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Snilloc's Snowball Swarm (Evocation)
| Level: Sor/Wiz 2 Range: Sight of caster
o, 5 7| Duration: Instantaneous Casting Time:2

{/ Area of Effect: 10-foot radius burst Saving Throw: Reflex half

This spell causes a flurry of snowballs to erupt from 4 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
A maximum of 5d6 at 9th level or higher. Fire-based creatures suffer double damage if they fail their save.

Sol’s Searing Orb (Evocation)
Casting Time: 6

Level: Clr 6, Drd 6, Rgr 6
g Saving Throw: Fortitude half

Duration: Instantaneous
Area of Effect: | creatre
Alpon completion of this spell the caster hurls a brilliant, blazing sphere at a target creature. When it hits it
-~ explodes in a flash of light, blinding the target creature and dealing 6d12 points of fire damage. A successful
e save avoids the blindness and halves the damage. Drow and gray dwarves must make their saving
blindness at a -4 penalty. Undead creatures are particularly vulnerable to this spell and take

Range: Sight of Caster

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

Range: Sight of Caster

Casting Time: 5

Saving Throw: Fortitude negates

* This spell deals 3d8 damage (o 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,
and Constitution for 1 wrn. Soul Eater has no effect on undead, constructs, and elemental creatures.

Spell Resistance (Transmutation)

_ iﬁ ) Level: Clr 5, Pal 5

Duration: 1 rounds / level
. Area of Effect: | creature

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

~ (his spell grants the recipient a spell resistance of 12 + 1 per level of the caster. This effect will last for the
N dutation of the spell or; ironically enough, until dispelled. This spell will replace whatever spell resistance that
the ereature already has, so it is possible that the recipient could have his spell resistance lowered by the spell.
Spell Shield (Abjuration)
Level: Clr 2, Helm 2
Duration: 5 rounds
Area of Effect: 1 creature

Range: Sight of Caster
Casting Time: 2
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

By % Duration: 5 rounds + 1 round/level Casting Time: 6
b e Area of Effect: Special Saving Throw: None

This spell conjures a large spider which is brought under the caster’s telepathic control. The type of spider
. ns‘@w appears depends upon the level of the caster;

_ 7th: Giant spider 9th : Phase spider 12th+ : Sword spider
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Spike Growth (Transmutation)

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

I(:-5} Level: Drd 3

Duration: 10 rounds

Arex of Effect: 20-foot radius
This spell transforms the surrounding terrain into spiky plants. Any creature entering the area takes Id4
points of piercing damage and must mike a Reflex save or suffer injuries to the feet that slow the charaeter's

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 hall.

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, howeser, dexterity, deflection, and shield bonuses still apply.
While in effect, the armor bonus is +6, as if he were wearing splint mail. Also, due to the magical nature of
the spell, the recipient will receive a +3 bonus to Reflex saves. There is a danger 10 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
6\

Casting Time: 5
Range: Caster Duration: 1 round/level

Saving Throw: None

7
By calling upon his deity, the caster brings into existence a magical hammer, which may be used as a weapon,

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 bolis and the
other bolts shoot opposite and perpendicular to that direction, completing a cross-shaped patern. All crea-
ures in the bolts® path take 4d10 + 2 points of magic damage, Reflex save for half. Creatures of the same
moral alignment (good. neutral, evil) as the caster are unaffected by the spell.
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Star Metal Cudgel (Conjuration)
Level: Rgr 4, Drd 3 Range: Caster
/ Duration: 30 rounds Casting Time: 7
7 Area of Effect: Caster Saving Throw: None

This spell ereates a meteoric iron magical club tha 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)
Level: Drd 5. Rgr 6, Talos 4
Casting Time: | round
Saving Throw: Reflex half

Static Charge is similar (o 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

10 4 maximum of 168 electricity damage. Once released the static charge will build up again on the

; 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: | round/level Casting Time: 2

Saving Throw: Fortitude negates

. Area of Effect: 30-foot radius

‘Stinking Cloud creates 2 billowing mass of noxious vapors up (o 30 feet away from the wizard. Any living
ereature caught within the cloud must roll a successful Fortitude save or become nauseated, making them
unable (o 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)
Level: Sor/Wiz 6
Duration: Permanent
Area of Effect: 1 creature
‘This spell turns a petrified creature back to normal. 1If 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
Ve 16 survive the process however.

