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·nu, ,pell !',l'Jlll' the 1'l!'gtl J 31· dJnugc re.i,1a11ce hom" 10 piercing. fire, culd. acul. 
;111d ell'Ctncuy fur the dur.uion of the s1iell 

Shilltlagb (Transmutation) 
u'el Drd I 
Dur.won 10 round>/ ll'\el 
\rc:i or Uft't:l C:l'>ltr 

RJngc: C:L'>ter 
C;t,ting nme· l 
"11ing Thro11 \one 

Thi' >f'l'll cre-Jll.,. a magical cudgel 1h;t1;,, +I anack bonus and mntcts ldlO+ I bludgeoning d:UTiage per stnke. 

Shocking Grasp (Transmutation) 
Lele! I. T;dos I 
Dur.nion: Speci;d 
lre-J or Effect: I Cfl'"Jlure 

R:mge: Touch 
C:t'>ling lime: I 
S:11ing \one 

llus >1icll 11nhues the taster's ll:Ulds with a powerful electric-al charge ih:U 11iU release wnen a succe»ful 
1uuch at1'lck c' made. The a1t1ck deals ld8 points or electrical d:tmage +I poim per ca.'>ler ll'\·el . 
111" chlrical charge i' sufficient for one successful attack. and once an opponent has been touched. dte 
spell\ "'1C'l:) " U"--d up 

Shout (E\ocation) 
ll'\d: llrd "· Sor/11114. Oghma; 
Dur.illon: lttstalllllitl'Oll' 
\rc;t Cone 

R:tnge: Clo;e (.10 fl. long. 10 ft. dmmeterl 
C:L>ting Timc: I 
S:111ng Thr011 Foru1ude parllal (see le\ll 

TI1c ca.<lcr cmiL; an <.-.tr-sphuing ieil 1ha1 de-Jfcns and cre-Jtures in iL' path In) cre-Jturc 1111hin 1he 
arc>J nf dft't:I "deafctt"I for ld6 round; and mkes ld6 po11tL' of damage. I SllCCl'S.;fuJ sa1c negates the de.if· 
n'"'' and t'l-dun.,. the dam:tgt· h) h:df 

Shroud of flame (Evocation) 

D 
l.t,el:-ior/\l11'i 
Dur.1tion ; round> 
\ret ot Effect I creature 

R;utgc· Sight of fa,1cr 
C:.1:-ung lime· ) 
Sa1 ing Thro11 Rcflc\ nt')\:llt" 

l'hb spdl Glll"-" a cre-Jlure 111 huN into Oanll.,. 1f II fail''' Refln s;11e lltt crc:1111re 11Iil hunt for .ld6 poinL' 
nf mun<l. and of flamr erupl from the huming t.trv,l't. an) \\ithin ltn 
reei ol die tal'l;el "' L1ke I d(J polllL' of d:unaRe from ihr fi;Ulll'\ Ill) One hll h) the IJCllnt°> O;Ultl.,. ntU>I abo 
make a Rl'lle\ """ 10 a1oid comr.1t1mg the shroud 1hent-el1t'\ 

Silence (lllusion) 
l.t'l·I IJrd l. Cir 1. Bane 1 
DurJllon: 1 roundVlc'•el 
lrea ol IJ!t'1'.I. l;.ft.-rndius 

Range: S1glu of Ca>ler 
C.L,llng Timc: ; 
S;11 mg ll1ro11: II ill nt'g<tles or none 

l pon c:L'IJng th1' spell. silence pm:ub in the affected arc:1 If c:t<i upon an u1111111ing cre-Jn1rc. die cmuurc 
Cut llt:tkl' a \\ill >:Ill' Ill nt'jl;Ue ibc 'pell\ efft't:t:.. lf C:L\I ;II a poml m sp;ice, :lit) thing ihal enter> the ami of 
dlccl" u11i1hll· ll1 emit ;ound 11ilhou1 a >:11c 

l!:u1ge: S1gln of C.L'ler 
f•L'>lmR lime: .1 
S;11ing Throw: Refle\ half 

I 

l pon IA,\Ung ih1' 'iitll , a >kull "iliro\\TI the C:blt•r ;tl die 1'lrgt1 ;irt':L Titt ' kull noaL, in die m"J until a 
creuurc com<.., 111tl11n; feet of 11 llltc11 thi' h•p1Jcns the 'kull "triggered JOd e\pludc.,;. Jama!\iug l'\eC)one 
\\Jdllfl a radiU> The dJOtJgc infliCit>d is equal IO l-{1 hll polltl\ per ll'\el or ihc CL'>ler \\]ten tA.'>ling 
d1L' '1"'11 ii" "i,..10 >Li Ii far""") from iltt IYJitj. lcst dlC) set ii off acciden1all1. RNmg or 1he ;ire-A 

me Skull Tr:ip" i1111iU make ii di>:1ppear hannle;.'I). I succcs;ful ReOe\ s;11e 11ill do less d:UTIJge. 

Slai li>i ng 

G 
LNI: CJr 5. T;do'; 
Dur.111011 lns1'llllalleous 
\rea of Elfect I cremure 

lfange: Touch 
Casting Time: I round 
Sa1ing TI1ro11 Fo1111udc parllal 

TitiS 51iell 11nbues the easier\ h;md> 11idt destrocti1e negati1e energ) 1ha1 1\lll rclc:1.1e when a sucet'»ful touch 
anack c. nt1de. Titi> almck will insttnd) slay a li1ing crc:nurc unJc;., a Fortitude sa11•;,, made, in "hich c:1.1e die 
crc:uurc 1'lkc:. .ld(1 + l/le1cl poinL' of magic Jamage itl'ill'"Jd TI11> spell h:u; no JO'ecl on unde-Jd or ron;iruct:.. 

Sleep (Enchantment) 

Lele!: Brd I. Rgr l. Sor/11'.iz I, M:u;k I 
Dumuon: ; round.JI"'"' 
\rea of rJTect: I ;-foot radius 

Range: S1gh1 of Ca.\ter 
C:tstingTime: I 
S:11ing l11ro11: \one 

I Sleep spell c-Ju>es a comatose slumber to come upon creatures in the are-J of clfec1 \ ma.\lntllm of ld4 hu 
dice of h11ng cre-Jlurc:. arc :t!Tec1ed. though creatures w11h 5 or more lu1 dke are immune SIC<'!iing creature. 
are helples.,, but 11111 aw:tken upon taking damage. 

Slow (Transmutation) 
l.l'lel Brei ,\, Sor/II iz .l 

- • Dur.ition: I round/It' cl 
lrei of rJTec1. lO-fool mdius 

R:mge: Sight or C:tster 
C;tsting Time: .l 
S:11ing Thro": \\ill neg:u"' 

causes crenures 10 lltOl'C :utd ;lllack :u Ill of their nom1al rates. Ii negates llaste, hut doc:. not other-
11ise affect magical!) speeded or slowed creatures. Slowed cre-Jtures suffer -l 10 auack bonus.-! 10 
bonus. and -l 10 their rcOe\ S:lll'S. To make mauers worse. creatures sa1e :u -4 rs. this spell 

Smashing Wave (Evocation) 
Ll'\el: Drd 5. Rgr ; 
Dur:.tllon: lnstantanoot.& 
\rea of Effect ;.foot 11ide 11:11e 

Range: -10 feet 
C.'IStJng Time: I round 
Sa1111g l11ro11 Refle\ half 

TI1i> spell summons a 11me of 11a1er thm mo1cs in ate direcuon 111lled b! 1he easier, >lriking JI! m iL' Jl'tlh 
11iih m:L.,,,11e force. TI1e 11a1e de-Jl; ld8 cnbhing damage per easier ll'\'ei (nt:l\imum I 5d8l. JOd in Jddition. 
dtere is a l'i"• chance a cre-a1urc struck" ;iunned for 1 round" and a 5% chance the cmuurc is knocked 
uncon>e1011.1. If the crc:uurc '>truck makes a succes.,ful Reflei. sa1e. 1he d:unage is reduced hi half and ihr 
creature ;1101tb bemg >iunnt-d or knocked uncon;cious. 

Snakebite (Transmutation) 
l.l'\d: Drd .\, Rgr I 
Durnlion: I round/ll'\el 
lr"J of Effect C:1>1cr 

tasting lime: 5 
S.t\ing 111ro'' : fon.itudt.· nt-gitlt.o:-. 

This spcll irJJ1Sfom1> the C:l\ler's IU1J1c1s and anus mlo snakes 1>hich can be emplOled m eomhM, ;U1'lcking 
Ill ice Jl('r round Lich 'Jl1'lck d1;.ds piercing damaJ(i' JOd the 1'll);ti m1tst mll a Fonimde """'or he poi­
soned dte poison parallll" anJ de-Jls 6 poL<0n per round 01cr the OL'\I l nmnds. 
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SnlUoc's Snollball Swarm (E>ocation) 

~ 
le\d ~>rA\ " ! 
DurJUon: lnstantaneoll' 
\rea of r.tTect: IO·foot mdius bur>I 

Range Sight of ci.-ter 
Ca.'iin~ lilnc:! 
&ninR n1ro11 RrOex half 

TI1b spell C:t!N'> a Our!) or 'no11balb lo cropl from a poml \\!thin mnge. TI1e ;11ann of snm\balb dc.ils ld6 
poinLs of cold dam:q;c. for l'\Cf) 1110 caster ll'\eb IK')ond .lrd. the snowball;, d<.-.il an rxtm die of damage. to 
a ma.\imum of ; d6 aJ 91h ll'\el or higher. Fire-baSl.'<t creuun.'S suffer double damage if th~ fail d1cir sa\e. 

Sol's Searing Orb (E.-ocation) 
LeveL Ur 6, Ord 6. Rgr 6 
Dumlion. Instantaneous 
.\nm of Effect: I creature 

Range: S1gh1 of Caster 
ea...ting lime: 6 
Saving Thro'" fortitude half 

l 'pon completion of this spell die cm.ter hurl;, a brtlliant, blaLing sphere at a ~1rgl1 creature. lll1cn it hiL~ II 
e\plod"" in a fla.<J1 of light, blinding the target creature and dealing 6d I l points or fire dan1age. I successful 
fortitude ;a•e .1rnicb the bhndness and halves the dan1a~. Dro11 and gm) ch1anes must make d1eir sa1ing 
dirow against bhndne!<S at a -1 pen:dq•. l ndead creatures arc particular!) mlner.il>ie to this spell and take 
double d:urugc. 

Soul Eater (Necromancy) 
Ll'\ cl Sorlll'iz 6, Ma.<k., 
Uumtion: ln .. 'iantaneous 
lrc-J o[ Effect: IO-foot mdiu:. 

Range: Sight of Caster 
Casting lime: ; 
Sa1ing Throw: fortitude ncgrues 

Th i!' spell dc:il.s .\d8 damage 10 all Um1g creatures 11ithin a IO·foot r.1dius. An) creatures that die as a result 
of this damage arc obl11er.11ed and their es:.ence is transfonned into a ~ hit dice skeleton under control or die 
ca.'ter. 11:.o, for c.1ch crcdlurc that di"" in dli; manner the ca.'icr recehc;, a + I bonus to Strengd1. De\teril). 
;Ind C:on>lillllion for I tum. Soul l~11er ha.' no effect on unde:1d. construcL~. and elcmenl:~ cre11ures. 

Spell Resistance (Transmutation) 
U'el. Cir ) , P.J] ) 

Uur:111on. I rounds lll'\el 
\re:t of Effl'CI. I cre:uure 

R:mge: Touch 
Ca>ting lime: I round 
Sa'ing Thro11c \one 

nu, spell grJnt; the fl'cip1em a spell fCSISUmcc or ll + I per level or the caster ThlS effect 11ill last for the 
du1:1Llon of the spdl or. irome:tll) enough. until di>pelled. This spell will replace 11hatl'\Cr spell resisurnce d1a1 
iht crc-Jture :tlre:td) has, ;,o II 1> possible d1:111hc rt'Cipicnt could h:ne hi:. ;pell re>i>.t:u1ce lowered by the 'pell 

Spell Shield (\bjuration) 
Ll'cl Ur l. llelm l 

DurJtion- 'i round\ 
\rea of fJfoct: I CfCJIUre 

Range: S1gh1 of Ca.>ter 
C.1..'iing lime: l 
sa1ing Thrm1 \one 

Tius spell gr.tnls a + .\ bonus 10 llill S:llCS for the dumlion of die spell. 

