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Thbte 28: Feats awe 
Combat Acti ' e Oefensi,·e .Magical Other B: 

Combat Fea t 
Feats 

Ambidexterity Called Shot Armor Combat Alertness 
Stlell Ico11s 

Proficiency Casting 
{heavy) Acid Fog Bia.de Barrier 

Clea,·e Disarm 1\rmor Empower Extra Turning 
Prolicicncy Spell 
(light) 

Improved Improved Armor ExtenJ Spell Skill Focus Aid BleJ,1 

Critical Disarm Proficiency 
(medium) 

Improved Improved Dellect ,\\aximize 
Par'} Knockdown Arrows Spell A nimate D ead 

Improved Improved Dodge Quicken Spell 
Two- \Veapon Power Attack 
Fighting 

lmprm·ed Knockdown Great Silent Spell 
Unarmed Fortitude 

Bi of Vda/;l)j B11ll'.J S trength 

:Strike 

Point 131ank Power Attack Iron Will pe ll Focus 
Shot 

A ura ver.111.1 Chao.; Burning Ha11J., 

Two-\\'eapon Rapid Shot Lightning Spell 
Fighting Reflexes Penetration 

\\'eapon Sap Mobi lity Still Spell A ura 1•er.1u.; Evil Call L ightning 

Finesse 

\\'eapon Stunning Fist Shield 
Focus Proficienc,\ 

A ura 11er,•1M Good Cat :1 Grace 
Weapon Toughness 
Proficiency: 
Martial. 
Exotic or 
Simple 

A 11ra 11er.11u Laiv 

\Vcapon 
Specialization 

Charm A nima l 

Cha rm tlfo11.1ter 



ClairmUJience 
/Clairt•oyance 

Clarity 

ClouJkill 

Cone of ColJ 

Confiuion 

Contagion 

Control Undead 

Create Greater 
U11iJead 

Create Un.JeaJ 

Cure Critical Wollnd.I 

C1tre Light Wowzd.i 

Cure 11/inor Wou11d.1 

Cllre 11foiJerate 
Jf701mJ.; 

Cw·e Serimu 
WollniJ.i 

Darknu.; 

Daze 

DelayeJ Bla.tt 
Firehall 

De.;truction 

Di.Jmi.i.ial 

Di.1pel 11fagic 

Di1•ine Power 

Dominate Animal 

Do11u"nate i1fom1ter 

Dominate Per.ion 

Doom 

Energy Buffer 

Ener.IJY Drain 

Enervation 

Entangle 

Ethereal Vi.Jage 

m EvarJ'.! Black 
- Tentacle.1 

Fear 

FeebleminiJ 

Find Trap.; 

Finger of Death 

Firehall 

Flame Arro1v 

Flame La.th 

Flame Strike 

Fox'.; Cunning 



~- Freedom of ,JJ01•ement 
-~ 

Greater Stone,1ki11 /111plt1Jion Le.1Jer Spell Breach 

Gate Hammer of the 
GodJ 

lmprOl'ed lm•i.1ihility Le,i,1er Spel/ ,11 antle 

Gho.1tly Vi.mge llartn lm:moiary Ciolli) 