in (Abjuration)

Level: Sor/Wiz 4, llmater 6
Duration: 10 minutes/level
Area of Effect: Creature touched

Range: Medium
Casting Time: 6
Saving Throw: None

Range: Touch

Casting Time: |

Saving Throw: None

The warded creature gains resistance to blows, cuts, stabs, and slashes. The subject gains damage reduction
10/+5. (It 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

‘izo‘ﬂlis a;pell‘!mrmumh {he caster with a dark sphere of disruptive energy that moves with him. The storm shell

granis a 15/- resistance bonus 1o fire, cold, and electricity.
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Strength of One (Transmutation)
Level: Clr 3, Pal 3

, Duration: 7 rounds
q Area of Effect: 25-foot radius

When this spell is cast all allies in the area of effect are granted a +3 Strength bonus for the duration of the spell

Range: Caster
Casting Time: 3
Saving Throw: None

Suffocate (Transmutation)

OQ Level: Sor/Wiz 7, Bane 7

Duration: 4 rounds

Area of Effect: 10-foot radius
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.

Range: Sight of Caster
Casting Time: 7
Saving Throw: Fortitude hall

Summon Djinni (Conjuration)

| Level: Brd 7, Sor/Wiz 7

Duration: 1 round/level

Area of Effect: Special
With this spell, the conjurer can cajole a djinni, a massive genie with powerful abilities, to 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 twm on
his master at the first available opportunity. The summoned djinni does not offer wishes to the caster.
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

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 (o be careful of this spell, for 4 mistreated efreeti will turn

on its master at the first available opportunity. The efreeti does not provide wishes to the casier. "
Summon Fiend (Conjuration)
o 1 Level: Sor/Wiz 8 Range: Sight of Caster
e Duration: 15 rounds Casting Time: 1 round
:‘#' Area of Effect: Special Saving Throw: None
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.
© Invisible Stalker (Conjuration)
Level: Brd 6, Sor/Wiz 6 Range: Sight of Caster
Duration: 2 hours Casting Time: | round
| Area of Effect: Special Saving Throw; None
This spell summons an invisible stalker, a creature native to the Elemental Plane of Air: This creature will
obey the orders of (he caster and remain until the spell duration expires or it is slain. 121



slnmou Monster | (Conjuration)
Level: Brd 1, Clr 1, Sor/Wiz 1
Duration: 3 rounds + 1/level
Area of Effect: Special

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

Sunlnon Monster 11 (Conjuration)
Level: Brd 2, Clr 2. Sor/Wiz 2
Duration: 3 rounds + 1/level
Area of Effect: Special

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

Range: Sight of Caster
Casting Time: 4
Saving Throw: None

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

 this spell.

Level: Brd 3, Clr 3, Sor/Wiz 3
Duration: 3 rounds + 1/level
Area of Effect: Special

Range: Sight of Caster
Casting Time: 5
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.

Snillnon Monster IV (Conjuration)
Level: Brd 4, Clr 4, Sor/Wiz 4
Duration: 3 rounds + 1/level
Area of Effect: Special

Range: Sight of Caster
Casting Time: 6
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 spel.
SI-OIl Monster IX (Conjuration)
Level: Clr 9, Sor/Wiz 9, llmater, 9,
Tempus 9, Bane 9
Duration: 3 rounds + 1/level
Area of Effect: Special

Range: Sight of Caster

Casting Time: 9
Saving Throw: None

This spell summons @ 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.

Summn Monster V (Conjuration)
Level: Brd 5. Clr 5, Sor/Wiz 5
Duration: 3 rounds + 1/level
Area of Effect: Special

This spell summaons a monster who will aid the caster for the duration of the spefl. The type of creature that
comesds random. The creature summoned is more powerful than ¢ d by lesser versions of

Range: Sight of Caster
Casting Time: 7
Saving Throw: None
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Summon Monster VI (Conjuration)
Level: Brd 6, CIr 6, Sor/Wiz 6
Duration: 3 rounds + 1/level
Arex of Effect: Special

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.

