




















































































































Resurrection (l\ecromanq) 
Le\el rJr -. Latl1ander 8 
DurJtion: l1hUOJaJ\L'()US 
lre;t of Effect. I cre:uurc 

Touch 
C:J.;ting lime: 10 rounds 
Sming Thro11 \one 

Ufe to tl1c dead is one of tlte cleric's mo>t po11erful spells. Resurrection can restore a character to 
life \llth full hit poinL'; tl1e dcce:t>ed character mtL'1 be in tl1c pal1) for tlus spell to 11ork. Resurrection 11ill 
not 11ork on someone killed b) a Deatl1 Spell, Finger of Deatl1, De>trucuon, or Disimegr:ue. l'nLike Rruse 
Dt"Jd. Rcsum>ction 11ill 11ork on ehcn characters. 

1h;U 11hen tltis 'pell is inscnbed on a scroll, its power and range is diminished. A scroll of Resurrection 
onli work> 11hen imoked ai tl1e place where 1he 1arget died; if tl1e easier IC'Jles tl1e area and anempts to res­
urrect his comp:uuon, tl1e scroll 11iU not work. 

Rigid Thinking (Enchantment) 
Le,el: Cir 3. Bane 3 
DurJllon: I round/le1el 
\rc'a of Effect: I crC'Jlure 

R:u1ge: Sight of Casler 
Casllng Time: 5 
Saving Tiirow: WW negates 

The U1rgc1 of 1his s'}lCll mus1 make a \\"ill sa1e or rmdonui 11:111dcr, m1ack die nC'JJ'Cl.I person. or s1and confused. 

Sanctuary (Abjuration) 
Le\cl: Cir I, Selune I Rru1ge: Toucl1 
DurJtion: I round/le1el Cru.llng Time: 6 
Area of Effect: I Crea1ure Saling Thro11. None 

fhis spell 1Jrohibils enemies oftl1e warded crC'Jlure from 1aking offensi1e action against lum. While protected 
b) 1his spell, tlte subject cannot perform any action otl1er d1an mo1eme111 11itl1ou1 breaking tl1e spell's effect:.. 

See Invisibility (Divination) 

[I] l.e1el: Brd 2, Sor/\\'iz 2, Oghma 2 Range: Sight of Caster 
Dura1ion: Instant C:isling Time: 2 
lrc'a of Effect Sight of Caster Sa1ing Throw: ,\one 

\\hen tl1e \llWd casis a Sec lmisibiLit) spell, he dispels :my imisibility :md re1e;tls an) hidden character.. in 
the are:1 of cfft'CI (ie., tl1ie1es usmg stealth). if :u1 lmisible CrC'Jlure enters 1he arC'J of effect after the 
spell h;t> alread) been the cremure 11ill remain i111isible. 

s .. en E1es (Abjuration) 

D 
l.t,el. Sor/lfa 0

, Helm 8 Rru1ge: Caster 
Duration: 20 rounds Casting Tune: 0 

\rca of Effec1· Casler Sming Throw: None 

This spell conjures fonh SC\en magical orbs that float in a ring :ibo1e the caster's head. Each eie has a defcn­
silc :md offe11s11e ahiLit), tl1ough once either one Is used tl1e ei·e 11ill lose its power. An) subsequent castings 
of Stien E)cs will fad if c:L'I before tlte expira1ion lime, 11hether or nm :u11 C)es remain. The powers of each 

:u·e described bclo11. 
Eye of the Hind - Thi> orb protect:. the caster ag:tlnsl 111en1:1J :mack:,, such as charm, emotion, and 

fear. The eye ma1 be expended as the I s1 k'el \\iWrd spell Charm Person. 
Eje of the Sword - This eye deflect> 1he 6r>1 physical damaging auack 1ha1 strikes the caster. The eye 

ma) be expended as tl1c lst le1el \lizard spell Magic (5 missiles). 
Eye of the - TI1is eie absorbs one manibiation of fore. elcc1rical, cold, or acid damage. The cye 

can abo be expended as die ll'd 1111.ard spell Ligi11n111g Boh damage) 

Eye of \enom - Thi' eye halls an) one attack or effect tlt:u could poison tl1e caster. The t')'c can also he 
used to poison one crt"Jlllre. dC'.il111g 30 point; of damage 01cr a period of 30 st>conds 

Eye of the Spirit - This eye block:, one mru111-deatl1 magic a11ack CDl'atll Spell, Finger of De:uh, PO\\ er 
\lord Kill, Sia) Li1ing, [)c,.truction). 111e 11i1.ard may inste:1d choo"' 10 e\pend the 1.1·rs 
power similar 10 a l"J) of enfeeblement. dropping a target's strcngtl1 b) -I 0, reducing ib 
chance to hit, and tl1e damage ii deals. 

Eye of Fortitude - This block> one stunning, deafness, blindness, or silence effect II ma) aliema­
ti1ely be C.\pended as the le1·el 11izard spell, Shout. 

Eye of Stone - Thi> eye the caster fro111 a single 1ic11ification atUJck. Ii c.111 abo be used :L' tlte 
spell, Hold Person. 

In) snbsequcm casting.' of Se\en Eye:. 11ill fail if C:JSI before tl1c original spell expires, whe1her or n01 ;1111 
ei·es remain. 

Shades (Illusion) 
LCl·el: Brd 6. Sor/\Viz 6, Mask ' 
Duration: I round/le1el 
Area of Effect: Spc'Ci:d 

Range: Siglu of C:J.1tcr 
Casting Time: 6 
Sa1ing Throw: 

This spell shapes material from 1he Demiplane of Shado11 into an illusion:IJ) monsier under control of 1he 
easier This shado111 creamre has onl) 60% of the hi1 point:. of its real-world coumerpan, ahhougl1 il' a11a<k.' 
do full damage. More powerful shad011 cremurc:. are summoned at higl1er caster lt'·els. 

Shadow Conjuration (IUusion) 
Le\el: Brd 5, Sor/l\iz 1, Mask 5 
Duration: I round/le1el 
Area of Effect: Special 

Range: Sight of Cas1er 
Casting Time: " 
Sa1fog TI1row: :lone 

This spell shapes m:uerial from the Demiplane of Shadow into an illusionary mons1er under control of the 
ca1ter. This shad011y creature has only 20% of 1he hi1 llOillls of its real-world counterpan, ahhougi1 ils aliack> 
do full damage. More powerful shadow crea1ures arc summoned m higi1er ca1ter levels. 

Shambler (Conjuration) 
LCl·el: Dru 9 
Ouration: 8 hours 
Area of Effc>ct: Speci:d 

Range: Siglu of Caster 
C.'L1ting Time: I round 
Sa1ing Throw: 

This spell creates a shambling mound of It IID 11hich 11illingly aid tl1e caster in combai or 11hate1er <Uher 
duties ii is as.1igned and has the c.1pabilily 10 carry out. 
Shield (Abjuration) 

f.e1·el: Sor/l\'iz I 
Duration: 5 rounds/le1·el 
Area of Effect· Casler 

Range: Caster 
Casting Time: I 
Saring Throw: 

Shield crea1es an invisible, mobile disk of force that horers in front of the easier. Ii negmes \tagic 
anacks direc1ed a1 tl1e c:is1er. The disk :dso ln1ercep1S am1ck>, pro1;ding +7 AC ru1d +3 on Rcnex sail.,, 
against anacks that affec1 an area. 

Shield of Lathander (Conjuration) [Good) 

M 
LCl·el: Cir 5. La1handcr 4 

- Dur:ttion: l round1 
lrea of Elkct: I cream re 

Range: Touch 
C:l.'1mgTime: 8 
Sa1ing Throw: \one 
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l11io >pell ~ranl\ 1hc l•lfl\CI a Ii· dunaAC rcs1<1ance bonu' IO hludAL-Onin~. slaoltinA. piercing. fire, cold, acid. 
and elcclricil) dounaAe for lhc du~Jtion of the 'Pl'll 

Shillelagh (Transmutation) 

0 
LL,cJ. Drd l Rou1ge· Cas1er 
Duration: 10 round> I l<!'el Casting lime: 1 
.\rc-J of E1Tec1: Caster S:11ing ·n1ro11 . \one 

l11is spell creates a magical cuclj\el d1at is+ I a1tack boml< and inflict' ldlO+ I bludg•-oning damage per strike. 

Shocking Grasp (Transmutation) 
Range: Touch 
C.1Sling lime: I 
Sming Throw: 1one 

1£\el: Sor/lli1 I, T:dos I 
Dur:uion: Speti:tl 
Ire-• uf E!Tec1: I crc:uure 

TI1i, ,pell imhue' the c:1»ter\ hand' 11ith a po11enul electncal charge d1a1 "ill release 11hen a successfitl 
much auack i' made. The auack dc-Jb I d8 poin1' of electrical dioiage + I point J>er easier le1·el. 
The electrical charge ",uffic1en1 for one succ•·ssful allack, and once an opponent ha.' been touched, the 
,pell\ energy Is used up. 

Shout (~ocation) 
1£\cl: Brd "· Sor~iz "· Oghma" Range: Close (30 ft long. I 0 ft dianie1er) 
Dumlion: lnstouuancous Ca.'tlng lime: I 
Area: C.one Sa11ng Thro11'. Fonilude parlial (sec 1ext) 

The caster emit' :m ear->ptitling jell 1ha1 dc-.llens and daniages crc-Jlures in ii> path All) creamre 11ilhin 1he 
area of c1Tec1 is dc-.llened for 2d6 rounds and takes ld6 point\ of damage. I >uccNful s:11e ncgales die dc-.ll­

nt>s.' and m luces the damage b) half. 

Shroud or Flame (Evocation) 

G 
Level Sor/1111 S Romge: Sigh1 of C.1ster 
Duration. ; round> Ca.\Ung lime· ; 
\rt'a of Effect· I crc-J1ure Sa'1ng l1iro11 Rcfle\ negates 

11us ,1,.11 causes a crea1ure 10 burlil into Dames 1f n faib a ReDex sa1·e. 11ie crea1ure will hum for 3d6 ponus 
of damage l!ICI) round, ;md gou1> of Dame erupl Crom 1he burning iargc1, causmg all) crc-Jiures wulun 1en 
feet of lhe L1ri;e1 10 take I d6 point' of damage from 1he nanies An)one hu by the 11cum's names musl al!>O 
make a Rcflc.\ sa1e IO arnid comrat1ing 1he shroud thenJ>Ches. 
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Silence (Illusion) 
Lel'el: Brd 2, Cir l, Baiie 2 Range. S1gl11 of Casler 
Dura1ion: l roundo;!Je1el Ca.'ung lime. 5 
\rea of Effect I S·ft.-radius Sming l11ro11 : \'fill negates or none 

Lpon caslmg 1h1> spell, silence pre1'aJls m die affected are-J. If cast upon an un111lling creature, the crea1ure 
can make a Will sa1e to nt'!lale die speU's clTec1s If cas1 at a pom1111 space. anithing 1ha1 enter.; the area of 
e!Tec1 is unable 10 cnu1 1>01111d widiou1 a sa1c. 

Skull Trap ('lecromancy) 
le\cl: Sor/Wi7 3 
llur.UiOO' Spcci;d 
lrt."J of EITt'CI: Special 

Range: Sigb1 of Ca.'1er 
C.1sting lime: 3 
Saving 1'hro11: Refic\ half 

lpon casting 1his spell, a skull is 1hro1111 by the caster at the targe1 area. 11ic okull floats in die area until :1 
crC'Jlurr comes 11ithm S [eel of iL When ibis happens die skull is 1riggered ai1d C\plodes, damaging l'Cl)One 
11id1in a 10-foot radius. The d:unagc inflic1ed is equal 10 1-6 hit points per le1el of the caster. When ca'ting 
this spell ii is 11ise 10 set ii far aiva) from the pany, Jes1 diey \el il off accidemally. Res1mg or Jea1ing die area 
die Skull Trap is in 11ill make it disappear harmless!). A successful Rcflex s.11e 11ill do 50% lcso d:unage. 

