
































Neutralize Poison (Necromancy)

€

Range: Touch Area of Effect: Creature
Duration: Instant touched
Casting Time: 1 Saving Throw: None

When this spell is placed upon a poisoned individual, it immediately
neutralizes any poison and restores 10 lost hit points.

Protection From Evil 10' radius (Abjuration)

Range: Touch Area of Effect: 10' radius
Duration: 1 turn/level Saving Throw: None
Casting Time: 7

When this spell is cast, all creatures within a 10' radius are affected
individually by Protection from Evil. 1t creates a magical barrier around the
recipients at a distance of one foot. The barrier moves with the recipient and
has two major effects: First, all attacks made by evil or evilly enchanted
creatures against the protected creature receive a penalty of - 2 to each attack
roll, and second any saving throws caused by such attacks are made by the
protected creature with a +2 bonus.

Protection From Lightning (Abjuration)

Range: Touch Area 'of Effect: Creature {
Duration: 5 rounds/level touched S
Casting Time: 7 Saving Throw: None

When the spell is cast it confers complete invulnerability to electrical attack
such as dragon breath or magical attacks such as Lightning Bolt, Shocking
Grasp etc.. The protection will last for the duration of the spell or until
successfully dispelled.
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Priest Spells - Level 5

Animal Summoning II (Conjuration/Summoning) :
Range: 60 yards/level Area of Effect: Special e
Duration: 24 minutes Saving Throw: None
Casting Time: 8

Wil

By means of this spell, the caster calls up to six animals that have 8 Hit Dice
or less. Only animals within range of the caster at the time the spell is cast will
come. The animals summoned aid the caster by whatever means they possess,
staying until the spell duration expires. Only normal or giant animals can be
summoned; fantastic animals or monsters cannot be summoned by this spell
(no chimerae, dragons, gorgons, manticores, etc.).

Area of Effect: One creature ! 'e !

Saving Throw: None

Champion's Strength (Alteration)
Range: Visual range of caster
Duration: 3 rounds/level
Casting Time: 2

When this spells is cast, the priest effectively draws on the strength of his
god’s strength and lends it to the target creature, in effect creating a champion.
The target gains a bonus to his THACO at a rate of 1 for every 3 levels of the
caster. (A 9th level priest would confer a THACO bonus of 3 to the target, etc.)
Also the target's strength is set to 18/00 for the duration of the spell, with all
the bonuses to hit and damage that this strength confers. Note that if the
targets strength is above 18/00, it will actually be reduced to this value.

The drawback to this spell is that the priest must concentrate on the
connection between the target and his god for the duration of the spell, hence
losing the ability to cast any additional spells during this time. The effect lasts
for 3 rounds for every level of the caster or until dispelled.

Chaotic Commands (Enchantment/Charm)
Range: Visual range of caster ~ Area of Effect: One creature | =«
Duration: 1 turn/level Saving Throw: None X
Casting Time: 3

L

Chaotic Commands renders a creature immune to magical commands.
Suggestion, Charm, Domination, Command, Sleep, Confusion are all spells that
fit into this category. The spells affects only one creature and lasts for the
duration or until dispelled.
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Cure Critical Wounds (Necromancy)

Range: Touch Area of Effect: Creature |
Duration: Permanent Touched =]
Casting Time: 8 Saving Throw: None

The Cure Critical Wounds spell is a very potent version of the Cure Light
Wounds spell. The priest lays his hands upon a creature and heals 27 points of
damage from wounds or other injuries. The spell does not affect creatures
without corporeal bodies, those of extraplanar origin, or those not living.

Flame Strike (Evocation)
Range: Visual range of caster ~ Area of Effect: Target E E ‘j
Duration: Instantaneous creature —
Casting Time: 8 Saving Throw: 1/2

When the priest calls down a Flame Strike spell, a vertical column of fire roars
downward in the exact location called for by the caster. The target must roll a
saving throw vs. spell. Failure means the creature sustains 8d8 points of
damage; otherwise, the damage is halved.

