
















































































































































































Upon casting this spell, a skull is thrown by the caster at the target area. The skull floats in the area until a
- creature comes within 5 feet of it. When this happens the skull is triggered and explodes, damaging everyone
within a 10-foot radius. The damage inflicted is equal to 1-6 hit points per level of the caster. When casting

This spell grants the target a 3/~ damage resistance bonus t bludgeoning, slashing, piercing, fire, cold, acid,
and electricity damage for the duration of the spell.

Shillelagh (Transmutation) * this spell it is wise to set it far away from the party, lest they set it off accidentally. Resting or leaving the area
Level: Drd 1 Range: Caster . the Skull Trap is in will make it disappear harmlessly. A successful Reflex save will do 50% less damage.
Duration: 10 rounds / level Casting Time:
/ Area of Effect: Caster Saving Throw: None Stay Living (N;?E-:ﬁ 5 Haa: Touth M |
; ) el: Clr 5, Talos ge: Toucl -
L This spell creates a magical cudgel that is +1 attack bonus and inflicts 1d10+1 bludgeoning damage per strike. S e Casting Time: 1 round
- . Qs : . :
" Shocking Grasp (T utation) _ Area of Effect: 1 creature Saving Throw: Fortitude partial
Level: Sor/Wiz 1, Talos 1 Rﬂﬂgt'i Touch This spell imbues the caster’s hands with destructive negative energy that will release when a successful touch
=¥ | Duration: Special (‘.:mgng Time: 1 _ attack is made. This attack will instantly slay a living creature unless a Fortitude save is made, in which case the
i ' Area of Effect: | creare Saving Throw: None creature takes 3d6 + 1/level points of magic damage instead. This spell has no affect on undead or construets.
‘This spell imbues the caster’s hands with a powerful electrical charge that will release when a successful Sleep (Enchantment)
" touch attack is made. The attack deals 18 points of electrical damage +1 point per caster level. Level: Brd 1, Rgr 2, Sor/Wiz 1, Mask 1 Range: Sight of Caster » f‘
The electrical charge is sufficient for one successful attack, and once an opponent has been touched, the Duration:'S noundsierd Casting Time: 1 o
/ spell's energy is used up. Area of Effect: 15-foot radius Saving Throw: None

A Sleep spell causes a comatose slumber to come upon creatures in the area of effect. A maximum of 2d4 hit

i Level: Brd 4, Sor/Wiz 4, Oghma 4 Range: Close (30 fi. long, 10 f. diameter) dice of living creatures are affected, though creatures with 5 or more hit dice are immune. Sleeping creatures
¥ Duration: Instantaneous Casting Time: 1 are helpless, but will awaken upon taking damage.
i ¥ Area: Cone Saving Throw: Fortitude partial (see tet)
il < e Slow (Transmutation)
Mi”’ The caster emits an ear-splitting yell that deafens and damages creatures in its path. Any creature within the Level: Brd 3, Sor/Wiz 3 Range: Sight of Caster o
‘\ :Jf i area of effect is deafened for 2d6 rounds and takes 2d6 points of damage. A successful save negates the deal- Duiration’ 1 sound/level Casting Time: 3 f
i ness and reduces the damage by half Area of Effect: 20-foot radius Saving Throw: Will negates
I I
i Shroud of Flame (Evocation) : ) Slow causes creatures to move and attack at 1/2 of their normal rates. It negates Haste, but does not other-
I "'lllmﬂl‘ Level: Sor/Wiz 5 Range: Sight "f Caster wise affect magically speeded or slowed creatures. Slowed creatures suffer -2 to attack bonus, -2 (o dodge
w “' Duration: 5 rounds Casting Time: 5 bonus, and -2 to their reflex saves. To make matters worse, creatures save at -4 vs. this spell.
‘ | Area of Effect: 1 creature Saving Throw: Reflex negates
i i ] ‘ Smashing Wave (Evocation)
L;w This spell causes a creature to burst into flames if it fails a Reflex save. The creature will burn for ?d{) points Level: Drd 5, Rr 5 Range: 40 feet v
bl of damage every round, and gouts of flame erupt from the burning target, causing any creatures within ten Durition: Tistntineatis Casting Time: 1 round MU r
’Wrﬁaoﬁ {he target to take 1d6 points of damage from the flames. Anyone hit by the victim's flames must also Area of Bifect: 5-foot wide wave Saving Throw: Reflex half S

il It Jiske & Reflex save (o JER Dot e dhcoud fhompcie. This spell summons a wave of water that moves in the direction willed by the caster, striking all in its path
‘ Silence (Ilusion) with massive force. The wave deals 1d8 crushing damage per caster level (maximum 15d8), and in addition, i
| Level: Brd 2, Clr 2, Bane 2 Range: Sight of Caster there is a 25% chance a creature struck is stunned for 2 rounds, and a 5% chance the creature is knocked

{' Duration: 2 rounds/level Casting Time: 5 unconscious. If the creature struck makes a successful Reflex save, the damage is reduced by half and the

\ Area of Effect: 15-ft.-radius Saving Throw: Will negates or none creature avoids being stunned or knocked unconscious.

Upon casting this spell, silence prevails in the affected area. If cast upon an unwilling creature, the creature Snakebite (Transmutation)

can make a Will save to negate the spell's effects. If cast at a point in space, anything that enters the area of Level: Drd 3, Rr 4 Range: Caster
effect is unable to emit sound without a save. Duration: 1 round/level Casung Time: 5
Skull Trap (N o) ‘ s Area of Effect: Caster Saving Throw: Fortitude negates
Ii% Level: Sor/Wiz 3 Range: Sight of Caster  This spell transforms the caster’s hands and arms into snakes which can be employed in combat, attacking
" Duration: Special Casting Time: 3 ~ twice per round. Each attack deals 1d3 piercing damage and the target must roll avmmdemﬁbg’ﬁbi- o i
i Area of Effect: Special Saying Throw: Reflex half * soned - the poison paralyzes and deals 6 poison damage per round over the next 4 rounds, 4 il
i§ Il k ‘I f Y
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Snilloc's Snowball Swarm (Evocation)
7 Level: Sor/Wiz 2 Range: Sight of caster
- |.% ;| Duration: Instantaneous Casting Time:2
; é{”‘ Area of Effect: 10-foot radius burst Saving Throw: Reflex half

This spell causes a flurry of snowballs to erupt from a point within range. The swarm of snowballs deals 2d6
- points of cold damage. For every two caster levels beyond 3rd, the snowballs deal an extra die of damage, to
1 4 maximum of 5d6 at 9th level or higher. Fire-based creatures suffer double damage if they fail their save.