Slay Living (Necromancy) 

G Level: Cir 5, Talos; 
Duration: lnstaotaocous 
Area of Effect I cre:uurc 

Range: Touch 
Casting lime: I round 
Saring Throw: Fortiiudc partial 

This spell imbues the cas1ers hands 11ith des1mcli1e negative energy dia1 •ill rclea>e 11hen a successful 1ouch 
:mack is made. This attack 11;l1 instaody slay a ti\ing crc-J1urc unless a Fortiiude save is made, in 11Juch c:isc 1he 
crealure takes 3d6 + I/level JJOints of magic daniage ins1ead. This spell has no affect on undead or cons1mcL<. 

Sleep (Enchantment) 
le\cl: Brd I, Rgr l, Sor/Wiz I, Mask I 
Dumtion: 5 rounds/level 
Arc-J of EITect: 15-foot radius 

Range: Sigh1 of Ca.<tcr 
Casting lime: I 
Sa\ing Throw: None 

A Sleep spell causes a coma1ose slumber 10 come upon creatures in die are-J of elfet1. I maximum of ld~ hil 
dice or li1ing creatures are alfec1ed, though creuurcs with ; or more hit dice are immune. Sleepmg crea1ures 
are helpless, bu1 will awaken upon taking damage. 

Slow (Transmutation) 
1£\el: Brd 3, Sor/Wiz 3 
Dura1ion: I round/le1'el 
Area of Elfect: lO·foo1 radius 

Range: Sigh1 of Casler 
Casling lime: 3 
Sa1ing Throw: Will negates 

Slow causes cremures IO move and anack al Ill of 1heir norm;d ra1cs. II negates lla.<ie, bu1 does no1 od1er­
wise alfec1 magically speeded or slowed creaiures. Slowed creatures suffer -l 10 anack bonus, -2 IO dodge 
bonus, and -2 to their reflex saves. To make maner.; worse, crc-Jtures save al -4 1s. thb spell 

Smashing Wave (Evocation) 
Level: Ord S, Rgr 5 
Dur.nion: lnsm111:mcous 
Arca of Eflet1: 5·fOOI 11idc W:Jle 

Range: 40 feel 
Casting lime: I round 
Sming Throw: Refle\ half 

11iis spell summons a wave of w:uer di;u mol'es In the direction 11illed by 1he easier, striking all in iL' path 
11i th massive force. TI1e wa1e deals ld8 cruslting d:unagc per caster level (111:1.\.imum 15d8). and in addition, 
there is a 25% chance a crc-Jltirc struck is stunned for 2 rounds, and a 5% chance 1he crealure is knocked 
unconscious. If the creature struck makes a succes;,ful ReOe.\ 0:11e. 1he damage is reduced b) half and the 
creaiure avoids being stunned or knocked unconscious. 

Snakebite (Transmutation) 
Level: Ord J, Hgr 4 
Dumtion: I round/level 
Are-J of rill"ect: Caster 

Rruige: Casler 
Casting lime: 5 
Sa1ing Thro1>: Fortimde negates 

This spell iransforn1s die casler's hands :uid arms into snakes 111tich can be employed in combat anacking 
lwice per round. Each auack dc-Jls I d3 piercing damage and 1he 1argc1 must roll a Foniiude '3VC or be poi· 
soned - the poison paralylCS and deals 6 poison damage per round 01cr the nc\I ; round>. 

11 7 



Snilloc's Sno,.ball Swarm (Etocation) 
Leid: Sor/Wiz l Range: ~ight of c:1.>ter 
Duration: hi>tantrutt'Ous Ca.,ting lime:l 

0 \re:t of Effect 10-foot radius buN Sa1ing lltrow: Reflex half 

Thb spell C<lU>l'S a Oul"I') of snowballs to erupt from a point w1dtin range. The swann of snowballs deals 2d6 
poinLs of cold damage. For C\'CI}' two e:t!iler lt• cb beyond Jrd, the snowballs deal a.n extl'"J die of damage, to 
a maxmmm of 5cl(J at 9th lc1cl or ltigher. Fi re-based creatures suffer double damage if dtcy fail their save. 

Sol's Searing Orb (Evocation) 
l.t,cl: Cir 6, Ord 6, Rgr 6 Range: Sight of Ca.<ter 
Dumtion: hNanta.neous Ca.sting lime: 6 
lrca of Effect: I creature Saving 11trow: Fonitude half 

l JJOn completion of dtis spell the caster hurls a brillia.nt, bl:ving sphere at a t;trget creature. When it hits it 
C\J>lo<l"' in a na.,h of light, blinding die target creature a.nd dealing 6d!2 points of fire damage. A successful 
fortitude saw a1oids ti1e blindnes:. and hal1es dte damage. Drow a.nd gmy dwa"es must make their sa>ing 
dtro\\ ag;un>l blindness at a -i 1>enaliy. Undead creatures are particularly 111lncmble to d1is spell and take 
double d.unagc. 

Soul Eater (Necromancy) 
Lelel: Sor/\l'lz (J, Mask 7 
Duration: Instantaneous 
Area of Effect: 10-foot radius 

Range: Sight of Caster 
Casting lime: 5 
S.1ving lltrow: Fortitude negates 

lltb spcll deals :ld8 damage to all li1ing cre'Jlures \\ithin a JO-foot ~Jdius . Any creatures that die as a result 
of tlus damage are oblite~Jted a.nd d1eir essence is transfom1ed into a 3 hit dice skeleton under comrol of the 
ca.ster .Uso. for each crC'Jture that dies in dtis ma.oner the cru.ter receives a +I bonus to Strength, Dexterit), 
and Constitution for I tum. Soul Emer has no effect on undc-Jd, constructs, and elemental creatures. 

Spell Resiscance (Transmutation) 
l.c1cl: Cir ; , Pal ; 
Du~Jtion: I rounds I level 
\rea of Effect: I creature 

Range: Touch 
Casting lime: I round 
Saving Throw: ~one 

lliis spell gnmL' ~ie recipient a spcll resistance of 12 + I per level of die caster. lltis effect "ill last for die 
durJtion of die spell or, irotticall) enough, until dispelled. lltis spell \\ill replace \\natever spell resistance dial 
the crC'Jlure :~rl'ltcl)' ha.,, wit is possible dt:U die recipient could have his spcll resista.nce lowered b)' the spell. 

Spell Shield (Abjuracion) 
l.elcl: Cir 2, llelm 2 
Ourntion: 5 rounds 
\rea of Effect I creature 

Ra.nge: Sight of C:lster 
Casting lime: 2 
Saving l11r011~ None 

This spell granlS a +3 bonus to Will Sales for ~lC dumtion of the spell. 

Spider Spa .. n (Conjuration) 
. J.C\·el: Sor/Wiz • 

Dumtion: 5 rounds + I roundllC\'el 
lr.-.1 of Effect Special 

Range: Sight of Caster 
Casting lime: 6 
Sa1ing Thr011~ ~one 

Tins spdl cun1urt'S a large spider 11hich is hrought under the CL>icr's tcleJr&dlic control. The type of spider 
that appe:tr.; depends upon die )C\·el of the Ctster: 

118 7th : Giant spider 9th PltL'e 'Jllder 12th+ Sword spider 

Spike Grol\th (Transmutation) 
LC\el: Ord .l R;mAe: Sight of C.tsier 

~ Duration: 10 rouncb Casting lime· Ci 
lrea of Effa1 20-foot mdius Sa1ing lliro\\: Rene, partial 

111is spcll tmnsforob the surrounding terram into spik) pla.nts. Ill) creature enterm~ dte area t;tkt.,. Id• 
points of piercing damage and must make a Rcfle\ sme or suffer injuries 10 the foet d1at slo" dte character\ 
speed b) one-third. 

Spike Stones (Transmutation) 
Lelel: Ord• 
Duration: 12 rounds 
Area of Effect 15-foot radius 

Range: Sight of Caster 
C:tsung lime· 6 
S:11ing Throw: Reflex half 

This spell warps dte surrounding rock, reshaping the terr.tin into spiked projections that blend into the hack­
gmund. An) creature entering the area takt'S I d8 hit poinb of piercing da.ntagc per round and mllst make a 
Rcflc\ save or h:11e its mo1ement mte rt'fluced by half. 

Spirit Armor (Necromancy) 
LC\el: Brd •. Sor/\\iz • Range: Touch 
Duration: ; rounds/IC\el Casting T1n1e· 3 
Arca of Effect. I creanire Saving 111row: \one 

This spell creates a corporc-.ti barrier around the target 's body b) tapping into the t:trgers life force. The 
armor itself i; 11cigh1less, and docs not hinder mo1emen1 or spell cru.ting. In addition, die Sptnt \m1or 11ill 
not work cumulati1ely \\id1 Oil) other annor, howe1er, de\lerit), deflection, rutd shield bonust'S still apph 
l\1iile m effect, the annor bonus is +6, as 1f he 11cre wearing splint mail. lbo, due to the magical nature of 
the spell, the recipient will recei1c a +3 bonus to Reflc\ smes. lltere is a danger to usmg the targcrs hfe 
force 10 power the spell, a.s 11hen the spell expires, the external pon1on or the spirit is temporaril) lost and 
2d.i JlOinL< of damage is incurred. 

Spiritual Weapon (Evocation) 
Lelel: Cir 2 
Ra.nge: C:tster 
S.11ing Thro" : ~one 

Casting lime: ; 
Dumtion: I roundlle1el 

B) calling upon his dci~, tite ca.\ler bring.' imo exi>tence a magical hammer, 11luch may be ust'fl as a we:tpon. 
lltb ha.n1mcr is composed of pure force a.nd c:m be used to strike t;trgets from a safe distance, de:ding td8 
bludgeoning damage per strike. 

Spiritual Wrath (Evocation) 

B Lel-el: Ord 6, Pal 6, llebn 7, Tempus 6 
Duration. ln;tantaneous 
lrea of Effect: Special 

Range: Sight of Ca.\ter 
Casting lime: 2 
Sa1ing Tllf011 · ReOe\ hall 

Upon completion of this spell, the caster becomt'S a focus of spin111al energy, which then shoots ou1 from the 
caster in four directions. like lighLJ1ing bolts. The cru.1er specifies the direction of one of the bolts i!Jid the 
other bolts shoot opposite :md perpendicular to that direction, completing a cro~\-shapt'tl pauem .\JI cre:t­
tures in the boll\ pad1 take •d lO + l poinL\ or magic drunagc, Refle\ sa1e for half. Creatures of the same 
mo~.d alignment (good, neutral, ail) as the caster are unaffected by the spell 
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Star ~letal Cudgel (Conjuration) 
Ll'd: Rgr 1. Ord 3 R:ut~c: Ca_,ter 
Duration 30 roun<li; Ca'Ung lime: " 
\rC'J of Effect C:Ner S;l\ing Titrow· ~one 

lltis spdl crc:ttt" a meteoric iron magic:il club tltai is +l alLtck bonus :md d:tmage, and tremed as a H 

ll<"Jpon fnr purposes of what ii can hit. Proficiency. strength, and specialization bonU>C> and penalties appl) 
It does :m additional ld6 poinLs of bludgeomng damage ag:unst undead and constnJCl\. 

Stalk Charge (Transmutation) 

W 
Ll'el: Ord 5, Rgr (1, Talos 4 Duration: 10 tums 
C:Lsling Time: I round Area of Effect: Sight of Caster 
S:mng Throw: Reflex half 

Siatic Charge ;, simil:u· 10 Call Lightning except it c:m be used indoors. L1>on completion of this spell :m 
enemt U(."Jlure \\lthin tlte art':! of effect is fried by a static discharge for id8 electricity damage per c.'bter 
l<'l'i, ·to :t nt:t\lntllln of 16<l8 electrici~ damage. Once released tlte static charge \\ill build up again on the 
u1.s1er. disd1arging once per tum for the duration of the spell. 

Stinking Cloud (Conjuration) 

EJ 
Le\el Sor/Wiz 3 Rattge: lcdium 
Duration: I round/level Casting Time: l 
\rea of Effect: .lO-foot rJdius Sming Titro11 : Fortitude negates 

Sttnkin~ Cloud cremes a billo\\ing mass of noxious vapors up 10 .\0 feet awai from tlte 11izard. Any Li1ing 
crC'.itu;e C'.IUAht \\ithin tlte cloud must roll a successful Fortitude sa1e or become nauseated. making them 
unahle to :lll:tck. cast spells, concentrate on spells, and so on. These elfeclS last for as long as he or she 
rl'mains in tlw cloud 

Stone to Flesh (Transmutation) 
Ll"cl: Sor/Wiz 6 Range: Medium 
Duration: Permanent C:i;ting Time: 6 
Arca of Effect: I creature Sa1ing Titro11c None 

Thi, ,pe11 turns a petrified creature back to normal. If one of your companions has been victimized by a 
ba.silisk or a medu>a, this spell will restore them to normal he-.tlth. The creature must succeed at a Fortitude 
~lH.: to :-.u1'i\C' the process howC\er. 

