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Music of the Spheres 
SPHERE: Cosmos RANGE: 50 yards DURATION: 1 turn + 1 round/level AREA OF EFFECT: 20'-diameter circle SAVING THROW: Neg. 

With this spell, the cleric creates tones and harmonies of such unearthly beauty and complexity 
that they entrance the listener, making it difficult for the listener to attack or otheiwise harm the 
cleric. The listener receives a normal saving throw against this effect. Failure means that the 
listener is entranced and is unable to attack the cleric for the duration of the spell. 

Resist Cold 
SPHERE: Elemental (Fire) RANGE: Touch DURATION: 1 round/level AREA OF EFFECT: Creature touched SAVING THROW: None 

Resist cold halves damage from cold attacks and improves saving throws versus cold attacks by 3. 

Resist Fire 
SPHERE: Elemental (Fire) RANGE: Touch DURATION: 1 round/level AREA OF EFFECT: Creature touched SAVING THROW: None 

Resist fire halves damage from fire attacks and improves saving throws versus fire attacks by 3. 

llJ Silence, 15' Radius 
SPHERE: Cosmos RANGE: 120 yards DURATION: 2 roundsnevel AREA OF EFFECT: 15'-radius sphere SAVING THROW: None 

Silence, 15' radius magically dampens all sound in the area around the target. The target 
characters or monsters cannot cast spells for the duration of the spell. 

II Spiritual Hammer 
SPHERE: Cosmos RANGE: 10 yards/level DURATION: 3 rounds+ 1 round/level AREA OF EFFECT: Caster SAVING THROW: None 

Spiritual hammer creates a temporary magic throwing hammer that is automatically readied. 
Spiritual hammers can hit monsters that may only be struck by magic weapons. 

ll3J Steal Breath 
SPHERE: Elemental (Air) RANGE: 120 yards DURATION: 3 rounds AREA OF EFFECT: 1 creature SAVING THROW: None 

This spell forces the air out of an opponent's lungs. The opponent cannot cast spells for three rounds. 

t THIRD-LEVEL CLERIC SPELLS t 

Lens 
SPHERE: Elemental (Air) RANGE: 90 yards DURATION: 3 rounds+ 1 roundnevel AREA OF EFFECT: Special SAVING THROW: None 

By means of this spell, the cleric creates a magical lens, with which he or she can direct 
intensified rays of the sun against his or her enemies. Once cast, the cleric can attack twice per 
round doing 2-Q points of damage per hit. 
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II Bramblestaff 
SPHERE: Elemental (Earth, Water) RANGE: 0 DURATION: 1 turn AREA OF EFFECT: Special SAVING THROW: None 

This spell causes an ordinary wooden staff or club to sprout thick, extremely hard spikes on one 
end, just like a staff made from bramblewood. The staff does double damage for the duration of 
the spell, and adds +2 to the cleric's attack roll. 

II Bestow Curse 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: 1 target SAVING THROW: Neg. 

This spell allows the cleric to curse a creature, giving it a -4 penalty to attacks and saves. The 
spell's effects can be reversed with dispel magic or remove curse. 

II Cause Blindness or Deafness 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

Cause blindness or deafness blinds or deafens one target. This can only be cured by a cure 
blindness or deafness spell. 

II Cause Disease 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

Cause disease infects the target with a debilitating ailment that saps strength and hit points. 

I§ Create Smoke 
SPHERE: Elemental (Air, Fire) RANGE: 10 yds + 10 yds/tevel DURATION: 4 rounds AREA OF EFFECT: 30-yd radius SAVING THROW: Spee 

By .igniting even a tiny spark of flame, the cleric can create a dense plume of smoke that obscures 
v1s1on for 30 yards. Those within the cloud that fail a saving throw vs. death spell find it difficult 
to attack. All attacks in the cloud are made at -4 for four rounds. 

1@1 Cure Blindness or Deafness 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

Cure blindness or deafness counters the effects of cause blindness or deafness. 

101 Cure Disease 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

Cure disease removes the effects of disease caused by some monsters or cause disease spells. 

Dispel Magic 
SPHERE: Cosmos RANGE: 60 yards DURATION: Permanent AREA OF EFFECT: 30' cube or 1 item SAVING THROW: None 

Dispel magic removes the effects of spells that do not have specific counter spells. This is the cure 
spell for any characters that have been held, slowed, or made nauseous. 
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Heat Exhaustion 
SPHERE: Elemental (Fire) RANGE: 50 yards DURATION: Special AREA OF EFFECT: 1 creature SAVING THROW: None 

A beam of light streaks from the cleric's finger and slams into the target's forehead, causing the 
brain to overheat as if struck by sunstroke or fever. This causes momentary confusion and 
delirium, so all attack rolls and saving throws are made at -2. 