Spider Spau11 (Conjuration) 
Ll'cl SorA\ iz -1 
llur:llion: ; roumb + I roundlll'd 
lre:1 of Uktt. SpL't1al 

Rm1gc: ~iglll o[ C:bll'r 
Ca.'img lime: o 
sa\ing Thro11 . \one 

ThLs spd l wn1ures :1 large ' Pitier 11l11ch h brought under d1e C:ISlers telepathic control. The 11pt C•f 'P1der 
that appt:JCS depends upon iht: ]l'\cJ of tht: c-.L\tl'r· 

118 71h . Giant ' Pider 91h Pha.--<' spider Ulh+ Sword sp1dl'r 

Spike Grou1h (Transmulalion) 
Ll'd llnl 5 Ran~c Stglll of C:Ner 
1lur.t11on 10 rounds l.L,llng lime 6 
\rc-J o[ Effe<.1 lO fo<ll radiu:. S:nmg ·1 hnm . ReOe\ p.u11.1I 

ThLs spcll tmn,,Comb die surroundmR tcrrmn 1n10 ,p1k) phu1Ls .111) creature rntcnng the ,1re:1 Ukl" ld-1 . 
i••inLs of piercing damage and mu..'i make a ReDe\ sa1e or suffer mjun"" 10 the k-li dut slo11 the charJl1l"r> 

,p<.'C<J h) one· d1ird 

Spike Slones (Transmutalion) 
Ll~cl : Drd 1 ltmge: Sight of Ca.'il<:r 
Uumllon: 1 l round.s Casung lime: 6 
1re:1 ol Effect: I ).[001 radiu:. Saiing Thro11 : ReDc' half 

Tiii' ,pell 11 a~JS the surrounding rock. rl'>hap111g the tcmlin nllo spiked projection' that bll11d into the back· 
ground. Ill) creature emenng the arc-J Ukb ldR hit point> of piercing damage per round and mu;t 111:\ke a 
ReOc\ sa\e or ha1e iL' moll~ncnt mte reduced b) half 

Spirit Armor (Necromancy) 
Ll'\el: Brd 1. Sor/Wiz -f 
Dumllon: 5 round.Vll'\cl 
\rc-J or Effect I cre:tture 

lt111ge: Touch 
C:Lsting lime: .. l 
Sa\ing l11ro11c \ one 

llu;, spell crc-Jlt'S a corporeal barner around the uirgefs bod) b) tapping 1mo die target's life force. The 
annor tL..eJf;, 11eighdess. and doe. not hinder mmcment or spell casting. In addition. the Spinl lrmor 11iU 
not 11ork cumulau1e!I w1d1 am other armor, howl'\er. dC\tenq, dcDection. and shield bonu>t" ;iill appl) 
\\ hilt: U1 effect. the ;~or bon~;, is +6. ;IS if he \\'Cfl' We'Jnng splmt mail. \bo, due tO d1e magical nature or 
the spell, the recipient 11ill rccchc a +5 bonus to Reflex sa»C>. There is a d:u1ger to usmg the targli > life 
force to power the spell. :1> when the spell C\pire>, die e.\lemal portion o[ the spirit is temporaril) lost and 
!d-1 poinLs of daniagc is incurred. 

Spirilual Weapon (Evocation) 
Ll'\el: Cir l 
Range: Ca;,ter 
S:1110g l11ro11 \one 

C.1..'iing lime:) 
Our:nion: I round/be! 

ll) c:~ l ing upon his deil). the c:c<tcr bnngs into e\lstence " nmg1c;d hammer, 11 luch m:1y he ll'ol>d '"a 11 c-Jpon. 
Tiiis h:m1mer is composed of pure force and can be used 10 stnkc targcts from a safe di>tance. de:ding ld8 
bludgeoning damage per 'tnkc. 

Spiritual Wrath (Erocalion) 
Ll'cl llrd 6, i"JI b. ltdm ' . Tcmpll\ 6 ltmgc: S1gh1 of C:l'ier 
Duration: ln>1;uuan111u> I.a.sling Tm1e: ! 
1re1 of Effect ~pec1al S:11111g ·111row: RcOe\ hall 

l pon rnmplclion o[ this s11ell . the C:L,ler hl'CClnlCS a focus or splfilU;tl COef!,~. which tl1en shoOb 11111 from die 
GL'ter in four ilin."Cllon>, lik1· liA]11111n~ holL'-The GLster spl·dfit.,, tlw clirt-ction of onl' ol thl' I.iii> and the 
od1er huhs 'htMll oppo"lt: ;md fk•rpt11dicular to dial dm:ctmn . rnmplt:tmg a """·'ha1x-d p;1Uem 111 rn.-.1· 
111r1.,, m tlw holts path ~tkl• HI llJ + ! pomL' ol ma~lt dam;1gc, ReOc\ "11c for half. t.reuun..,, nf ihr s;1111e 
mor.tl alignment (good. neulrJl. t'il) a.s thl' c-a.,ter arc u1tdki.t1-d 111 the >pell 
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Siar Metal Cudgel (Conjuration) 

[2J l£1el Ri;r4, Drd .1 Ran~e: l:a.'1cr 
Dumtion· W round.' Casung rime:~ 
Irr-a or Ofect D.-ier S;i1mg Thro11 \une 

·111b spdl ere-Ate. a mctl,mc iron magical duh that is +l anack bonu> and damage. and treated a.' a H 

w"tpon for purp0><~ of what il can Jut Proficient:). '1reni1h. :u1d specialization bonu>b and pcnaltie. appl). 
11 d<IC> an .1ddi!1onal ld6 point:> or bludgeoning danmgc ag;t111>1 undead :u1d conSU'Uct\. 

Static Charge (Transmutation) 

W 1£1. c.'1 llrd i. RgrC1. T;dos ~ Duration Ill turns 
C:Ning Time: I round \rea of Effect Sight of Caster 
~11ng Thro\\ . Re0e\ half 

~1<111c Clmrge is sintil:tr to C:tll Llgh111ing C\CCpl il c:u1 be tL~ mdoor... l pon completion of th" spell an 
l'l1t'f111 cl't".Uure w11h111 the area of eITcct is [lied bi a >talic di>ehargc [or ld8 cil-c11icit) damage per ca.ster 
kwl:10 a m:t\Jmum of 16d8 elcctlici~ damage Once released the '1:Uic chaq:e 11ill build up ag:un on the 
ca.'il<r. dtsch:trgtn~ once per tum for the durdliOn o[ the spell 

Stinklng Cloud (Conjuration) 

EJ 
lei-cl Sor/\\ iz 3 Ran~e: Medium 
DurJtion· I round/IC\cl c;a.,ting Time: l 
.\1-e-d of Effect: .\O·foot radiu> Sming 111row· fortitude negate. 

StinkinA Goud Cl't"Jlt.,, a biUO\\ing ma.SS or no\ious 1apors up 10 .\0 rcct a\111) from the 11izard. \n) li11ng 
m1uurc canglu \\itlun the cloud must roll a successful Fortitude sme or become nause:ued, making them 
unahle 10 a11;1ck. ca,,1 'pell<. concentrnte on 'pelb, :md '° on 111e.c dlcct> hbt for a.' long a.' he or she 
re11tuns 111 thl' cloud. 

Stone lo Flesh (Transmutation) 
Lt"cl Sor/\\ iz 6 Range: lledium 
Duratmn: Permant111 C:l'iling Time: 6 
Area of Ef!t'Cl I cremurc S:11 ing Tlirow· \one 

n11s >pell turns a petnlk..J creature back to nonnal If one of your comp:111Jons has been 1iclimized b) a 
ha.-;ilbk or a medus.'I, this spell 11ill restore them to nom1al he:dth. The creature must succeed at a For1itude 
~IH' lO SU('\i\C the process hO\\C\Cr. 

Stonesk.io (Abjuration) 
1£\el: Sor/Wtz ;, llnmter 6 
Ourdlton: IO mmutcs/IC\el 
\re-J of El!ct:t. Crc:tture touched 

R:u1gc: Touch 
Ca.'1mgTime: I 
Sa1ing 111row: \one 

111c 11;mled creature gam.' re>Mance 10 blo11~. cuts, staiJs. and >lashes. The subject gains danmge reduction 
IOi+i OI ignores tlte fiN 10 pontL\ of dunaAe. thouA11aweapon11ith a+; enhanccmem bonus or any 
mai;;c:tl at~1ck hyp;L'5t'> the reduction.I Once the spell has pre1emed :t IOl;ll or 10 point> or d:um1ge per C:bl· 

1·r IC\d f m:t\lmum I ;o poinLs). it b dLsclttrgl-d 

Storm Shell (Abjuration) 

.

LC\d· Uni .i. Rgr j , Talo> J Range: '.'bier. 
Duration. 10 round.' r,L,Ung rime. 6 
\re1 of L!lect Caster Sa11ng Thn111. \one 

l111s '(lCll surroutub the ca.-.tl'r wnh a darl, sphL'CC of disrup111e cnel'l(I that moil>' 11itl1 him The stom1 'lwll 
120 i;rJnLs a I'>/. r<>ts~Utct bonus lo fire, cold, ;tnd dl'Ctticny 

Strength of One (Transmulalion) 
l.C\cl. Cir :!. l';d 3 Range: f•btcr 
Duration: - round.' LJ.'itmg Timl': -' 
\rei of I:lfot1: i;.[oot rndill' S.11111~ 11inm. \oue 

\\h(11 till' spell ts C:l.'I aU allie. Jn tltC arc;t Of cffoCI :tre grnlllcd a +.i Sit'l.'ll~tlt [MlltllS [or the dur.tUOn o[ lilC spell 

Suffocate (Transmutation) 
Le1el Sor/\\i1 -. Bane- R.u1ge: Sil\111 ofC:btrr 
Durntion i roun<l.s c;a.,ung Time -
\re:1 of Effect. IO·foot r.tdtus S.111ng 111ro11 l'ortiludc half 

llus spell dr:t11S the breath OUI of :di cre:tture. 11ithit1 the are:t o[ effect. Cl't"Jlures that do not breathe ;tre 
un:tITectt-d. SuIToc:1ung cre-Jture- >UITer-! 10 am1or cla.s.s. -610 Dt'\len~. h:tlf moll1ne111 rate, :md take -ids 
poinb of dunagc per round. I succc;.,,ful Fortnudc sa1e negates :di elTcci... but MS point> of cl;muge for nnc 
round. 111e effect> begin to fade 11hen tl1e crmture mo1e. out of the are:1 of effl'CI. although il ma) 1<tkc a 
round for ;t dtarJCler to c:uch tht1f second \\ind. 

Summon Djinni (Conjuration) 
Le1el llrd -. Sor/II ll -
Our.tlion: I round/ll,·el 
~re:1 or EITcct: Spcctal 

R.tnge: , il\111 of Casler 
C:L\ling Time: I round 
S:11i11g TI1ro11: \one 

llith thts >j>ell, the co111urer can ca1ole a djim11. a m:ts.<i1e gerue 11it11 po11ertul ahilitie-. to lea1e tlte 8emen"11 
Plane of \ir and enter the Prime Matcn:d plane. 111e d1inni 11ill serve for die duralJon indicalt'd abme, a1~1ck-
111g the enemies of the c:i...ter. C:L,ters :trc n'amt..J lo be careful of thb spell for a mbtrc:ued djinni 11iU tum on 
ltis ma;icr at the fir..t :11:ulablc opponunit). 111e summoned dj111111 docs not offer 111Shc.,, to the ca.'tcr. 

Summon Efreeti (Conjuration) 
IL'lel. Brd ' , Sor/\\·1z -
Duration· 8 rounds + I roundlle1·el 
Area of Ef!cct: Special 

R.tnge: Sight of Casler 
Casting Time: I round 
S:11ing Thro11: ~one 

II itlt tltis spell. the con1urer c:u1 C'Jjole a cfreeli, a mass11e genie 11itl1 powetful abilitil'>. 10 lea1e the Element;d 
Pl:me of fire and enter tl1e Prime M:uenal plane. The e[recti 11111 scn·c [or the duration tndicatcd alio1e. at~tck· 
mg tl1e cnt1nie. of tlte caster l'he C'.Ner is 11arned to be c:trCful of tl1l' spell. for a ntistrc:tled efret1i 11ill 1um 
on it; lll•L'ter :u the first mllihtble op1iortuni~. 111e efrt'l'.U docs not pro11de 11i>he.10 die ca.-.icr 

Summon Fiend (Conjuration) 
1£\el: Sor/lfo 8 
Duration I; rouncb 
lre:t of Effect: Spt'Ct:d 

R.mge: Sight of C:a.'1er 
Ca.sung Time: I mund 
S:mng TI1ro11 ~one 

More po11crtul tl1an the -ih IC\cl 1amu11. ca.-.img tlus spcU summo1L' a frenm-d demon. Tlus demon 11dl 
all;tck C\cnonc m the area 11ho "not protl'cted b) a prott'Ction from t~tl spell. Only dt.,,pemte or ""cidal 
mages use tlus spell 

Summon Invisible Stalker (Conjuration) 
Lt'cl Uni 6. S<1rlll iz 11 
l>urJtmn: ! hou~ 
1""1 of l:ftL'CI: Spt-cl:tl 

R;111gc . Sight of LL'1cr 
C;isung Time: I round 
'"mg l11m\\ \one 

fltis spell 'ummnn.' an 1111Nhlc stalker. a ni;.nun· nali1c to the rlcnwmal Pl:tnl' of lir flu, rrc:uurc 111U 
oil\'\ dw ortkrs of ~le raster and n:m;tin 11nt1l 1hc ~rl'it lluralion c pin~ ur ii L' ,1;1111. 
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Summon ~lonster I (Conjuralion) 
l;'el llrd I Ur I Sor/\\ 11 I 
OurJuon l rounds + l/ll'\el 
\rea of [[feel Spena! 

lllngt' S1~h1 ul Casler 
t:a'ling lime: 6 
SJ"ng Thro"· \one 

nu, 'l"'ll ,unuunns J monsltr \\ho 11ill :tid lhl' C'J>ler for tlte duralion of the 'pell . Tht· Nlf or crc"Jture lh:u 
come~ b r.mdom 

Summon \lonster II (Conjuration) 

l.<'ld Brei!, Cl.r l. So.· r/\\iz ! 
IJur.uion 5 rounds+ Ille-cl 
.\ret of l:1Tec1: Speci:tl 

Rm1ge· S1glu of C•1>1er 
Ca>ling lime: ·I 
S:11111g Thro\\. \one 

l11is >pell 'ummons a monster \\ho "ill aid 1he CLsler for 1he durJllon of lhe >pell The ~J>e of cre:uure tlt"JI 
comt~ is rJndom The crC'Jlure summoned LS more po11crful 1h:01 crc:uure. >Ummoned b1 le>....er 1e"ions of 
1111, >pell. 