Stoneskin (Abjuration) 
Level Sor/ll'iz -1, llmater 6 R'Jl1ge: Touch 
Duration: 10 minuteslll"·el Casting Time: I 
Area of Effect: Creature touched Sa1ing Titrow: ~one 

TI1e warded creature gains r istance to blows, culS, st:tbs, and sla.<hes. The subjea gains d'Jlllage reduction 
10/+1. Ut ignores the first 10 poinlS of damage, tltough a weapon 11ith a +S enhm1cement bonus or :Ut) 
mag1c:il atta~k bn1:L<ses the reduction.) Once the spell has pmented a total of I 0 1JOinl< of dmnage per cast­
er lt>vcl (maximum 150 poinls), it is discharged. 

Storm Shell (Abjuration) 
Lt"el Ord ~. Rgr 3. Talos 3 Range: C:t>ter 
llur:uion: 10 rounds Casting lime: 6 
\rca of Effc'CI: f,aster Sa>ing Thro11c \one 

This spdl surround.s the caster 11itb a dark sphere of disruptil'e enerro tl1:11111011" 11ith him. The storm shcll 
120 gr:ulls a 151· rt.,.tst:tnce h<lflll> to fire, cold, :md eil'Ctrici~. 

Strength of One (Transmutation) 
,. Level Cir .1, Pal 3 R:mgc: Ca'>!er 
I Duration: ' rounds Ca.'1ing Time: .l 

i\rC'J of Effect: l;.foot r.tdiu> Sa\11tg Thro11 \one 

When tlli> spell is cast all allies in the area of effect are granted a +3 Strengtl1 bonus for tl1e duration of U1c spt'li 

Suffocate (Transmutation) 
Lcv·el: Sor/Wl1 7, B:ute ' Range: Sight of Caster 
Duration: 4 rounds Casting lime: 7 
Area of Effect: I 0-foot radius Saving Throw: Fortitude half 

This spell dra11~ the bre-Jth 0111 of all cre-J111res 11ithin the area of effea. Cre-Jtures tlt:tt do not breathe arc 
unafft'Cted. Suffocating crC'Jtures suffer -4 to :trmor class, -6 to Dexterity, h:df mo1ement rate, :utd take td8 
points of damage per round. A successful Forti111de save negmes :di effecis but 2d8 poims of d:unage for one 
round. The effecis begin to fade when tlte creature moves 0111 of tlte area of elf ea, although it mai take a 
round for a charat1er to catch tlteir ;,econd wind. 

Summon Djinni (Conjuration) 
Level: Brd 7, Sor/Wiz 7 Range: Sight of Caster 
Duration: I round/ll'\el Casting lime: I round 
Area of Elfea: Special Sa1ing Throne None 

With this spell, the conjurer can cajole a djinni , a massive genie 11ith po11erful abilities, to le:11e Ute Elemcmal 
Plane of Air and enter tlte Prime Material 1>lane. The djinni 11ill sc"'e for the duration indicated abol'C. anack­
ing tlte enemies of the caster. Casters are warned to be careful of tlus spell for a mistreated djinni 1vill tum on 
hi< master at Ute first available opportunity. The summoned djinni does not olfer 11ishes to the caster. 

Summon Efreeti (Conjuration) 
Level: Brd 7, Sor/Wiz 7 
Duration: 8 rounds + I round/level 
Area of Effect: Special 

R:mge: Sight of Caster 
C:!Sting lime: I round 
Sa•ing Throw: ~one 

With tltis spell, the conjurer can cajole a efreeti, a massil'e genie With powerful abilities, to leal'c Ute Elemental 
Plane of Fire :utd enter the Prime Material plane. The efrecti 1>ill sc~e for the dumtion indicated abo1e, ;Ulack­
ing the enemies or the caster. The caster is \V:tmed to be careful of this spell, for a mlstl'C'dted efreeti w!ll tum 
on iL< master at die firs1 al'ailable opportunity. Tite cfreeti docs not provide 11ishes to tlte caster. 

Summon Fiend (Conjuration) 
Le\·el: Sor/\"12 8 R'Jltge: Sight of C:!Ster 
OurJtion: 15 rounds Casting Time: I round 
Area of Effect: Special Saving Titrow: ~one 

More powerful th:m the 7dt IC1el "triant, casting this spell summons a frenzied demon. This demon \\ill 
attack everyone in tltc arC'J 11ho is not protected bi a protection from l"il spell. Onli dc;per.uc or >t11cidal 
mages use this spell . 

Summon Invisible Stalker (Conjuration) 
Level: Brd (1, Sor/111z 6 
Dumtion: 2 hours 
Area of l:ffea: Special 

R:utge: Sight of Ca<ter 
Casting Tune: I round 
Sa,ing Throw: ~one 

This spell s11mm0tb an in\isible stalker. a cr!"'dture nati1c to the Elemental Plane of .\Jr. Tith cre:uurc 11i ll 
obe) tlte order<: of the caster and rem:tin until the spell duration expires or ii is shtin 
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Summon Monster I (Conjuration) 
Le>el: Brd l, Qr l, Sor/Wiz I Range: Sight of Caster 
Duration: 3 rounds + I/level Casting llme: 6 
Area o( Effoct: Special Saving Throw: ~one 

Tili' spell summons a monster who 11ill :tid the caster for tl1e duration of the spell TI1e type of creature that 
coml':> is random. 

Summon Monster II (Conjuration) 

[fJ 
Lele!. Brd 2, Cir 2, Sor/Wiz Z Rlmge: Sight of Caster 
Duration: 3 rounds + I/level Casting lime: 4 
Area of Effect Special Saving Throw: None 

'i111s spell summons a monster who 1viU aid the caster for the duration of the spell. The ~'Pe of creature that 
comes b random The crc:uure summoned is more powcrlul than creatures sununoned by lesser versions of 
thi; spell. 

Summon Monster Ill (Conjuration) 
Level: Brd 3, Cir 3. Sor/Wiz 3 
Duration: 3 rounds + I/level 
Area of Effect: Special 

Range: ight of Caster 
Casting Tune: S 
Saving Throw: None 

ThL< spell summons a monster who 1viU aid the t-aster for the duration of the spell. TI1e ~'PC of creature Ihm 
comes;, random. The creature summoned is more powcrlul tl1an crc:uures summoned by lesser versions of 

this spell. 
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Summon Monster IV (Conjuration) 
l.t,·el: Brd "·Cir 4, Sor/Wiz 4 
Duration: 3 rounds + I/level 
ArC'J of Effect: Special 

Range: Sight of Caster 
Casting Tune: 6 
Saving Throw: None 

Titls spell summons a monster who will aid tl1c caster for the duration of the spell. The ~e of creature tl1a1 
comes is r:mdom. The crc:uure summoned is more powerlul than creatures summoned by lesser versions of 
this spell. 

Summon Monster IX (Conjuration) 
Level: Cir 9. Sor/Wiz 9, !!mater, 9. 

Tcmpus 9, Banc 9 
Duration: 3 rounds + I/level 
Area of Effect: Special 

Range: Sight of C.'lSter 

Casting lime: 9 
Saving Throw: None 

·n1is s1iell summons a monster who will aid the caster for the duration of die spell. 111e ~e of creature that 
comes is random. 111c creature summoned is more powerlul than creatures summoned by lesser versions of 
thbspell. 

Summon Monster V (Conjuration) 
l.e1el: Brd S. Cir ;, Sor/Wiz S Range: Sigh! of Caster 
Duration: 3 rounds + I/level C.'lSting lime: 7 
Are'J of Effect: Spt'Cial Saving Tiuow: None 

This spell summon; a mons1er who \\;II aid the caster for the duration of the spell. The ~'PC of creature that 
come. is r:mdom. The crc:tturc summont'll is more powerlul tli:u1 crealure. summoned b) le.:.er 1crsiom. of 
thi> spell . 

Summon ~Ionster \1 (Conjuration) 
Level: Brd 6, Cir 6, Sor/Wlz 6 
Duration: 3 round.I + 1/IL'·ci 
Area of Effect: S1>ecial 

Range: Sight of C.astcr 
C.'lSling lime: 8 
Sa11ng Throw: \one 

This spell summons a mons1cr who \viii aid the ca.ster for the duration of the spell. The ~'Pe of creature tlut 
comes is ~Jndom . The crC'Jture summoned is more powerlul thau cre-Jtw·es summoned bi lesser 1ers1ons of 
this spell. 

Summon ~Ionster VII (Conjuration) 
I.eve!: Cir-, Sor/\Viz 7, Tempus 0 

DtWJtion: 3 rounds + I/level 
Area of Effect: Special 

R:u1ge: Sigh1 of Caster 
Casting lime: 9 
Saving TI1row: ~one 

111is spell summons a monster who 11111 aid the C.'lSter for 1he duration of the spell. The ~'PC of cre-Jture that 
comes is random. The cre-Jture summoned is more powerlul than crc:uures summoned b) lesser 1ersions of 
1his spell. 

Summon ~Ionster VIII (Conjuration) 
I.eve!: Cir 8, Sor/Wiz 8, Tempus 8 
Duration: .\ rounds + i/IL'·el 
Area of Effect: Special 

Range: Sight of Caster 
Casting llmc: 9 
Saiing Thro\\ : ~one 

This spell summons a monster who will :ud 1he easier for the duration of the spell. 111e t)lle of crea111re that 
comes is r:mdom. The crea1ure summoned is more po11erlul than creatures summoned b) lesser 'ersions of 
this spell. 

Summon Nature's Ally I (Conjuralion) 
I.eve!: Drd I, Rgr I 
Duration: I round/level 
Area of Effect: Spechd 

Rm1ge: Sigh! of Cas1er 
Casting Time: 6 
Sa1ing Tiirow: ~one 

TI1is spell summons a crcalure of na1ure who 11ill aid the caster for the duration of the spell. The t)'PC of 
creature t11a1 comes is random. 

Summon Nature's Ally II (Conjuration) 
I.eve!: Ord l , Rgr l 
Durntion: I round/level 
ArC'J of Effect: Specild 

Range: Sight of Caster 
Casting lime: 6 
Sming Thro" : ~one 

This spell summons a creature of nature who "ill aid die c:ISter for tl1c duration of tl1e spell. The ~pe of 
creature that comes is random. The creature summoned is more pO\\Crlul thm1 cre-Jtures summoned b' les.s-
er versions of lhis spell. · 

Summon Nature's Ally Ill (Conjuration) 
I.eve!: Drd .\. Rgr, 3 
Durn1ion: I round/level 
Area of Effect: Special 

R:mgc: Sight of Caster 
C:i:.ting Time: 6 
Sa,ing Throw: ~one 

Titis spell summons a crc:uure of nature who "ill '"d 1he c:1'tcr for 1hc duration of 1he spell. The ~'PC of 
creature that comes is random. The creature summoned is more powerful 1hm1 creatures summoned hv k'S>· 
er versions of tltis spell. . 
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Summon Nature's Ally IV (Conjuration) 
lk\el: llrd I. Rgr I 

\rea of Ellen S1>Ccial 
C:t>tmg lime: 6 

Dur.ition: I round/level 
Range: Sigh! of C:C>ter 
Sa,ing Throw: ~one 

Thi' spell summons a creature of nature who 11ill aid dte caster for die duration of the spell. The l}]Je of 
creature di:u coml" 1s mndom. 

Summon Nature's Ally V (Conjuration) 
I.eve! Ord 5, Rgr 5 
Area of Effect: Special 
Casting lime: 6 

Dur.ition: I round/level 
Range: Sight of Casler 
Saving Throw: None 

Tiiis spell 'ummons a crc:nure of nmure who will aid the ca.'iler for the dur.uion of 1he spell. Tiie l)]Je of 
crc:uurc dial comes is r.indom. 