Raise Dead (Necromancy)
Range: Visual range of caster ~ Area of Effect: 1 person T
Duration: Permanent Saving Throw: Special —
Casting Time: I round

When the priest casts a Raise Dead spell, he can restore life to a dwarf, gnome,
half-elf, halfling, elf or human. Note that the body of the person must be
whole, or otherwise missing parts are still missing when the person is brought
back to life. The person has but 1 hit point when raised and must regain the
rest by natural healing or curative magic.
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Table 1: Character Ability Scores

Strength Dexterity Constitution

Ability Score | Hit Adj ~ Dam.Adj Wt Allow  Bashing % |  Miss. Att Adj AC Adj HP Adj

3 =3 -l 5 3 -3 +4 -1

4 -2 - 15 4 -1 +3 -l

5 -1 =l 15 4 =l +2 -1

6 -l 0 30 6 0 +| -

1 -l 0 30 6 0 0 0

8 0 0 50 8 0 0 0

9 0 0 50 8 0 0 0

10 0 0 70 10 0 0 0

1 0 0 70 10 0 0 0

12 0 0 90 12 0 0 0

13 0 0 90 12 0 0 0

14 0 0 120 14 0 0 0

15 0 0 120 14 0 -l +|

16 0 +| 150 16 +| -1 +1

17 +| +| 170 18 +2 -3 +2(+3)

18 + +1 200 20 +1 -4 +2(+4)

18/01-50 | +I +3 220 25 - - -

18/51-75 | 42 +3 250 30 - - -

18/76-90 | +2 + 280 35 - - -

1891-99 | +2 +5 320 40 - - -

18/00 +3 +6 400 45 - - -

19 +3 + 500 50 +3 -4 +2(45)

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

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

0 +4 +10 800 65 +4 -5 +2(+6)

23 +5 +l1 1000 70 +4 -5 +2(+6)

4 %+l 1200 7 +5 - $2(+)

25 +7 +14 1600 80 +5 -6 +2(+7)
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Strength

Hit Adj: Added or subtracted from the attack roll during combat. A positive
number makes the opponent easier to hit.

Dam Adj: Added or subtracted from the damage inflicted by a successful
melee attack.

Wt Allow: The characters wéight allowance — how much they can carry
without being encumbered.

Bashing %: This is the percentage chance a character has to bash open a
locked door or chest.

Dexterity

Miss. Att Adj: Added or subtracted from the to-hit roll when using a ranged
weapon. A positive number makes the opponent easier to hit.

AC Adj: Added or subtracted from the character’s AC. Since a lower AC is
better, a lower or more negative number is better.

Constitution

HP Adj: This number is added to the Hit Point roll a character makes
when going up a level or when starting the game. Numbers in parenthesis
are for warriors only.

Y
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Intellisence Wisdom Charisma
Ability | Spell % to Max # Lore Bonus % Spell  Lore Reaction
Score | Level Learn Spell ~ Spellsilevel ~ Bonus | Spells  Failure ~ Bonus Adj
3 - - - =20 - 50 =20 -8
4 - - - =20 - 45 =20 -1
5 - - - -0 - 40 -0 -6
6 - - - =20 - 35 -0 -5
7 - - - -10 - 30 -0 ~
8 - - - -0 - 25 -10 -1
9 | 4th 35 6 -10 0 20 -0 -l
10| 5th 40 1 0 0 15 0 0
11| 5th 45 1 0 0 10 0 0
12| 6th 50 7 0 0 5 0 0
13| 6th 55 9 0 Ist 0 0 +|
14| Tth 60 9 0 Ist 0 0 +2
I5] Tth 65 1 +3 2nd 0 +3 +3
16| 8th 70 ] +5 nd 0 +5 +4
17| 8th 75 14 +1 3rd 0 + +4
18 9th 85 18 +10 4th 0 +10 +5
19] 9th 95 All +12 Ist,4th 0 +12 +8
20| 9th 9 All +15 | 2nddth 0 +I5 +9
21| 9th 97 All +20 | 3rd5Sth 0 +20 +10
22| %h 98 All +25 | 4th5Sth 0 +15 +1
23| 9th 9 Al +30 | 5th5th 0 +30 +12
24| 9th 100 Al 435 | 6th,6th 0 435 +13
25| 9th 100 Al +40 | 6thTth 0 +40 +14

Baldur’s Gate™

Intelligence

Spell Level: The highest level of spells a wizard with this intelligence can
comprehend and use.

% to Learn Spell: The percentage chance that a wizard can learn a spell and
add it to his spellbook. This number also represents the wizard’s chance to
successfully cast a spell from a scroll. For every spell level higher than the
wizard can comprehend, the wizard receives a -10% penalty. For example, a
wizard who can cast 3rd- level spells trying to use a 5th-level spell scroll, has
a -20% penalty.