Sol's Searing Orb (Evocation)

g Level: Clr 6, Drd 6, Rgr 6

Duration: Instantaneous
Upon completion of this spell the caster hurls a brilliant, blazing sphere at a target creature. When it hits it

Range: Sight of Caster
Casting Time: 6
Saving Throw: Fortitude half

Area of Effect: 1 creature
in a flash of light, blinding the target creature and dealing 6d12 points of fire damage. A successful
save avoids the blindness and halves the damage. Drow and gray dwarves must make their saving
‘%@m blindness at a -4 penalty. Undead creatures are particularly vulnerable to this spell and take

Soul Eater (Necromancy)

Level: Sor/Wiz 6, Mask 7
Duration; Instantaneous
Area of Effect: 10-foot radius

spell deals 3d8 damage to all living creatures within a 10-foot radius. Any creatures that die as a result

~ of this damage are obliterated and their essence is transformed into a 3 hit dice skeleton under control of the
~ caster, Also, for each creature that dies in this manner the caster receives a +1 bonus (o Strength, Dexterity,
nd Constitution for 1 turn. Soul Eater has no effect on undead, constructs, and elemental creatures.

Range: Sight of Caster
Casting Time: 5
Saving Throw: Fortitude negates

Level: Clr 5, Pal 5
Duration: 1 rounds / level
Area of Effect: | creature

Range: Touch
Casting Time: 1 round
Saving Throw: None

jon of the spell o, ironically enough, until dispelled. This spell will replace whatever spell resistance that
creature already has, so it is possible that the recipient could have his spell resistance lowered by the spell.

) Spell Shield (Abjuration) .
¥ | Level: CIr 2, Helm 2 Range: Sight of Caster
f Duration: 5 rounds Casting Time: 2

Area of Effect: 1 creature Saving Throw: None
This spell grants a +3 bonus to Will saves for the duration of the spell.

Spider Spawn (Conjuration)
Level: Sor/Wiz 4 Range: Sight of Caster
i %—~ Duration: 5 rounds + 1 round/level Casting Time: 6
w % Area of Effect: Special Saving Throw: None
]

b conjures a large spider which is brought under the caster's telepathic control. The type of spider
‘lh 7th : Giant spider 9th:Phase spider ~ 12the+ : Sword spider o

el
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Level: Drd 3
Duration: 10 rounds
N Area of Effect: 20-foot radius

Range: Sight of Caster
Casting Time: 6
Saving Throw: Reflex partial

, This spell transforms the surrounding terrain into spiky plants. Any creanure entering the area takes 1d4
points of piercing damage and must make a Reflex save or suffer injuries to the feet that slow the character's
M

speed by one-third.

Spike Stones (Transmutation)

Level: Drd 4

Duration: 12 rounds

Area of Effect: 15-foot radius

Range: Sight of Caster
Casting Time: 6
Saving Throw: Reflex half

This spell warps the surrounding rock, reshaping the terrain into spiked projections that blend into the back-
ground. Any creature entering the area takes 1d8 hit points of piercing damage per round and must make a
Reflex save or have its movement rate reduced by half.
Spirit Armor (Necromancy)

Level: Brd 4, Sor/Wiz 4

Duration: 5 rounds/level

Area of Effect: 1 creature

Range: Touch
Casting Time: 3
Saving Throw: None

This spell creates a corporeal barrier around the target’s body by tapping into the target's life force. The

armor itself is weightless, and does not hinder movement or spell casting, In addition, the Spirit Armor will

not work cumulatively with any other armor, however, dexterity, deflection, and shield bonuses siill apply. it
While in effect, the armor bonus is +6, as if he were wearing splint mail. Also, due to the magical nature of i f
the spell, the recipient will receive a +3 bonus to Reflex saves. There is a danger to using the target’s life

force to power the spell, as when the spell expires, the external portion of the spirit is temporarily lost and

2d4 points of damage is incurred.

Spiritual Weapon (Evocation)
Level: Clr 2 Casting Time: 5
Range: Caster Duration: 1 round/level
Saving Throw: None »

: By calling upon his deity, the caster brings into existence a magical hammer, which may be used as 2 weapon. v
This hammer is composed of pure force and can be used to strike targets from a safe distance, dealing 1d8
bludgeoning damage per strike.
Spiritual Wrath (Evocation)
Level: Drd 6, Pal 6, Helm 7, Tempus 6
Duration: Instantaneous
Area of Effect: Special

Range: Sight of Caster
Casting Time: 2
Saving Throw: Reflex half

Upon completion of this spell, the caster becomes a focus of spiritual energy, which then shoots out from the

caster in four directions, like lightning bolts. The caster specifies the direction of one of the bolts and the

other bolts shoot opposite and perpendicular to that direction, completing a cross-shaped pattern. All crea-

. tures in the bolts’ path take 4d10 + 2 points of magic damage, Reflex save for half. Crwmmoflhesame% |
moral alignment (good, neutral, evil) as the caster are unaffected by the spell,
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Star Metal Cudgel (Conjuration)
Leyel: Rgr 4, Drd 3 Range: Caster
Duration: 30 rounds Casting Time: 7

a Area of Effect: Caster Saving Throw: None

‘This spell creates 2 meteoric iron magical club that is +2 attack bonus and damage, and treated as a +4
weapon for purposes of what it can hit. Proficiency, strength, and specialization bonuses and penalties apply.
It does an additional 2d6 points of bludgeoning damage against undead and constructs.

Static Charge (Transmutation)

2 Level: Drd 5, Rgr 6, Talos 4

Casting Time: 1 round

Saving Throw: Reflex half
Static Charge is similar to Call Lightning except it can be used indoors. Upon completion of this spell an
enemy creature within the area of effect is fried by a static discharge for 1d8 electricity damage per caster
level, to 4 maximum of 16d8 electricity damage. Once released the static charge will build up again on the
caster, discharging once per turn for the duration of the spell

Duration: 10 turns
Area of Effect: Sight of Caster

Stinking Cloud (Conjuration)
. Level Sor/Wiz 3 Range: Medium
' Duration: 1 round/level Casting Time: 2

.

- Area of Effect: 30-foot radius Saving Throw: Fortitude negates

Stinking Cloud creates a billowing mass of nosious vapors up to 30 feet away from the wizard. Any living
creature caught within the cloud must roll a successful Fortitude save or become nauseated, making them
unable to attack, cast spells, concentrate on spells, and so on. These effects last for as long as he or she
remains in the cloud.

Stone to Flesh (Transmutation)

1 @ Level: Sor/Wiz 6

Duration: Permanent

Area of Effect: 1 creature
This spell turns a petrified creature back to normal. If one of your companions has been victimized by a
basilisk or a medusa, this spell will restore them to normal health. The creature must succeed at a Fortitude

Range: Medium
Casting Time: 6
Saving Throw: None

%pm 10 survive the process however.
~ Stoneskin (Abjuration)

Range: Touch
Casting Time: 1
Saving Throw: None

Level: Sor/Wiz 4, llmater 6

Duration: 10 minutes/level

Area of Effect: Creature touched
The warded creature gains resistance to blows, cuts, stabs, and slashes. The subject gains damage reduction
10/45. (1t ignores the first 10 points of damage, though a weapon with a +5 enhancement bonus or any

magical attack bypasses the reduction.) Once the spell has prevented a total of 10 points of damage per cast-

er level (maximum 150 points), it is discharged.