Summon Nature's Ally VJ (Conjuration) 
Level Drd 6, Rgr 6 
Area of Effect: Special 
C:t>tinglime: 6 

Duration: I round/level 
Range: Sight of Caster 
Sa1ing Throw: one 

Tlus >pell summons a creature of nature who will aid the caster for the duration of die spell. Tiie l}]Je of 
creature thm come> Is rruidom. 

Summon Nature's Ally VII (Conjuration) 
lk\el: Drd 7 
Area of Effect: Special 
C.'t<ling llmc: 6 

Duration: I roundlle"el 
Range: Sigh1 of Caster 
Sa1ing Throw: None 

l'his s]!cll summons a crc:uurc of nature who 11;11 :tid 1he caster for the duration or the spell. The type of 
creature duu coml" is mndom. 

Summon Nature's Ally Vlll (Conjuration) 
Level: Ord 8 
AreJ of Effect: Spechd 
Casting lime: 6 

Duration: I round/level 
Range: Sight of C:C>1er 
Saving Throw: ~one 

Tiiis spell summons a creature of nalure who 11ill aid the easier for the dumtion of the spell. Tiie type of 
creature that comes is random 

Summon Nature's Ally IX (Conjuration) 
1.e1·el: Ord 9 
Area of Effect: Special 
Casting llme: 6 

Dumtion: I round/level 
Range: Sight of Casler 
Sming Tiirow: None 

Tltis spell summons a crc:nure of nature who 11iU aid 1he easier for the duration of 1hc spell. The type of 
creature 1hat come, i~ r.mdom. 

Summon Shadow (Necromancy) 
Le\el: Brd ;, Sor/Wiz 5 
Dumtion: I round + 1 roundlle1·el 
\rea of Effect: Special 

Range: Sight of C:l'iler 
C:C>ting llme: 5 
S.111ng Throw: ~one 

Tiii.s spell summo!l' a cre.uurc or li\ing darkness. a Shadow, wluch 11ill ober the will of the caster For the 
124 durauon of tlic spell The lugher the caster level, the more powerful the Shadow summoned. 

Sunbeam (Elocation) 
Level: Ord ', I.athander 7 

Duration: -1 round:. 
Area of Effect. I 5-foot radlu; 

Range: Sight of C:t>ter 
Casting Tune: q 

Saving l11row: Refle.~ negates and half 

Thi; spell allows the caster 10 e1oke dazzling be:uns of imensely hot tight. \U crcamres in die beam arc blind­
ed and iake 3d6 poims of dam:ige. A successful Refle' save negates die blindness and reduces the damage h1 
half. Undcad creatures, fungl, mold, oozes, slimes and other fungoid crean1res caught in the mv suffer ld6 
points of daniage per caster level (maximum l0d6). 

Sun6re (Evocation) 

W 
Level: Sor/Wiz 5 
DurJlion: Instantaneous 
Arca of Effect 30-foot mdim, 

Range: Caster 
C.1Sting Tune: 3 
Saving Throw: Reflex half 

A sunfire is an explosive burst of fl:une similar 10 a fireball but cemercd on the caster. All cremure> LO the 
area of effect except for the caster are burned for ld6 fire damage per caster IC\·el (to a maximum of I 5d6 
fire damage) . A successful Reflex save halves the damage. Titis spell blinds drow and gm) dwarYes if a Refle' 
save is failed. 

Sunscorch (Evocation) 
Level: Ord I, Rgr I , Lathander I, Selune I 
Dumlion: Instantaneou; 
Area or Effect: I CJ'C'Jture 

Range: Sight of Caster 
C:C>ting llme: 4 
Sming Throw: Reflex half 

Upon completion of dtis spell a brilliant my of scorching heat fires down from the >ky and burns die tllr]el 
crcamre for ld6 + I fire daniage per ICl'el of the easier (to a maximum of ld6 + 15). l'nde-Jd crn:uure> and 
monsters vulnemble 10 bright tight iake ld6 + 2 fire damage per level of the caster (lo a maximum or ld6 + 
30) . In addition lo snstaining damage, victims are also blinded for 3 rounds. If die 1arge1 cre-Jlure makes a 
successful Reflex save ii 1vill avoid die blindness and take half daniage. Drow :uid grey dwarves are blindt~I b) 
the spell for 3 rounds (no save allowed) . 

Symbol of Death (All) 

' 

l.el·el: Cir 8, Sor/Wiz 8, Oghma 8 Range: 'ight or Casler 
Duration: Instantaneous Casting Tune: 3 
Area of FJfect: 30-foot mdius Saving Tiirow: Fonitude negates 

Titis spell conjures forth a maglcal gl)]Jh imbued with maglcal power that channels its effects through anyone 
capable of seeing ii. Cre-.uures must make a Fortitude sare or die. One or more creatures 11idtin 1he r:1dius, 
whose combined total bit points do not exceed 150, arc susccp1ible to the S}mbot·s effects. 

Symbol of Fear (All) 
Level: Cir 8, Sor/Wiz 8, Oghma 6 
Dumtion: I 0 rounds 
Area of Effect: 30-fooi mdius 

Range: Sight of C.'lSter 
Casting llme: 3 
Saving Tiirow: Will negates 

This spell conjures fonh a maglcal glyph imbued with maglcal power tliat channel> ils effects dirough an)'onc 
capable of seeing ii. Creatures arc allowed a Will sa\'e 10 resist dtis spell. If failed, cre-Jture> "ill be affected 
b) a powerful version of the Fear spell. 
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Symbol of Hopelessness (i\11) 
Lewi Cir 8, Sor/\\ iz 8, Oghma" 
DurJtion: JO rounds 
\rea of rJfoct. \O-foo1 r.idius 

Range: Sigh! of C:Ner 
Ca:.1ingTime: 'I 
Sming l1iro\\ \\;ill nega1es 

TI1i' 'Jldl conjures fonh a glyph imbued \\ith magical po\\er 1h:n channels 11S cl!c<.1S d1rough an) enemy 
rreamn" capable of sccmg 11. Cmuures affected \\ill be 01e1"helmt>d bi dejt'Ction and remain motionless or 
1111l lo'e ;tlJ hope of "inmng in comba1 and Dee. I successful Will s.11e "ill resisi the cl!ecb. 

Symbol of Pain (i\11) 
l.Clcl: Cir 8. Sor/Wi7 8, Ilma1er 8 

• Dnr:uion: 10 minuuwlC1el 
• Area of Effect '\O-foo1 rndins 

Range: Sigh! of C:t<ier 
C.'L>iing Time: 'I 
Sming Throw: Fonilude negales 

Tiu' spell con1nres fo11h a magiatl glyph imbued wilh magiatl power 1ha1 channels iis elTecis 1hrough an) 
c·ncm) crl."Jlures capable of seeing it CreJlures affected 11ill ,uffer 11 rncking pains d1roughon1 their bod), 
rc'llucing d1cir Dc\terit) scores by l :md impose a -4 penal~ on attack rolls, skill check.• and ability check.• 
!Fortitude negates). 

S)mbol of Stunning (All) 

·~ u.,eJ Cir 8, Sor/Wiz 8 
, Dnr.ilion: 5 rounds 

\reJ of Effect .10-foot rndius 

Range: Sight of C:t<ier 
Casting Time: .l 
Sa1ing Tiirow: Fonitude negates 

Tius 'pell con1nres fonh a magical gl)ph imbued \\ilh magiatl po" er d1a1 channels its cl!ecis 1hrough anyone 
capable of ><'Cing 11. One or more creatures \\ith 1he rAdius whose total hit poinis do not exceed 250 become 
stunnt>d (Fortimde negates). A stunned creJture can't act and loses ail) Dexteri~ bonuses 10 AC. Attackers 
g:un +2 bonuses to attack ii. 

Tenser's Transformation (Transmutation) 
l.t,el. Sor/Wi1 6 

) l)umtion: I round/IC1el 
\rca of EITcct· Caster 

Ra11ge: Cas1cr 
Casting Time: 6 
Sa1ing Throw: None 

The c;t;ter becomes a ,;nual figluing machine - stronger. 1ougl1cr. fa<1cr. :md more skilled in combat TI1e 
c:L<ier's nundsct cha11ges so d1at he relishes combat and am'1 casi spells. The caster gains Id6 1emporat) hit 
poinL' per ca..ier Je1el, a H mttur.tl armor bonus 10 AC, +2d" Strength, +ld-1 Dcxteri~ . +I baxe attack bonus 
per t\\O caster JCl·els (which may gil'e you an cxtr.i atL1ck) a11d a+; bonus to fortitude s:11cs. The caster 
att1ck.' opponents 11id1 mclce or r.111ged weapons, e>en resorting 10 unarmed attacks if tl1ars ali he am do. 

Thorn Spray (Tranomutalion) 
Lt,·el: Drd " Range: Spcci:tl 
Durntlon Instantaneous Casting Time: 3 
\reJ of Effect: .lO-foot Jong, 25-foot \\ide cone Saving Thro11 : Reflex half 

B) means of ihls spell, 1he caster am cause a sprn) or barbs, spikes, thorn;. and spines to spring forth from 
hi' hand. The tl1om sprn) inOicts 6d I 0 piercing damage to :tit creatures within the area of effect \\ilh a Reflex 
s:11e for hall daniage. 

Tortoii;e Shell (Abjuration) 

126~ 
l.e1el .llrdJ 
Dur.ttion: 10 round; 
\rca of FJfoct I cre:uure 

R.·mge: Close 
C:t<ling Time: l 
Sa1ing Tiiro" ~one 

lpon completion of d1is spell, a large hcmi ·phcric.tl 'hell =ibling that of a tonobe encase" the 1arget 
crt'Oture, slueldmg it from the outside 11orld '11ie creature enat<ed can take no acllon hut In mm 1, 1mpeni­
ous to all effects. The tonoise shell has 100 hit poiub. 

Tremor (Transmutation) 
LC1el Cir 8, Drd 9, Talo' , 
Dur.itioo: Instantaneous 
Area of Effect Sight or Caster 

Range: Caster 
C:tsting Tune· I round 
Sming TI1ro11 Refle, neg;ucs 

This spell causes a local tremor to rip through the ground Enemies 11id1in sight of die atster ,uffcr ~tllO+l 
poinLs of bludgeoning dan1age and must make a Rene, s:11e or he knocked unconscious fnr .l rounds 

Trollish Fortitude (Necromancy) 
Level: Sor/Wlz 6 
Durntion: lO round; 
AreJ of Effect: C:1Ster 

R:mge: f•tster 
C.'L<1ing Time: 6 
Sa1ing Thro11 . \one 

Thb spell imbues die aister 11ith the rcsllience of a troll, :tllo11ing the aister to regener.ite ; hil points per 
round up to his/her maximum hit points. 

Vndead Ward ( ecromancy) 
l.Clel: Cir 5. Pal ;, Selune ; 
Durntion: I 0 rounds 
Area of Effect: !0-foot mdius 

Range: Caster 
C:isting Tune:" 
Saving Tiirow: ~ooe 

TI1i> spell ainplifies the influence the at11er ha1 mer unde-Jd, 1hough ii" lied to the are:1 surmunding tl1e 
caster where ais1 and does no1 mo1e. Any undead creature entering 1he areJ of effect is a!Tt'CIC<I as if mml>d 
b) the caster tl1at invoked 1Jlls spell. If 1he turning fails. the undead creamre is immune 10 fu11her mmlng 
attempts by the spell unlcs.1 it lcal'es :md rccnter.. the are:1 or effect 

Unholy Blight (Evocation) [Evil) 

D 
Level· Cir 4, Mask 5 
Dur.ition: lns~1111ancous 
AreJ of Effect: lO-foot rntlius 

Range: Medium 
Casting Timc: 3 
Saving TI1row: Fortimde partial 

This spell calls upoo unholy po\\er to 'mite 1our enemies. Any creamres of good alignment 11itl1in the arc:1 of 
effect take Id dainage (maximum 5d8) per mo at\ler Je1·els and sickens them for Id• rounds. \ succe:.sful 
Fortitude sal'e reduces dainage 10 half and neg:nes tl1e sickening effect. \ eutl".tl creatures take half damage 
a11d are 1101 sickened. 