Range: Sight of Caster
Casting Time: 8
Saving Throw: None

s-.lmmon Monster VII (Conjuration)
Level: Clr 7, Sor/Wiz 7, Tempus 7
Duration: 3 rounds + 1/level
Area of Effect: Special

Range: Sight of Caster
Casting Time: 9
Saving Throw: None

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

Summon Monster VIII (Conjuration)
Level: Clr 8, Sor/Wiz 8, Tempus 8
Duration: 3 rounds + 1/level
Area of Effect: Special

Range: Sight of Caster
Casting Time: 9
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)
Level: Drd 1, Rgr |

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 Nature’s Ally Il (Conjuration)
1] Level: Drd 2, Rgr 2

Duration: | 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. The creature summoned is more powerful than creatures summoned by less-
er versions of this spell.

Sllmmon Nature's Ally 111 (Conjuration)
Level: Drd 3, Rgr, 3

Duration: | round/level

Area of Effect: Special

Range: Sight of Caster
Casting Time: 0
Saving Throw: None
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This \p(.u summons 4 creature of nature who will aid the caster for the duration of the spell. The type of 'g ’—

creature that comes is random. The creature summoned is more powerful than creatures summoned by |
er versions of this spell.
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Summon Nature's Ally IV (Conjuration)

Level: Drd 4, Rgr 4 Duration: 1 round/level
Area of Effect: Special Range: Sight of Caster
y Casting Time: 6 Saving Throw: None
This spell summons 4 creature of nature who will aid the caster for the duration of the spell. The type of
ereature that comes is random.

Summon Nature's Ally V (Conjuration)
\/ Level: Drd 5, Rgr 5

Area of Effect: Special

Casting Time: 6

Duration: 1 round/level
Range: Sight of Caster
Saving Throw: None

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

on Nature's Ally VI (Conjuration)
1] Level: Drd 6. Rgr 6 Duration: 1 round/level
Area of Effect: Special Range: Sight of Caster
Casting Time: 6 Saving Throw: None

Tt nlBle summons a creature of nature who will aid the caster for the duration of the spell. The type of
i

) . creature that comes is random.
Summon Nature's Ally VII (Conjuration)

i Level: Drd 7 Duration: | round/level
E 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 Nature’s Ally VIII (Conjuration)
Level: Drd 8

Area of Effect: Special

Casting Time: 6

Duration: | round/level
Range: Sight of Caster
Saving Throw: None

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

- Summon 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
‘I
B ‘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.
e Summon Shadow (Necromancy)
N Level: Brd 5, Sor/Wiz 5 Range: Sight of Caster
Duration: 1 round + 1 round/level Casting Time: 5

Area of Effect: Special Saving Throw: None

summons 4 creature of living darkness, 2 Shadow, which will obey the will of the caster for the
n of the spell. The higher the caster level, the more powerful the Shadow summoned.
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Sunbeam (Evocation)
-] Level: Drd 7, Lathander 7
Duration: 4 rounds
‘ Area of Effect: 15-foot radius

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 by
half. Undead creatures, fungi, mold, oozes, slimes and other fungoid creatures caught in the ray sufler 1d6
points of damage per caster level (maximum 20d6)

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

Sunfire (Evocation)
- Level: Sor/Wiz 5

=0
\ﬁ! Duration: Instantaneous

Area of Effect: 30-foot radius
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 1 Reflex
save is failed.

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

Sunscorch (Evocation)
r . Level: Drd 1, Rgr 1, Lathander 1, Selune |
Duration: Instantaneous

Area of Effect: | 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 (1o a maximum of 1d6 + 15). Undead creatures and
monsters vulnerable to bright light take 1d6 + 2 fire damage per level of the caster (1o 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

Duration: Instantaneous
Area of Effect: 30-foot radius

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)

E:i Level: Clr 8, Sor/Wiz 8, Oghma 6

Duration: 10 rounds
Area of Effect: 30-foot radius

This spell conjures forth a magical glyph imbued with magical power that channels its effects through anyone

capable of secing 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.