Max # Spells/Level: This is the maximum number of spells that a wizard can
have in his spell book per level of spell. That is, a 3rd-level wizard with an
Intelligence of 16 could learn a maximum of 11 1st-level and 11 2nd-level spells.

Lore Bonus: This bonus is added to the character’s Lore ability. This is
cumulative with the Lore bonus for Wisdom.

Wisdom

Bonus Spells: This is the number of additional spells a priest receives for
exceptional Wisdom. The bonus spells are cumulative as you move down the
table. Thus, a priest with a 17 in Wisdom gains two 1st-, two 2nd-, and one
3rd-level spell as bonuses to their normal spellcasting abilities. These spells
become available only when the priest can normally access spells of the
appropriate level.

% Spell Failure: The chance that a spell attempt by a priest or druid character
will fail before being successfully cast.

Lore Bonus: This bonus is added to the character’s Lore ability. This is
cumulative with the Lore bonus for Intelligence.

Charisma

Reaction Adj: This is the penalty or bonus due the character when dealing
with NPCs or intelligent creatures.

For encounter reactions, the computer generates a number between 8 and 12,
and then applies the modifier. The results indicate the reaction of the
encounter to your party:

1-7:  Hostile reaction

8-14: Neutral reaction

15-20: Friendly reaction
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Table 2: Thieving Ability Modifiers

Race Dexterity Pick Pickets (15) Open Locks (10) Detect Traps (5) Stealth (10)
(Hore Siently! Hide in Shadows)

Dwarf - +10 +15 "
Elf +5 -5 - +10
Gnome - +5 +10 +5
Half Eif | +10 - - +5
Halfling +5 +5 +5 +15
9 -5 -10 -10 -20

10 -10 -5 -10 -I5

I -5 - -5 =10

12 - - - -5

L 13-15 - - - -
16 - 45 - ¥

17 +5 +10 - +5

T, 18 +10 +15 +5 +10
19 +15 +20 +10 +15

20 +20 +25 +15 +18

h 21 +25 +30 +20 +20
F 0 +30 +35 +25 +23
3 +35 +40 +30 +25

24 +40 +45 +35 +30

25 +45 +50 +40 +35

* The numbers in parentheses reflect the base ability of a 1st-level thief before
racial/Dexterity modifiers are applied.

Eum
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Table 3a-d: Experience Tables

3a. Warriors 3b. Rogue
Level Fighter | Paladin/Ranger| Hit Dice (d10) Level Thief/Bard Hit Dice (d6)
| 0 0 | | 0 I
1 2,000 2,250 1 1 1,250 2
3 4,000 4,500 3 3 2,500 3
4 8,000 9,000 4 i 5,000 4
5 16,000 18,000 5 5 10,000 5
6 32,000 36,000 6 6 20,000 6
1 64,000 75,000 1 1 40,000 1
8 125,000 150,000 8 8 70,000 8
9 250,000 300,000 9 9 110,000 9
10 500,000 600,000 943 10 160,000 10
3c. Priests 3d. Wizards
Level Cleric Druid Hit Dice (d8) Level Wizard Hit Dice (d4)
| 0 0 | | 0 |
1 1,500 2,000 2 1 2,500 2
3 3,000 4,000 3 3 5,000 3
4 6,000 7,500 4 4 10,000 4
5 13,000 12,500 5 5 20,000 5
6 27,500 20,000 6 6 40,000 6
1 55,000 35,000 1 7 60,000 7
8 110,000 60,000 8 8 90,000 8
9 225,000 90,000 9 9 135,000 9
10 450,000 125,000 9+2 10 250,000 10
Table 4: Colors of the Schools of Magic
Specialist School Spell Effect Coloration Opposition School*
Abjurer Abjuration Green Alteration
Transmuter Alteration Blue Abjuration, Necromancy
Conjurer Conjuration/Summoning Purple Divination
Diviner Divination White/Pearl Conjuration/Summoning
Enchanter Enchantment/Charm Gold Invocation
lllusionist lllusion Magenta Necromancy
Invoker Invocation Red Enchantment/Charm, Conjuration/Summoning
Necromancer Necromancy lce/Blue lllusion

* The opposition schools are the schools of magic that the specialist cannot comprehend or cast spells from.
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Tables 5a-c: Spell Progression

Table 6: Melee Weapons

5a. Wizard
level I 2 3 4 5 6 7 8 9
[ I 3 - . 3 J o . ¥
1 2 % 2 g L - A . 3
3 1 I . ® £ A 3 < &
4 3 2 . & - 4 . 2 L
5 4 1 | 2 E i : 3 L
6 4 1 2 - 2 y " : L
7 4 3 2 | - A ¥ - p
8 4 3 3 2 - ch n ! “
9 4 3 3 2 I & . » r

Note: Specialist Wizards get one extra spell per level but are prohibited from learning spells of their opposition schools

(see spell descriptions and Table 4 for opposing schools).

