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DC: Difficulty class. The higher the number, the harder it will
be for the character to beat with the appropriate skill check.

Appendix B:
Glossary of Terms

Divination: Divination spells are useful for gathering informa-
tion.

Enchantment: These spells involve gaining control over another
creature, or imbuing them with special properties.

Abjuration: These spells shield the caster from magical and
physical attacks.
Encumbered: When a player is carrying more weight than their

AC: Armor Class reflects the ability of a character to avoid or : . : . .
& strength will allow they will receive penalties to their move-

deflect an attack.
ment rate.

Ability check: A simple check of 1d20 plus the appropriate Energy drain: Some attacks (especially by some undead) will

modifier. ; -
cause the character to gain negative levels.

Alignment: Reflects how your character reacts to concepts 2 X . e
en i 3 o the concepts Exclusive skill: A skill that can only be learned by a specific
of good, evil, law, and chaos. |

class.

Attack of opportunity: A single extra melee attack, when an

Faction: A specific group that players, NPCs, and creatures
enemy makes themselves vulnerable. . ) : -
* belong to. This generally affects how they react to various sit-

Cantrip: The lowest spell level. uations.

Caster level: Equivalent to the spellcasters class level. Feat: A feat is a special feature that either gives your character a
e - 2 3 new capability, or improves one that they already have.
Class: The profession of vocation of the character. 5 L g ? -

Flat footed: If a character is caught unawares or otherwise
unprepared, they are considered flat-footed. This causes them
to lose their Dexterity bonus to their Armor Class.

Class skill: A skill in which a particular class specializes in, or
utilizes often.

Conjuration: These spells can bring creatur he cé = g 0
) P & R R e CReD, To1 Fortitude save: These measure your ability to stand up to mas-

sive physical punishment, such as poison, paralysis, and
instant death magic. Your Constitution modifier is added to

mally in the form of summoned allies.

CR: Challenge rating. The higher this number, the more power-

ful the enemy. Commonly four characters of a certain level your Fortitude saving throw.

o ab|? % delat one i with & CR equal fo t}_]i ke GP: Gold Pieces: the standard currency of Neverwinter Nights.
level of the characters with a moderate amount of difficulty.
HD: Refers to hit dice or the amount of dice rolled to generate

Critical hit: A devastating attz amsé : .
g ttack that generates more ddmdge the hit point total.

than normal.

HP: This refers to the characters hit points. This is the amount
of damage a player can take before death.

Cross-class skill: A skill that a particular class is less likely to

use on a frequent basis.
Illusion: These spells are used to alter perception and generate

illusions.



- ” = 4 ok
. il A gt
Skill points: These points are awarded at character creation and

level up, and allow the character to raise his skill ranks.

Item point total: How much magical equipment a character can
be in possession of depending on her level.

Ki: A monk's spiritual energy. Skill rank: Denotes the characters proficiency in a certain skill.
ok BEs 3 & : The higher it is, the i e character wi
Lore: This is the characters ability to accurately identify magic i 4 15, she more likely. the characterwill sicoeed ot
: : » a skill check.
items and equipment.

. . Skill synergy: S skills rery we rether. Havi

Metamagic feat: These feats allow spellcasters to change some o gl;(y b i ll('” “',I(;rk‘ very ‘;L“ together. Having 5 or

. , : more ranks in one skill will give a +2 synergy

of the aspects of the spells they cast, making them more pow- i T Kill. Skill 'éI (3 s‘\lnug) bonus when
; . using another skill. Skills with synerg ses ar i

erful, last longer, and so on. Metamagic spells must be cast at g e ynergy bonuses are noted in
: the skill descriptions.

a higher level than normal.

4 ’ g Transmutation: These spells transform -ecipient, ei sub-
Necromancy: Spells that manipulate, create, or destroy life. : P the recipient, either sub
tly or otherwise.

Opposed checks: Opposed checks are made against another r :
PP i O o % & Turn: 10 rounds, or 60 seconds of game time.
character’s skill check result.

Untrained checks: Some skills allow skill checks to be made

-
with them, even if the character has no ranks in that skill.
Will save: These saves reflect your resistance to mental influ-

Package: A pregenerated bundle of the most practical skills and

feats for a character class.
PVP: Player vs. player.

Quickbar: This is the bar along the bottom of the screen. It
allows the player to quickly access various abilities.

. ence and domination as well as many magical effects. Your
Wisdom modifier i1s added to your Will saving throws.
XP: Experience points.

Radial menu: This is the primary tool for interacting with the
world of Neverwinter Nights. Right clicking on an object brings
up the radial menu options for that object.

Reflex save: The higher this is, the better you are at dodging
such things as a wizard's fireball or the lethal breath of a
dragon. Your Dexterity modifier is added to your Reflex sav-
ing throws.

Round: Six seconds of game time.

Saving throws: A saving throw is a measure of a creature's
resistance to special types of attacks or effects. If successful,
ill effects or damage are reduced.

Skill: Represents individual areas of practical knowledge.

Skill check: A skill check happens when a character attempts to
utilize one of her skills. The outcome of the check is depend-
ent on the character rank in the skill, and the DC of the task.
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