Storm Shell (Abjuration)
| Level: Drd 3, Rgr 3, Talos 3 Range: Caster
Duration: 10 rounds Casting Time: 6
. Area of Effect: Caster Saving Throw: None

This spell surrounds the caster with a dark sphere of disruptive energy that moves with him. The storm shell
.agnms a 15/- resistance bonus (o fire, cold, and electricity. ¥
i ks
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Strength of One (Transmutation)
Level: Clr 3, Pal 3 Range: Caster
Duration: 7 rounds Casting Time: 3
Area of Effect: 25-foot radius Saving Throw: None

When this spell is cast all allies in the area of effect are granted a +3 Strength bonus for the duration of the spell.
Suffocate (Transmutation) l.“

df‘ Level: Sor/Wiz 7, Bane 7 Range: Sight of Caster

Duration: 4 rounds Casting Time: 7

Area of Effect: 10-foot radius Saving Throw: Fortitude half
This spell draws the breath out of all creatures within the area of effect. Creatures that do not breathe are
unaffected. Suffocating creatures suffer -4 to armor class, -6 to Dexterity, half movement rate, and take 4d8
points of damage per round. A successful Fortitude save negates all effects but 2d8 points of damage for one
round. The effects begin to fade when the creature moves out of the area of effect, although it may take a

round for a character to catch their second wind. ;,I“i "
Summon Djinni (Conjuration) i

Level: Brd 7, Sor/Wiz 7 Range: Sight of Caster

Duration: 1 round/level Casting Time: 1 round

Area of Effect: Special Saving Throw: None
With this spell, the conjurer can cajole a djinni, a massive genie with powerful abilities, o leave the Elemental
Plane of Air and enter the Prime Material plane. The djinni will serve for the duration indicated above, attack-
ing the enemies of the caster. Casters are warned to be careful of this spell for a mistreated djinni will twrn on ‘
his master at the first available opportunity. The summoned djinni does not offer wishes to the caster. N

»,.w

Summon Efreeti (Conjuration)

| Level: Brd 7, Sor/Wiz 7
Duration: 8 rounds + 1 round/level
Area of Effect: Special

Range: Sight of Caster
Casting Time: 1 round
Saving Throw: None

With this spell, the conjurer can cajole a efreeti, a massive genie with powerful abilities, to leave the Elemental

Plane of Fire and enter the Prime Material plane. The efreeti will serve for the duration indicated above, attack-

ing the enemies of the caster. The caster is warned to be careful of this spell, for a mistreated efreeti will turn gl
on its master at the first available opportunity. The efreeti does not provide wishes to the caster. et

Summon Fiend (Conjuration)
Level: Sor/Wiz 8
-«
» ~'§‘ Duration: 15 rounds
Area of Effect: Special

More powerful than the 7th level variant, casting this spell summons a frenzied demon. This demon will
attack everyone in the area who is not protected by a protection from evil spell. Only desperate or suicidal
mages use this spell.

Summon Invisible Stalker (Conjuration)
- Level: Brd 6, Sor/Wiz 6
Duration: 2 hours

Range: Sight of Caster
Casting Time: 1 round
Saving Throw: None

ol

Range: Sight of Caster
Casting Time: 1 round

-
y ,Ji
3

- Area of Effect: Special Saving Throw: None
* This spell summons an invisible stalker, a creature native to the Elemental Plan of Air. This creawre will
obey the orders of the caster and remain until the sy ‘dnndonupqa’,sorltisshm. ¥ 121
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Summon Monster I (Conjuration)
L Level: Brd 1, CIr 1, Sor/Wiz | Range: Sight of Caster
Duration: 3 rounds + 1/level Casting Time: 6
Area of Effect: Special Saving Throw: None
This spell summons a monster who will aid the caster for the duration of the spell. The type of creature that
comes is random.
Summon Monster II (Conjuration)
L 3 Level: Brd 2, Clr 2, Sor/Wiz 2 Range: Sight of Caster
4 Duration: 3 rounds + 1/level Casting Time: 4
ey Area of Effect: Special Saving Throw: None

‘This spell summons a monster who will aid the caster for the duration of the spell. The type of creature that
comes is random. The creature summoned is more powerful than creatures summoned by lesser versions of

his spell.

Summon Monster I1I (Conjuration)

Level: Brd 3, Clr 3, Sor/Wiz 3 Range: Sight of Caster

Duration: 3 rounds + 1/level Casting Time: 5

Area of Effect: Special Saving Throw: None

‘ This s summons a monster who will aid the caster for the duration of the spell. The type of creature that

‘ comes is random, The creature summoned is more powerful than creatures summoned by lesser versions of

lf‘lg this spell.

BUERE Sumomon Menster IV (Conjuration)
it Level: Brd 4, Clr 4, Sor/Wiz 4 Range: Sight of Caster
il Duration: 3 rounds + 1/level Casting Time: 6

Area of Effect: Special Saving Throw: None

: mﬁq;dl summons 4 monster who will aid the caster for the duration of the spell. The type of creature that
comes is random, The creature summoned is more powerful than creatures summoned by lesser versions of
- this spell.

Summon Monster IX (Conjuration)

i Level: Clr 9, Sor/Wiz 9, lmater, 9,
Tempus 9, Bane 9

Duration: 3 rounds + 1/level Casting Time: 9

Area of Effect: Special Saving Throw: None

“This spell summons a monster who will aid the caster for the duration of the spell. The type of creature that
comes is random. The creature summoned is more powerful than creatures summoned by lesser versions of

Range: Sight of Caster

this spell.
Summon Monster V (Conjuration)
Level: Brd 5, Clr 5, Sor/Wiz 5 Range: Sight of Caster
Duration: 3 rounds + 1/level Casting Time: 7
. Area of Effect: Special Saving Throw: None
mﬁw xllisspdlsummonsamonsterwhowillaidmemsterformedmﬂonohhespelLThetypeofcmmmﬂm

¥ «omes is random. The creature summoned is more powerful than creatures summoned by lesser versions of
L
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Summon Monster VI (Conjuration)

3 Level: Brd 6, Clr 6, Sor/Wiz 6 Range: Sight of Caster
Duration: 3 rounds + 1/level Casting Time: 8

Area of Effect: Special Saving Throw: None

This spell summons a monster who will aid the caster for the duration of the spell. The type of creature that
comes is random. The creature summoned is more powerful than creatures summoned by lesser versions of
this spell. S

Summon Monster VII (Conjuration)
- Level: Clr 7, Sor/Wiz 7, Tempus 7 Range: Sight of Caster
Duration: 3 rounds + 1/level Casting Time: 9

' / Area of Effect: Special Saving Throw: None

This spell summons a monster who will aid the caster for the duration of the spell. The type of creature that
comes is random. The creature summoned is more powerful than creatures summoned by lesser versions of s
this spell.