Summon ~lunster Ill (Conjuration) 
lt•el Brd .\. Cir .l. Sor/\11z .\ 
llur.won .l rounds + tile-cl 
\f'l"J of fJfL'CI. Spl'Cial 

ltmge: S1glu of C:L'>ter 
Ca;Ung lime: 5 
$a1ing ntrO\\ · \one 

Thi> s]!Cll >ummon' a mons1er "ho 11ill aid the C'J>ler for the dur.uion or the spell Tiie ~Jlf of creature that 
comes LS random. The creature summoned is more p-O\\erful tl1"JO cre'Jlure> summoned bi le>....er 1ersion.s of 
thb spell 

Summon Monster n· (Conjuration) 
l.t'd: Brei 'I, Cir 'I. Sor/\l'iz -1 

Dumt1on: .I rounds + l/le1cl 
lrea of Effect: Special 

ll:mgc: Sight of C:Lslcr 
Ca.sling Time: 6 
S:t1ing Thro\\: \one 

lllis spcll ,1tmmons a mo11'fer 11ho \\ill aid 1he c::Lsler for 1he durJlion of tl1e spell. The ~'JlC of Cf'l"Jture 1ha1 
comt'> b r.indom. The crC'Jlure summoned b more po11erful limn CrC'dtures summoned b) lesser 1·er..ions of 
1hl,spdl 

Summon ~lonster IX (Conjuration) 
U..el Or 9. Sor/\1<11 9. llmaier. 9, 

Tempos 9, B"JOe 9 
Dur:nion: .l rounds+ l/le-el 
Are:1 of EffL'tt Special 

Range: Sigh1 of Casler 

C:Ls1rng lime: 9 
S:11 ing Titro11. \one 

111is >pell summon' a monsler 11ho 11ill :ud 1he ca.,ter for 1he duration of tlte spell Tiie l)'JlC of cre:uurc lh:u 
comes is r.indom. The creature >t1mmoned Ls more p-O\\erful lh;m crca1ures summoned b) lesser 1ersions of 
tl1is spell. 

Summon ~lonster V (Conjuration) 
Le-cl: Brd i. Cir 1. Sor/\liz; R:mge:, ighl of Caster 
1lura11on .l roumb + lllLwl C:1>1mg Time: ' 
\re:t of Elfoa. SpL'Cial SJ1111g Thro\\. \one 

nn, <pdl 'ummons • monster who 11ill Jid lhe CL,ler for the dur.tlion of lhe spell. The ll'pe of Cre'J!Urc 1ha1 
comL"!- b rJOJom lbe creature summoned b mon• (lO\\crful 1han neaturL~ summoned b~ l~ser 'ersiOJl\ of 
ilm 'pell. 

Summon Hoosier\ I (Conjuration) 

. 

l.l'd llrd h. l.lr Ii, "1r/\\ 11 6 Ran~e· Stglll of fa,1er 
llurauon: ; round' + Mc~cl C1S11ng rmll" x 
\rr;t ofl:ITL'Ct: Spl'Clal S:11mg Thro\\ · \one 

ThLs spdl >Ummon' a mun>lcr 11ho 11ill md Ilic C'J.<lcr for lhe dnrJllon ol 1he spdL Tiie ~'JlC of crcdlurt" lh:tl 
romL.,," r.mdom fhe crcJIUre summon"! is more poucr!ul tl1:m rre:nul'l" 'ummont'tl b) ""''" 1c"iun' ol 
tlus spell 

Summon ~lonster \II (Conjuration) 
l.t'cl Cir-. Sor/\\ 11 -. fempus" 
Dur:uion . .\ rot'.nds + l/ll'\·el 
1re:1 or Effect: Spl'Clal 

Range: Sigh1 of C:L<ter 
C:isllng lime: 9 
S:ning ·niro11 : \one 

·n1is spell summOftS ;l nlOn,ler 11ho will :ud lhe CISll'r for lhe dur.l11on of lhe spell n1e l)'pe Of Cr1:Jlore lh:tl 
coml.,," r.mdom. The cre:nure 'ummoned is more pouerful lh"JO cre:tlUl'l'> summon<'ll bi le,,ser 1erNons of 
ilus spell 

Summon ~lonsltr \ 'Ill (Conjuration) 
Leid lJr 8. Sor/II i1 8. Tempos 8 
Uur.iuon .l rounds+ l/le-el 
lf'l"J of EITL'Ct: Special 

ltmge: S1gln of C:l>ler 
faslmg lime: 9 
S:11ing TI1ro11 \one 

Tius spell summons a monster 11ho 11ill aid the C'.!Ster for tl1e durallon of 1he spell. The ~Jlf of cre:uure tl1:11 
come\ is random. Tiic creature summoned LS more powerful 1h:u1 cre:nurcs >ummoned h) les.ser 1crsions of 
tlu> spell. 

Summon Nature's Ally I (Conjuration) 
1.e-cl: llrd I, Rgr I 
Ourallon: I round/level 
ll'C'J or Effect Speci:tl 

ltmge: Siglu of C:Ls1er 
Ca.sting Timc: 6 
S:11ing TI1ro11. \ one 

Titb spell >ummons a CrC'Jlurc of n:Uurc 11ho \\iU :tid tl1e CISICr ror ihe duralion of tl1c s11cll. Titc ~pe of 
creature thal comes 1~ random. 

ature's Ally II (Conjuration) 
l.c1el Ord !, Rgr ! 
Duration· I round/le-el 
\re:1 of EffL'Ct: S[X'Cial 

ltmge: Sighl of Caster 
C:t>ting Timc: 6 
Sa1ing Thro\\ \one 

Tins sptll s1tmmo1t' a cre:uure of 1tnure "ho "ill md tl1e easier for 1he durJtion of1he >peU The 1ipc of 
cre:uure 1h:u comes is r.mdnm. The cre:uurc summoned is more po11erful than crc:nul't'S summoned hi IC\s­
cr 1er;ion.o. or 11u, 'pell 

Summon Nature's II.Uy Ill (Conjuration) 
l.c1el: Dr<l .\. Rgr . .l 
Uur.111on: I round/It'd 
lrc-J of Ui<'CI: Sptci:<l 

ltmge· Sigln or (~LSlcr 
C:Lsting limt· 6 
S:n1ng 11mm: \onL' 

'i'hi' spell summons J Cl'l"JIUl'l' of n:Ullre 11ho llill ai<l lhe Clsler fur lhc <lur.Uion of lhc spl.Jl lltl' ~pc o[ 

cre-Jturt· 1ha1 coml~ L" r.Uldom. The crt:"J1Urc· summonl'd is more pcml'rful tlun tn:Jturt"!'- :-.11mmc1nl'l.I h\ lt.-ss 
er 1crs11JO> of lhL' >pell 
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Summon Nature's Ally IV (Conjuration) 
l.l'l'el: Ord~. Rgr q 

\rea or EIJec1: Special 
ca.'ting Time: 6 

Durdlion: I round/level 
ll:inge: Sigh! of L:L~ler 
Sa1in~ Thro\\: Sone 

Thi> spell summons a cre11ure of na1ure who will aid 1he easier for 1be durJtion of lhe spell. Tiie ~lle of 
Cft11.lllfC Lh:ll L"OIO<.'S b rimdom. 

Summon Nature's Ally V (Conjuration) 
l.el'el: Ord ;, Rgr 5 Dumlion: I round/le.el 
Arca or Effect: Special Range: Sigh1 or Cas1er 
Casling Tune: 6 Sa1ing Throw: None 

111is spell >1nnmons a crcaJure or muure who will aid the C-.tSler ror lhe clur.tlion of lhe spell. The 1ype or 
crn:uure 1l u11 comes is r.indom. 

Summon Nature's Ally VI (Conjuration) 
Level: Ord 6. Rgr 6 Dur.ttion: I round/lel'el 
Area of Effect: Special lfange: Sigh1 of Cas1er 
Casling Time: 6 Saving Throw: ~one 

Thh SJICll summons a crcalure of nature who will aid tl1e caster for 1he duration of tl1c spell. l11e ~'Pe of 
cre:tturc that comes is random. 

Summon Nature's Ally VII (Conjuration) 
l.el'el: Ord i 
Arca or Effect: Spcchtl 
Ca.sling lime: 6 

Duralion: I rouncVlcvcl 
Range: Sigh1 of Cas1er 
S:11ing Throw: ~one 

111is spell su111111ons a creature or nature who 11ill aid lhc C'JSlcr ror the duralion or lhe SJlell. The type or 
crca1ure 1ha1 comes is random. 

Summon Nature's .\lly VIII (Conjuration) 
l.t'·el: Drd 8 
·lre:t of Effect: Special 
r.asling ·rime: 6 

Duralion: I round/level 
Range: Sight of Casler 
Sa1ing TI1row: None 

Thh spell summons a creature of nature who 11ill aid tlie caster for tbe dumlion of tl1e spell. llie ti-pe of 
crcamre that comes is random. 

Summon Nature's All)' IX (Conjuration) 
I.c1el:Drd9 
\rea of Effect Special 
C:isling Time: 6 

Dumlion: I round/level 
Range: Sigh1 of Casler 
S;t1fog Throw: None 

This spell summons a creature or n.iure who will iticl the CL<ler for the dumtion or lhe spell. The t;11e of 
crca1urc thm comt'S is r:mdom. 

Summon Shadow (Necromancy) 
Level: IJrd 5, Sor/\"1z 5 
Dur.ition: I round + I round/lel'el 
Are-J 11[ Effect Special 

Range: Sigh1 of C•lSler 
\.as1ing Time: 5 
Sming Throw: \one 

This SJl"ll s1m1mons a crearnre of li•ing darkness, a Shado11, which will obc) the will of the C.'l>ICr for the 
124 durdl!On of 1he 'iiell. The higher the .,;!er ll'\el. 1he more powerful 1he Shadow summoned. 

Sunbeam (E\'ocation) 
i.<:'lcl: Drd -. La1hander" 
llur.nion: 4 round, 
IJ'e'J or Effect 15-foot r:1dius 

llange: Sight of C:l<ter 
C:L,ling Time: 1 

Saring Thro11c Reflex negates :md half 

This spell allows lhc c";ier 10 l~Ok<' d:v1Jing beams of inlCnscli ho1 ligh1. Ill crt"dlures in tl1c be:un art blind­
ed and l:tke Jdl1 poinl' ol damage. •I successful Rellc\ sal'e negates the blindness and reduce:. tl1e chunage bi 
half. l ndcad cre-Jturci., fungi. mold. oozes, slimes and otl1er ftmgoid cre:11ures '"'ugh1 in the rai <offer id6 
points or damage per ca."cr le1cl (maximum l0d6) . 

Sunfire (Evocation) 
l.e1cl: Sor/\l'iz ; 
Dunuion: Jnst:mtaneous 
Are:t or Effect: JO-fool radius 

Range: C:L,ler 
C:1sling Time: .\ 
Sming Thro11c Rellc\ half 

I sunfire is '"' e\ploshc hu1~1 of name similar to a fireball bu1 cenlered on tlie easier. Ill cre-Jtures in the 
are:t of effect °'cep1 for the easier arc burned for I d6 fire d:tmage per ca.<ter le1·el (to a maximum of I 1d6 
fire d:unage) .. I successful Refle.\ s:tl'e halres tl1e damage. This spell blinds drow and gray dwarl'es if :t Refl" 
sal'e is failed. 

Sunscorch (Evocation) 

5J 
Le.el:.Ord I, Rgr I, Lathander l, Selune I 
Durauon: lnstant:mcous 
.lrea of Effect: I crcalure 

Hange: Sigh! of Casler 
Ca..;;1fog lime: .. 
S:11ing Throw: Reflex h:tlf 

l pon complelion of this spell a brilliam ray or scord1ing he-.u fires do"n from the ski :md burn> 1he target 
cre:uure for Jd6 + t fire d:unage per level of the c-JSler (lo a m:tximum of ld6 + I;). l ncle-Jd cre:tturcs and 
monslers mlncmhle to hrighl lighl lake I d6 + 2 fire damage per level or 1he l'L<ler (to a m:Lximum of id6 + 
.10). In addilion 10 susttining d:miage, 'ictims are al.w blinded for 3 round,. If 1he 1:1rge1 cre:tntre makes a 
succes.,ful Reflex s:ive ii will aroid the blindness :md take half d:unage. Drow and grey dwaives are blinded hy 
1he spell for .l rounds (no s;11e allowed). 

Symbol of Death (All) 
Le1·cl: Cir 8. Sor/\~i7 8. Oghma 8 Range: Sight of Caster 
Dura1ion: ilistantmcous C:lSting Time: j 

Ire-• of Effect 30-fool radius Sming Thro11: Fortitude negates 

Titis spell conjures fonh a magic-.tl Wl'Ph imbued witlt magic:d power 1ha1 channels il5 effecl5 through aninne 
c:tpable or seeing ii. CJ'e'Jlures mus1 make a Fortilude s;11·c or die. One or more cre:uurci. willtin 1he mdill\ 
\\hO:.<' combined tolal hil poinl5 do nol °'cced 150, are susccpliblc 10 1he S)lnbol's clfocl5. 

Symbol of fear (All) 
Le\d: Cir 8, Sor/Wiz 8, Oghma 6 
Dur.uion: 10 round' 
ilre:t of Effect: JO-foot radius 

R:mge: Sigh1 ol \.asler 
C:tsling 'lime: .l 
Saving Throw: Wiil negmes 

Thi:; spell conjurt.,, forlh a m"gic:u glivh imbued 11ith m"gical power 1ha1 clumneb 115 cftt'Cls 1hrough anyone 
mpable of '>t'Cing it Crc:uures are al1011 cd a Will ""c to resi>t tlu~ 'pell. If fmk<l. cmtlur.._ 11ill be affected 
hy a po11e1fol 1ersion of u1e Fe:1r spell. 
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S)mbol of Hopelessness (\II) 
l.l'\cL rJr X, Sorl\I it 8, Ow.1ma -
Ournuon: IU round.' 
\rea of Dfed 30-foot r.1d111s 

lfangc· Sight of Ca.-tcr 
Ca\lln~ lime· j 

SJ1111~ Thro\\ II ill n~ue:. 

Tius spdl con1urC> fonh a gh]lh 1mhul-d \\lth m:1111cal po\\l'f that clunncb ii!. dfotL' through an) enem) 
cmuuri:- C'd)lJble of S<'C1ng it. Crt:'ature; affected 11ill be 01cn1 helml-<l h1 dc1echon ;md remJm rno!Jonlc: or 
\\ill ""'' aJI hopr of \\inning in combat and nee. !\ succ,.,..,[ul II ill sa1e \\ill re;ist ti1c elTecl!.. 