5b. Priest /

Druid Level | 2 3 4 6* [had
| | - - " ~ i
2 2 - - < = <
3 2 | - - 3 =
4 3 2 - - - 2
5 3 3 | - - =
6 3 3 2 - - -
7 3 3 2 | = 2
8 3 3 3 2 = -
9 4 4 3 2 . e
10 4 4 3 3 - -

Note: Priests with high Wisdom receive additional spells.
‘usable by priests with 17 or greater wisdom

** usable by priests with 18 or greater wisdom

Sc. Bard
Level | 2 3 5
| - ~ o &
2 | - - -
3 1 - - -
4 1 | - -
5 3 | - -
6 3 2 - -
1 3 1 | -
8 3 3 | -
9 3 3 1 -
10 3 3 1 -
30 Baldur’s Gatem

Weapon | or 2 handed Type' Speed Factor Damage Usable by*
Arrow - P - 1-6 -

Bolt - P - 1-10 -

Battle Axe | s 7 1-8 FR,PB
Dagger/Throwing Dagger | P 2 1-4 ER,PT,BM,D
Club | b 4 1-6 FR,PT,B,C,D
Flail | b 1 1-6+1 FR,PB,C
Mace | b 7 1-6+| F,R,PB,C
Throwing Axe | s 4 1-6 FR,PB
Morning Star I b 1 2-8 FR,P.B,C
Dart 1 P 2 1-3 F,R,P,M,T,8,0
Halberd 2 pls 9 1-10 FRPB
Quarterstaff 2 b 4 1-6 FRPT.B,CDM
Sling Stone | b - 1-4+] -
Bastard Sword | s 8 2-8 FR,P.B
Long Sword | s 5 -8 ER,PT,B
Short Sword | ] 3 1-6 ERPTB
Scimitar | s 5 1-8 FR,PB,D
War Hammer | b 4 1441 FR,P.B,C
Spear 2 P 6 1-6 F,R,PB,D
Two-Handed Sword 2 s 10 1-10 FRPB

's = Slashing p = Piercing b = bludgeoning

*Fighter, Ranger, Paladin, Cleric, Druid, Thief, Bard, Mage

Table 7: Ranged Weapons

Weapon | or 2 handed | ROF' | Speed Factor | Bonus to Hit | Bonus to Damage | Usable By’
Composite Long Bow 2 1 1| + +2 ER,P
Long Bow 2 1 8 + - FR,PB
Short Bow 1 2 6 - - FRPT,B
_Dagger/Throwing Dagger | ] 1 - - FR,PM,B,T
Throwing Axe I I 4 - - FRP
Sling I | 6 - - FR,PT,B,CDM
Darts | 3 1 - - FR,PT,B,M,D
Heavy Crosshow 2 | 10 - +1 FR,PB
Light Crosshow /! I 7 - - FR,PB

' ROF is Rate of Fire. This is the number of times per combat round that the weapon can be used.
*Fighter, Ranger, Paladin, Cleric, Druid, Thief, Bard, Mage
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Tables 8a-b: Armor

8a. Armor Types

Armor Armor Class Usable By
Buckler (=1 modifier)* FR,PT,B,C,D
Small Shield (=1 modifier)* FRPC
Medium Shield (=1 modifier)* ERPC
Large Shield (=1 modifier)* FRPC
Leather 8 FRPTB,C,D
Studded Leather 7 FRPTB,C,D
Chain mail 5 FR,P.B,C
Splint mail 4 ER,RC
Plate Mail 3 FRPC
Full Plate Armor I FRPC

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

Buckler: gives a -1 to Armor Class but does not protect against missile or piercing weapons.
Small Shield: gives -1 to Armor Class, but it does not protect against missile weapons.
Medium Shield: gives -1 to Armor Class