Summon Monster VIII (Conjuration)

Level: Clr 8, Sor/Wiz 8, Tempus 8 Range: Sight of Caster
Duration: 3 rounds + 1/level Casting Time: 9

Area of Effect: Special Saving Throw: None

This spell summons a monster who will aid the caster for the duration of the spell. The type of creature that
comes is random. The creature summoned is more powerful than creatures summoned by lesser versions of
this spell.

»
Summon Nature’s Ally I (Conjuration) L
Level: Drd 1, Rgr 1 Range: Sight of Caster
Duration: 1 round/level Casting Time: 6
= Area of Effect: Special Saving Throw: None
This spell summons a creature of nature who will aid the caster for the duration of the spell. The type of
creature that comes is random.
Summon Nature’s Ally II (Conjuration)
Level: Drd 2, Rgr 2 Range: Sight of Caster
Duration: 1 round/level Casting Time: 6
Area of Effect: Special Saving Throw: None
This spell summons a creature of nature who will aid the caster for the duration of the spell. The type of
creature that comes is random, The creature summoned is more powerful than creatures summoned by less-
er versions of this spell.
Summon Nature's Ally I1I (Conjuration)
Level: Drd 3, Rgr, 3 Range: Sight of Caster
Duration: 1 round/level Casting Time: 6
Area of Effect: Special Saving Throw: None
This spell summons a creature of nature who will aid the caster for the duration of the spell. The type of "*‘m i
creature that comes is random. The creature summoned is more powerful than creatures summoned by le
er versions of this spell.
" " 123
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Summon Nature’s Ally IV (Conjuration)

Level: Drd 4, Rgr 4 Duration: 1 round/level
g Area of Effect: Special Range: Sight of Caster
B Casting Time: 6 Saving Throw: None
This spell summons a creature of nature who will aid the caster for the duration of the spell. The type of
creature that comes is random,
Snn-on Nature's Ally V (Conjuration)
.8 Level: Drd 5, Rgr 5 Duration: 1 round/level
& Area of Effect: Special Range: Sight of Caster
‘ Casting Time: 6 Saving Throw: None

This spell summaons a creature of nature who will aid the caster for the duration of the spell. The type of
creature that comes is random.

‘Summon Nature's Ally VI (Conjuration)

Level: Drd 6, Rgr 6 Duration: 1 round/level
Area of Effect: Special Range: Sight of Caster
Casting Time: 6 Saving Throw: None

‘;F ! This spell summons a creature of natre who will aid the caster for the duration of the spell. The type of
~ creawre that comes is random.

|

o a1 m Nature's Ally VII (Conjuration)

Level: Drd 7
Area of Effect: Special
Casting Time: 6

Duration: 1 round/level
Range: Sight of Caster

ol Saving Throw: None
R
‘ i ‘This spell summons 4 creature of nature who will aid the caster for the duration of the spell. The type of

i
] Iw ‘creature that comes is random.
HRE Summon Nature's Ally VIII (Conjuration)

| Level: Drd 8 Duration: 1 round/level
‘ln g Area of Effect: Special Range: Sight of Caster
Casting Time: 6 Saving Throw: None

This spell summons a creature of nature who will aid the caster for the duration of the spell. The type of
~creature that comes is random.

Snnmon Nature’s Ally IX (Conjuration)

Level: Drd 9 Duration: 1 round/level
Area of Effect: Special Range: Sight of Caster
Casting Time: 6 Saving Throw: None

"This spell summons a creature of nature who will aid the caster for the duration of the spell. The type of

creature that comes is random.

Summon Shadow (Necromancy)

| Level: Brd 5, Sor/Wiz 5 Range: Sight of Caster
W‘ Duration: 1 round + 1 round/level Casting Time: 5

Area of Effect: Special Saving Throw: None

andﬂﬁngdwm.ashm which will obey the will of the caster for the
‘ﬁ

1“ i
‘ [ S

duration of the spell. The higher the caster level, the more powerful the Shadow summoned. e

Sunbeam (Evocation)
1 Level: Drd 7, Lathander 7 Range: Sight of Caster
Duration: 4 rounds Casting Time: 4

‘ i Area of Effect: 15-foot radius Saving Throw: Reflex negates and half

This spell allows the caster to evoke dazzling beams of intensely hot light. All creatures in the beam are blind-
ed and take 3d6 points of damage. A successful Reflex save negates the blindness and reduces the damage
half. Undead creatures, fungi, mold, oozes, slimes and other fungoid creatures caught in the ray suffer 1d6
points of damage per caster level (maximum 20d6).

Sunﬁre (Evocation)

Level: Sor/Wiz 5

Duration: Instantaneous
Area of Effect: 30-foot radius

Range: Caster
Casting Time: 3
Saving Throw: Reflex half

A sunfire is an explosive burst of flame similar to a fireball but centered on the caster. All creatures in the
area of effect except for the caster are burned for 1d6 fire damage per caster level (to a maximum of 15d6
fire damage). A successful Reflex save halves the damage. This spell blinds drow and gray dwarves if 4 Reflex
save is failed.

Sunscorch (Evocation)

(4 | Level: Drd 1, Rgr 1, Lathander 1, Selune 1
i . Duration: Instantaneous

Area of Effect: 1 creature

Range: Sight of Caster
Casting Time: 4
Saving Throw: Reflex half

Upon completion of this spell a brilliant ray of scorching heat fires down from the sky and burns the target
creature for 1d6 + 1 fire damage per level of the caster (to a maximum of 1d6 + 15). Undead creatures and
monsters vulnerable to bright light take 1d6 + 2 fire damage per level of the caster (to a maximum of 1d6 +
30). In addition to sustaining damage, victims are also blinded for 3 rounds. If the target creature makes a
successful Reflex save it will avoid the blindness and take half damage. Drow and grey dwarves are blinded by
the spell for 3 rounds (no save allowed).
Symbol of Death (All)
Level: Clr 8, Sor/Wiz 8, Oghma 8 Range: Sight of Caster
ﬂ Duration: Instantaneous Casting Time: 3

Area of Effect: 30-foot radius Saving Throw: Fortitude negates Fiig
This spell conjures forth a magical glyph imbued with magical power that channels its effects through anyone
capable of seeing it. Creatures must make a Fortitude save or die. One or more creatures within the radius,
whose combined total hit points do not exceed 150, are susceptible to the symbol's effects.
Symbol of Fear (All)
B | Level: Clr 8, Sor/Wiz 8, Oghma 6 Range: Sight of Caster
Duration: 10 rounds Casting Time: 3
Area of Effect: 30-foot radius Saving Throw: Will negates
This spell conjures forth a magical glyph imbued with magical power that channels its effects through anyone
capable of seeing it. Creatures are allowed a Will save to resist this spell. If failed, creatures will be affected
by a powerful version of the Fear spell. *
-
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Symbol of Hopelessness (All)

Level: CIr 8, Sor/Wiz 8, Oghma 7
Duration: 10 rounds
Area of Effect: 30-foot radius

“This spell conjures forth a glyph imbued with magical power that channels its effects through any enemy
creatures capable of seeing it. Creatures affected will be overwhelmed by dejection and remain motionless or
will lose all hope of winning in combat and flee. A successful Will save will resist the effects.