Srmbol of Pain (All) 

BJ 
Levd: Ur 8, Sorl\l·iz 8. llmater 8 

• Duration: 10 nunutes.llevel 
• \rca o[ Effect 30-fool rndius 

Range: Sight of Caster 
C:i!.ling lime: j 
S:11111g 111ro11: Fortitude negates 

llus 'pell conjures forth a magical gl)]Jh unhued \\ith magic:d power that channels ii!. cflecL' through an) 
Cfil'ltl) Cfl:'Jtures capahle or seeing it. Creatures affected 11ill sulfer wracking pai1ts 1hrougl1ou1 their bod), 
reducing th11r Dextenty ..cores by l and impose a -I penalt) on attack rolls. skill check> and abili~ check.' 
Jforutude negates). 

St111bol of Stunning (All) 

., 
I.Ml· Qr 8, Sorl\I iz 8 
Duration. 5 rounds 
\ret of l:ITcct: j()-foot radius 

Range: Sigln of Ca>ter 
C:tsting lime: .I 
S:11ing Thro11 Forlltude negates 

Th" spell conjures forth a magical glj]Jh imbued 11i1h magic:d power that channeb its effects ti1rough anyone 
capable or S<'l'ing it. One or more creatures 11ith the radi11> 11ho>e total hit points do not C.\ceed lSO become 
;tunnc\I (fortitude negates). I stunned creature c:ui't act and lo""' :rn) De\lerit) bouusrs to AC .• 11u1cker.. 
g;1in +1 honu~ to :lllack 1t. 

Ttnser's Transformation (Transmutation) 
'I,:. l.e1el: Sor/\l iz 6 R:mge: C:L'ter 
~ • 1Jur.t11011: I rouncVIC\"fl nL<ling Time 6 

lmt of Efkct fa'iler Sa11ng lbro11 \one 

n1c C:L,ter hc.'Comes a '1rtuaf fighting machine - stronger. tougher. [a.-ier. and more skilled in combat TI1e 
ca'Oll'f°s nund'il!I dunges"' that he reli>he> combat :u1d c:m·1 C'J>l spelb. 111e Cll>ter g;m1' id6 tempoml) hit 
pomL' per C:l<ter le1·el. a +4 natural annor bonus to IC, +ld• Slrength, +ld·t De\ieri~. +I base atUtck bonus 
pt·r ~'o m>lrr lt'\el; (\\ilid1 may gire iou :m e.xtra attack) :md a +) bonus 10 For111ude sa1es. Tiie c:Ister 
atUtck.' oppont'flts 11ith mek'l' or ranged 11eapons. Cl'en resorting to unanned attack.' 1ftluu·s all he c:m do. 

Thorn Spray (Transmutation) 
l.l'el: Ord• Range: Sj>CCJ:tl 
1Jur.1tion: l1t<t•mUmeous \.a.'iling lime: .l 
\re-J of [ffect: .JO-foot long. ZS-foot 11ide cone Sa1ing 111ro11- Rene, h:tlf 

B! ml"JJ1" ol thb spell. ti1e ca.'1er c:m ca1Lse a spr:t) or barbs. >pike:., ti1orns. and spines 10 spring forth from 
his lttnd The thorn spra) inflicts Cid 10 piercing d:1mage 10 all creature:. 11i1hi11 the amt of effect 11ith a Rene\ 
"""fur half thunagc 

Tortoise Shell (Abjuration) 

126~ 
l.lwlDrcl.1 
Duration: 10 round' 
.\rca of 11ll'l.1: I creature 

R:mge: rJose 
C,a;.hng lime: l 
Sa1ing Thom: \one 

I pun tompil'tion of ti1h 'Pl'll. a lal')\l' hcnll'Jlheriral ,bell fl"'-'fllhlin~ tltu ur ;t (Ol10l\C l1ll':l'l.,, the target 
cmuurt:. 'lueld111g II [mm the out"dr 11orfd. 111e cremure rii<N'lf can t;1ke n1• •Klion hut in tum" impel'i· 
OU' U> ;tll eihl' ihl' lOrtON· \hl']f ha' ( tiO lut poilll\ 

Tremor (Transmutation) 
i.l'<·I Cir~. llnl 9. falos -
Duration: ln\lanL.Ull"tlll~ C:l'hng nme: I round 
ln.-J of i:ITt'CI S1.1()11 of Clster ~11 ing Tlinlll. Rene, nl~U,.,, 

111is 'Jlcll C:IU"-" a lnC'.d trt:mor to np through the grouml Enemll.,, 111tlu11 'lght uf the CL'tersufler •d JO+ l 
pomLs o[ hludgmmng 1l!mage and mu't make a Rene\ ""e or Ill' knockt-d unconscious for .I rounds. 

Trollish fortitude ( ecromanq) 
l.t,el Sor/\lit b 
IJur.111011 lO round.' 
lrea of DTt'Cl: C:l'ter 

R;mge: l,L,trr 
(~L\llng font': 6 
lia1111g l11ro11 : \one 

]]Us ,pelf imbue> the C:L\ler 111th till' ri:-ilience Of a lrOll. alJ011mg the caster 10 fl'gl11Cmte) hil poinl, per 
round up 10 hL<;,1her m:L\lmum hll points. 

Undead \\ard ( ecromancy) 
l.l,el Cir;, l':ti ;, S!'lune; 
Duration I() round.' 
\re"J of Effect lO-(oot rJdius 

R;mge: C:L\ter 
l•ISling ·rime: -
S:11ing TI1ro11 \one 

This sprlf :m1phfie:. the innuence 1hc r-.c.ter ha:. 01cr unde:td, 1ho11gh it Ls tit'll to thl' ar1"J ;urrounding tile 
c:tsler \\1tere ca:.t and does not mo1e An) undead cremure emering the aret of rfft'CI is allt'Cll"<i :1" if tumed 
b) the t~L,ter that 1mokcd tin> sprlf If the tumiug f:uls. the unde:1d creature is 1111111une to [urlill'r tuming 
auempts b) the s1iell unk.,._, it leal'(~ and reemer.. the are-J of e1Tec1 

Unholy Blight (Evocation) [Evil) 

D Ll'cl Cfr-1. M:L'k' 
IJuration: l1tstanU111l'OUS 
lrca of EITt'Ct l0-[001 mdrns 

Range: Medium 
C:l\llng lime: .I 
S:111ng 111ro11- Fortitude JYMliaJ 

11us spell c:db upon unhol) po11er to 'nute \OUr enenucs. In) Cre'Jlllrl'S or good :tl1gnmem 11ithin the area of 
c1Tec1 take id8 damage (ntt\lmum )d8) per mo r-a<ter IC\els and 'ickens them for Jdt round<. I succcs.<ful 
Fortitude sa1e reduces dan1agc to h;tl[ and negates the sickcmug effect. \eutml crc:1111re. t;1ke half d;m1a~c 
and are not >1ckened 

\'ampiric Touch ( ecromanq) 

1
,1' LC\el Sor/\l u .I 
r. llura11011: SJ!t'Ciaf 

Ire-a of [ffl'Cl: U1ing cr1"Jture touched 

Range: Touch 
<':<L,ung 'lime: .1 
lia1111g TI1row \one 

11us spell nnhut.,, tiie C'J.'1er's hand.' with ti1e abili11 10 dram life. \\hen a succl.,.,.,lul mdt'l' touch am1ck is 
made. the 11rum lo"" ld6 hu points fur L'rn 1110 <"ISler k'cb <ma.\imum llldbl ThN' h11 Jl'lilll' arc ;1dti,·d 
10 the ra .... tl'r. \\ith •Ul} hit point' OH:r the CL,trr\ normal m~L\imum tot;~ trt'itlt:d ;L' tL·mpor;m honu~ hit 
1x1mL' The tt·mpor.tl) 1111 prnnL' tl1 .. 1ppmr al1rr I hour. · 

\ipergout (Conjuration) 
u'd Sor/\111-
llur.1uon: I rnundibcl 
1m1 ol 1Jk1·t CNer 

Ca,ung liml'" -
SJ1ing Thro11 \hilt' 127 
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In" >('<:11"mimon'11rcrs \\hich leap forth from iht: ca.,ltr\ moulh 10 allac1' her encm1es Sianmg on dit: 
round 1he '11<'11 "wmplcied. lhe ca.<ter 'P'L' forth one 11pcr l.';lCh round for lht· duralion of die >p<'ll. Spa1 
II)ltrs lan<l al ihc Cbler\ feel and SIJI for 3 round:.. l mil 1hc C'd.\l1'r ha.' hroughl forth ;di lhe •na1'b sum. 
moned b1 lhL' S)ltll. she cannm cast spelb. 

\11riolic Sphere {Conjura lion) 
U.'d: SQr/\\ iz -t 
IJuraLion. Sj><.>cial 
AreJ of l:lfoct Special 

Range: Sigh1 of Ca.>1er 
Casling 'r.ine: 'I 
Sa•ing Throw: Refle\ half 

Thi> spell conjures a sphere or glowmg emer.ild acid 1ha1 1he c:ister can direc1 10 strike any target 11itliin 
range. When ii rc-Jches ii> 1arge1. lhe sphere explodes and drenche> die 1iclim in pote111 acid. The 1iclim suf· 
Fer.. Jd4 poinL' of acid damage per c;is1er le1el. 10 a 1mt\imum or 1 ld l poinis or damage. Mier ihe iltiti:d 
damage, !he 1iclim musl make a !.3\ing 1hro" 10 maid more damage. If un.,uccessful, die 1ictim cominues 10 
>liffer .1ud damage in 1hc follo11ing rounds. sustillning 1110 less dice or damage c-adi round. For exaniple. an 
&h·IClcl \\11;ir<l inlliCL< Sd4 damage 111ih llus spell on lhe firs1 round. 6d·1on1he second round. -1d1on1he 
third round. !d-t on lhe Fourth round, and 1he spell ends on lhe fifih round. Each round tlie 1ictim IS emilled 
10 a Reflex ,,;i1e 10 a1oi<l fortlier damage. The 1ilriobc sphere also splashes acid in a Hool radrns around 1he 
prim:tl) ~~Li In~ cn:a1ures \\ilhin ihe splash mdius must roll a Reflex sal'e or suffer a splash hil dial inllicL\ 
ld4 pninL' of dmnage per Cll'I) fi1e IC1'fis of ihe CJSler Splash hilS do no1 cause conlinuing dmnage. 

localize (Transmutation) 
Lel'cl Brd !, Sor/Wi1 l 
Oumlion: 10 rounds 
,\reJ of Efft·ct: I creJIUre 

Range: Touch 
C:L;ting Time: 1 
S:11ing niro\\" ~one 

11ie rccipicol of ihis spell cm C'JSl spells 11idi a 1erbal componem "i1hou1 hming 10 make an) noise. so long as 
ihe C1'ting lilke> place entireli wllhin 1he duration of the Vocalize spell. niis spell ha.' no e1Tec1 on 01her noises 
or 'J>t.'t.'t:h 11 simpl) remo1es a spell's 1erbal component This spell i; a greal cou111er For Silence I;- Radius. 

Wall of lhe Banshee ( ecromancy) 
l.e1cl: Brd 8. Sor/1\11 9. Oghma 9, T:tlo> 9 
Dur.111on: ln.•ttant.anrous 
Ire• of Effect: _IQ.fool radius 

Range: Ca>ter 
Casting Timc: 9 
Sa1ing n1ro1<: Fortitude negaies 

n ir c-.bler em1L' a 1cmble scream lh:!i kills creaiures \\ho hear ii (e.\cep1 for die C'JSter) Spell effeclS I treJ· 
lure per ll.'\cl of 1he caster. 

Wall of Fire (Evocation) 
LCl·e): Ord;, Sor/\\'iz 4 
Durnlion: 5 round'\ 
lrca of Effect !O-foo1 Jong. ;.fool \\ide "'lll 

R:mge: S1gl11 of Ca>1er 
Casting Time: 4 
S:11ing Thro\\ : \one 

J1tis >pell brings inlo e\blencc an immohile, blazing ci111ain of shimmering fire. lny cre:uure pa.'iSing 
dirough die 11:dl 1akes ld6 + 1 fire dmnage per clSler le1el 10 a m:t\imum of ld6 + lO fire d:uuage. 

Wall of ~loonlight (Evocation) 
l"cl Ord -t, Selunc ; Range: Sight of Casler 
1Jur.u1on: ; roumb Casling Time· -
lrea of f.lfou. l0-foo1 long, ;.foot \\ide \\all S:ning niro\\: \one 

ThL' spell mrnkes a shimmerutg 13Jlt'>ll) of blue-wltile force. nu, 11'111 ;; mtan!(Jblc. reqwring no ph)'ic;d 

anchor. and c-.l!i c-J.'il~ he pa.'"'(] 1hrough. fail 1.muure. PJ."m~ lhrough lht• \\all lilkc ldlO magic tbma~e 
1 ·ndead creuurt.'> pa.' mg 1hrough 1he 11-.dl Jake ;d I O mag1' d:una~c. I cre:uuri· dial ha> pa."t-d lhrough lhc 
\\,lll cm 01d1 lilkc d;unag<• from ii once. Onli one II.di of MoonLighl n1a1 he in efft>.:L at :ui~ Lime. 