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

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

.‘ ot 7
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Symbol of Hopelessness (All)
Level: Clr 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)

[ Level: Clr 8, Sor/Wiz 8, limater 8
Duration: 10 minutes/level
Area of Effect: 30-foot radivs

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

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

. This spell conjures forth a magical glyph imbued with magical power that channels its effects through any

“_ iy creatures capable of seeing it. Creatures affected will suffer wracking pains throughout their body,

e, ‘?-"f'f* g their Dexterity scores by 2 and impose a -4 penalty on attack rolls, skill checks and ability checks
~ Symbol of Stunning (All)

o 5 Level: Clr 8, Sor/Wiz 8

‘7413 Duration: 5 rounds

Range: Sight of Caster
Casting Time: 3

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

~ This spell conjures forth a magical glyph imbued with magical power that channels its effects through anyone
o capible of seeing it. One or more creatures with the radius whose total hit points do not exceed 250 become
- stunned (Fortitude negates). A stunned creature can't act and loses any Dexterity bonuses to AC. Attackers
gain +2 bonuses to attack il.

Tenser’s Transformation (Transmutation)

Level: Sor/Wiz 6
¢)

Duration: 1 round/level
Area of Effect: Caster
The caster becomes a virtual fighting machine — stronger. tougher, faster, and more skilled in combat. The
* caster’s mindset changes so that he relishes combat and can't cast spells. The caster gains 1d6 temporary hit
P per caster level, a +4 natural armor honus (o AC, +2d4 Strength, +2d4 Dexterity, +1 base attack bonus
i pertwo caster levels (which may give you an extra attack) and a +5 bonus to Fortitude saves. The caster
| ’ b aitacks opponents with melee or ranged weapons, even resorting lo 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 (he area of effect with a Reflex

Range: Caster
Casting Time: 6
Saving Throw: None

save for hall damage.
~ Tortoise Shell (Abjuration)
e Level: Drd 3 Range: Close
| ﬂ Duration: 10 rounds Casting Time: 2
izﬁ Area of Effect: | creature Saving Throw; None
."h " ¢ ~'i W
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Upon completion of this spell. a karge 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 to all effects. The tortoise shell has 100 hit points.

Tremor (Transmutation)

Level: Clr 8, Drd 9, Talos 7
Duration: Instantancous
Area of Effect: Sight of Caster

Range: Caster
Casting Time: 1 round
Saving Throw: Reflex negates

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 trned e

by the caster that invoked this spell. If the trning fails, the undead creature is immune to further wning i
attempis by the spell unless it leaves and reenters the area of effect.
Unholy Blight (Evocation) [Evil]

Level: Clr 4, Mask 5 Range: Medium

Duration: Instantaneous Casting Time: 3

; Area of Effect: 20-foot radius Saving Throw: Fortitude partial
This spell calls upon unholy power (o smite your enemies. Any creatures of good alignment within the area of
effect take 1d8 damage (maximum 5d8) per two caster levels and sickens them for 1d4 rounds. A successfil’
Fortitude save reduces damage to half and negates the sickening effect. Neutral creatures take half damage 3
and are not sickened.
Vampiric Touch (Necromancy) -
S Level: Sor/Wiz 3 Range: Touch

Duration: Special Casting Time: 3

Area of Effect: Living creature touched Saving Throw: None 4
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 :
1o the caster, with any hit points over the caster’s normal maximum total treated as temporary bonus hit E
points. The temporary hit points disappear after 1 hour. P
Vipergout (Conjuration) ’
Lrmamme]  Level: Sor/Wiz 7 Range: Caster

Duration: | round/level Casting Time: 7 X‘

Area of Bffect: 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
round 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-
mioned by this spell, she cannot cast spells.

Vitriolic Sphere (Conjuration)

| : i Level: Sor/Wiz 4

Duration: Special
Area of Effect: Special
This spell conjures a sphere of glowing emerald acid that the caster can direct (o strike any target within
: 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, (o a maximum of 12d4 points of damage. After 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
(h-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
e ~ 1o 4 Reflex save o avoid further damage. The vitriolic sphere also splashes acid in a 5-foot radius around the
b primary target. Any creatures within the splash radius must roll a Reflex save or suffer a splash hit that inflicts
‘ 1 14 points of damage per every five levels of the caster. Splash hits do not cause continuing damage.

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

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

Range: Touch
Casting Time: 2
Saving Throw: None

The recipient 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.
i

of the Banshee (Necromancy)

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-
* ture per level of the caster.
~ Wall of Fire (Evocation)
; i Level: Drd 5, Sor/Wiz 4 Range: Sight of Caster
o Duration: 5 rounds Casting Time: 4
M Area of Effect: 20-foot long, 5-foot wide wall ~ Saving Throw: None

e This spell brings into existence an immobile, blazing curtain of shimmering fire. Any creature passing
i through the wall takes 2d6 + 1 fire damage per caster level 10 a maximum of 2d6 + 20 fire damage.