Magical Vestment 
SPHERE: Cosmos RANGE: Touch DURATION: 5 rounds/level AREA OF EFFECT: Caster SAVING THROW: None 

This spell enchants the cleric's own robes, providing protection at least equivalent to chain mail 
(AC 5). The vestment gains a + 1 enchantment for every three levels the cleric earns above Sth 
level. For example, an 11 th-level cleric would have AC 3 protection. This spell is not cumulative 
with itself or any other spells or armor. The spell's duration increases with the level of the cleric. 

II Negative Plane Protection 
SPHERE: Cosmos RANGE: Touch DURATION: Special AREA OF EFFECT: 1 creature SAVING THROW: None 

Negative plane protection affords the recipient protection from one draining attack from undead 
monsters. Note that the spell affords protection against the first attack, but no protection against 
subsequent attacks (unless cast again). 

II Plant Growth 
SPHERE: Cosmos RANGE: 160 yards DURATION: Permanent AREA OF EFFECT: Special SAVING THROW: Special 

Plant growth causes normal vegetation to grow, entwine, and entangle to form a thicket that 
creatures must hack or force a way through at a movement rate of 10 feet per round. 

Prayer 
SPHERE: Cosmos RANGE: 0 DURATION: 1 round/level AREA OF EFFECT: 60' radius SAVING THROW: None 

Prayer improves the THAC0 and saving throws of friendly characters by 1 and increases 
(weakens) the THAC0 and saving throws of monsters by 1. This is a good spell to cast before 
going into combat, but it is not cumulative. 

Protection from Fire 
SPHERE: Elemental (Fire) RANGE: Touch DURATION: Special AREA OF EFFECT: Creature touched SAVING THROW: None 

Protection from fire gives limited protection against fire. The recipient of the spell gets a +3 bonus 
to his or her save and takes half damage from flames. 

i@j Remove Curse 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: 1 target SAVING THROW: None 

Remove curse removes effects of a bestow curse spell. It also allows the recipient to unready 
cursed magic items. 
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l@j Remove Paralysis 
SPHERE: Cosmos RANGE: 10 yards/level DURATION: Permanent AREA OF EFFECT: 1-4 creatures SAVING THROW: None 

This spell negates the effects of any type of paralyzation or related magic. For example, the spell 
counters hold or slow spells. 

IW'~ Sand Spray 
SPHERE: Elemental (Earth) RANGE: 0 DURATION: Instant AREA OF EFFECT: 20' beam, 10' wide SAVING THROW: Special 

This malicious evocation causes small glassy particles of sand or silt to spray into an opponent's 
eyes. Anything sprayed by the slivers must make a saving throw vs. breath weapons. Failure 
indicates that they are blinded for 1--6 rounds, and lose 1-10 hit points. 

II Spike Growth 
SPHERE: Cosmos RANGE: 60 yards DURATION: 3-12 turns+ 1 turn/level AREA OF EFFECT: 1 O'/level SAVING THROW: None 

Spike growth causes the ground-covering vegetation or roots in the area to become very hard and 
sharply pointed. When a creature moves through the area, it takes 2-8 points of damage. Each 
time the victim begins to move it must make a saving throw vs. spell or have its movement rate 
reduced by 1/3. 

Stone Shape 
SPHERE: Elemental (Earth) RANGE: Touch DURATION: Permanent AREA OF EFFECT: 1 weapon SAVING THROW: None 

By means of this spell the cleric can form an existing piece of stone into a weapon. 

II Strength of One 
SPHERE: Cosmos RANGE: 10 yards DURATION: 2-£ rounds AREA OF EFFECT: 1 creature+ 1 creature/2 levels SAVING THROW: None 

By casting this spell on a group of creatures, the cleric imbues each creature with a Strength 
bonus equal to that of the strongest creature of the group. 

l0G-f Summon Insects 
~PHERE: Cosmos RANGE: 30 yards DURATION: 1 round/level AREA OF EFFECT: 1 creature SAVING THROW: None 

Summon insects attracts a cloud of insects to attack the foes of the cleric. Anyone in the cloud 
takes 4 points of damage per round, has a +2 AC penalty, and receives a -2 penalty to hit. 

• FOURTH-LEVEL CLERIC SPELLS • 

Abjure 
SPHERE: Cosmos RANGE: 10 yards DURATION: Instantaneous AREA OF EFFECT: 1 creature SAVING THROW: Neg. 