Large Shield: gives -1 to Armor Class and -2 against missile weapons

8b. Armor vs. Weapon Types

Armor Slashing Piercing | Bludgeoning
Leather armor 0 +2 0
Studded Leather -1 -l 0
Chain mail -1 0 +2
Splint Mail 0 -l -1
Plate Mail -3 0 0

Full Plate i -3 0
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Tables 9a-b: Reputation/Reactions
9a. Starting Reputation

Alignment Starting Reputation
Lawful Good 12
Neutral Good 1
Chaotic Good 11
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 -1 -10 -

19 =10 -2 -1 -10 -

18 -9 -2 -1 -9 -

17 -8 -1 -1 -9 +1 (500)
16 -7 -1 -1 -9 +1 (400)
15 -6 -1 -1 -8 +1 (300)
14 -5 -1 =1 -8 +1 (300)
13 -5 -1 -1 -7 +1 (200)
12 -5 -1 -l -7 +1 (200)
1 -4 -1 -1 -6 +1 (100)
10 -4 -l -1 -6 +1 (100)
9 -3 -1 =1 -5 +1 (100)
8 -2 -1 0 -5 +1 (100)
7 -2 -1 0 i +1 (100)
6 -2 -1 0 -3 +1 (200)
5 -2 -1 0 -2 +1 (200)
4 -1 0 0 -2 +1 (200)
3 -1 0 0 —1 +1 (300)
2 -1 0 0 -1 +1 (400)
I (villain) 0 0 0 0 +1 (500)

*The numbers in parentheses indicate the amount of gold pieces that must be donated in

order to increase reputation.
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9c. Reputation Reaction Adjustments

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 +| reaction adjustment

8-13 No adjustment

T The party receives a -l reaction adjustment

6 The party receives a -2 reaction adjustment

5 The party receives a -3 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.

4 The party receives a —4 reaction adjustment. The party receives a -6
reaction adjustment. Whenever the party enters a new area, there
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
enters a new area, there will be a 30% chance of a group of the
Flaming Fist spawning and moving toward the party.

7) 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.

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.

Baldur’s Gate™
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9d. NPC Reactions Toward Reputation

ALIGNMENT
Reputation Good Neutral Evil
I Break Angry Happy
2 Break Angry Happy
3 Angry Angry Happy
4 Anén Unhappy Happy
5 Angry Unhappy Happy
6 Unhappy Neutral Happy
7 Unhappy Neutral Neutral
8 Unhappy Happy Neutral
9 Neutral Happy Neutral
10 Neutral Happy Neutral
11 Neutral Happy Neutral
12 Neutral Happy Neutral
13 Happy Neutral Unhappy
14 Happy Neutral Unhappy
15 Happy Neutral Unhappy
16 Happy Neutral Angry
17 Happy Neutral Angry
18 Happy Neutral Angry
19 Happy Unhappy Break
20 Happy Unhappy Break
9e. Reputation Effect on Item Cost
Reputation Percentage cost of Reputation Percentage cost of
item from base cost item from base cost

20 -50% 10 Neutral

19 -40% 9 +10%

18 -30% 8 +20%

17 -20% 7 +20%

16 -10% 6 +30%

15 Neutral 5 +40%

14 Neutral 4 +50%

13 Neutral 3 +100%

12 Neutral 2 +1,000%

s ] Neutral I +1,000%
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Interplay Limited 90-Day Warranty

Interplay warrants to the original purchaser of this Interplay ProductionsT™ product that the
compact disc or floppy disk(s) on which the software programs are recorded will be free from
defects in material and workmanship for 90 days from the date of purchase. 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 be defective within such period upon
receipt at its factory service center of the product, 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 by Interplay and is not applicable to normal wear and
tear. This shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any
implied warranties applicable to this product, including warranties of merchantability and
fitness for a particular purpose are disclaimed. Interplay disclaims all responsibility for
incidental or consequential damages.