Vampiric Touch (Necromancy) 
Level. Sor/Wi1 3 Range: Touch 
Dur.ttion: Special Casting Time: .l 
Arca of Effccl' Ll1ing creature touched Sa>ing Tiiro11 ~one 

TI1is spell imbues die caster's hands wi1h die ability to drain life. When a successful melee touch attack is 
made, the 1ictim loses ld6 hit poinL' for CICf) nl'O atlter le1els (maximum IOd6) . These hit JX>ints are added 
10 the atster, with any hil poinls 01er die atster\ nom1al maximum total treated as 1empor.ll')' bonus hit 
poinb. TI1e 1empor.try hil polms disappear after I hour. 

Vipergout (Conjuration) 
Level Sor/Wiz ; 
Dur.u1on: I round/IC1el 
\r!"J of Effect C:l\lcr 

Range: ili\ICr 
C:ISling Time:" 
Sa1ing Thro11 \one 127 
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This 'pcll <ummon' 11per> which le:ip [onh from the caster's mouth to attack her enemic:.. Starting on die 
mun<I die 'Jldl L' complctt-<l, the ca.,ter spiL' forth one 11per e-Jch rouod for die duration of the spell S(Y•t 
1iper.. land at die C'JSter\ feet and sta) for 3 rounds. lntil die ca>ter ha> brought forth all the snake:. sum­
mon"I h} this ,pell, , Jw c:mnot C'JSl spells. 

Vitriolic Sphere (Conjuration) 
Li.'el· Sor/\l'i/ I 

Duration . SJK.'Ci:d 
\re-J of Effect: Special 

Range: Sight of Caster 
casting Time: 1 
Sa1ing Throw: Rene, half 

This spell conjures a sphere of glowing emerald acid that the caster can direct to strike any target 11;thin 
range. When it reaches its target , die sphere e\plodes and drenches die 1ictim in potent acid. The 1ictim suf­
fe,-,, ld.i point> of acid damage per c:c.ter lel'el , to a maximum of I 2d4 point> of damage. After the Initial 
damage. the 1ictim must make a sming throw 10 avoid more d:umtge. If unsuccessful, die 1ictim continues to 
suffer acid damage in die following rounds, sust:tining t110 less dice of damage each round. For ex:unple, an 
~th-ll'lel 111zard mfucL' &14 damage 11ith this spell on die first round, 6d4 on the second round, 4d4 on the 
third round, 2d4 on the founh round. and the spell ends on the fifth round. Each round the 1ictim is entitled 
to ; RcOe\ sa1e to a\oid further d:unage. TI1c vitriolic sphere also splashes acid in a 5-foot radius around die 
pr1111;u1 target "11} cre:itu rcs 11i1hin the splash radius must roll a Reflex sal'e or suffer a splash hit d1at inllict> 
Id 1 points of damage per eveiy fi1e levels of the caster. S1>lash hits do not cause continuing d:unage. 

\'ocalize (Transmutation) 
Ll'cl· Brd 2, Sor/Wiz 2 
Dumtion 10 rounds 
Area of Effect. I cre-Jture 

Range: Touch 
Casting Time: 2 
Sa1ing Thro11. None 

The rl'Cipient of dtis spell can cast spell< 1vith a verbal component without having 10 make any noise, so long as 
the c:1>ting takes place enti re!) \\idtin die duration of the ~ocalize spell. This spell h:1> no eliect on other noises 
or spL't'Ch - it simpl) removes a spell's l'erbal component. ·n1is spell is a great counter for Silence 15' Radius. 

Wail of the Banshee (Necromancy) 
lelel: Brd 8, Sor/Wiz 9, Oghma 9, Talos 9 
Oumtion. lnst;u1taneous 
\rea of Effect: .lO-foot radius 

Range: Caster 
Casting Time: 9 
Sa1ing Thro11 : Fonitude negates 

111e ca.\ter emit> a terrible scre:un that kilb cre-Jtures who hear it (except for the caster) . Spell effects I cre:i­
ture per IC\el of the ca.>ter. 

Wall of Fire (Evocation) 
lelel: Ord 5. Sor/\l'iz 4 
Oumtion: 5 rounds 
Are:1 of Effect: ZO-foot long, 5-foot wide wall 

Range: Sight of Caster 
Casting Time: 4 
Sming Tiirow: None 

Tins spell brings inlo exbtence an immobile, blazing curtain of shimmering fire. Any creature passing 
d1rough the wall takes 2d6 + I fire damage per caster level to a maximum of 2d6 + 20 fire daniage. 

Wall of Moonlight (Evocation) 
l.e1el: Ord"· ~lune 5 Range: Siglu of Caster 
Dur-Jtiou 5 round.s Casting lime: -
\reJ of Effect: 20-foot long, 5-foot \\ide 1mll Sa1ing Throw None 

Thi> spell imokes a >lHmmering tapc:.try o[ blue-\\hite force. Tltis 11;~1 Ls lnt:utglhlc, rc•1ulring no phjsic:ll 

anchor, attd can easil) he pasM-<l through. fail creature" JM'"'"& d1rough the 11all 1<tke !d!O ma~c damage 
lnde-Jd crealurcs p;L"ing di rough die wall take 5d I O magic damage. \ cre-Jture d1at h:t> P"-'-"-'<i through dw 
wall can onl) take dan1age from ii once. Only one W:~I of Moorllight ma) he rn effect at any time. 

Web (Conjuration) 

, l.evel: Sor/Wiz 2 
~ Duration: I 5 round.' 

Area of Effect. 15-foot radius 

Range: Sight of Ca.<ter 
Casting Time: 2 
Sa1ing Thro11 . Rene, negates 

Web creates a mani-layered mass of strong, sticky strands, suntlar to spider 11eh>, hut much larger :md 
wugher. Creatures 11ithin the area of effect 11ho f:ul a Rencx sa1e >uffer a -2 penal~ to attack rolls,., penal~ 
to De\terity. and can't mo1e. An entangled character 11ho anempts 10 cast a s1>ell mu>i make a Concentr.ttron 
check or lose the spell. 

Whirlwind (Evocation) 
lelel: Ord 8, Talus (> 
Duration: I 0 rounds 
Are:i of Effect: Special 

Range: Sight of r.a.ster 
Casting Time 9 
Saving Thro11. Rene\ pani;tl 

Tltis spell cre:ites a small whirl11ind near the caster, which the caster can direct 10 a locauon 11itltin Jus sight 
Once the whirl11ind re:1ches iL' destination , die ca>ter 11ill lose control and the whirlwind will 01 around l"Jn· 
doml) , hanning [ricnd and foe :tlike. The caster i> immune to d1eir own spell, and elcmentals ;,d other hu~e 
cre-Jturcs are also unaffected. If a creature is cauglu in the path of the whirl11ind. it utkes 2d8 crushm~ dam­
age, 2d8 sla>hing d:unage, and must make a succes:.ful rene\ sa1e or be stunned for 2 round,. Crcaturl$ 11ith 
2 hit dice or less are automaticall) killed by thb spell. A maximum of 8 target> mai be aifl'Cled, after which 
the whirl11ind 11ill dissipate. 

W)'\lern Call (Conjuration) 
, l.evcl: Sor/Wiz 6 

Dul"Jtion: I rouncVlevel 
Area of F1Ject: Special 

Range: Siglu of Caster 
C:c.ting Time: I round 
Saving Thro11 : None 

When dtis spell is cast, the 11iwd opens up a magical channel d1at will summon a 11)\ent to his aid. TI1c 11)\Cnt 
11ill remain under die 11i1.ard's control and 'viii Lil'e and die 31 hi> command until die spell duration expire" 
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OU'IHTilNG YOUR.5ELF 
n1e lnvcn1ory Page :u1d how 10 equip ilcms are dlscu;...cd in 1hc intc1facc >t'Clion on !memory in 1he G:unc 
Gnide. (See Table 8 on page 110 for lisun~' of \nnor Cl"'' bontk..c>.) 

Armor 
full Plate Armor: The be.t (:md hemicst) annor a "'tnior can buy. botl1 in appe-.trance :md protection. 
The perft'Ctl\ filll'li imcrlocking plates are ,pecially angled to deOect arrO•> :uid blow .. and the entire suit b 
carefulh adorned with ridi enw-a1111g and embos..e<J detail. 

Plate Mail: A combination of cham arn1or wllh mcial plares co1enng the 111al areas M1ch as the chcsr. 
abdomen and groin. nie 11cigh1 b disrributed mcr rhe 11hole body and rhe v.11ole tliing b held 1oge1hcr1111h 
buckles and ''raps. 

Splint ~tail: A ~]JC of mail in •luch the meial mip> arc applied 1erucall) 10 tlie backing of chain or leather 
Tltis amwr b :.trong and rclatJ\el) mexpensi1e compared 10 plaie mail 

Chaimnail: Ch:unmail b made of inlerlocking mcial rings. It is al11a;s •Orn over a la)Cr of padded fabric 
or sofi lcaiher 10 pnwm chafing and l~n 1he impac1 of blo11s. 

Studded Leather: ntis annor is made from IC'.tlher (nol hardened as \\ilh norn1al IC'.tlhcr armor) rem­
forced "uh clo..c-sct metal m eb 

leather: niis annor is made of lca1hcr hardened in boiling oil :u1d 1hen sliaped imo breastplate and 'houl­
der proll'C\Or.. The remainder of rhe suir is f:ll>luoned from more Oc.\iblc. somcwha1 sofrcr maleri:d;. 

Shields 
Tower Shield: Abo knmrn :t' rhe kite or 1m1er shield, rlus m:t'>Sil'e mc~d or wooden shield rC'.tcl1l'> near!) 
from the dun to rhe roe of rhe user. II musl be finnl) fasrcncd 10 rhc forcann and rhe shield hand mu>r finnly 
grip itarall limL'>. 

Large Shield: Thi> sltield is C'.trried in tlie sarne manner;;; a small 1hield Medium shields are usuall) 
made of mer;tl , r.lllge from f-'f 111 dlameter, and l':ut be of an; shape, from round 10 ")Uare ro a spre.id 
dr:tgon's 111ngs I rypical mL'liie>al shield resembles a triangle 11ilh one J>Oilll facing downward. 

Small Shield: The small shield is usually round and b canied on die forC'.tnn, gripped •irh rhe shield 
hand 11> lighr •eigbr as compared 10 a medium slueld pemuts rhe user 10 carry orher Hems in thar hand, 
;dthuugli he cannor 111cld or carry :u1other weapon. 

Buckler: Bucklers are slighrl) smaller 1ersions of small shiclcll. 

Clothing and Jewelry 
Amulets: \mulct1 are jewel!) (someumes magic:d) suspended from a cham wom around rhc neck. Onl) 
one amulet can be wom al a time. 

Boots: il<tol1 arc nonnally hmid-madc h) cobblel'>. Common boot1 arc made by using a fonn. bur good 
boors arc dl'>igncd for die foot of mi indl1idual 

Bracers: The:;e thick band' of mcral or leather ;re Sll"J(>ped. belled. or tied to a characrcr's foreann. 

Cloak: !Joak.' can he made in every po~'ible shape 1>ith jusr abour c1ery type of fabric. The mosl common 
fornis are :l circular piece of fabric 11ilh a hole m rhe ccnter for the hC'Jd, ;md fabric draped from neck. con-

1.)0 nL'CIL'li b) a chain. bnioch. cord, or pins. 

Gaunllets: Gaundels are annored glo1es. niey can be made of leadier. meL'll plaies. or ch:unmail. Elcl) 
SUJI nf annor is ok'>SUml1i IO include g>lunliel\ of an appropriare ~pe. Magical gaunliels lend IO be finer. 
lighter, a11d more e:tiily •om rhan nonn:tl rnrielies. 

Girdles: Girdles are similar 10 belt" L nlikc bells, girdk" arc 1101 used ro hold up panb :uid dungart't:., bur 
to carry poucl1cs, scabbards, and the like 

Helmets: llelmeL1, made of reinforced leather or mcr:tl , co1er mosr of tlie head, sa1c rhe face and tK'Ck. 
llelmer protect again\! critical hib. 

Necklace: A necklace" a piece of omarnenral mew jcwelri usuall) made of siher. gold. or otlier prl'Cious 
meial. and adorned \\ilh gem\. \ necklace b alway \\Om on the neck :u1d can be of all) lcngrh 

Rings: Ring,• are wom on rhe fingel'> :md ofrcn t:rrl) mi cnch:unmenr. One can be 11om on each hand 

ARMING YOUR.5ELF 
Sec T:tbles 6&" on pages 1"5-1"6 for lbring of "capon cost, cy]JC, dan1agc, tlircar r.mge and profidenC) rypc 
llcrc arc some brief dl'SCriptions of tlie 11c-Jpon>. missile we:11>0ns and :unmo you can find in lcewind Dale II 

Arrows: ll1c llighr arro11, :ll> il1 nanie implies, is builr for dis~cc. These arc light11cigh1 arro11> and are 
often used for hunting. Mosr or lhcsc arrow> are made of ash or birch and are .10 10 "O inches Jong. 