Wall of Moonlight (Evocation)

" Level: Drd 4, Selune 5 Range: Sight of Caster
“ .. Duration: 5 rounds Casting Time: 7
Area of Effect: 20-foot long, 5-foot wide wall ~ Saving Throw: None

k ‘ ‘gb spell invokes a shimmering tapestry of blue-white force. This wall is intangible. requiring no physical
128
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anchor, and can easily he passed through. Eil creatures passing through the wall take 2410 magic damage.
Undead creatures passing through the wall take 5410 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)

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

Level: Sor/Wiz 2
Duration: 15 rounds
Area of Effect: 15-foot radius

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



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 bonuses.)

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

P
 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,
y““ j ~ abdomen and groin. The weight is distributed over the whole body and the whole thing is held together with

bncklexzndsmps

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

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-
o st e e

:k- Mt‘ This armor is made of leather hardened in boiling oil and then shaped into breastplate and shoul-
der protectors, The remainder of the suit is fashioned from more flexible, someswhat softer materials.

~ Shields

i 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 1o the forearm and the shield hand must firmly
© pripitaall imes.
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
ﬂngou'i wings. A typical medieval shield resembles a triangle with one point facing downward.

‘Small Shield: The small shield is usually round and is carried on the forearm, gripped with the shield
e bml Iis light weight as compared to a medium shield permits the user to carry other items in that hand,
although he cannot wield or carry another weapon.

Buckler: Bucklers are slightly smaller versions of small shields

: .
A 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.

Bracers: These thick bands of metal or leather are strapped. belled, or tied to a character’s forearm.

Cloak: Cloaks can be made in every possible shape with just about every type of fabric. The most comnion
forms are a circular piece of fabric with a hole in the center for the head, and fabric draped from neck, con-
130 nected by a chain, brooch, cord, or pins.
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Gauntlets: Gauntlets are armored gloves. They can be made of leather, metal plates, or chainmail. Every
suit of armor is assumed 1o 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 o hold up pants and dungarees, but
1o carry pouches, scabbards, and the like.

Helmets: Helmets, made of reinforced leather or metal, cover most of the head, save the face and MQA
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 cach hand.

ARMING YOURSELF

See Tables 6&7 on pages 145-146 for listing of weapon cost, type, damage, threat range and proficiency tpe. =
Here are some brief descriptions of the weapons, missile weapons and ammo you can find in Icewind Dalelt:
Arrows: The flight arrow, as its name implies, is built for distance. These are lightweight arrows and are 4
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. A

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. »
i r

Club: Most clubs are stout, hardwood sticks, narrow at the grip and wider at the end. Anyone can Bnda‘ P
good stout piece of wood and swing it; hence the club’s widespread use. Note that wizards in lcewind M A
,;7 o

can use clubs. A ‘ *1

Crossbow: A crossbow 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, whichhasaslnde o ofF ',
edge and is a bit shorter. :“s‘*i‘“

Dart: The dart is 4 small missile weapon that is thrown rather than fired from a how orotberlaunchu : #rld

I’ldl:ThclhilIsnsiurdy\\mdenhzndlemudmdloanimnrod.nmodmrodwilhstuds,orasunided /
iron hall. Between the handle and its implement is either a hinge or chain link. T i
lhlberi:nwhalberdconmsofacleavermwzxeblademountedonasuﬂmugmgsthnw'
meuebhdeswhncedﬂdnmrwnhaﬂuh.mdwnmmudbwdmpmAhlbu’dmbM '
features of both a spear and an axe. o, o
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Longhow: This ype of bow is about as long as the archer is tall, usually 6 or more feet. It has better range
than the shorthow. Gomposite longhows are hows made from more than one type of material. This gives
greater Nexibility 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 (otal length. Most longswords have 4 double-edged blade and a sharp point at the tip. Despite
{he tip, the longsword is designed for stashing, not thrusting.