Web (Conjuration) 
u'cl Sor/I\ 17! R:mgc S1gh1 of Ca.\ter 
Oumoon I; rounds C:L'ling Time: l 
\rc-J of Effect I ;.fool r:td1us S:11mg niro11 Reflex ntogmes 

\\eh crea1es a m:mi·b1ered m"'' of s1rong, suck) \trand'. similarlo 'p1der 11eh>. hul mudi lar)1er and 
1ougher Crc:uur"" 1111h1111he area of eflec1 \\ho f:ul a Relle.\ s:i1-c suffer a -1 penal!\ 10 a11:1ck roU>, -1 penally 
10 Oe\lelil\, :md cui'I mo1e. In Lillilngled characler 11ho :memplS 10 CISI a spell mus1 make a ConcenlrJiion 
check or lose 1he spell 

\\hlrh•fod (Evocation) 
Lele) llrd 8. 1\tlos 6 Range: Sigh1 of (.c\ter 
OurJLion 10 rounds C:l:.Ling Time: 9 
\rea of 111ett Spcual Sa11ng niro11. Reflex par.li;tl 

nm spell crC'ale> a small \\lurl111nd near 1he caster, 11hich 1he caster can direcl 10 a lo<.,ition \\ilhm Iii> sigh1. 
Once 1he 11hirl111nd n."J hes 115 dolinallon. ihe c:ister will lose control mid die 11Jtirl11ind \\ill Di around rd.O· 
doml\. hamting fnend and roe alike. The CJSler is immune 10 !heir O\\li spell, :uid ell1nen~tls mid other huge 
cre:uurcs are abo un:tlkc1ed IF ;i creJ1ure;,, cauglu in ihe padi of 1he wlurhnnd, i11:1ke-; !d8 cmshmg d:im· 
age. !d8 sl:L,hing d:unage. :md must make a successful reflc, :<11e or he stunned for ! round' Crealure; 111lli 
! hil dice or Jes, arc au1omaliclll1 killed by llu> spell A m:t\Jmum of 81arge1> mai be aflected. alier \\hich 
die 11hirh1ind will di.>1p:ue. 

'll-J'Vern Call (Conjuration) 

. 

· Le1cl Sor/lliiL 6 Range: Sight of r,1>1er 
Duration: I rouncVIL~el C:L,ting Time: I round 
lrea of Effect Special Sa1ing niroll': \one 

\\lien 1h1> spell ;,, ca.\t. 1he \\Wlrd open.' up a magical di:umel ih:u will summon a ")''Cm lo hLs ;tid. nie 111,cni 
\\ill remam under die wimrd's comm! :uid 11ill li1-e :u1d die al hi> comm:uid unlll die <pell <lur.Uion C.\pircs 
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OUTFI'l'IING YOURSELF 
TI1e lmcnlol') PJge and ho" 10 equip ilems Jre disc~Sl:d in the Interface section on !memo" in the G:une 
Guide (S..>e fable 8 on page 1·1- [or IL<linAS or 1rn1or Clas; honll'l.,,.) 

Armor 
Full Plate Armor: The best (and beal'iest) annor a warrior can buy, both 111 aprcarance and protc'Clion 
llie perft'Ctl) fined interlocking plates are speciall) angled 10 dcfloo arro11. and blo"'· and the entire suil b 
can:full\ adorned 11i1h rich engming and embos.sed detail. 

Plate Mail! I comblnalion o[ chain annor 11i1h metal plates COl'ering tlie ,;taJ areas such as the chest, 
abdomen and groin. TI1e weight is distributed 01er the whole bod) and the 11hole tliing is held together 11ilh 
buckles and slrnps. 

Splint Mail: I type or mail in 11hich the metal strips are appLied 'enicall) 10 tlie backing or chain or leather 
ll1is arn1or Ls ,1rong and relati\el) inexpensil'e compared 10 plate mail. 

Chalnmail: Chainmail is made or interlocking mernJ rings. II cs al1111ys worn 01er a layer or padded fabric 
or soft ICJlher 10 pfl:\ent chafing aod lessen the impact or blO\\S. 

Studded Leather: This annor is made from leather (not hardened as 11ilh nonn:d leather annor) rein­
forml 11id1 do'-C-set metal ri1ets. 

Leather: Tht- annor is made or leather hardened in boiling oil and then shaped Imo bre'dSlplate and shoul· 
der protectors. l11e remainder or tl1e suit is fashioned from more flexible, somCI' hat sorter maieriab. 

Shields 
To1>er Shield: .\!so kno11n as tlie ki1e or tower shield. tl1is massi"e metal or wooden shield IC'Jches near!) 
from the chm 10 the toe of die user. II must be finnl) foslent'll 10 1hc rowArm and die shield h:md mUSl finnl) 
grit> ii :n all time> 

Large Shield: This slueld is carried in tlie sanie manner as a small shield. Medium shields are 1Lsuall) 
made or mtial, r.mge from 3· ... J' in diameter. and can be of any slmpe. rrom round 10 square 10 a spre'Jd 
drJ~on's 11ing>. I ~]lie-al mt-dieval shield resembles a triangle 11idi one point facing do1111"·Jrd. 

Small Shield: The small shield is usually round and is c-Jmed on tlie fore:mn. gripped \\ilh the shield 
hand !IS hghl 11ei1\hl as compared 10 a medium shield penn11S the user lo C'JIT) other ilenis in tliat hand. 
although he cannot 111cld or calT) anodier WC'Jpon. 

Buckler: Buc1Je1~ are slightl) smaUer l'ersions of small slnelds. 

Clothing and Jewelry 
Amulets: 1mulCL' :ire je\\cll') l someumes magical) suspended from a ch;un worn around die neck. Onl) 
one Jmuh:t CjJJ ht..• \\Orn ill ;1 liml' 

Boots: llooL' are norrnalil h:uul-made b) cobblers Common booL' are made by usmg a [onn. but good 
boot:. are designed for the root o[ an indhidml 

Bracers: The:;t lluck h:inds o[ mew.I or leadier are str.ippt.'ll. hcht,I. or tit'!! lo a char.icter's foreann. 

Cloali: tloab can he made 111 <~tl') po,,.iblc shape 1111h ill'l aboul t~<'I'! lypc <11 fabric. The mu>t common 
lnmt' "'"a orcular pl('cc of fahnt with a holt• in dll' m11cr fur d1t ht,.d, ;Uld fahric drJpt-d from n<-ck. ton· 

130 nt'ClL'ti Ill :1 d1;un. hmoch. cord. or pins 

Gauntlets: l,JumlL-b arc annort'll glolt.,,. llll') can be made o[ leather. mel:d plates, or ch:unmail. F.lcl) 
suil or amior L\ ;l'>SUmL,l lo mcludc gaun1lct> of an appropnate l)]lC. Magical g;1undeb letlll lt> he finer. 
Lii;h1er. and m•llc <"J.'il) worn tlmn nonnaJ \itriet1es. 

Girdles: Girdlt.,. are similar 10 belt;. l nlike beh:>. girdle> are not used 10 hold up pant:. and dungarees, hul 
10 earl\' poucht'S, o;cabbard.;. and die Li~e 

Helmets: llelmel>. made or rem[orced IC'Jlher or mewl, CO\Cr m<N or die head, "''e the face and neck. 
llelmeb prolc'Cl ag:un:.1 cntical tub. 

Necklace: \ necklace is a piece of om:unental metal jCll'cll') usuall) made or si11er. gold. or other precious 
me~d. and adorned 11i1h gems . . \ necklace c. al11a)~ norn on the neck and am be of an) length. 

Rings: Rings are worn on the fingers :md often carry an ench:ulllnenL One am be 11orn on each h;md. 

ARMING YOURSELF 
See Tables 6& ... on pages 14;-1'!6 [or listing or weapon cost, l)pe, daniage, direal range :uid proficiency cy]JC. 
llere are some bner descnpuons or die 11eapons. missile weapons and ammo )'OU c-an find in IccwUld I>alc 11: 

Arro1'·s: The Oiglu arro11, as ill> n:unc implies, is built for dil.1ancc. l11ese arc light"eighl arro11s and are 
o[ten used [or hunllng. Most of these arro11~ are made of ash or birch :u1d are 30 10 40 inchc; long. 

Bastard S..ord: \!so knmm as the hand-and-a-half S\IOrd. the bastard SllOrd denves 11S name from lhe fart 
that ii "' lttl~l"l' between d1e ~\'0-handed sword and the lon!',5'1ord. 11ie bastard S\\Ord has a double-edged 
blade and a tons grip. 11ie o'er-.ill lenglh of the bastard S\\Ord ranges between four [CCI and [our foei ten inches. 

Battle Axe: The most common \ersion of the battle axe 1s a stout pole about fonr feel in length \\ilh a sin· 

g!e-edged, trumpet-shaped blade mounted on one end. 

Bolt: Bolts are the animunilion 6red by crossbm~s regardless or die weapon's sire. 

Broad S1>ord: The broad S\\Ord is a he-JI)' military S11ord \\ilh a doublc.Wged blade. lltl1ou)\h a litde slow· 
er 1han a longsword. the broad 511·ord lends lo be more damagmg. 

Bullet: I bullet is a pellet or hardened da)' or lead cast specifically as ammunition for tlie sling. 

Club: Most clubs arc stout. hard11ood sticks. narrow al the gnp and \\ider a1 the end. An)one = find a 
good stout piece o[ "ood and S\ling 11; hence the club's "idespread use. Note Ihm 11ii.ards in ICC\\ind Dale 11 
can use dubs. 

Crossbow: A crossbo11 is a how mounted CIOSS\lisc on a wooden or metal stock. The cros..Jiow fire. a 1111ar­
rel (also called a boll). 

Dagger: The ~]Jical dagger has a pointed, double-edgt-d blade, as opposed 10 a knife, l\hich hJ., a <ingle 
edge and 1s a bil shoner 

Dart: 11ie dan is a sm:dl missile weapon tlial is d110wn rather than fired from a ho11 or otlier launcher 

flail: The flail is a 'turd) \\Ooden h:u1cUe attached 10 :ui iron rod. a 11ooden rod 11ilh siud.s. or a studded 
iron b-.ill llelwt>en the handle and it:. implement b either a hinge or chain link 
Ualberd: Ille halberd co1blSL' of a cle-J\ er· like a\e blade mounted on a staff al'cragmg ,;, [eel in len~lh 
TI1e axe hlade 1> bal:uiced at die rear 1111h a Oukt., and >unnoumt'll h) a sharp spike. I halllCrd 'ombines 
reaiurt.,, or bodi a >pt'ar :u1d an a\c. 
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Longbow: This tYpe of bow is about as long as the ttrcher ls t;\]J. ti;;uaUy b or more feet. II has better mngr 
than the <hortho11. C.ompositc longho\\~ are hows made from more thilll one cype of millcrial. This &J"es 
greater Oei<ihihl! and l>ener range. 

Longs1'ord: Th~ S11ords are usuall1 referred to as double-edged swords. war sword;. or militan swords. 
In mrut) C\L,CS. the lung.<word has \l single-edgc<l bhulc. There is nu su1!(ic 1crsion of the longsword: mid tht'\ 
l':U1 m lcngth from f; mchcs to ~cinches. In the laner CL'<', the blade is known to take up as much as 40 • 
ind1e. of the toial length. Most long;"ords hme a douhle-edgL~I bhtde mtd a sharp point at the tip. Despite 
the tip. the long.<word is designed for slashiug. not thnisting. 

Jtace: The mace is a direct descendant of the club. being a wooden shaft \\1tl1 a stone or iron head. The 
hc\lll <iL'liign l'mit'>: some being flanged , and others ha1ing pyr:nnidal knolls. 

~lorning Star: The morning star is a wooden shaft toppt'CI with a meial head made up of an iron sheath. 
Monung sta" hme an 01emll lengtl1 of about four feet. Some such weapons ha1e a round. ol'al. or e11indri-
c:1l·shaped bead s1ud1led 11i1h spikes. · 

Quarter Staff: l'he 11uarter Staff is a length of 11ood ranging sex to nme feet in length. lligh qualtt! stares 
are made of stout oak and are shod 11itl1 metal at both ends. The qua11er sutlT is wielded 11ith both bands. 

Scimitar: Thi' >11ord is a long. cuned sin!(ic-eclged blade intended most!) for ho..,;cmcn. 

Shortbow: Tlus i' the earliest fom1 of bow. Shortbows are about 5 feet long. 1,, U1e yea" p<L<Se<i. auempls 
wcrr made lCI increase ho" ranges. Bo\\~ were either made longer or flcxihilH\ was increa.\Cd with no 
change to the len~th. The fom1er resulted in the longb011. Composite shortbo11~ ru·e bo11~ made from more 
than one l)]l!' of matctial. Tltis gi1es greater flcxibilit) and better rm1ge. 

Sling: The IJOL'1c sling consists of a le-atl1er or fabric stmp with :t pouch for holding a missile. The weapon is 
held h) hoth ends of the strap and t11irled around the 11ieldcr's head. When top speed is :tllained, U1c missile 
is launched hy relet1>h1g one of the strap's ends. 

Spear: One of man's earliest wet1pons. dating back to tl1e most primiti1·c of times. the first spe-ars were wood­
en slicks sharpened :u one end. When man mastered metals, spe-Jrhe-ac!s were made from iron and steel. 

Sword, Short: This b popular as mi ofl-haod weapon or as a primmy weapon for small characters. 

Thro\\'ing A.•e: The blade of tltis axe has a sharp steel tip, counterhalru1ced bi a pointed fluke. The >hort 
handle ha.' a point of the bouom and the head may ha1e a spike on the top. 

Throlling Dagger: Similar to a dagger, but b:tlanced for thrm,fog. 

Two-Handed S\\'ord: The 1110-handed s11ord L• a deri1-ati1e of tl1e long.S11·ord. The blade was lengthened to 
b fret or more. mid the handle extended. l\vo h:mds became necessary to properly S11ing the Sll'Ord. 

Warhammer: The warhan1mer consisL• of a 11·oocten or metal shaft ctpped witl1 a meial head. The head is 
usually a block, a q-linder, or a wedge witl1 a flat or slightly roundecl face. The heft or the head makes U1e 
hammer idc:tl for s111nging and tnishing through armo" of ;tll types. 