- Symbol of Pain (All)

y ﬁ Level: Clr 8, Sor/Wiz 8, lImater 8
|

Duration: 10 minutes/level
!I This spell conjures forth a magical glyph imbued with magical power that channels its effects through any

Range: Sight of Caster
Casting Time: 3
Saving Throw: Will negates

Range: Sight of Caster
Casting Time: 3
Saving Throw: Fortitude negates

Area of Effect: 30-foot radius
 enemy creatures capable of seeing it. Creatures affected will suffer wracking pains throughout their body,
g their Dexterity scores by 2 and impose a -4 penalty on attack rolls, skill checks and ability checks
* (Fortitude negates).
Symbol of Stunning (All)
| Level: Clr 8, Sor/Wiz 8
e “w@s|  Duration: 5 rounds
"" it | +! Area of Effect: 30-foot radius
~ This spell conjures forth a magical glyph imbued with magical power that channels its effects through anyone

‘p[f" " capable of seeing it. One or more creatures with the radius whose total hit points do not exceed 250 become
‘n;u{” stunned (Fortitude negates). A stunned creature can't act and loses any Dexterity bonuses to AC. Attackers
\b'” gain +2 bonuses (o attack it.
g Tenser’s Transformation (Transmutation)

bl Level: Sor/Wiz 6
It

Duration: 1 round/level
Area of Effect: Caster
[ “The caster becomes a virtual fighting machine — stronger, tougher, faster, and more skilled in combat. The
i mindset changes so that he relishes combat and can't cast spells. The caster gains 1d6 temporary hit
oints per caster level, a +4 natural armor bonus to AC, +2d4 Strength, +2d4 Dexterity, +1 base attack bonus
two caster levels (which may give you an extra attack) and a +5 bonus to Fortitude saves. The caster
attacks opponents with melee or ranged weapons, even resorting to unarmed attacks if that's all he can do.

Thorn Spray (Transmutation)
Level: Drd 4 Range: Special

\ Duration: Instantaneous Casting Time: 3
\ Area of Effect: 30-foot long, 25-foot wide cone Saving Throw: Reflex half
By means of this spell, the caster can cause a spray of barbs, spikes, thorns, and spines to spring forth from
his hand, The thorn spray inflicts 6d10 piercing damage to all creatures within the area of effect with 4 Reflex

Range: Sight of Caster
Casting Time: 3
Saving Throw: Fortitude negates

Range: Caster
Casting Time: 6
Saving Throw: None

t Tortoise Shell (Abjuration)
Level: Drd 3 Range: Close
Duration: 10 rounds Casting Time: 2
Area of Effect: | creature Saving Throw: None -

N L T

Upon completion of this spell, a large hemispherical shell resembling that of a tortoise encases the target
creature, shielding it from the outside world. The creature encased can take no action but in turn is impervi-
ous 1o all effects. The tortoise shell has 100 hit points.

Tremor (Transmutation)

Level: Clr 8, Drd 9, Talos 7 Range: Caster
- Duration: Instantaneous Casting Time: 1 round 4
*;n Area of Effect: Sight of Caster Saving Throw: Reflex negates L

This spell causes a local tremor to rip through the ground. Enemies within sight of the caster suffer 4d10+2
points of bludgeoning damage and must make a Reflex save or be knocked unconscious for 3 rounds.

Trollish Fortitude (Necromancy)
Level: Sor/Wiz 6
Duration: 20 rounds
Area of Effect: Caster

Range: Caster
Casting Time: 6
Saving Throw: None ¥

This spell imbues the caster with the resilience of a troll, allowing the caster to regenerate 5 hit points per
round up to his/her maximum hit points.

Undead Ward (Necromancy)

/ Level: CIr 5, Pal 5, Selune 5
Duration: 10 rounds
Area of Effect: 20-foot radius

Range: Caster
Casting Time: 7
Saving Throw: None

This spell amplifies the influence the caster has over undead, though it is tied to the area surrounding the

caster where cast and does not move. Any undead creature entering the area of effect is affected as if mrned #ﬂy
by the caster that invoked this spell. If the turning fails, the undead creature is immune to further urning

attempts by the spell unless it leaves and reenters the area of effect.

Unholy Blight (Evocation) [Evil]
Level: Clr 4, Mask 5
Duration: Instantaneous
Area of Effect: 20-foot radius

Range: Medium
Casting Time: 3
Saving Throw: Fortitude partial

This spell calls upon unholy power to smite your enemies. Any creatures of good alignment within the area of e
effect take 1d8 damage (maximum 5d8) per two caster levels and sickens them for 1d4 rounds. A successful =
Fortitude save reduces damage to half and negates the sickening effect. Neutral creatures take half damage

and are not sickened. b

Vampiric Touch (Necromancy) "
)  level: Sor/Wiz 3 Range: Touch
Duration: Special Casting Time: 3

Area of Effect: Living creature touched Saving Throw: None

This spell imbues the caster’s hands with the ability to drain life. When a successful melee touch attack is
made, the victim loses 1d6 hit points for every two caster levels (maximum 10d6). These hit points are added

10 the caster, with any hit points over the caster’s normal maximum total treated as temporary bonus hit ik
points. The temporary hit points disappear after 1 hour.

Vipergout (Conjuration)

o] Level: Sor/Wiz 7 Range: Caster 1 &
Duration: 1 round/level Czsﬂme:'l ¢
Area of Effect: Caster ‘ Saving Throw: None 127
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‘This spell summons vipers which leap forth from the caster’s mouth to attack her enemies. Starting on the
roundd the spell is completed, the caster spits forth one viper each round for the duration of the spell. Spat
vipers land at the caster’s feet and stay for 3 rounds. Until the caster has brought forth all the snakes sum-
moned by this spell, she cannot cast spells.

Vitriolic Sphere (Conjuration)
Level: Sor/Wiz 4

. e Duration: Special
b Area of Effect: Special
This spell conjures a sphere of glowing emerald acid that the caster can direct to strike any target within

s range. When it reaches its target, the sphere explodes and drenches the victim in potent acid. The victim suf-
fers 1d4 points of acid damage per caster level, to 2 maximum of 12d4 points of damage. Afier the initial
damage, the victim must make a saving throw to avoid more damage. If unsuccessful, the victim continues to
suffer acid damage in the following rounds, sustaining two less dice of damage each round. For example, an

* Bth-level wizard inflicts 8d4 damage with this spell on the first round, 6d4 on the second round, 4d4 on the

third round, 2d4 on the fourth round, and the spell ends on the fifth round. Each round the victim is entitled

10 & Reflex save to avoid further damage. The vitriolic sphere also splashes acid in a 5-foot radius around the

primary target. Any creatures within the splash radius must roll a Reflex save or suffer a splash hit that inflicts

1d4 points of damage per every five levels of the caster. Splash hits do not cause continuing damage.