Mace: The mace is a direct descendant of the club, being 4 wooden shaft with 4 stone or iron head. The
head design varies; some being flanged, and others having pyramidal knobs

Morning Star: The morning star is 2 wooden shaft topped with a metal head made up of an iron sheath
Morning stars have an overall length of about four feet. Some such weapons have a round, oval, or cvlindri-

cal-shaped head studded with spikes

i
i

Quarter Staff: The quarter Staff is a length of wood ranging six (o nine feel 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. Shorthows 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 longhow. Composite shorthows are bows made from more
than one type of material. This gives greater flexibility and better range

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

Spear: One of man’s earliest weapons. dating back to the most primitive of times, the first spears were wood
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

Throwing Axe: The blade of this axe has a sharp steel tip, counterbalanced by « pointed fluke. The short

handle has a point of the bottom and the head may have 4 spike on the top.
‘Throwing Dagger: Similr (o a dagger, but balanced for throwing

Two-Handed Sword: The two-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 2 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 (o hil, but they are not magical.

HHHTHTITR I

= =
'S

MAGICAL ITEMS AND TREASURE

Your party will come across 4 wealth of gold during their adventures, but there will be other treasures that

vour 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 a mere word, withstand the fiercest fire,

and perform feats impossible by any other means. Not all magical items are beneficial, however. Some

cursed, the result of faulty construction or the deliberate handiwork of an evil or vengeful wizard. > .

Unidentified magical items are tinted blue; items that cannot be used by the current character are tinted red.

Ttems 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 1o 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-crafied non-magical blade. A

rare few weapons have even greater powers. ,
When you find a magical weapon, more than likely you will not know its properties. These properties musl be ¥
learned through research and spells. Identify spells and characters' lore abilities can provide information o ¥

about a weapon's properties. k.
Magical Armor: Enchanted armor complements magical weapons. Magic armor has a +1 orqu'. & n 5, o

10 its normal Armor Class, being made stronger and finer than non-magical armor. Although sucliarmoris "
generally finely made and elaborately engraved, characters can discover the armor’s powers only by the same L
methods they use to discover the powers of magical weapons. y
Potions and Oils: Magical potions and oils are easily found but hard to identify. They come in small bot-
(les, 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 mlblbernwﬁ-’" i ?u!f' &
cover he can resist great heat or cold, heal grievous wounds, or fearlessly face the greatest dangers. He may o

also find himself struck dead by a powerful poison. i

scrolls: Scrolls are a convenience and luxury for spell casters. By reading the incantation written on the

pages, the cleric or wizard can instantly cast that spell without the need to memorize it. Some scrolls 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 af the time of
their use. The only way to know what a scroll contains is to identify its contents. Wizards (but not sorcerer 5
can also use wizard scrolls to inscribe spells into their spellbooks. This option appears on the item's informa-
tion page. 4

Rings: Magical ringsnrvusablebynwwdiﬂeremdmandmnbes(owawldeﬂn@ofpmhs'ﬁf- TR ii
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 a
wizard or 4 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

Each item possesses some unique power. There are girdles that grant great strength,
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+0/+1

+4

+7/+2

+5

+8/+3

+0/+1

+9/+4

+0/+1

+10/+5

+7/+2

+11/+6/+1

+8/+3

+12/+7/+2

+9/+4

+0/+1

+13/+8/+3

+9/+4

+0/+1

+14/+9/+4

+10/+5

+7/+2

+15/+10/+5

+11/+6/+1

+7/+2

+16/+11/+6/+1

+12/4+7/+2

+8/+3

+17/+12/+7/+2

+12/+7/+2

+8/+3

+18/+13/+8/+3

+13/+8/+3

+9/+4

+19/+14/+9/+4

+14/+9/+4

+9/+4

+20/+15/+10/+5

+15/+10/+5

+10/+5

+21/4+16/+11/+6/+1

+15/+10/+5

+10/+5

+22/417/+12/+7/+2

+16/+11/+6/+1

+11/46/+1

+23/+18/+13/+8/+3

+17/+12+7/42

+11/+6/+1

+24/+19/+14/+9/+4

+18/+13/+8/+3

+12/4+7/+2

+25/4+20/+15/+10/+5

+18/+13/+8/+3

+12/+7/+2

+20/+21/+16/+11/+6

+19/+14/+9/+4

+13/+8/+3

+27/+ 22+ 17/+12/+7

+20/+15/+10/+5

+13/+8/+3

+28/+23/+18/+13/+8

+21/+16/+11/+6/+1

+14/49/+4

+29/+24/+19/+14/+9

+21/+16/+11/+6/+1

+14/+9/+4

+30/425/+20/+15/+10

+22/+17/+12/+7/+2

+15/+10/+5
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+l
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1d6