Bastard S"'ord: \)so kito1111 a.' rhe h:uid-and-a-hall sword, tlic b:to;iard sword deri1es it' name from tlie fact 
rliar it is hal~vay bcrwccn tlic rwo-handed S11ord :u1d rhc longsword. The b:t<r:trd S11·ord has a doublN dged 
blade :uid a long grip. 111e Ol'crall lcngcli of the basrard sword r.mges be111'l'Cll four feet and four fccr ren inches. 

Battle A.te: n1e mosr common l'ersion of the battle :t\C i> a "our J>Ole abour four fCL1 m lcngrh 1111h a sin­
gle-edged, 1rompe1-shaped blade mounred on one end. 

Boll: Bohs are rhe :umnunitiun fired b) crossbo11s regardless of rhc 11eapo11" 'izc. 

Broad Sword: nic broad Sll'Ord i> a hC'JI')' ntililal') S11ord 11i1h a double-edged blade. lhhough a Huie slow­
er rhan a lo11gs11ord. tlic broad S11ord rends 10 be more clamaging. 

BuUet: A bullet is a pellcr of hardened clay or IC'.td c:t'I spt'Clficall) :ll> :unmunilion for die sling. 

Club: Mosr clubs are stout, hardwood slicks, narrow :11 rhe grip :u1d wider at rhc end. Anyone can find a 
good srour piece of wood and \'lling ir, hence rhc club's 11idesprC'.td use. ~ore rhat ~izarcb in lcl"ind Ihle II 
can use clubs. 

Crossbo": A crossl>011 b a bo11 moumed crOSS'\\'lSC on a 11ooden or mcL'll >1ock. n ie cros.,1>011 fire~ a quar­
rel (also called a l>0h). 

Dagger: The ~Jl1cal dagger has a poimed, double-edged blade. as opposed 10 a ki1ilc. 11hich lull> a single 
edge :uid is a bit shoncr. 

Dart: The clan is a small missile wca1>011 cl1a1 1s 1hro1111 mrhcr rhan fired from a bo11 or orhcr launcher. 

Flail: The Oai l is a srurd) wooden h:mdlc :m:iched 10 an iron rod. a wooden rod 11itl1 smds. or a sruddl'li 
iron ball. Berwcen rhe handle and ill> implemem IS cirhcr a lunge or chain link 
Halberd: The halberd consl'l' of a clca1cr-likc axe blade monnred on a sL'lff avemgmg six feet in lengrh 
nie :tw blade is balanced :u rhc re:rr •;rh a Ouke, and surmou111t1I by a sharp ;pike. I halberd comhines 
fC'dllires of l>01h a ;pc:rr :uid :ui :t\C. 
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Longbow: This type or bo\\ '' abuut as long :b the !lITher i; tall, usuallr 6 or more feet. 11 has better range 
than the shorthow. Composite Jongbo1>~ are hows made from more than one ~l'e or material. This gives 
greuer fles.ihilit~ :01d better range. 

Longsword: Th~ S\\ord.s are LLsUall) referred to as double-edged s\\Ords, war S\\ord.s, or mililal) swords. 
In many ca.ses. the longsword has a single-edged blade. There is no single version or the long.sword. and diC) 
"LI) in lengdi from 35 inches to 4" inches. In die latter case, the blade is known to take up as much as 40 
inches or die total length. Most longswords have a double-edged blade and a sharp point at the tip. Despite 
die tip, the Jong.s11ord is designc>d for sl:Lshing, not thmstlng. 

Mace: The mace iS a direct descendant or the club, being a wooden shaft with a stone or iron head. The 
hC'Jd design 111ril.,,; some being flanged, and odicrs having pyramidal knohs. 

Morning Star: Tiic morning smr is a wooden shaft topped with a metal head made up or an iron shcalh. 
Morning st.'ll'S lme :m overall length or about four feet Some such weapons have a round, oval, or cylindri­
cal-shaped hC'Jd studded "ith spikes. 

Quarter Staff: The quarter Stalf is a length or wood ranging si' to nine feet in length. lligli quality staves 
are made or stout oak and are shod with metal al both ends. The quarter stalf is wielded widi both hand.s. 

Scimitar: This s·word is a long, cuNed single-edged blade intended mostly for horsemen. 

Shortbo": TI1i> is the earliest fonn or bow. Shortbo11~ are about 5 feet long. A> die yC'Jrs passed, attempts 
\\Crc made to incrC'JSC bow ranges. Bows were either made longer or flC>JbiliW was incrC:IS(.>d with no 
ch:mgc to the length. The fonner resulted in the longbo11. Composite shortbows arc bow~ made from more 
dian one ~pc or material. This gives grC'Jter flC>Jbilicy and better r.mge. 

Sling: Tiie ba.<ic <ling consL<ts or a Jcatlier or fabric strap with a pouch for holding a missile. The weapon is 
held by budi ends or the strap and t\\1rled around the 111elder's head. When top speed is :tttained, the missile 
is l:mnchc>d bi releasing one or the strap's end.<. 

Spear: One of man's earliest weapons, dating back to die most primiti1'C of times, die first spears were wood­
en stick.< sharpened :tt one end When man mastered metals, spC'.trhcads were made from iron and steel. 

s .. ord, Short: This is popular as :u1 off-hand weapon or as a primary weapon for small characters. 

Throwing Axe: The blade or this axe has a sharp sleel tip, counterbal:uiced by a pointed fluke. The short 
h;mdle has a point or the bottom :uid the head may have a spike on the top. 

Throwing Dagger: Similar to a dagger, but balanced for throwing. 

Two-Handed Sword: 11tc two-h:uidcd sword is a derivative or the longS\\ord. The blade was lengthened to 
6 feet or more. and the handle extended. Tu·o hands became necessary to properly swing 1he S\\'Ord. 

Warhammer: Tiie warh:unmer consists of a wooden or metal shall capped 11ith a metal head. Tiic head is 
LL<uall) a block, a cylinder, or a "edge with a flat or slightly rounded face. Tiie heh or the head makes tltc 
h:uruncr ideal for S\\inging :uid cmshing througli annor.; or all WPCS· 

\'ote tlx1t t/Jere are ".llas/erwork" versions of (II/ /be 11'/Japo11s listed "hove. 11Jesc bigb qu"fitJ' ltJe(l/JOllS 

provide a bo1111.1· to bit, but Ibey "re 110/ magic"I 

MAGICAL ITEMS AND TREA.5URE 
Your 1>arty 11ill come across a wcald1 or gold durb1g dicir achcnturcs, but there 11;11 he other treasures thm 
your charactel'i \\;II not want to seU or give away, mo>t notably magic items. Magical items arc powerful aid.,, 
With diem, characters can gain bonuses m combat, cast spells wid1 a mere \\Ord, 11id1StaJ1d tlte fiercest fire. 
and perfonn feats impossible by any other means. ~ot all magical items arc beneficial, howl'ler Some arc 
cursed, the result or faulcy construction or die deliberate handiwork or an evil or vengeful 11izard. 

Unidentified magical items are tinted blue; items that cannot be used b) tlie current dmracter arc tinted red. 
Items diat can be used with die Use Magic Device special ability arc tinted )'Cllow. 

Magical Weapons: Tiicre can be a magical 1ersion or nC'.trl) an) ~'PC or nom>al weapon. B) far die most 
common magical we1pons are swords and daggers. A magical weapon l}Jlically gives a + I or greater honus, 
increasing a charJcter's chance to hit :uid damage. Whether they arc simply quicker on die attack, or sharper 
th:ui nonnal steel, magical "capons gi1e results far bC)·ond dtose or the fmcst-crafted non-magical blade. A 
rare few weapons ha1c even greater powers. 

When you find a magical we1pon, more dian likely you 1>iU not know its pro1>erties. 111csc properties mLL't he 
learned through research and speUs. Identify spells and chamctcr.;' lore abilities can provide infonnation 
about a WC'dl>On 's properties. 

Magical Armor: Ench:uned annor complements magic-JI weapons. Magic am1or has a+ I or better bonus 
to its normal Annor Class, being made stronger :uid finer th:ut non-magical annor. Although such armor is 

generally finely made and claborJtely cngmed, characters c:ui <liscover the annor's powers only b) the same 
mcdiods they use to discover the powers or magical weapons. 

Potions and Oils: Magical potions :uid oils are casil) found but hard to identi~ . ThC) come in <mall bot­
tles, jugs, pots, or vials and clearly r.icliatc magic. Tiie basic function or a 1>0tion ma) be apparent, but 
whedier it L< truly bene6cial or not is only evident when consumed. RcsulL< can 11111 - tlie imbiber mai dis­
cover he c:u1 resist great hC'Jt or cold, hC'Jl grievous wounds, or fC'Jrlcssly face tlic greocst dangcl'i. llc ma) 
also 6nd himself struck dead by a powerful poison. 

Scrolls: Scrolls arc a comcnicnce and luxuiy for spell casters. By reading the incantation written on the 
pages, die cleric or wizard c:ui lnstaiidt cast that spell w;diout the need to memorize it. Some scrolb are 
usable by all characters, granting special bu1 temporary protections from various danger.; - evil creatures. 
l)'Cantliropes, cxtraplanar creatures, etc. Odicr scrolls bear hideous curses, brougln into effect at the time or 
tlicir use. TI1c only way to kno11 what a scroll comains is 10 idcnti~ its comcnls. Wimds (but not sorcerer.;) 
can also use 1vizard scrolls to inscribe spells into dicir spellbooks. Titis option appears on the iteni's mfonna­
tion page. 

Rings: Magical rings arc usable by m:ut)' dillcrcm classes and c:ui bestow a 11idc range or power.;. As 11ith all 
magic:d items. some rings ca11 hann rour clmractcr. Cur.;ed ring:. can be removed only widi die :tid or spelb. 

Wands, Staves, and Rods: These are aniong the most powerful or magical hems. Wancb are commonli 
LLSCd by wi1,ards, allowing diem to cast powerful spells 11itli tltc flick or a wrist. Staves can be used b) either a 
11izard or a cleric. Staves can lie trul) destmcth·e, dwarfing even the potenti:d or a w:unl Rod.' are die rarest 
of ali, die accoutrements o[ 1vitch-kings and great lord.s. W:uids, s~n·es. :uid rod' are not limitless in their 
power. however; cacli use drJins diem slighd) until thC) are powerless. 

Miscellaneous Magic: Miscellaneous magic:d item.< arc where the true 1'llricty of magical tre:Lsures lies. 
E:lch ilcm possesses some unique po11er. There arc girdles that grJrt great strength, caps to make iour char­
amr smarter, rare tomes dim increase ability scores, and much, much more. 
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TABLF.S 
Table 1: Character Ability Scores 
111c foUowmg ch:u1 applit'S to •d i of the sl\ abilities of a ch•m1ctcr. The moM important column is the Bonus 
Modifier column witl1 detenninci; the modifier for ;In abiUt). For instance, if a charac1er has a Strength of 21, 
Ins Strcngth Abilit) Modifier would be +;. 