‘U ~ Vocalize (Transmutation)

L g Level: Brd 2, Sor/Wiz 2
Duration: 10 rounds
Area of Effect: | creature

Range: Sight of Caster
Casting Time: 4
Saving Throw: Reflex half

Range: Touch
Casting Time: 2
Saving Throw: None

I .

v[m"l ! The redpleu! of this spell can cast spells with a verbal component without having to make any noise, so long as
~ the casting takes place entirely within the duration of the Vocalize spell. This spell has no effect on other noises
or speech - it simply removes a spell's verbal component. This spell is a great counter for Silence 15" Radius.

N ,"d the Banshee (Necromancy)

s s | Level: Brd 8, Sor/Wiz 9, Oghma 9, Talos 9
Duration: Instantaneous

Area of Effect: 30-foot radius

Range: Caster
Casting Time: 9
Saving Throw: Fortitude negates

caster emits a terrible scream that kills creatures who hear it (except for the caster). Spell effects 1 crea-
per level of the caster.

Wall of Fire (Evocation)
Level: Drd 5, Sor/Wiz 4 Range: Sight of Caster
Duration: 5 rounds Casting Time: 4
M Area of Effect: 20-foot long, 5-foot wide wall ~ Saving Throw: None

This spell brings into existence an immobile, blazing curtain of shimmering fire, Any creature passing
through the wall takes 2d6 + 1 fire damage per caster level to a maximum of 2d6 + 20 fire damage.

Wall of Moonlight (Evocation)
| Level: Drd 4, Selune 5 Range: Sight of Caster
l Duration: 5 rounds Casting Time: 7
| Area of Effect: 20-foot long, 5-foot wide wall ~ Saving Throw: None

“Tlilspeﬂinmmashhngennglap&ryofbme-white[om This wall is intangible, requiring no physical
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anchor, and can easily be passed through. Evil creatures passing through the wall take 2d10 magic damage.

Undead creatures passing through the wall take 5d10 magic damage. A creature that has passed through the
wall can only take damage from it once. Only one Wall of Moonlight may be in effect at any time.

Web (Conjuration)

Level: Sor/Wiz 2

Duration: 15 rounds

Area of Effect: 15-foot radius

Range: Sight of Caster
Casting Time: 2 ("
Saving Throw: Reflex negates ™

Web creates a many-layered mass of strong, sticky strands, similar to spider webs, but much larger and
tougher. Creatures within the area of effect who fail a Reflex save suffer a -2 penalty to attack rolls, -4 penalty
to Dexterity, and can’t move, An entangled character who attempts to cast a spell must make a Concentration
check or lose the spell.

Whirlwind (Evocation)

Level: Drd 8, Talos 6
Duration: 10 rounds
Area of Effect: Special

Range: Sight of Caster
Casting Time: 9
Saving Throw: Reflex partial

This spell creates a small whirlwind near the caster, which the caster can direct to a location within his sight,
Once the whirlwind reaches its destination, the caster will lose control and the whirlwind will fly around ran-
domly, harming friend and foe alike. The caster is immune to their own spell, and elementals and other huge
creatures are also unaffected, If a creature is caught in the path of the whirlwind, it takes 2d8 crushing dam-
age, 2d8 slashing damage, and must make a successful reflex save or be stunned for 2 rounds. Creatures with
2 hit dice or less are automatically killed by this spell. A maximum of 8 targets may be affected, after which
the whirlwind will dissipate.

Wyvern Call (Conjuration)

Level: Sor/Wiz 6
Duration: 1 round/level
Area of Effect: Special

Range: Sight of Caster
Casting Time: 1 round
Saving Throw: None

When this spell is cast, the wizard opens up a magical channel that will summon a wyvern to his aid. The wyvern
will remain under the wizard's control and will live and die at his command until the spell duration expires.
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OUTFITTING YOURSELF

The Inventory Page and how to equip items are discussed in the interface section on Inventory in the Game
Guide. (See Table 8 on page 147 for listings of Armor Class honuses.)

Armor

Full Plate Armor: The best (and heaviest) armor a warrior can buy, both in appearance and protection.

‘The perfectly fitted interlocking plates are specially angled to deflect arrows and blows, and the entire suit is
" carefully adorned with rich engraving and embossed detail.

Plate Mail: A combination of chain armor with metal plates covering the vital areas such as the chest,

abdomen and groin. The weight is distributed over the whole body and the whole thing is held together with

buckles and straps.

Sﬂnt Mail: A type of mail in which the metal strips are applied vertically to the backing of chain or leather.
"l’Ms armor is strong and relatively inexpensive compared to plate mail.

* Chainmail: Chainmail is made of interlocking metal rings. It is always worn over a layer of padded fabric
or soft leather to prevent chafing and lessen the impact of blows.

{ Studded Leather: This armor is made from leather (not hardened as with normal leather armor) rein-
i forced with close-set metal rivets.

s Leather: This armor is made of leather hardened in boiling oil and then shaped into breastplate and shoul-
AN der protectors. The remainder of the suit is fashioned from more flexible, somewhat sofier materials.

~ Shields
Tower Shield: Also known as the kite or tower shield, this massive metal or wooden shield reaches nearly
from the chin (o the toe of the user. It must be firmly fastened to the forearm and the shield hand must firmly
PJ]"HJN"‘ grip it at all times.
| Large Shield: This shield is carried in the same manner as a small shield. Medium shields are usually
‘made of metal, range from 34" in diameter, and can be of any shape, from round to square to a spread
dragon’s wings. A typical medieval shield resembles a triangle with one point facing downward.

"W ‘Small Shield: The small shield is usually round and is carried on the forearm, gripped with the shield
i ‘hand. Its light weight as compared to a medium shield permits the user to carry other items in that hand,

AL

although he cannot wield or carry another weapon.

Buckler: Bucklers are slightly smaller versions of small shields.

Clothing and Jewelry

Amulets: Amulets are jewelry (sometimes magical) suspended from a chain worn around the neck. Only
one amulet can be worn at a time.

Boots: Boots are normally hand-made by cobblers. Common boots are made by using a form, but good
boots are designed for the foot of an individual.

k Bracers: These thick bands of metal or leather are strapped, belted, or tied to a character’s forearm.
: Cloaks can be made in every possible shape with just about every type of fabric. The most common
l fnnnsmadmuhrplewﬁfabﬂcwlﬂlaholelnmecemerfordlehud and fabric draped from neck, con-
nected by a chain, brooch, cord, or pins. "
b - &

o -

Gauntlets: Gauntlets are armored gloves. They can be made of leather. metal plates, or chainmail. Every
suit of armor is assumed to include gauntlets of an appropriate type. Magical gauntlets tend to be finer,
lighter, and more easily worn than normal varieties.