+3

1d8

+3

1d8

+4/+1

1d8

+5/+2

1d8

+0/+3

+0/+3

+7/+4/+1

1d10

+8&/+5/+2

1d10

+9/+6/+3

1d12

+9/+6/+3

1d12

+10/+7/+4/+1

1d12

+11/+8/+5/+2

1d12

+12/+9/+6/+3

1d20

+12/49/+6/+3

1d20

+13/+10/+7/+4/+1

1d20

+14/+11/+8/+5/+2

1d20

+15/412/+9/+6/+3

1d20

+15/+12/49/+6/+3

1d20+1d6

+16/+13/+10/47/+4

1d20+1d6

+17/+14/+11/48/+5

d20+1d6

+18/+15/+12/+49/+6

1d20+1d6

+18/+15/+12/+9/+6

1d20+1d8

+19/+16/+13/+10/+7

1d20+1d8

+20/417/414/+11/+8

1d20+1d8

+21/+18/+15/+12/+9

1d20+1d8

+21/4+ 18/+15/+12/49

1d20+1d10

+22/+19/416/+13/+10

1d20+1d10

never a class gels anotber / in their Base Attack Bonus (BAB) this means that they are now
perform another attack per round. For example, a Level 11 Fighter is able to make three attacks
Jirst at a BAB of +11, the second at +6, and the third al +1.
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Note: Specialist wizards get one extra spell per level but are probibited from
opposition schools (see spell descriptions and Table 4 for opposing schools).
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Note: This chart is the number of spells a sorcerer can cast per day. If is
spells the sorcerer knows (Table 5d).

1 is the number of spells a sorcerer knows. It is different than the number of spells the

cast pr day (Table 5¢).




il
2
5
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
2]
23
24
25
20
z7
2
29
30
1

it e

=\
3 _
.!0000000000000000|2344444455555 s P
)
=1
ololololele|elele|e|o|ole|=|m|mm|nle e |« i nnjninnn WW =
] ™
A gz
‘000000000000122533444455555555 mw
e
g = L
0,000000000|2233344445555555555 M.o -
b M‘ -
- - 3000000117.253544.6.4555555555566 .W,
r._ﬁ W.m T
V‘mm°°°00l21.533444455555555556666 m Y
il = &
Hel an
£ o | | = |ma |ea |ees o | or | s b s farn [ a1 |1 i o fun e 1m0 130 |0 |0 (80 O M = q




“moﬂn»-&,f o

Y

wumuima-a-n-mﬂ

R e e e e B e B e e e o Ly e o P I o) S Y I
R e e e I e S S L R N e e e 1 ]

R A e e e I e R o e 1

Al e o e E E— 1 )

B e e e S R —

e

N

-
R
)

Bolls, crossbow (10) 1gp - - Tl e :
Bullets, sling (10) sy - - 5. - 3

Club - 1d6 2 31b. Msce &
Crosshow, heavy 50gp  1d10 19202 9lb.  Crossbow
Crosshow, light g 18 1920K2 6lb.  Crosshow
Dagger 2gp 1dd  19-20n2 1b.  Small Blade
Dart 58p 1d4 x2 051, Missile

Mace, heavy Ci2gp 18 X2 12b. Mace

Mace, light sgp 1d6 %2 6. Mace
Morningstar Sgp 1d8 x2 8 1h. Mace

Quarterstall - 1d6/1d6 x2 4 b,

Shortspear 2 1d8 x3 5. Polearm

Sling - 1d4 X2 0lb.  Misile

Note: The critical column above sometimes shows two pieces of information. The
‘x'ﬁﬁecrwduwundmklbnumbarofﬂmmhwy@
scored. A number range like ‘19-20° refers to an increased Threat Range. Refer to thx
Hits for more information, Page 41. ;
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41b,
7 Ib.
20 Ib.
51b.
20 Ib.
15 Ib.
15 Ib.
21b.
5 Ib.
31b,
31b. Bow
9 Ib. Polearm
41b.  Large Sword
41b. Large Sword
21b. Bow
21b. Bow
Sgp 7 Ib. Exotic Weapon
10gp 19-20/x2 31b. Small Blade
8 1b. Hammer

above sometimes shous two pieces of information. The number prefixed by a
ier and represents the number of limes damage is rolled if a critical hit is
Wllh‘w 20" refers to an increased Threat Range. Refer to the section on Critical

on, page 41. Table 9: Two-Weapon Fighting Penalties

Cir

Normal Penalties
Off-hand weapon is light
Ambidexterity feat
Two-Weapon Fighting feat