Bonus Spells (b) Spdl .:::Le:.:.:••"'I) __ 
Honus 

Score MocU(ier I z 4 

I -5 X x x 
2-.\ -I x x ----
•·5 -.l x x 
6- -1 x 
8-l) 

10-11 
- I X X 
0 

121 .1 + I 
l ·t-1~ +2 
16-1" _ __ +_3 ________ _ 
18-19 H 

10-21 +; 
z!-2.1 +(1 

2+15 + 7 

16-1" +8 
,IB:zg +9 

:f~:~·:~o---:-:-~ 
3+.l' +11 
.lb-.\" +13 

~~:',~i--+-+ :~~-
~l-1.i +16 ----
11-1'; +I.., 

i I 

2 
3 -~l--

1 3 
.l -.l --3-

.l .I 3 
.I :i 

X: Charac1er cannOI ca:.1 spells ued 10 d1is ab1ti~ 

5 6 7 
x x x x --'-x--"x--

x x 

x 

2--1-

2 
3--

3 3 
-.-l --3-

:1 3 

x 
x 
x 

I 
1--

Table 2: Experience and Level Dependent Benefits Chart 

Lenl XP Class Skill lllu Cross-<:lass Sklll /llax 
-----------~ 

I 0 4 2 
I.OOO 5 2 
3,000 6 
6,000 
10,000 

6 15,000 
21,000 10 
28,000 I I 
36,000 12 

10 45,000 13 
11 55,000 14 
12 66,000 15 7 

13 78,000 16 8 
14 91,000 17 8 

Feats 

lst 

2nd 

3rd 

_ _c1s,__ __ 10.:..:s.:..:.ooo-'-'-___ 1..:.s _____ 
7
9 ____ 6:::11::_1 

16 120,000 19 9 
17 136,000 20 JO 
18 153,000 21 10 
19 171 ,000 zz 11 
20 190,000 23 I I 

-720--1 -~2~10~,ooo~---2~4 _____ 1_2 ____ 8th 
22 23 1,000 25 12 

_723,__~25:'73'':0:0000::----""26,-___ _o:l3,._ __ ___,91h 
24 276,000 27 I 3 
25 300,000 28 14 
26 325,000 29 14 IOd1 
27 351,000 30 15 
28 378,000 31 15 
29 406,000 32 16 I lih 
30 435,000 33 16 

Ability lncreast 

---,-l SI--

2nd 

3rd 

6tli 
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Table 3: Base Save and Base Attack Bonuses 

Lt"I 
Leul 

Cleric, Druid., 
FJghtt.r, Barbarian, Rogue, Bard, or 

Base Paladin, or Ranger Monk Wil.ard or Sorcerer 
San Bonus Base Attac::k Bonm Bast Altack Bonu.s Bau Attack Bonus 

+Ol+l + I +O +O ___ _ 

+O/+.l __ +~2:_ ______ __.::+~1 . _______ _:+'Cl ___ _ 
+l/+3 +3 +2 ________ + I ___ _ 
+l/H H ---+-3 +2 

+ l/H +5 +3 +2 
+21+5~+ 1 +4 +3 

___:+:..:21~+:..:5 __ .;_+~Y-'-+2 ______ _:+~5 ________ +:..:3e._ __ _ 
8 +2/+(1 +8/+3 ______ _:+_::61:_+_:1 _______ .;_+".:_ ___ _ 

9 +5/+~~6 __ .;_+9~/'-+"· _______ +:..:61:...+:...l:__ _____ __;.+-=q----~ 
iil +Y+ 7 +10/+S +7/+l +S 
11 +31+7 + 11/+61+ 1 +8/+3 +5 
12 +-l/+R +121+71+2 +9/H +61+ 1 
13 +-11+8 +13/+8/+3 +9/+4 +W+ l 
l'l H/+9 +1-1/+9/+4 + 10/+5 +7/+2 

15 _~+~5~/+~9'.___~+~l~Y_:+~l 0/~+~5~---~+_:l_::ll_:+~61_:+~1,__ ____ .;_+~Y~+~2---~ 
16 +5/+ 10 __ +_IW_+_ l_l_/+_61_+_1 ____ +121+7/+2 +8/+3 
I" +S/+ 10 +17/+ 121+7/+2 +121+71+2 +8/+3 
-,8 +61+ 11 +181+ 13/+81+3 +131+8/+3 +91+4 

19 __ +~6/~+~11.__ _ _:+~1 9~/=+~1 4/~+=9~/=+=•~--_:+_:1;41_:+~9/~+_:4~----+'-9~/~+q'-;---­
lO __ +~(~v=+~1 2:_ _ _:+~20~/=+~I S~/+:'.:..'..'I O/~+~S;.,__~-_:+_:1;5i7+_:1 0/~+~S-----+'-701 0/~+~5:----~ 
ll +71+ 12 +2 1/+ 16/+ ll/+6/+ I + 15/+ 10/+5 +10/+5 
l2 +7l+ 13 +22/+ 17/+121+7/+2 + 16/+ l l/+61+ 1 + l l/+61+ 1 
i3--'+:.C7~/ +_:1"'.i--+::2~31:_+_:1~8/_:+_:1 ;317+~817+..;3--'-+ ;;, 7~/ +:...l;.;21:,.+:..:7~/ +:...2;--------:+•1•11<:+i61.:+•1 __ _ 

!4 +81+ l'l +24/+ 191+ 14/+9/+4 + I + 131+81+3 + 121+ 71+2 
25 +8/ + 1 q + 25/ + 20/ + I Y + I 0/ +~5 _ _:_+:..:181:_+:...l:.::31:...+:..:81:...+:..:3e._ ___ +_:1~21-'+-0o7/':-+-c:2c--__ 
26 +81+ 15 +261+2 1/+ 16/+ ll/+6 +19/+14/+9/+4 + 131+81+3 
2" +9/+ 15 +27/+l21+ J71+ 121+" +lOI+ IS/+ 10/+S + 131+81+3 

28 _~+~9/_:+~1~6 _ __:+::2~81_:+~2~3/_:+_:1 ~81_:+~1 .~V=+8~-+:...2~1:...l+:...1~6i:...+_:l;ll7+7617+~1---'+~li4/~+i91;-:+~4-~ 
!9 +9/+ 16 +291+24/+ 19/+ 14/+9 +21/+ 16/+ ll /+61+ 1 +14/+91+ 
.~O + 10/+ I• +30i+2S/+20/+ 15/+ 10 +W+ 17/+ 121+ 71+2 + 15/+ 10/+5 

.\o/e. Whe1wver" d"ss gels f/llO/ber I i11 lbeir Bf/se A/If/ck Bo1111s (BAB} Ibis 111ef/11s l/x1/ Ibey "re 11011• 
nble lo perform anolber a/lack per ro1111d For e.mmple, n level I I Figbler is able lo make lbree 111/ncks 
per ro111ul lbe firs/"' a BAB of+ I I , /be seco11tl f/I +6, f/lld /be lbirtl al +I. 

Table 4: Monk Unarmed Bonuses 

Leu~ I 8a.H Attack Bonw lnarme4 Damage AC Bonus 

+o tdu 
+ I l d6 0 
+2 Id6 0 
+3 ~-------,~d8~-------~o 
+3 __ ____cl'.::d:'._ _____ __:_ 
+41+ I l.~d8:::._ ______ -:-_ 
+S/+2 Id8 

8 +61+3 ldlO 

10 
9 +61+.l l::cdl:_:O _____ ~ 

+-/+4/+ 1 ldlO 
II +81+51+2 ldlO 
12 +9!+61+3 ldl2 
13 +9!+61+3 ldl2 

+ 10/+7/+-l/+ 1 ldl2 

15 + 11/+81+5/+2 ldl 2 
16 + 121+9/+W+.l Id20 
17 + 121+9/+6/+.I Id20 

+ 13/+ I0/+7/+4/+ I ld20 
19 + 14/+ 11/+8/+5/+2 Id20 
20 + 15/+ 121+9/+61+3 ld20 
21 +151+ 121+91+61+3 ld20+ Id6 
22 +161+ 131+ 10/+7/+4 ld20+ 1d6 
23 +17/+14/+ ll /+81+5 d20+ Id6 
24 + 181+ 15/+ 121+9/+6 ld20+ 1d6 
25 + 181+ 15/+ 121+9/+6 ld20+ Id8 
26 + 191+ 16/+ 13/+ 10/+ 7 ld20+ ld8 
27 +20/+ 17/+14/+ l l/+8 ld20+ 1d8 
28 +211+ 18/+ 15/+ 121+9 ldl0+ Id8 

29 +211+ 1 81+ 1 5/+121+~ ldlO+ ld lO 

30 +22/+ 19/+ 161+ I.II+ 10 ld20+ ld lO 
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Table 5: Spell Progression 

5A and 5B: Paladins & Rangers 

le\tl I 2 J 6 
-6--1- 0 0 0 

0 0 0 
0 0 0 
0 0 

10 0 
II I I 
11 I I 

IJ 
1-i 
1; 
16 
1- l 
18 
19 2 
20 3 
l l 3 
22 3 
23 3 
l~ 3 
25 q 4 
26 4 4 
2' 4 
28 4 
l'l 4 
30 
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5C: Wizards 
Luel 

I 
2 

3 
5 3 
6 3 
7 
8 
9 
10 
II 
12 
13 
H 
15 
16 
17 
18 
19 
20 
21 
l2 
23 
24 
25 
16 
l' 
28 
29 
.10 

l 

1 
3 
3 

~ 

3 
3 I 
3 3 T 

3 

,\o/e: ~]X't:ialisl wiwrrls get one exlrn sJ>ell per let'l!I but are J>robibiled fro111 ll!flrtti11g s/J<!lls of llJ<!ir 
OJ>J>Ositio11 sc/)()()/s (see spell desaiJ>lious and Table 4 for O/lf>OSiug sc/)()()/s) 
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5D: Sorcerer Spells Known 

l'-10 

Luel 

Ill 
II 
ll 

_s _ _ ,_ 

---'----'--~3_ ~2 _ __:__ ___ _ 
H 
II 
l'i 
1(1 

1-

IK 
II) 

4 3 l _.:....__:__ __ ___:_ _ _;3"--- l I 

3 3 -l --

3 3 I 
3 .\ --l-

lCI 5 3 3 .l 
21 6 ~ 4 3 3 3 
ll 6 4 3 - 3--3 

2.l 
.N 
15 
16 

(1 s 4 3 3 
6 ~6---=-s ---'-__ 4_~----'3'----'3,._ 
- 6 3 

6 5 --3-

6 6 4 
18 7 6 6 5 -;;---4-
29 --; - - 6 6 
.l() 6 6 

\oil': fbis c/x1rl is the 1111111/Jer of spells 11 sorcerer knoll's. It is different tlxm tbe 1111111/Jer of spells tbe 
<arm-er can ea:;! />er dll)' (Table 5e). 

5E: Sorcerer Spell Progression 
Level 

6 4 
6 s 
6 6 

8 6 6 s 
9 6 6 6 
10 6 6 6 
11 6 6 6 
12 6 6 6 3 
13 6 6 6 4 
14 6 6 6 6 6 s 3 
IS 6 6 6 6 6 6 4 
16 6 6 6 6 6 6 5 
17 6 6 6 6 6 6 6 
18 6 6 6 6 6 6 6 s 
19 6 6 6 6 6 6 6 6 .j 

20 6 6 6 6 6 6 6 6 6 
21 7 6 6 6 6 6 6 6 6 
22 7 6 6 6 6 6 6 6 6 
23 7 7 6 6 6 6 6 6 6 
24 7 7 6 6 6 6 6 6 6 
25 7 7 6 6 6 6 6 6 

-~26,--=----o,--~-~6~~6--6--6-----=-6 --'6 

27 7 6 6 6 6 6 
28 8 6 6 6 6 6 
29 8 7 6 6 6 6 
30 8 8 7 6 6 6 6 

Note: Tbis cbarl is tbe 11111nber of spells a sorcerer can cast per day. It is different tban tl>e 1111111/Jer of 
spells tl>e sorcerer kno11·s (Table 5d). 
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5F: Clerics and Druids 
lnel l: } 6 7 

o o---~ 0 ll 
0 0 

') 

10 
II 
ll 
1.l 
H 
15 
((1 

1-

18 

19 

0 0 ----

I 

3 --=-2 -~-
4 .l 
---.-l -

10 s 

0 0 
- 0--0 

0 0 
0 0 

3 
~--- 3 

() 
- 0--

0 0 
0 0 

0 
0 
0 

21 _6 _______________ _ 

l! 6--,-
13 6 6 
lq 6 

25 6 
!6 6 6 

18 
19 
.\0 

\ole Clerics 11 •itb b(~b rl isdo111 receive bo1111s spells f>tir let<!! (see Table I . lf'ist/0111) . 
Ill sf>e/l, require /be casliug abili(V score be equal to JO p/11.1· tbe spell /e1'l!l 

5G: Bard Spells Known 
Level 

I 
2 
3 .l 
4 .l 
5 q 
-6--4 

9 
10 
II 
11 

lq 

15 
16 
17 
18 
19 
20 5 
21 6 5 
22 6 6 5 
23 6 6 6 s s 
24 6 6 6 5 5 
25 6 6 6 6 6 5 
26 6 ---,6----,--6 ---;6-----76 ----'50-----'-~2 