Girdles: Girdles are similar to belts. Unlike belts, girdles are not used to hold up pants and dungarees, but
to carry pouches, scabbards, and the like.

Helmets: Helmets, made of reinforced leather or metal, cover most of the head, save the face and neck. W,
Helmets protect against critical hits,

Necklace: A necklace is a piece of ornamental metal jewelry usually made of silver, gold, or other precious
metal, and adorned with gems. A necklace is always worn on the neck and can be of any length,

Rings: Rings are worn on the fingers and often carry an enchantment. One can be worn on each hand.

ARMING YOURSELF

See Tables 6&7 on pages 145-146 for listing of weapon cost, type, damage, threat range and proficiency type. §
Here are some brief descriptions of the weapons, missile weapons and ammo you can find in Icewind Dale 11z

Arrows: The flight arrow, as its name implies, is built for distance. These are lightweight arrows and are
often used for hunting. Most of these arrows are made of ash or birch and are 30 to 40 inches long,

Bastard Sword: Also known as the hand-and-a-half sword, the bastard sword derives its name from the fact
that it is halfway between the two-handed sword and the longsword. The bastard sword has a double-edged
blade and a long grip. The overall length of the bastard sword ranges between four feet and four feet ten inches.

Battle Axe: The most common version of the battle axe is a stout pole about four feet in length with a sin-
gle-edged, trumpet-shaped blade mounted on one end.

Bolt: Bolts are the ammunition fired by crossbows regardless of the weapon’s size.

Broad Sword: The broad sword is a heavy military sword with a double-edged blade. Although a little slow-
er than a longsword, the broad sword tends to be more damaging,

Bullet: A bullet is a pellet of hardened clay or lead cast specifically as ammunition for the sling,

Club: Most clubs are stout, hardwood sticks, narrow at the grip and wider at the end. Anyone can find a
good stout piece of wood and swing it; hence the club’s widespread use, Note that wizards in Icewind Dale Il
can use clubs.

Crosshow: A crosshow is a bow mounted crosswise on a wooden or metal stock. The crosshow fires a quar-
rel (also called a bolt),

Dagger: The typical dagger has a pointed, double-edged blade, as opposed to a knife, which has a single
edge and is a bit shorter.

Dart: The dart is a small missile weapon that is thrown rather than fired from a bow or other launcher.

Flail: The flail is a sturdy wooden handle attached to an iron rod, a wooden rod with studs, or a studded
iron ball. Between the handle and its implement is either a hinge or chain link.

Halberd: The halberd consists of a cleaver-like ase blade mounted on a staff averaging six feet in length. *pr
The axe blade is balanced at the rear with a fluke, and surmounted by a sharp spike. A halberd comhma
features of both a spear and an axe.
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Longbow: This type of bow is about as long as the archer is tall, usually 6 or more feet. It has better range
than the shorthow. Composite longbows are bows made from more than one type of material. This gives
greater flexibility and better range.

Longsword: These swords are usually referred to as double-edged swords, war swords, or military swords.
In many cases, the longsword has a single-edged blade. There is no single version of the longsword, and they

~ vary in length from 35 inches to 47 inches. In the latter case, the blade is known to take up as much as 40
inches of the total length. Most longswords have a double-edged blade and a sharp point at the tip. Despite
the tip, the longsword is designed for slashing, not thrusting,

Mace: The mace is a direct descendant of the club, being a wooden shaft with a stone or iron head. The
head design varies; some being flanged, and others having pyramidal knobs.

Ik W " Morning Star: The morning star is a wooden shaft topped with a metal head made up of an iron sheath.
L& TJ I ‘Morning stars have an overall length of about four feet. Some such weapons have a round, oval, or cylindri-
head studded with spikes.

Staff: The quarter Staff is a length of wood ranging six to nine feet in length. High quality staves
are made of stout oak and are shod with metal at both ends. The quarter staff is wielded with both hands.
Scimitar: This sword is a long, curved single-edged blade intended mostly for horsemen.

Shortbow: This is the earliest form of bow. Shortbows are about 5 feet long. As the years passed, attempts
were made to increase bow ranges. Bows were either made longer or flexibility was increased with no
change (o the length. The former resulted in the longbow. Composite shortbows are bows made from more
than one type of material. This gives greater flexibility and better range.

1

Sling: The basic sling consists of a leather or fabric strap with a pouch for holding a missile. The weapon is
held by both ends of the strap and twirled around the wielder’s head. When top speed is attained, the missile
~ is launched by releasing one of the strap's ends.

1
“W " Spear: One of man’s earliest weapons, dating back to the most primitive of times, the first spears were wood-
I en sticks sharpened at one end. When man mastered metals, spearheads were made from iron and steel.

Sword, Short: This is popular as an of-hand weapon or as a primary weapon for small characters.

iy Throwing Axe: The blade of this axe has a sharp steel tip, counterbalanced by a pointed fluke. The short
L ’ has a point of the bottom and the head may have a spike on the top.
" Throwing Dagger: Similar (0 a dagger, but balanced for throwing.
! Two-Handed Sword: The iwo-handed sword is a derivative of the longsword. The blade was lengthened to
6 feet or more, and the handle extended. Two hands became necessary to properly swing the sword.

Warhammer: The warhammer consists of a wooden or metal shaft capped with a metal head. The head is
usually a block, a cylinder, or a wedge with a flat or slightly rounded face. The heft of the head makes the
hammer ideal for swinging and crushing through armors of all types.

Note that there are “Masterwork” versions of all the weapons listed above. These bigh quality weapons
provide a bonus to hit, but they are not magical.

i

i
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MAGICAL ITEMS AND TREASURE

Your party will come across a wealth of gold during their adventures, but there will be other treasures that
your characters will not want to sell or give away, most notably magic items. Magical items are powerful aids,
With them, characters can gain bonuses in combat, cast spells with 2 mere word, withstand the fiercest fire,
and perform feats impossible by any other means. Not all magical items are beneficial, however. Some are
cursed, the result of faulty construction or the deliberate handiwork of an evil or vengeful wizard. ‘q.‘

Unidentified magical items are tinted blue; items that cannot be used by the current character are tinted red.
Items that can be used with the Use Magic Device special ability are tinted yellow.

Magical Weapons: There can be a magical version of nearly any type of normal weapon. By far the most

common magical weapons are swords and daggers. A magical weapon typically gives a +1 or greater bonus,

increasing a character's chance to hit and damage. Whether they are simply quicker on the attack, or sharper

than normal steel, magical weapons give results far beyond those of the finest-crafted non-magical blade. A

rare few weapons have even greater powers. ok

When you find a magical weapon, more than likely you will not know its properties. These properties must he
learned through research and spells. Identify spells and characters' lore abilities can provide information
about a weapon's properties.