Off-hand weapon is light and Ambideterity feat
Off-hand weapon is light and Two-Weapon Fighting feat
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Entertainment by Adam Levenson
in Stereo

VIDEO
Senior Video Manager

Dan Williams

Senior Media
Producer/Editor

Dave Cravens

Media Producer/Editor
Chris Folino

Cinematic Compression and
Playback by

VIDEO
From RADGame Tools, Inc.

LOCALIZATION
International Product
Manager




Cursors (action cursors)
Custom Portraits

Customer Service Info 4, 152
Customizing Buttons 12,13

D

Damage Reduction
Dark elves
Darkvision

dn Lom
gu 24,39

Favored Class 56

Favored Enemy 7,60

Feats 7,65
Weapon Proficiencies 40

Fighter y

Fighting

Fog of War

Fortitude saving throw

G

Gameplay

Gauntlet

Gender

Ghostwise halflings
Girdle

Gnomes

Gold dwarves
Graphics

Gray dwarves

131

64

History of Icewind Dale 29, 30
Hit Dice 46
Hit Points 43
Humans 47

I

Identifying liems 17,61

Hlusionist 54

Import 8
16
45

K

Knowledge (arcana)

L

Lawful Evil

Lawful Good Pick Pocket
Lawful Neutral Poison

Lay on Hands 3 Portraits
Level Up button

Levels

Ranger 53,60
Recovery 43
Reflex saving throw 43
Rest 15, 20, 24
Rings 131
Rogue 53,60




LIMITED 90-DAY WARRANTY

the original purchaser of this Interplay Entertainment Corp. product that the game disc will be free from
workmanship for 90 days from the date of purchase. If the game disc is found defective within 90 days
Interplay agrees o replace, free of charge, any product discovered to be defective within such period
ce center of the product, postage paid. with proof of the date of purchase. This warranty is limited (0 the
program originally provided by Interplay and is not applicable to normal wear and tear. This shall

M.Somemdonol:llwhnﬂnlmaslolmwlm;mhnpﬁ:dﬂmmhssmﬂm

incidental or consequential damages so the above limitations and/or exclusions or liability may not
Mﬁmmmﬁcﬂmxmdywmﬂmhmuhdghwmnmﬁm state to state.

fail afier the original 90-day warranty period has expired, you may return the disc 1o Interplay at the
a check or money order (made out to GamesOnline) for $15.00 (US. currency), which includes
and Interplay or its” agent will mail 4 replacement to you. To receive a replacement, you need to enclose
in protective packaging accompanied by: (1) a $15.00 check or money order, (2) a brief statement
,and (3) your return address. If you have 4 problem with your game disc, you may wish to call us first at
game disc is defective and a repl is

v, UPS. or regis 1
defective disc(s) only (not the box) with a description of the problem and $15.00 to: Interplay
store, www. Interplay-Store.com.

d mail is recommended for
Von Karman Avenue, Irvine, CA 92606 . Ordering replacement copies of disks or Manuals is also avail
HIBITED

and the manual are coprighted and all rights are reserved by Interplay Entertainment Corp. and are pro-

laws that pertain to computer software. Ywm_-mmp\ﬁsnhmé You may not loan, sell, rent

therein or permit or encourage any third party (o do so.

‘or otberise transie the software (or any copy). You may ot modif, adpt, transite, create derivive
nble, or otherwise reverse engineer or derive source code from all or any portion of the software or

1he right to make modifications or improvements to the product described in the manual at

use. You may not
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ICEWIND DALE || © 2002 Inur ay Entartainment Corp. All Ri Reserved. The BioWare Infinity Engine © 1998-2002 Bnoera Corp. All Rights Reserved.
Icewind Dale, Icewind ldur’s Gate, FORGOTTEN R LMS the FORGOTTEN REALMS logo, D&D, the DUNGEONS & DRA( ONS logo, Wizards of
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copyrights are property of their respective owners.