Some states do not allow limitations as to how long an implied warranty lasts and/or 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 you 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 handling, and Interplay will
mail a replacement to you. To receive a replacement, you need to enclose the original defective
compact disc or floppy disk(s) in protective packaging 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.P.S. 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. You may not loan, sell, rent, lease, give, sub license, or otherwise
transfer the software (or any copy). You may not modify, adapt, translate, create derivative
works, decompile, disassemble, or otherwise reverse engineer 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 product
described in the manual at any time and without notice.
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Software Use Limitations And Limited License

This copy of Baldur’s Gate Tales of the Sword Coast(the Software) is intended solely for your
personal noncommercial home entertainment use. You may not decompile, reverse engineer, or
disassemble the Software, except as permitted by law. Interplay Productions retains all right, title
and interest in the Software including all intellectual property rights embodied therein and
derivatives thereof. The Software, including, without limitation, all code, data structures,
characters, images, sounds, text, screens, game play, derivative works and all other elements of
the Software may not be copied, resold, rented, leased, distributed (electronically or otherwise),
used on pay-per—play, coin-op or ‘other for—charge basis, or for any commercial purpose. Any
permissions granted herein are provided on a temporary basis and can be withdrawn by
Interplay Productions at any time. All rights 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 directly without
transmission through a third party service or indirectly through a third party service only if

- such service is an authorized licensee of Interplay. For the purposes of this license, a third

party service refers to any third party service which provides a connection between two or
more users of the Software, manages, organizes, or facilitates game play, translates protocols,

_ or otherwise provides a service which commercially exploits the Software, but does not include

a third party service which merely provides a telephonic connection (and nothing more) for
modem or network play. Authorized licensee services are listed on the Interplay Productions
World Wide Web Site located at http://www.interplay.com. This limited right to transmit the
Software expressly excludes any transmission of the Software or any data streams thereof on
a commercial basis, including, without limitation, transmitting the Software by way of a
commercial service (excepting those specific commercial services licensed by Interplay) which
translates the protocols or manages or organizes game play sessions. If you would like
information about obtaining a pay—for-play or commercial license to the Software, please call
Interplay Productions in the US at (949) 553-6655.

Acceptance of License Terms: By acquiring and retaining this Software, you assent to the terms
and restrictions of this limited license. If you do not accept the terms of this limited license, you
must return the Software together with all packaging, manuals and other material contained
therein to the store where you acquired the Software for a full refund.

BALDUR'S GATE Tales of the Sword Coast: ©1999 BioWare Corp. All Rights Reserved. BioWare
Infinity Engine ©1998 Bioware Corp. All Rights Reserved. GameSpyLite ©1999 GameSpy
Industries, Inc. HEAT.NET ©998 SegaSoft Networks, Inc. Baldur’s Gate, Baldur’s Gate Tales of
the Sword Coast, ForRGOTTEN REALMS, the FORGOTTEN REALMS 1080, ADVANCED DUNGEONS & DRAGONS,
the AD&D logo, TSR and the TSR logo are trademarks of TSR, Inc., a subsidiary of Wizards of
the Coast, Inc., and are used by Interplay under license. Black Isle Studios and the Black Isle
Studios logo, Interplay, the Interplay logo, and "By Gamers. For Gamers." are trademarks of
Interplay Productions. BioWare, the BioWare logo, and The BioWare Infinity Engine are
trademarks of BioWare Corp. Dolby, the Dolby Surround Logo and the double-D symbol are
trademarks of Dolby Laboratories Licensing Corporation. Creative, Environmental Audio, and the
Environmental Audio Logo are trademarks of Creative Technology Ltd. GameSpy and the
GameSpy logo are registered trademarks of GameSpy Industries, Inc. All Rights Reserved. HEAT,
HEAT.NET and the HEAT logo are trademarks of SegaSoft Networks, Inc. All Rights Reserved.
Windows®95 and Windows®98 are trademarks of Microsoft Corporation. All Rights Reserved.
Exclusively licensed and distributed by Interplay Productions. All other trademarks and
copyrights are property of their respective owners.
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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 technology. This Web site is the latest example of our
ongoing effort to provide a wealth of information and opportunities to you.

As a company of fanatic gamers, we love the idea of gamers all over the 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 you 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 to 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
C.E.O.

How to get there

From your Internet account, point your
favorite browser to:

www.interplay.com

Interplay Web Store

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 ordering information.

Looking for a quick, easy way to get your favorite Interplay games? Well look no
further......you can now order directly from Interplay. Just turn on your computer and go
to www.interplay-store.com.

This is your one-stop shop for everything Interplay. Buy the hottest new releases or
maybe get a copy of that hard-to-find game that you've been looking for. Purchase
some ultra-cool merchandise; or make a bid on a unique collectible in the Online

Auction. All this, seasonal specials and much more.

So don’t delay...... go to
www.interplay-store.com and
get shopping!!
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