Magical Armor: Enchanted armor complements magical weapons. Magic armor has a +1 or better bonus
10 its normal Armor Class, being made stronger and finer than non-magical armor. Although such armor is
generally finely made and elaborately engraved, characters can discover the armor’s powers only by the same
methods they use to discover the powers of magical weapons.

Potions and Oils: Magical potions and oils are easily found but hard to identify. They come in small bot- ‘“;x’ '
tles, jugs, pots, or vials and clearly radiate magic. The basic function of a potion may be apparent, but

whether it is truly beneficial or not is only evident when consumed. Results can vary - the imbiber may dis-

cover he can resist great heat or cold, heal grievous wounds, or fearlessly face the greatest dangers. He may

also find himself struck dead by a powerful poison.

Scrolls: Scrolls are a convenience and luxury for spell casters, By reading the incantation writien on the
pages, the cleric or wizard can instantly cast that spell without the need to memorize it. Some serolls are
usable by all characters, granting special but temporary protections from various dangers - evil creatures,
Iycanthropes, extraplanar creatures, etc. Other scrolls bear hideous curses, brought into effect at the time of
their use. The only way to know what a scroll contains is to identify its contents. Wizards (but not sorcerers)
can also use wizard scrolls to inscribe spells into their spellbooks. This option appears on the item’s informa-
tion page.

Rings: Magical rings are usable by many different classes and can bestow a wide range of powers. As with all
magical items, some rings can harm your character. Cursed rings can be removed only with the aid of spells.

Wands, Staves, and Rods: These are among the most powerful of magical items. Wands are commonly
used by wizards, allowing them to cast powerful spells with the flick of a wrist. Staves can be used by either
wizard or a cleric. Staves can be truly destructive, dwarfing even the potential of a wand. Rods are the rarest
of all, the accoutrements of witch-kings and great lords. Wands, staves, and rods are not limitless in their
power, however; each use drains them slightly until they are powerless.

-
Miscellaneous Magic: Miscellaneous magical items are where the true variety of magical treasures lies. “‘*"‘q U
Each item possesses some unique power, Thetearegirdleathalgranlgrwslrenmh,mps;omakeyonrdm
acter smarter, rare tomes that increase ability scores, and much, much more. J
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+1

+2

+3

+3

+1
+4 +3 +2 :;:;
+5 +3 +2 543
+0/+1 +4 +3 w653
+7/+2 +5 +3 ST
+8/+3 +0/+1 +4 ST
+9/+4 +0/+1 +4 V63
410745 +7/42 +5 063
Hl/eb/+1 bt 5 +10/+7/+4/+1
+12/47/+2 +0/+4 +0/+1 /84542
+13/+8/+3 +9/+4 +0/+1 9643
+14/49/+4 +10/+5 +7/+2 = l2/+9/+6/+.3
! g +15/+10/+5 +11/46/+1 +7/+2 13 10T+ A ]
 45/+10 +10/+11/+6/+1 +12/+7/+2 +8/+3 TN TTRTI)
M i +17/+12/+7/42 +12/+7/+2 +8/+3

+15/+12/+9/+6/+3

+18/+13/+8/+3 +13/+8/+3 +9/+4

+19/+14/+9/+4 +14/49/+4 97+ +15/+12/+9/+6/+3

+16/+13/+10/+7/+4

+20/+15/+10/+5 +15/+10/+5 +10/+5
GG +15/+1045 10745 :}g:::::;ﬁg:z
+2U+17/+12+7/+2 +10/+11/+6/+1 +11/+6/+1 84154 12749/46
+23/+18/+13/+8/+3 +17/+12/+7/+2 +11/+6/+1 1016/ 13+ 1047
+24/+19/+14/+9/+4 +18/+13/+8/+3 +12/+7/+2 0T/ 14+ 11/48
+25/420/+15/+10/+5 +18/+13/+8/+3 +12/47/+2

+21/+18/+15/+12/+9
+20/+21/+16/+11/+6  +19/+14/+9/+4 +13/+8/+3 IS 1541249 120+1d10
+27/422+17/+12/+7  +20/+15/+10/+5 +13/+8/+3

+22/+19/+16/+13/+10 1d20+1d10

+28/423/+18/+13/+8  +21/+16/+11/+6/+1 +14/+9/+4
+20/424/+19/+14/+9  +21/+16/+11/+6/+1 +14/+9/+4
0/+17 +30/425/+20/+15/+10  +22/+17/+12/+7/+2 +15/+10/+5

21 a class gets another / in their Base Attack Bonus (BAB) this means that they are now
another attack per round. For example, a Level 11 Fighter is able to make three attacks
nd, Mrﬂyﬂﬂtfs-ll, the second at +6, and the third at +1.
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Note: This chart is the number of spells a sorcerer can cast per day. It is different than the numbe

spells the sorcerer knows (Table 5d).
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S0gp 246 192042 15, Greatsword
0gp  1d10 3 15 Ib. Polearm
lgp  1d4 x2 21b. Hammer
6gp 1d6 X3 5 Ib. Axe
7580 1d8 X3 31b. Bow
100 gp 1d8 X3 31b. Bow
5p 1d8 x3 91b. Polearm
15 gp 1d8  19-20/x2 41b. Large Sword
5gp  1d6 18202 4lb.  lLarge Sword
30gp  1do X3 21b. Bow
75 8p 1d6 x3 21b. Bow
3B 1d10 19202 7Ib.  Exotic Weapon
10gp  1d6 192042 3. Small Blade
. 12gp 18 X3 81b. Hammer
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Light Armor

Leather 10 2 6 0 10% 15 I ulk
Studded Leather 35 3 5 1 5% 2 P
—— . 15
Hide 15 3 4 3 20% % o -ﬂ', !
Scale mail 50 i 3 4 3% 30 G
Chainmail 150 5 2 5 30% 40 b3 '
Heavy Armor
Splint mail 200 6 0 7 40% 45
Half-plate 600 7 0 -7 40% 50
Full plate 1,500 8 1 6 35% 50 '
Shield
Small Shield 3 1 NA -1 5% 5
Targe Shield 9 2 NA 3 10% 6
Tower Shield 20 2 VA 3 15% i5
Table 9: Two-Weapon Fighting Penalties
G Primary Hand Off Hand
Normal Penalties -6 -10
Off-hand weapon is light -4 -8 1
Ambidexterity feat -6 -6
Two-Weapon Fighting feat -4 8 i
Off-hand weapon is light and Ambidexterit feat 3 X, ,'f',l
Ofi-hand weapon is light and Two-Weapon Fighting feat -2 b
Ambidexterity feat and Two-Weapon Fighting feat 4 E T
2 i

Off-hand weapon is light and Ambidexterity feat

and To-Weapon Fighting feat
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