.\'rile ."1at tbel'C' nre •·.ttnsteru'Ol'k" L'l!rsious q(al/ !be 111etr/XJ11s listed abom. Tbese bigb q11afi(I• wea/XJ11s 
p1v1•ide a lxmus to bit, but they are 11ot 111ogiC11l 

MAGICAL ITEMS AND TREASURE 
Your pa11)' 11ill come acro!i:o a we-Jlth of gold during their ad1entm-es. but tl1cre 11ill be oilier treasure. tl1a1 
)OUT clwracters 11ill not \111111 to sell or g;ve away, most notal>ly magic item.,. Magical items are powerful aids. 
\\ ith tliem. d1arac1ers can gain honuses in combat. cast spells witl1 a mere word. \\ilhstand tltc fiercest fire, 
aod periorm fet1ts impossible by ani otl1er means. 1\01 all magictl items are beneficial. howcl'er. Some ~ 
cursed, the result of faul~ construction or the dclibemte handiwork of an e-il or l'engeful 11izard. 

l'nidcnUficd magical items are timed blue; item> U1a1 cannot be used bi tl1c current chamctcr arc timed red. 
Items that can be used 11ith the Lse Magic IJC\ice special abilit) are tinted ~ello11. 

~lagical Weapons: There can he a magicd ve"ion of nearly ru1y type of nom1al weapon. Bl far the most 
common magical we-Jpons arc swords ;uid daggers. A magical weapon typictlly gi1·es a +I or greater bonus, 
increasing a char.u:ter's ch:mce to hit and dan1age. Whether they are simply quicker on tbe atL1ck. or sharper 
tlian nom1al steel, magical weapons giic results far beyond those of the finest-crafted non-magical blade. A 
rMe few WC".tpon!i lun·e C\'cn gre-dler powers. 

When )'OU find a magical weapon, more tl1an likely )'OU \\ill not know Its properties. These properties must he 
le-Jmed d1rougl1 rese'JrCh and spells. Jdentili• spells and char.icters· lore abilities can prOlide infonnation 
about a weapon's properties. 

~lagical Armor: Enchanted annor complements magical weapons. Magic annor has a +I or better bonw. 
10 its nonnal Am1or Class, being made stronger and finer d1ao non-magictl annor. Altl1ough such armor L< 
generJiJ) Onel) made and elaborately engmed, characte" c:m discol'er the armor's powers only by the sante 
methods U1ey use to disco1er the powers of magictl weapons. 

Potions and Oils: Magic.il potions and oils are easily found but h:rrd to identify. They come in small hot· 
ties, jugs, pots, or 1i:tls and cle-Jrly mdiat.e magic. The basic function of a potion ma)' be apparent, bul 
whether it is tnily bcnefici:tl or not is only evJdcnt when consumed. Results c:m vary· the imbiber may dis· 
cover he can resist great heat or cold, heal grievous wounds, or fc:trlcssly face the greatest danger,;. !le may 
also Ond himself stmck de-ad by a poweriul poison. 

ScroUs: Scrolls are a co1we1tience and lwmry for speU casters. By reading the incantation written on the 
pages. the cleric or \\izard cm1 insta11tly cast tliat speU \litl1ou1 the need to men1orize iL Some scrolls are 
tt>ablc by aU characters, gt".lnting special but temporary protections from '1uious dangers · <"ii crcaUJreS, 
~-canthropes, extraplanar creatures, etc. Other scrolls bear hideous curses, brought into clTect at the time of 
their use. The only way to kno11 \111at a scroll contains is to identify its contents. W!7.ards (but nol sorcerers) 
c:m also use 11izard scrolls to inscribe spells into their spellbooks. 111is option appears on the iteni'> infonna­
tion page. 

Rini:s: Magical rings are usable bi many different classes and can bestow a \\ide mnge of powers. As \\1th aU 
magictl items, some rings can ham1 your character. Cursed rings can be removt'CI only 11ith the aid ol spells. 

Wands, Slaves, and Rods: 111cse are among the most poweriul of magical iten1s. Wands are commonly 
used by wi1.ards, aU011ing them to cast poweriul spell• with the Oick of a wrist. Staves can be used hi' either a 
\\ii<trd or a cleric. Staves can he trnly destructive, dwarfing e-en the 1101entiid of a wand. Rod' are tl;e rarest 
of all, U1e accoutrcmenl' of \\itch-kings a11d great lords. Wands, staves. and rods are not limitless in Uteb 
power. howe-er: each use drJins them slightl) until they are powerless. 

Miscellaneous ~laglc: Miscellaneous rnagic:tl items are \\11erc the tnie variet) of magical trt".l.,urc:; lie; 
F.acb uem posses.-;es ;ome unique power. '01cre are girdles 1ha1 grant gre-at strengtl1, caps to make your char­
act.r smarter. rare tumes that increase :lbili~ scores, aod much. much more. 
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TABLES 
Table 1: Character Ability Scores 

Table 2: Experience and Level Dependent Benefits Chart 
lhc full1111mg chart apphL.,, 10 all ol lhe sL\ ahititiC> of a chamcler The mo>t 1mponam column is tl1c Bonus 
110J1fier column 111th deterntinc. the modifier for an abiht). For mswncc, if a character h;is a Slreni:th of! I . 
hi> ~rength lbilit) llodillcr Muld be +5. Leu:I XP rJanSklU Max Cross-Class Skill Ma.• Fut.I Abili() Increase 

0 l!il 
I.OOO 
.I.OOo 6 lnd 

Bonus Spells (by Spell L.-el) 6,000 IM 
Bonus JO.OOO 

~co rt i'1odilier I 2 4 6 9 15.000 <) jrd 
JO x x x x x 11.000 ·5 

8 lnd --x x x x x- x x x 18.UOO II 1.1 ·'I x 
'15 ·.l x x x x x x- x - x- 9 lb.()()() 11 6 -Ith 
(1-7 ·l x x x x x x x JO -iS.000 I.I 6 
8-<J ·I x x x x .X x x x II 55,000 1-i 

10-11 0 I! 66.000 15 5tl1 .ir<l 
U-U +I 1:1 -8.000 16 
J.!-15 +l Ii l)J.()(MJ 1- 8 - --- -

15 J05.0(K) 18 9 hlh 1<1-1- +3 ---- lb 1!0.JXKI J!) l) 1tl1 18- 1ii +'! I-

10-ll +'i 1- l_l(l.000 !II 10 
l!-lj +6 18 15.1.IXKI 11 10 -,h 
l4-l5 +7 Jl) 1-1 .IXJO !! II 
16-r +8 l() 190,IXKl !l II 5tl1 
18-ll) +9 ;I l I 11 ! 10.IXKl !-1 11 81h 
.llH I +IO .l 3 l --1- ll 1.lUKlO !) 11 
.ILH +I I 5 j l .H !5.l.000 16 1.l 9th 
.l'l·.l5 +ll .l 3 .l l !·! rC>.JK)() !- l;I 61h 
3(1-,1" +I.I 3 :I :I !5 ,l()().()()(l 18 Ii 
38-39 +l-1 3 ,l j !6 ,l!>.IKXI Jl) H lllih 
4tHI + 15 .. 3 3 .I 3 r .151.IKKI ;o 15 
4!-13 +16 .j 4 l .1 3 18 ,;-x.ooo .II I\ -.11 
H-·15 +l7 4 .I ;I !9 -1IK>.IKKI .\! 16 I lilt 

.10 -1.\5.IKJO .I.I 16 
X Character c:umot c:1>1 spells lied 10 this abili~. 
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Table 3: Base Save and Base Attack Bonuses Table 4: Monk Unarmed Bonuses 
Cleric, Druid, 

Lenl Base Attac.k Bonu.t Unarmed Damage AC Bonus fighter, Barbarian, Rogue, Bard, or ---- +o ld6 le\ocl Base Paladin, OJ" Rangt.r !Ion\ Wizard or Sorcr.rer 
+I ld6 level Sue Bonus Dase Attack Bonus Dase Attack Bonus Base Attack Bonus 

+Ol+l +I +O +O +1 ld6 

+01+.I +1 +I +I +:I ld8 0 

+If+:\ +3 +l +I +.I ldB 

+ l/+4 +4 +.l +1 +4/+I ld8 

+l/+4- +5 +.l +2 7 +51+2 ld8 
8 +6/+.l ldlO +2/+5 +6/+ I +4 +3 -9 +?>i+:l ldl O +Y+; +71+2 +; +3 
10 +7/+4/+ I ldlO 8 +l/+6 +81+3 +6/+I +4 
II +&1+51+2 ldlO 9 +.l/+6 +9/+4 +6/+I +q __ l_l _ 

+91+6!+3 ldl l IO +:V+7 + I0/+5 +71+2 +5 
13 +91+61+3 ldll II +.\/+- +ll/+6/+I +81+3 +5 
14 +10/+7/+4/+I Idl l 11 +41+8 + ll/+7/+2 +91+4 +6/+I 
15 + 11/+8/+5/+l ldl l 3 l:l +4/+8 +13/+8/+3 +91+4 +6/+1 
16 + IY+9T+6i+3 ld20 3 11 ~+9 +141+9/+4 +10/+5 +71+2 
I + ll/+91+6/+ 3 IdlO 3 15 +5/+9 + !;/+ I0/+5 +11/+6/+J +71+1 --18 + l.l/+ 10/+7/+4/+ I ld20 .l 16 +5/+ 10 +16/+11/+6/+I +121+7/+1 +81+3 
19 + 14/+ 11/+8/+5/+l ldlO 3 Ji +ST+ 10 +17/+ll/+7/+1 +ll/+71+1 +8/+3 
lO + 15/+ll/+9/+6/+3 ldlO 4 18 +6/+ 11 + 18/+ 131+8/+ 3 +l.l/+81+.l +91+4 
ll + 15/+ ll/+9/+6/+3 ldlO+ ld6 4 19 +6/+11 + 19/+ 14/+9/+4 +141+9/+4 ~ 
l2 + J6/+ 13/+ 10/+ 7/+4 ld20+1d6 4 !O +(i/+ 12 +101+ 15/+ 10/+5 +15/+I0/+5 +10/+5 
1.l + 17/+ 14/+ 11 /+81+5 dl0+1d6 4 21 +7i+1·2 +21/+ 16/+ 11/+6/+ I +15/+ 101+5 +10/+5 
14 + 181+ 151+ 121+9!+6 ldlO+ ld6 4 !2 +7/+1:1 +ll/+ 17/+ll/+71+2 + 16/+ 11/+6/+ I +11/+6/+ I 
25 + 181+ 15/+ l l/+91+6 ldlO+ ld8 B +7/+13 +l31+ 18/+ 131+81+3 + 17/+ ll/+ 71+1 +1 1/+6/+ I 
26 +191+ 16/+ IY+ I0/+7 ldlO+ld8 24 +8.l+lq +24/+ 19/+ 14/+9/+4 +l81+ 13t+8t+3 +121+7/+2 
17 +lOI+ 171+ 14/+ 11/+8 ldlO+ldS .l5 +81+1q +l5/+l0/+ 15/+ 10/+5 +181+1.l/+&1+3 +IY+i/+l 
18 +21/+ 18/+ 15/+ 121+9 ld20+ ld8 26 +81+ 15 +l6/+l 11+16!+ 11/+6 + 1 9/+ 14/_+9~+4 + l.l/+8/+3 --19--+l ll+ 181+ 15/+ ll/+9 ldlO+ ldlO 5 r +§i+ 15 +l7/+ll/+ 171+ 121+ 7 +l0/+ 15/+ 10/+5 + 1.l/+8/+3 
30 +l2/+ 191+ 16/+ 13/+ IO IdlO+ ldIO 6 28 +91+ 16 +l8/+l31+ 18/+ 13/+8 +l ll+ liJI+ 11/+6/+ I +14/+9/+4 

29 +91+ 16 +l91+W+ 19/+ 14/+9 +21/+ 16/+ J 11+6!+1 +141+9/+4 
30 +10/+17 + 301+151+10!+ 151+ 10 +lll+ 17/+ Ill+ 71+1 + 151+ 10/+5 

.\'ote: 1rbe11e1er" c/(ISS gets 11110/ber I in tbeir &Jse 111/"ck Bo1111s (JJ,IB) ibis 111e"11s //J(I/ Ibey are 11011• 
able lo perform 11110/ber allflck per rouud. For e.mmple, fl Lewi I I Fighter is able to mllke three allflcks 
jJerro1111tl, tbejlrst flt" BAB of+! I . !be second nt +6: find !be !bird at +I. 
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Table S: Spell Progression 

SA and SB: Paladins & Rangers 

IQ J 
lO 3 
l l 4 
u 
13 
14 

lS 
26 
].7 

18 
19 
.lO 

4 

0 
0 
0 

0 
0 

0 0 
0 0 

3 l 
3 3 

3 3 3 

0 

0 
0 
0 

.l _--'3---'3 __ 
4 3 :l 

6 
0 
0 

4 --4--3----

4 4 4 
4 4 4 0 
4 4 4 

4 4 
--4--

SC: WJ.Zards 
Le>tl 

I 
--l -

; 
6 

8 
-9-- 4 

10 4 
II 4 
ll 
13 4 

--14- 4 
--15-- 4 

16 
17 
18 
19 
20 
21 

l3 
l4 
25 

- 26 

29 
30 

4 
4 

1 

4 2 
4 3 
~ .I 
4 4 3 
4 4 4 4 
4 4 4 4 3 
4 __ 4,__-74 __ 4,----;_---';-3 -~37-
4 4 4 4 4 
4 4 4 4 4 
4 4 4 4 4 
4 4 4 4 4 4 
4 4 4 4 4 4 

4 4 4 4 4 
4 4 4 4 4 

4 4 4 
4 4 4 

4 4 
; _--'--_.:__~4 _ _;_ _ _;_ 

Note: S/JeCit1/isl ll'izmrlsget one e.rtra spell per level but are probihiledfro111 le11ming spells of their 
o/!posilio11 schools (see spell desc,.iplions a11d Fable 4 }or opposi11g schools). 
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5 D: Sorcerer Spells Known 
Le~et 

l 
.l 

j 3 i 
q -----c-4- -------
IO - 4- .\ 
II 4 --o--~ 

l l 
13 
lq 

15 

jl 
4 j 

4 3 
4 4 

-1--16 
1- -----~-----=-----
18 
19 
lO 5 
l l --6 

--u 6 
.!3 6 
l4 (, 
!5 
!6 
z-
18 
l<l 
.lO 

3 
3 
3 
3 

; q 3 
; 4 .l 
6 ; 4 4 
~6-----'-s--'------4- 4 
6 6-~-----4 

6 - 6 - ; 4 
6 6 4 
76--6~~-__c __ 

6 
6 

1--
3--2-

.l .l 
-3--.-, 
-3--

.l j 
-.l--3-

4 j 

4 3 
4 
q 

4 

,\o/e. lbls char/ is /be 1111111/Jer of spells a sorcerer knows. //is differe11/ lbt111tbe 1111111ber of spells /be 
1ottvrerctm cast per day (Table 5e). 

