: (I) 
a S5.00 cl1eck or money order, (2) a brief statement clescribing the defect . ancl (3) your 
r turn address. If you have a problem wi1l1 your software. you may wish to call us first al 
(949) 553-6678. If your compact disc is defective and a replaccmc111 is necessary. U.PS. or 
r gister d mail is recommended for returns. Please send the clefec1ive clisc(s) only (not the 
box) wi1l1 a clescription of tile problem and ss.oo to: 

Warranty Replacements 
Interplay Productions • I 68 t 5 Von Karman Avenue • Irvine. CA 92606 

COPYING PROHIBITED 
Tl1is software product and the manual arc copyrighted and all rights arc reserved by 
Interplay Procluctions and arc prote tee! by the copyright laws t11at p rtain 10 computer 
software. You may not copy the software except t11at you may make one copy of the 
software solely for backup or archival purposes. You may not loan, sell. ren t. lease, give. 
sub license. or ot11erwise transfer the software (or any copy). You may not modify, aclap1, 
translate. create derivative works, decompile. disassemble, or 01I1erwise reverse engin er 
or derive source code from all or any portion of 1l1e software or any1l1ing in orporated 
therein or permit or encourage any third party 10 do so. 

Notice: Interplay reserves tile right 10 make moclifications or improvements 10 the product 
clescribed in the manual at any lime and without notice. 

SOFTWARE USE LIMITATIONS AND LIMITED LICENSE 
Tl1is copy of Baldur·s Gate (tl1e Software) is intended solely for your personal 
non ommercial l1ome entertainment use. You may not de ompilc, reverse engineer. or 
disasseml)lc the Software. except as permitte I lJy law. Interplay Procluctions ancl Cetasoft 
retain all right, tit le and interest in 1l1c Software including all intellectual property rigl11s 
embodied 111 rein and derivatives t11crcof. The Software. including, without limitation, all 
cod . data stru 1ures. chara tcrs. images, sounds, 1ex1 . screens, game play, clerivative 
works and all other elements of rile Software may not be copied. resole! . rented. leased, 
distriburccl (electronically or 01herwisc). usecl on pay-per-play, coin-op or other for-cl1arge 
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basis, or for any ommercial purpose. Any permissions granrecl herein arc provid d on a 
temporary basis and can be withclrawn by Lnrcrplay Productions at any time. All rigt11s not 
expressly granted are reserved. 

Modem and Network Play: If the Software contains modem or network play, you may play 
the Software via modem transmission with another person or persons clir tly without 
transmission through a tl1ird party service or incfir city 1l1rough a third party service only if 
suct1 servi e is an authorized licensee of Interplay. For the purposes of thi license. a third 
party service refers to any third party servi e which provicles a connection between two or 
more users of the Software. manages. organizes. or fa ilitates game play. translates 
protocols. or othcrvvise provides a servi e wl1ich commercially exploits the Software. IJut 
does not in tude a third party servi e whicl1 merely provides a telepl1onic connec1ion (and 
nothing more) for modem or network play. Authorized licensee s rvices arc listed on the 
Interplay Productions world Wide Web Site located at http:/ /www.inrerplay.com . This 
limited right to transmit the Software expressly ex ludes any transmission of tl1e Software 
or any data streams thereof on a commercial IJasis. including, without limitation. 
1ransmi11 ing the Software by way of a commercial service (excepting those spe ific 
commercial servi es licensed by 1nrerplay) which translates the protocols or manages or 
organizes game play sessions. If you would like information about obtaining a pay-for-play 
or commercial licens 10 the Software. please call Interplay Produ lions in the u a1 (949) 
553-6655. 

Acceptance of License Terms: By acquiring and retaining this Software. you assent to the 
terms and restrictions of t11is limited Ii ense. If you do not accept the tem1s of this limited 
license. you must return the Software 1oge1her with all packaging, manuals and other 
material ontained therein 10 the store wher you a quired the Software for a full refund. 
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lNTERPLA Y WEBSITE 

welcome to tl1e lnt rplay web! As a company dedi ated to providing 
innovative, high-quality interactive entertainment software. we ar always 
striving to stay as clo e as possibl to the leadi_ng edge of tech~ology. 
This web site is the lates1 exampl of our ongoing effort to provide a 
w alth of information and opportunities to you. 

As a company of fanatic garners. we love the idea of gamers all over the 
world tapping into cyberspace to ee, touch and feel our latest games. No 
hyp , no marketing campaign; just great games: To make 1t work, our 
goal is to keep this sit fresh and new, to rnak it a place w.h _re you can 
tell us what you like about our gam s ... and what you don t hke 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 to 
off r, and come back soon. Check us out in the weeks and mC?ntl1s ahead; 
w will b introducing new and exciting areas for you to exp nence. 

Once again, w lcorne. 

Brian Fargo 
C.E.O. 

Interplay's world \ Vide Web site is an Internet service design d to give 
you th latest information about Interplay and our products. 

Tli is site features our dernos, upgrades. produ t information and ordering 
information. 

-

How to get there 
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From your Internet account. 
point your favorite browser to: 

www. interplay.corn 
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Notes 
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