Ghoul Tmich Ha.1te lnvi,1ibility Light1U'11g Boll 

Globe of Heal /111•i.1ibility Pllrge Alage Armor 
Invulnerability 

Grea,1e lmiJihility Sphere 11/agic Circle AgainA 
Chao.1 

Greater Di.1pelling Hold Animal 

Greater Planar H oM Al 011.1ter 
Binding 

Greater R.utoration Ho[() PerJ011 

Greater Shadow Horrid JVilting Le.1,1er Alind Blank Alagic Afi,1.1ile 

Co1yuratio11 

Greater Spell Breach Ice Storm 

Greater Spell i1/antle Identify Le.1,1er Re.1toration 1Jla,1,1 Charm 



Me/f'.J AcUJ Arrow 

Meteor Swarm 

i11iniJ Blank 

JlliniJ Fog 

Minor Globe of 
lnvul11erability 

i11oriJenkaUzen J 
D i.Jjwzction 

Nature'.J Balance 

Negative Ener!JlJ 
Bur.1t 

Negative Energy 
Protection 

Negative Energy 

... Ray 

Neutralize Pol.Jon 

Phanta.mial Killer 

Planar BiniJing 

Pai.Jon 

PoUJer WoriJ Kill 

Power Word Stun 

Prayer 

Premonition 

Pri.1niatic Spray 

Protection from CbaoJ 

Protection from Evil 

Protection from Goou 

Protection from Law 

Ray of Ellfeeblemmt 

Searing Light 

See lnvi.1ibility 

ShaiJ01v Conjuratt'o11 



Shaoow Shie/O 

Stinking Clo110 

Storm of Vengeance 

Swnmon Creatw·e 
I 

Summon Creature 
II 

Summon Creature 
III 

Summon Creature 
v 

-••••• Sununon Creature 
VI 

Summon Creature 
VII 

Sunwwn Creature 
VIII 

S11mmon Creature 
IX 

Sunbeam 

.,.., ..... ,........ Te11.1er'.J 
Tra11Jformation 

Time Stop 

True Seeing 

Vampiric Touch 

Virtue 

Wail of the Ban.1hee 

lf'all of Fire 

lfarCry 

lf7eh 

JF?eiro 



1\t'l'e11cli~ B: 
Glossafi of Ter111s 

Abjuration: These spells shield the caster from magical and 
physical attacks. 

AC: Armor Class reflects the ability of a character to avoid or 
deflect an attack. 

Ability check: A simple check of ld20 plus the appropriate 
modifier. 

Alignment: Reflects how your character reacts to the concepts 
of good, evil. law, and chaos. 

Attack of opportunity: A single extra melee attack, when an 
enemy makes themselves vulnerable. 

Cantrip: The lowest spell level. 

Caster level: Equivalent to the spellca ters class level. 

Class: The profession of vocation of the character. 

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

Conjuration: These spells can bring creatures to the ea ter, nor­
mally in the Corm of summoned allie . 

CR: Challenge rating. The higher this number, the more power­
ful the enemy. Commonly four characters of a certain level 
are able to defeat one creature with a CR equal to the average 
level of the characters with a moderate amount of difficulty. 

Critical hit: A devastating attack that generates more damage 
than normal. 

Cross-class skill: A skill that a particular class is less likely to 
use on a frequent basis. 

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

Divination: Divination spells are useful for gathering informa­

tion. 

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

Encumbered: When a player is carrying more weight than their 
strength will allow they will receive penalties lo their move­

ment rate. 

Energy drain: Some attacks (especially by some undead) will 
cause the character to gain negative levels. 

Exclusive skill: A skill that can only be learned by a specific 

class. 

Faction: A specific group that player , NPCs, and creatures 
belong to. This generally affects how they react to various sit­

uations. 

Feat: A feat is a special feature that either gives your character a 
new capability, or improves one that they already have. 

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

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 
your Fortitude saving throw. 

GP: Gold Pieces: the standard currency of Ne11erwi11ter Night.1. 

HD: Refers to hit dice or the amount of dice rolled to generate 

the hit point total. 

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

Illusion: These spells are used to alter perception and generate 

illusions. 



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

Ki: 1\ monk's spiritual energy. 

Lore: This is the characters ability to accurately identify magic 
items and equipment. 

Metamagic feat: These feats allow spellcasters to change some 
of the aspects of the spells they cast, making them more pow­
erful. last longer, and so on. J\:\etamagic spells must be cast at 
a higher level than normal. 

Necromancy: Spell that manipulate, create, or destroy life. 

Opposed checks: Opposed checks are made against another 
character's skill check result. 

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. 

Radial menu: This is the primary tool for interacting with the 
world of /\'t!Perwinter N1:qht.1. 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 ReOex 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 effect 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 oft he check is depend­
ent on the character rank in the skill, and the DC of the task . 

2/)./ 

Skill points: These points are awarded at character creation and 
level up, and allow the character to raise his skill ranks. 

Skill rank: Denotes the characters proficiency in a certain skill. 
The higher it is, the more likely the character will succeed at 
a skill check. 

Skill synergy: Some skills work very well together. Having 5 or 
more ranks in one skill will give a +2 synergy bonus when 
using another skill. Skills with synergy bonuses are noted in 
the skill descriptions. 

Transmutation: These spells transform the recipient, either sub­
tly or otherwise. 

Turn: 10 rounds, or 60 seconds of game time. 

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
. ence and domination as well as many magical effects. Your 

Wisdom modifier is added to your Will saving throws. 

XP: Experience points. 
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END-U SEl~ LICENSE .t-\Gl~EE'M'ENT 
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the End-user License appearing in the installation sequence 

and in the README file. By installing this game you acknowl­
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and you agree to be bound by its terms. 
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M.uzyka (Bioware), Greg Zeschuk (Bioware) and Feargus Urquhart (Black 
Isle/Interplay) 
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