5 E: Sorcerer Spell Progression 
J,e,·et 

5 
4 6 
5 6 
6 6 ; 
7 6 --';-6 ____________ _ 

8 6 5 

9 6 6 .:;.__4'-----------
10 -6--6 6 5 

-1-1--6 - 6--6 -~6--7---------

ll 6 6 6 6 ; 
13 6 6 6 - 6- 76-~-

M 6 6 ~ 6 6 ; 
_ 1_; _ 6 6 6 6 6 6 

16 6 6 6 6 6 6 5 
17 6 6 6 6 6 6 6 
18 6 6 6 6 6 6 6 ; 3 

--19 6 6 6 6 --6----,-6--6,------,6--4 

lO 6 6 6 6 6 6 6 6 6 
21 6 6 6 6 6 6 6 6 
u 6666 6 66 6 
23 6 6, 6 6 6 6 6 

_ l_4 _ 6 6 6 6 6 6 6 
25 7 ---~6,----,6----,-6--,-6--6,------,6 

i6 7 --~6--6----,-6--,-6 __ 6,--- 66-
--l7- 7 6 6 6 6 

28 8 7 6 6 6 6 6 
--29- 8 7 6 6 6 6 

30 8 8 6 6 6 6 

.Vote: 711is cbart is the 1111111/Jer of spells 11 sorcerer c1111 CllSI per dnJc // is differe11/ lba11 lbe 1111111/Jer of 
s/iel!s /be sorcerer k11011~ (7l1ble 5d). 
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5 F: aeries and Druids 5 G: Bard Spells Known 
lc\el J l 6 7 lr\tl 

0 0 I) 0 0 0 

0 
- 0 0 0 0 0 0 0 

0 0 0 0 0 

0 0 0 0 

0 0 0 0 -! 

.1 0 0 0 0 0 6 q 

.1 0 0 0 ii 
'I 3 0 0 0 8 

q ,\ 0 0 0 9 
10 ,\ 3 0 0 0 10 
11 4 4 3 1 I 0 0 II 

4 
-3 j 0 0 l~ l! 

13 q 4 3 0 0 15 
lq 4 4 -3 3 0 0 l-1 

15 5 4 4 3 l 0 1; 

16 5 4 4 3 3 0 16 

1' 5 4 4 j 1 1-

18 4 4 3 3 l 18 
1q 4 4 3 3 19 

5 4 4 4 4 lO ; lO 
z1 6 4 4 !I 5 

u 5 5 4 4-- q !.!. 6 
!_I 6 6 5 4 4 l:l 6 6 ; 
!q 6 6 5 4 !-! 6 6 6 

!5 6 6 6 4 !1 6 b 6 

!6 6 6 (, ; l6 6 6 

!' 6 6 6 6 5 r 6 6 ; 

zs 6 6 - 6--5- 5 l8 6 6 6 6 

!Q -6 6 6 6 5 ; !') 6 6 6 
,\0 ~ 6 5 ·5 JO 6 6 

.\oftr. ('Jerics u'ilb bigb llisdom receiLV! bo1111s spells Jlt'r Jere/ {see Table I , Wisdom). 
,1// sflt'll< req11ire /be casli11g abili(I' score be eq11al lo 10 pl11s /be spell leL'el. 
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SH: Bard Spells Progression 
Lue I 

I) 

I 

5 
8 . l :l 

3 3 
JO 3 j l 
JI 3 3 3 
ll 3 j j 

I.I 3 j 3 l 0 
II j j 3 3 
15 j 3 3 
l(J q 3 3 0 
1- 4 4 3 
18 q 4 4 
19 q 

lO q q 'l 4 
ll •t 4 4 4 0 
!l -4 4 q 4 
i:f • 4 4 4 
1'! 4 4 4 4 
l5 •l 4 
lb 4 q 

r s 4 
lii 
zq ; 
50 
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Table 6: Simple Weapons 
TI1c fo1Jo11ing 0t-apo11' require ,,mple 11eapon fe-Jt profiriendt'S to 111eld properl) 

l\tapon Cost Damage Critical 1'clght Profidr.nq rta1 
Bolt<. cros;bo\\ (10) l!W I lb. 
Built'!>. sling (I OJ lsp 5 lb. 
Club ld6 \l 3 lb Marc 
Cro~<IJO\\ , hca11 soiw ldlO 19·!0/\l 9 lb. Cros.'b-0" 
Crossbo11. light 3S!W ld8 19-10/\l 61b. Cro. >ho11 
(}Jggcr l gp ld4 19 -loAl I lb . Small Blade 
Dart S sp ld4 xl 0.5 lb. Mls:.ile 
Mace. he-JI) ll !W ldS \l ll lb. Mace 
Mace, light 5 gp ld6 xl 61b. Mace 
Monlingstar Sgp ld8 xl. 8 lb. Mace 
Quanerstilr ld&1d6 xl q lb. Quane~ 
Shonspear l gp ldS xj s lb. Poleam1 
Sling Id• ii 0 lb. Mis."1c 

\o/e: The crilicnl co/11m11 abm'I' sometimes slJOu•s luo pieces of infonna/1011 The 1111111bt1r ftrt'fi.red by a 
·.r ' 1s t/Je crltic(I/ 11111/llplieraud rt'pff!Sl!u/s t/Je 1111111/Jer of limes damage is rolled if" cri/ILwl hit I< 
scort'tf A 1111111ber m11ge like '19·20' refers lo an i11creasetf 7'breal Ra11ge. Refer to //Je section 011 Crillml 
/fits for more i11for111t11io11, Page 4 I. 
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Table 7: Martial Weapons 
The followmg Wl"Jpon.' rl'IJUlre man1al weapon feat proficienc1e. to \\icld properly, e\cept for the bastard 
S\\Ord 11hich require; an e\olic weapon feat 

\\upon Co.sl Damage tritiul ll•i&ht Profidtnq Feat 

\rrO\\> U(l) I gp .l lb 
\\c, thro11ing Ngp ld6 \l 4 lb. Mis.<ile 
ll:ULle:ixe IO_gp ld8 ,3 - lb. .h e 
flail. hea1y 1; gp 1ct10 19-zoixz zo1b. Flad 
flail. light sfil, ttl8 xl 5 lb. flllil 
Gl'C;ll:l.\C lO gp ldll x3 lO lb. A.\e 
Gre1L•mord so gp ld6 19-lO/xl IS lb. Greusword 
ll:tlhtrd IOgp ldlO \3 15 lb. Polearm 
Hammer, light I gp ld4 xl i lb. llmnmer 
Jl:lllda\e Clgp ld6 x3 51b. A.\e 
Longbow -; gp td8 ,3 .l lb. llo\\ 
Longbow, wmp<»ite loOgp ldS x3 J ib. Bow 
l.on!:-'reir 5 gp ld8 x3 91b. Poleann 
I.on):''\\ Ord 15 gp ld8 19-20/xl 4 lb I.arge S11ord 
Scimitar 1; gp ld6 18-20/xl 4 1b. t.arg_e Sword 
Shonlxm _3_0gp td6 x3 2 lb. Bow 
Shonbo11. eompos1te 7; !'Jl ld6 x3 l lb. llo11 
S11ord. tr£tird ---:lSgp ldlO 19-20/xZ 7 lb. Exotic Weapon 
S.•ord. shon logp tci6 ICJ-lOtxl 3 lb. Small Blade 
Warl1:lll1mer l l ~p ld8 x3 8 lb. llmnmcr 

\'ote· /be «rilical co/u111u nbom some/imes sho1t'S flt'O pieces of i11for111a/io11. The uumber prefixed b)' a 
'x' is tbt• crlticlli 111u!tiplier nud represeuts the number of limes damage is rolled if a critical bit is 
sroft'rl ,t 1111111/Jer rouge like '19-20' refers to nu incrensed T/Jreat Range. Refer to the sectiou on Critical 
llitsjor mart' i11fon11nllon, page 41. 

Table 8: Armor 

Mu Armor 
Cosl Armor Dn Che<k 

Armor (~'•) Bonus Bonus Ptnalty 

Light Armor 
Lead1cr JO 6 
Scudded Leather l~ '~ i · I 

Hedium Armor 
!Lide 15 -.l 
Scde mail ;o -4 
Q1ainmail 110 ·5 

Heavy Armor 
Splint mail !00 6 
lfal(plrue 600 0 -7 

Full late 1.500 8 -6 

Shield 
Small Shield .l SIA · I 
I.arge -Slucld 9 l'\l \ -l 
Tower Slueld lO '!i!A -3 

Table 9: Two--Weapon Fighting Penalties 

Circumstances Prinuu1 Hand 
\onnal Pen:tllie. -6 
OIT-hm1d weapon is light -t 

Amb1de\lenh feal -6 
ll•"0-1\e-Jpon fi!\11Ung fe:u -t 

Oil-hand \\Capon is Ligl11 m1d Amb1de\lenl) feru -'! 

OIT-h:md we-Jpon is Ligln :ind ll•o-Weapon 11ghtmg fe-Jl -l 
lmlndc\lcnl) fC:Jt m1d ll•o-1\.C'Jpon Fighting fc:u -t 
Off-h:md 1\1."Jpon " liglu and Amhidc\lcril) fc:tl -l 
mid llrn-\\c:1pc1n Fi!\lmng_fc:u 

\rcant 
Sp<ll "tighl 

Faifurt (tb's) 

10' I) 

ti i ·io 

!0% l5 
z;% 30 
30% ~o 

40% q) 

40% 50 
35~ _;& 

5% 5 
10% - 6-

15% l'i 

OfT lland 
-10 
-8 
-6 

-:s 
-4 
-(1 

-j 

· l 
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CREDITS Additional Programming b) n1c ltc11111d ();de Ii Le:llll lltllli<l AUDIO \ 0 Recorded al S}IS 
Jake D1.,ore like LO "-'Jl""'' iL' thank.' lo the 

Sound I ~lusic Supervision Studios 
Black Isle Studios Jim (,ardner IJ&D team and E'\ef)one at lO Recording Engineer lthun Ll'1l1Mn 
PRODUCTION DESIGN 

Wizard' of the Coa...i. R I. 
Sound Design & Editing Ernie Shcesll') IS\ISI 

Sahatore. R)an and E'\Cf)one :u 
Frmk S1xk \0 Recording \ssistant Presiftnt Lead Designer Snowblind ~udm> (thanks to Li...a Carlon ( llS) l·l"JIJlU.' I rquhan jo'b &111,-er John Ian Dcu>en for the bugbe'.ir \thun Le1e11Son 
JP \\ahon Enc Lewis (Sl!S) Producer Designers model). Ra). Greg. and e1eryone Audio Operations Manager Mastering f}Jrrtn Munal1an Chris A\'cllone at Bio\\arc, jo;h Grant and the Glona Soto Associate Producer Slt'C Bakke. 1e'l dedicated and hard-working Frank Szick 

Ooug \1 ery John Dcilcy Qualit) Assurance depanment at 
JP \\ahon 

Ci nernaLics mixed at lnterplai Additional Editing Line Producer Damien Folello lnterpht), and most of :llJ, LO )'OU , Entenainment bi Adam Le\'enson Clm> Border.. ~<'·in O;bum Rob lloU011ai our illuminated p:urons 
Scoll l'um> m Stereo \udio and localization Dave Maldonado 
81usic Producer Technical Designers QUALITY ASSURANCE !non Zur VIDEO Frt..I llatth Ron lustin 

QA Special Projects 81usic Recorded l 8liud Senior \1deo 81anager Divbion Operations Scoll El'ens 
~tanager Oon \manUio Dan IVtlli:uns Manager D'Jl-e lleodce 
Eric Fong Audio Scripting Senior Media lkn.<on Primo l'ulanco 
QA Operations Manager JP llalton Producer/Editor Webmastrr Jason Sumn 
Sh:uma Taka)~ma Frank Slick D:11e Cra1t:t1S J""'iCI l'rc1uhan 
QA Product Hanager \ 0 Direction/Casting! Media Producer/Editor 

ART BIS QA Josh GrJ/ll Supervision Clms Folino 
Lead Artists Testers 81ultiplayer Lead Clms Borders Cinematic Compression and 

limllonlt~ 
Cl1ris lleid:ui Jeff llusges Fred llatch Playback by 

Pl'te \1c'ihui1rn Te.x Yang Associate Product 81anager \'O Talent 

Artists Alben Perez, Jr. Earl lloen 

\aron llrown MARKETING QA Analysts Carlo; CarrdSCO 

Frie Campanella Black Isle Studios John Boomershine TC. Carson 

John OickcrMn 81arketing Team Brad Dullon Gahnelle Caneris 

llector E.~pmoza Margo Engel Roben E>inger Moe D-.ulieb From RADGarne Tools, Inc. 