27 6 6 6 6 5 3 
28 6 6 6 6 3 
29 6 6 6 4 
30 6 .,-6---
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5H: Bard Spells Progremon Table 6: Simple Weapons 
L<•d 7 

n1e following weapons require ;unplc nc-.ipon fe'JI proficiencies to 1>ield properli. 
I 

1''eapon Cost Damage Critical ll'eigln ProfidtnC) Feat 
Bolts, crosslxm ( IO) lgp I lb 

4 BuUets, >ling (10) lsp 5 lb. ; .l Club ld6 \l --3- lb-. Mace 
3 l Cro · bow, he'd>Y 50 gp ldlO 19-20/xl 9 lb. CroS>bow 
.l CroS>bow, light 3s8v 1d8 19-20/x2 6 lb. Crossbow T 3 Dagger 2 gp ld4 19-l0/x2 I lb. Small Blade 
3 3 IYMt 5 sp ld4 xl 0.5 lb. MissUc 

JO 3 3 2 Mace, heary l l gp ld8 x2 12 lb. face II 3 .l 3 Mace, light 5 gp ld6 xl 6 lb . Mace 
ll 3 3 3 Morningstar 8gp ld8 x2 8 lb. Mace B -3 3 3 2 Quanersiall' ld6/ ld6 x2 4 lb. Quanerstaff lq 3 3 _l 

Shortspear l gp ld8 . \3 ; lb . Polearm 
15 'l 3 3 3 Sling ld4 xl 0 lb. Missile 16 4 3 3 
17 4 3 

Note: The critical co/1111111 abooe sometimes slJOu•s 111'0 pieces of i11for111afio11 The 1111111/Jer prefixed ~I' a 
18 'l 

'.r' is !be critical multiplier n11d represents tbe 1111111/Jer of times damage is rolled if n critical bit is - 11) 4 4 
scored A 1111111/Jer range like '19-20' refers to n11 i11creased Tlmtil lla11ge. llefer to /be section 011 Critical 

20 'l 4 'l 
Hits for more i11fommtio11, Page 41. 

ll 1 4 4 4 
l! --4- 4 4 " 4 

-:!3 4 4 4 4 
24 4 4 4 4 4 4 
2; 5 4 4 4 4 4 
26 5 5 4 4 4 4 I 
p 5 5 4 4 4 2 
28 5 5 4 3 
29 5 4 4 
30 ___ 5 4 
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Table 7: Martial Weapons 
Tite following \\l'apons re<JUirc martial \\e'Jpon foal pro6ciendl'> w 11ield properl). except [or the ba:.tard 
s11ord 11hich reqmres •ut e\otic we-Jpon feat. 

W'Hpon Cost Damage Critical Wtigllt Proficiency Fe:at 
Arro11s (ZOJ lgp .l lb 
Axe, throwtiis 8 gp --ld_6_ x2 ~lb. Ml~\i-le ___ 

Bat ilea~ 10 gp IdS x3 7 lb. Axe 
Rail. hea1y 15 gp IdIO 19·20/x2 20 lb. Flail 
t'Llil, llght 8 gp Id8 x2 5 lb. Flail 
Grc:U.L\e lO gp Id l2 x3 20 lb. Axe 
Gre'JIS\lord 50 gp 2d6 19·20/x2 15 lb. Gre'JL<;11ord 
Ifalbt:rd 10 gp IdIO ,3 15 lb. Polearm 
Hammer, Li_gh1 I gp ld·t x2 2 lb. llammer 
Handa.\e 6gp Id6 x3 5 lb. 1txe 
Longlxt11 '5 gp Id8 x3 3 lb. Bow 
Longbo1>, composlle 100 gp Id8 x3 3 lb. Bow 
Longspe:tr 5 gp Id x3 9 lb. Polearm 
Long.,11·ord 15 gp ld8 19-20/x2 4 lb. Large Sword 
Sdmttar 15 gp Id6 18-20/x2 4 lb. Uirge Sword 
Shonbow .lO gp Id6 x.l 2 lb. Bow 
Shonbow, composite 75 gp Id6 x.l 2 lb. Boll 
Sword, b;L'itard 35 gp IdIO 19·20/x2 7 lb. Exotic Weapon 
S\\Ord, shon 10 gp Id6 19·20/x2 3 lb. Small Blade 
Warhammer 12 gp ld8 x3 8 lb. ll:unmer 

.\ole. 1be crilicnl co/1111111 abo1¥! sometimes s/JQu·s two pieces of in/onnalio11. Tbe n11111ber prefi.red by a 
·x· is the critical 11111ltiplierand represents tbe 11111nber of limes dt11n11ge is rolled if a critical bit is 
scored ,1 n11111ber range like '19·20' refers to an increased Tbrea/ Hauge. Refer to tbe sec/ion on Critical 
Hits/or 11wre i11/on11alion, fltlge 41. 
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Table 8: Armor 

Mn Armor Arc:ane 
Cost Armor Ou Check Sptll Wtight 

Armor (gp'S) Bonus Bonus Penahy failure (lb'•) 

Light Armor 
Le:tther 10 10% 15 
Studded Leather 25 · I 15% 20 

Medium Armor 
llide 15 _.l ·3 20% 15 
SC:de mail 50 4 25% .io 
Chainmail 150 ·5 30'~ ;O 

Heavy Armor 
Splim mail 200 ·7 li0% ~5 
llall-pl:ue 600 7 ·7 i0% 50 
Full ~lme 1,500 8 -6 35% i() 
Shield 
Sm:dl Shield 3 f.IA ·I 5% 5 
Uirge Shield 9 NIA · l 10% 6 
Tower Shield 20 NIA ·3 15% 15 

Table 9: Two-Weapon Fighting Penalties 

Circumstanca Prima Hand Off Hand 
~om1al Penalties -6 .-10--

~0~~~han:r.:::d=w~:;;::,po~n~is~li~·gh~t----------~4----~·8 
Ambidexterily fe'Jt -6 .(1 

Tuo-Weapon Fighling fe'Jt .., 
Off-hand weapon b light and Ambidexterity fe-Jt - -'!-:,------_.. 
Off-hand weapon is light and l\vo-Weapon Fighling fea1 -2 -6 
Ambidexteril)' f~t and Tuo-Weapon Fighting fe:tt -" 
Off-h:u1d weapon b light :u1d Ambidexlerily fe:n ·2 ·l 
:u1d l\vo-Weapo_n_F~igl~tu_·n~g_f~_t _______ ____ _ _ __ _ 
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Warranty f Interplay C.Ontact Information 

Interplay Entertainment Corp. 
Technical Suppon 
lh81'i Ion K;uman A1e., !nine, CA 9l606 
'li9-553-(J(1~s (phone) 
9-llJ-l'i2-l8lO (fa.xl 

HOW TO REACll LS ONU~E: 
l\'TERMIT E-MAii.: orderdei.k@interplay.com 
WORLD WIDE WEB: www.lnterplay.com 
fTP· ftp.inierplay.com 

INTERPL\Y llMITED 90-DAY WARRANTY 
lnterpl;n v. JIT'JJlb 10 lhe ongmal purcha.;;cr or thb Jntcrpla~ Emcn.ainmlill Corp. produl1 tha1 the game disc \\111 be fret from 
dtfC'd., In ma1enal and •orkmanship for')() d:I)• from 1he d:lce of purdl""'. If 1he g:cme disc Is found defeohe 111thln 90 d:I)> 
o/ O!Wnal pUrd!J>e, lnierpfa) agree; 10 replaee, fret of Ch:ll]le, :Ill) prodUC1dtscomro10 be defectiie 1111hln such penod 
upoo l't'<:d(ll " II> ""'"" een1er ol lh• produo. poscage JY~d. "'"' proof or lhe dale or purchase Th~ warrJJll) Is limicro lo lhe 
disc rontauuni lhe >0fmare prollf'Jll originali) pro1ided b) Interplay and is no1appliC1ble10 nonn:d "~"and 1ear The< shall 
be 1llid ~ lhe defoo ha:; artS<n 1hmugh abu,e, mls1re11mem. or negloo An) implied •~rr.u1ties appliClble 10 lhl1 product, 
indudanK 1111m11ti.,, or mcrchantlbility and 6mess for a panicular purpose are disclaimed ln1erpla) disclaim; all respon~bili~ 
&1r inddenul or consequential damag~ Some Mat~ do not allow limllalions as 10 how long an implied warrmty la.sl.5 amVor 
adu .. 1011~ or linuwion of incidental or consec:1ue111ia1 damages so the abore lunitations :mcVor e.xclusions or liabilny ma) not 
ipply 10 you. Tub w·arnill) gi\1$ you ~ifk riglu .... and )'OU may also ~re other righ~ which ,~.LI) from, state 10 SLllt-

UMITED W.\RRAl\TY 
If the l!'lfllC tlJ;c 'hould fall after the ori((inal 90-d:I) w:ur.m~ pertod has expired, )OU may return die di!>< to Interplay at the 
~ .. noted below w11h a check or monl')· order (made out to GamesOnline) for $15 00 (LLS. current)'). which include. 
postagl' and handling. and Interplay or il'i' agern Y+ill mail a replacement 10 rou To rccei\e a replacement, )'OU nc.'Cd 10 endosc 
di< ongt1121 defeo11e tlisc In pro1ecu1~ packaging accompanied b) (I) al 15.00 check or money order, (l) a bnef ~atement 
dl'!irribing the 1kf'cct. :rnd en )Our return addrt'S.'i. If rou ha\C a problem with your game disc, )'OU 1113) Y+ish to call us first al 

t'k9) 5H-<>6'8 II 1our game disc i> defecuw and a replacement Is necessari, L P.S. or regi~ered mail is recommended for 
n.1um ... Pk>a.\e ~'fld the dl'fecu,c dhc{s) only Cnot the box) "'1th a dC!iCnption of the problem and $1;.oo to: Lntcrpla) 
War1'an1"' Dept 16811 \"on Mnnan .\renue, lnine, C\ 9Z606 Ordering replac<.111en1 co1>ics of dis~ or Manuals is also a\'alJ­
able through our \\l-h !.lore, wwwlntcrplay-Slorc.com. 

COPYING PROHIBITED 
Titb ~~"'"" produo and lhc manual 111e CO(l)Tighted and ali MghIB are rc:.enc>d by Interplay F.111Cnalnme111 Corp. :u1d 111e pro­
tt'l'led ~- lhe COl>)Tight \:m ... that pcrt:tln 10 computer so(1ware. You may noi cop)· the software. )ou ma) noi loan, sell, rent. 
kme, gl\'t, ~uh lic:eose, or othennse transfer the so(TW:tre (Or an}' COp)). )OU fll'J) not modi~, adapt, tran::.fate, Create dCrh':IUre 
M>ric.. dt'Cumpile. di'IJSSemble. or otherwise rt.'\'Cf"SC engineer or derh·e source code from all or any portion of lhe sof1w.':lre or 
IR)thing Incorporated therein or pemtit or encoumge an) third pany to do so 

.\(J/iro lnlerp/a_)' resenes lbt right lo make m<Nlijicalio11s or lmprol'eme11t~ lo the pro1lm;/ described 111 lbe """'""'al 
ar1.r lime and wllboul 110/ice. 

SOtTW.\RE USE LIMITATIONS AND LIMITED LICENSE 
Thi~ coi~ of Jcewind Oale II i~ imendL'CI solely for your pcoonal non·commerch~ home enten:unmem u.~ . You may nor 
decompile. rt.'\CN? engmt.>er, or disa.liSf.'fltblc the software. except as pennitted by law lnterpla} Emertamment Corp rel:tins all 
n~t. llde and imere.t in lhe .software illC!uding all ln1elk>c1t1al proper1) rig.Ins embodkd !herein and deri\ativcs thereof. l11c 
Sofnr.ir~. mclucUng. without hmilation. all code, d.ua .,tmcmrrs, char.1ctcr.i, im;1ges, sound;,,, text. screens, game play. derivame 
work.., .utd ;tJJ other clt.'tllcni:. of 1he Software ma) not be co111ed, resold, rented. le-.t.'ied. d1stribu1ed {ela1ronicall~ or other· 
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