Derek John>an Tamara Johnston Eric Good Grl') Delisle 

)a."'n \tank~ P:tige Slaughter jll>lin llamihon Charle. Dl'flni< LOCALIL\TION 
tlnan Me1ve Michael Greene Rob llaru;on Bnan George International Product 
\aron \1eyer.; Public Relations 81anager Ed ll)land JD flail Manager 
llenm' Pre.ncU lleather Greer Joe Raniel Isip \aness.1 Mmhall Tom Decker 

Hanual Michael Los Iona Morris Rafael Lopez Ju>tin 5WL1'l 
Cluis \l'eUone Erick Luj:m Joe \1pole Localization Producer 

PROGRAMMING Michael Greene Jeff 'Jellj'' ~lilchcU Kathleen \oone Fred Hatch 
lead Programmer Hanual layout l Design Mall Monaco jack Roth language Editors 
llcmie Weir Chel)i S11ceney Mall P:111epm10 Kath Soucie Olaflleckcr (Gem1an) 
Programmers Da1·e Peters Peter Stormare C:trole lluguct (French ) 
1);11e Boulanger Chuck Salzman Marille1!>S Rafael Lope1 (Sp:uu.,hJ 
0-Jnicn thee Gary TcscLlll Greg Eagks 

Rich l'i1w~an Compatibility Technician 
Tom french llcrck Gihbs 
Roh llol1011;11 jo>h W;tlter.. 
Oarrcn \lonahan 
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INDEX Combat .l9 J p Spl'CiJI lbililit.,. "' ConcemraUon 6'1 facrOn !9 Jounial 18 P.Jladm 52, 53, 5? Spccial"t \\ tr.JT(b ;-1 
Con1urer '" fJUguc l4, 39 P.Jr.tl).b 4·1 Spell DtSruption 1! 

A Cort<;UtuUon 4; Fa\'OR'<I Clas,, )6 K P:trt) Choice Scl1'ffl 5 Spell ResiSIJnCC 61 
\a'iim.ir 4 -

Containers l' fitlOred Enertl) -. 60 i111011lalge (art'ana) (1; P:tl1) Foni1atton l! Spells '.li,!l. 75 .lbtlin Score; -... ; Critical !lit:. and ~b~""' 41 Feat:. - . 65 i"JU1 Scarrhing H Spell Ll.'1 Screen ll . lbjurer ; . \1uluplicrs 'ii \\eapon Proficiencies 40 P:tusmg 38 Spon~ml'OUS C:asiing 5-
\cUon l1JMI'\ II Threat rmge 'II fighter 5l Lanful E11l {>! Phased 41 Sttnmg Gold h 
\I Cpal1) bd1a1ior) l'i Cursors (action cur..ors) II Fighung 39 Lanful Good 61 J~ck Pocket 65 Strength ·15 \khtm) 6't Custom Ponra11S 6 Fog of\lar l l Lanful \eutml 61 Poison ·H Stronghe-•n h;tllling.' 49 llignmcnt ~.61. 61 CuMomer SeJ'\ice Info 4, 151 Fonilude sa•ing thro11 4.l La) on lhmd' 53 Portr:tit:. 6, 14 Stores 16 
\mmoniUon 19, 1,ll Customizing Buuons 12, 13 Lele! L p buuon lO Potions l.H Sub·raCt'S 4' 
\muleL' 130 G Lcleb 44 ProficienC), armor 24 
.\nimal EmpaU11 64 D Gameplay 13 ProficienC), weapons 40, 41 T 
A)lpt".lrJnCC D'm1age Reduction 60 Gauntlet 131 

~· Targo' ,10-3-1 
lrcmc Spell failure .!5 D'.irk el1es 48 Gender 6 \tagic -3 Q Docl<s 31 
\rea M.tp I' Dark\ision 24, 60 Ghosmise h:tlflings 49 Magical !iClllS 1.\3 Quest Experience 45 TO\\Tl .n 
Area uf Elft.o -3 Deafness '14 Girdle 131 Maps 1- Quick Fom1aUons Joi Ta1cnL' 16 
Inn or !q, 25, 130 Deep gnomes 49 Gnomes 49 Maximum De.\ Bonus l4 Quick Item Slot:. 19 Temples 16 
lnnor Bonu""' 39 DcllecUon bonuses 39 Golddwimcs 4 Monk Sl, 58 Quick Load 24 Threat Range. critical hil' 41 
lnnor Cht'Ck Penal~ lq 

Dexteri~ 4; Graphics ll ltoon ehes q8 Quick Sare l3 liellmg.5 -P 
lm1or Cla" (.K) 39 Dialogue 16, l8, .18 Gray dwa.J'\es 48 \101e Silcnil) 65 Quick Spell 13 lips, ad1emuring :IS \ttark II Dt:tlogue Window 16 Group Dark1ision 23 Mo1emem j8 Quit 23 Tool Ups 15.23 
lt~tck Roll 40 Diplomacy 64 Muhicla.<s CltarJCtel'\ 54 Quil'er 18, 19 Tuniing Undead Si, 'i9 

Disable Delice 64 u Mu!Uplayer l5-l8 
B Disease 44 llalf-Ell'es so Character lrhilrAUon 26 R u 
Bag.' and S<:roll Cases lO Oi\-iner 54 ll:tlf-Orcs 50 CltatUng 17 Race 6, 47 l SC Magic Dl'icc 65 
Jlarhati;Ul SI , 56 Drinks 17 llalflings •9. so Creating a Game 16 Rage 56 
Hard St , S' Drow (dark elres) 48 llealing '1.l faplorJble lrea 28 Raising U1r De-Ad 44 w 
Bartl Songs l.l,;7 Druid 51,;8 llean of Fury 13 lm1>0n Options r Ranger Sl, 60 \\eapons 131 
Biograph) -, lO Duration 73 llcdron Kurdos 30 joining I Grune 16 Recore') 43 \\eapon Combo Slots ll, 18. 1q 
Blindnl'SS .jq Dwa1''CS 4- llclmet 131 Loading lime l8 RcOex sa1ing il1ro11 43 Wild elf q8 
HluJT 6'I Ihde 64 Options l' Rest 1;,10, H llild Shape ;s 

E I li.<tOr) of lcNind Dale 29, 30 i"Jn) Gold !8 Rmgs I.II Wlldcmes.<l.ore <>5 c EJTecU\'C Character Lcl·el 4; llit Dice 46 Pennissions r Rogue 53, 60 \\ill s:mng thro11 4.\ 
Ca...Ung~ll> ll. 42 Ehes 48 llit Points 43 Protocol lS Rol:Ue FonnaUon II Wl~om 45 
CJ.'ting lime 73 Enchanter 54 llumans 47 Rules, D&D j8 \lizard 53, 51 
Cbaouc f..1il 62 Encumbrance 19 World lfap I' 
f:haOUc Good 61 Energy Drain 44 \an1c 7 s 
Chaotic \eutr.tl 61 El'lt!.ion 60, 70 ldcmif}ing llClllS 17, 61 \ ecklacc l jl Sa1ing Thron~ 42, 45 x 
C11ar:tncr AC1iOll' 38 El'okcr 54 Illusionist 54 \ ecromanccr 54 Sc=n Resolution 11 ,H xr (f..1pcricnccl -H 
ChardCter Arh11J"JIJon l6 E.\perience 44 lmpon 8 \eutr:d E1il 6l search 65 
c:haractcr (jeneraUon Experience Point Cap 45 Inns 16 \ euir.d Good 61 Shield bonuses J9 
d1'lr:lrter Rl'<Ord lO fapon lO Intelligence 4; \ cutral (True) 61 Sluelddw:mes q' 
Uwbrna 45 lnterface 9 Sltidds 1.10 Bold numbers denotes abe 
Cla. ... 6, SO lnlirnidatc 64 0 Skilb -. 62, 63 primary location for the 
Ueric SI . ;1 lnto\lcaUon 14 Opt:n Lock b; Socal< .'Jtack (~I item's Information. 
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Warranty I Interplay Contact Information 

Interplay Entertainment Corp. 
'frchnia~ Suppon 
16815 Ion Karman A•e., lnine. CA 91606 
'J.19-55.l-6<>"8 (phone) 
'H9-l>l-1810 (f:t\) 

now TO REACJl lS O.\Ll\E: 
IXTERXCT E-~l~ll: orderOO.k@inlerplay.com 
\\ ORUl WIDE \\<HJ: Wl\'ll'.interplay.com 
FTP: flp.inlerpl:iiccom 

INTERPLAY LIMITED 90-DAY WARRANTY 
lm~rplf} w:trr.uus 10 1he original purchaser of tJlis Jmerpla~ En1ert:tinml1ll COrp. product th:u 1he g;tme disc \\ill be free from 
ckfrci- In outerial and workmwhip for 90 dai• from tl1< datr of pon:has<. ff the gan1< disc is found delooire 11itlun 90 W)' 
or origin:tl purchilSf. lnlerpl:I~ Jgree5 lo replace, fret of charge, an~ prodllCI diSCO\l'red lo be defl'Ctin~ \\itJun such penod 
UflOO fl'Ceifll. .11 il3 Stl'\ire Ct'flter of lht producl. postagt JXUd. with proof of thf date of purchast. Thb \\~ is limiled 10 the 
di:.r containmg thr ""'"~"' progr.1111 origm:>li) prmld<d b) lmerpl:n and Is not applk:>ble to norm~ •-..rand tear. This sh:tll 
bt •okl 1[ thr dcf('(l hilS :ui.'<.11 throug)! abosr. m1S1re:u111e11t. or neglect. .~Ill unplled 111llT.111Ur5 applicable to Otis prodllCl. 
ineludm!? •m:uiu" of mtrdtmubUi~ and 61ness for a p:inicular porpose are discbimed Jnterpb) discbims :tll respon•btU• 
for inddl'fltJ.I or comcqucn1ial damages. Some ~airs do not allow limitations as m how long an implied "':ur:m~ lasts ancVor 
e\du~ion.~ ur Unu1auon of inc1dcmal or cotlSl'<JtK'lllial damab't'S so the abore limit.uions a.ncVor l':l.clusions or llabill~· m:r. 1)()( 
;1pph 10 mu. 1bls \\".lfr.Ull\ gi\t') you specific rights. and rou m~ :tlso ha\t> other righ1s which \':I~ from, stue 10 swe. 

LIMITED WARRANT\' 
U 1be i:>m• w:.c shoulJ Lid aher thr original 90-<i") '""""" period has a]lired. rou ma1 return the disc to lnirrplOI) :u di< 
addre:.s noted bcl0\1 •>th a chrckor mOfl"! onler (nude 001 to GamesOnlin<) forS1;.oo (l.S. '""'"")>. which includes 
~ge mJ b:mdlmg. 3.Jld lmerp~ or its' agl'!M will mad ii repbcemem 10 you. To rt'Cri\'e a replarelll"lll. you nctd 10 enclose 
lhr on)Qnal defrol\e disc m P"""""~ JYJckoging accompanied ~ . (I) a SI ; .oo check or moo~ onlcr. (l) a bnef ~a1L1nei11 
~'lihing the ddect. 211d (:0 mur l'l'lum address. If you h:1\'e :1 problrm \\ith yoor game disc, ~ou m~ wish 10 C1ll us first :11 
(lHt)) ljljJ.(16-s. lf ~uur g:une disc Is defecu'" and a repbcro1ent is Ot"CfSSU). l .P.S. or rrgjstel'l"d mail is reromm1.•ndL>d for 
rt>tum-.. Plt'"J.<e 'l('fld dlt" dd'ccuw disc(s) o~ (noc Ill<' box) w11h a description of th<' probkm and S 15.00 10: Imerpl~ 
.-JJT.tllf\ Dfpl .. 1681 ; \on K:tnu:m \\'t"nue. lnint', C\ <)1606 . Ordering repbctmem ropif.is of~ or Manuals is also :t\"Jil· 
;.1bk throu~ our web saort, ""w.lmerpla~ ·Slore.com. 

COPl'ING PROHIBITED 
U., ..mrare prodllCl Jnd 1br manual "'' "'P!lighted and all righis are ....,....i ~ lmcrplOI) fJ11rnamment Corp. and are pro­
K'Ckd ~ the ~lig.tu l:m~ 1h:u pertain to compulrr softw:are. You m~ not~ the softw:ut" \'ou may noc 10'.lfl, sell. mu, 
De. glre. ~ub lirense. or otbennse lr.msler the software (or :m~ ~"). You m:ay noi mod~. ad:1p1. tr.ui51:UC". cmte deri,':llire 
..nrb. derompik. dis:issrmble, or othen1ise n:'\'erse ffig.i1lf.'('r or derive source code from all or any ponioo of the softw:ur or 
m}1hfn~ incorporJted tlK'n'in or permit or eocourJge w~ third pany 10 do so. 

\'o/J{'(', /lllnp/nJ lt'Sen'tS /be rlghl Jo mnbe 111Q1/ijicntlo11s or lmproreme11/s lo lbe prod1t<'l 1/escribed iu lbe mnmtnl nl 
lll{J' tlnw and 1rllbo11t 1t0tfce. 

SOFR;\JIE USE UllllTATIONS AND U~UTED UCENSE 
lbb l'OP,' of l«'\\ind DJle II is lnltnded soltly for rour pt_'t'SOflaJ non-<:ommerci:d home rnlenainment use. rou 111~ not 
decompile, .... ,.,,., rnginM, or dis:=mble lhr soll\1=. r'<ct'pl as p<•mtitted ~· bw. lntcrpi")· Entmainoient Corp. retlb~ all 
righl. title and intern& In the Solmare iocluding all imclloonal proper!) righis rmbodied th<'n'in and dem~ws thr...r. The 
Sol!ll..,., indudil\.~ •id!ou1 limllalion. all rode. wi. gme1ures. charJCters. lmag'5. sounds. ta1. screens, g:une play. dem>il\1' 
'""":md :ill od!o.'felrn1en1Solth•SoCn.= "'" oot hrcopied. resolu, remed. lr:ised. dislribo1ed (eleeirooicall) orOlher· 
•1'<1. uS<d oo p:l\-per-pb). coin-op or other for<lwi:< b:>sis. or for :Ill) rommen:ial pt1rposr •. Ill! pennissioos sr.>Jlled herein 
m pro1idtd oo a >rmporm b:lSIS and on hr "1thdr.nrn ~ lmerpla1 U.ertaiMICllt Corp. a> 1111! Omr. Ill rW>is oot "Preoi! 
gr--.1 ... n:smro. 