Abjure allows the cleric to dispel elemental creatures back to their own plane of existence. 
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~Blood Flow 
SPHERE: Elemental (Water) RANGE: Touch DURATION: Instantaneous AREA OF EFFECT: 1 target SAVING THROW: Neg. 

Blood ~ow allows the manipulation of the circulatory system, and c~n thus be .u~ed to heal or . 
injure. When healing, 2-12 points of damage are cured. If the spell is used to miure, the target 1s 
stunned for up to 4 rounds. 

II Cause Serious Wounds 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

Cause serious wounds inflicts 3-17 hit points of damage on a target. 

Cloak of Bravery 
SPHERE: Cosmos RANGE: Touch DURATION: Special AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

The cloak of bravery spell can be cast upon any willing creature. An individual thus protected 
gains a +4 bonus to save vs. fear. Note: the spell only protects the re~ipient from the firs~ fear 
effect- it is then dispelled and does not provide any further protection (unless cast agam). 

Cloak of Fear 
SPHERE: Cosmos RANGE: Touch DURATION: Special AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

The recipient of this spell receives an aura of fear. The first opponent who strikes the.a'.fected 
character must save vs. fear or run away in panic. Note: the spell only affects the rec1p1ent once 
(unless cast again). 

II Condense 
SPHERE: Elemental (Earth) RANGE: 100 yards DURATION: Permanent AREA OF EFFECT: 1 target SAVING THROW: None 

Condense causes a small pebble, hurled by the cleric, to attract dust and debris. This condensed 
matter makes the pebble the size of a large rock, causing 3-18 hit points of damage if it hits its target. 

l@l Cure Serious Wounds 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

Cure serious wounds heals 3-17 hit points, up to the recipient's normal maximum hit points. 

II Dehydrate 
SPHERE: Elemental (Water) RANGE: Touch DURATION: Instantaneous AREA OF EFFECT: 1 target SAVING THROW: None 

Dehydrate only affects creatures with a circulatory system. The target is dehydrated for 2-12 hit 
points of damage plus 1 per level of the cleric. 

II Dust Cloud 
SPHERE: Elemental (Earth, Air) RANGE: 60 yards DURATION: 1 tum+ 1 round/level AREA OF EFFECT: 30' radius SAVING THROW: None 

When a cleric creates a dust cloud, a swirling cloud of sand and dust obscures enemies' vision 
and prevents missile weapons from passing through. 
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Focus Heat 
SPHERE: Elemental (Fire) RANGE: 60 yards DURATION: Instantaneous AREA OF EFFECT: 1 target SAVING THROW: 1/2 

Focus heat only works outdoors during daylight. The cleric focuses the rays of the sun onto a 
single point, causing 2-12 hit points of damage plus 1 per level of the cleric on the target. 

Ill Free Action 
SPHERE: Cosmos RANGE: Touch DURATION: 1 turn/level AREA OF EFFECT: Creature touched SAVING THROW: None 

Free action allows the recipient to break the effects of spells such as slow, hold person, and web. 

I;:;;) Intensi~cation of Weather 
SPHERE: Elemental (Air, Water) RANGE: Touch DURATION: 1 hour/level AREA OF EFFECT: 1 creature SAVING THROW: Neg. 

Intensification of weather subjects the victim to effects more severe than the actual weather would 
inflict. The victim loses any possible save against magical weather spells, and those causing 
damage add one hit point per die inflicted. The victim gets a save to avoid the effects of this spell. 

II Lungs of Water 
SPHERE: Elemental (Water) RANGE: 20 yards DURATION: Time of concentration AREA OF EFFECT: 1 creature SAVING THROW: Neg. 

This magically creates water inside the victim's lungs, drowning it if it is not able to cough the 
water up. Nonbreathing creatures and undead are not affected by this hex. Anyone who fails a 
saving throw vs. spells immediately begins to drown. 

l~l Magma Blade 
SPHERE: Elemental (Fire) RANGE: 0 DURATION: Special AREA OF EFFECT: 1 weapon SAVING THROW: None 

Magma blade creates a sword with a razor edge and magically stores a burst of energy within it. 
The sword does +3 damage to anything it hits, and the impact releases a store of magical heat 
that turns the sword into molten stone. The flame bursts all over an opponent, covering him or 
her in magma, and causing an additional 2-12 points of heat damage. 

m Neutralize Poison 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

This spell detoxifies any sort of poison or venom. However, the spell cannot return characters to 
life if they have already died from poisoning. 

II Poison 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

Poison causes the target to save vs. poison or die. 

Ill Produce Fire 
SPHERE: Elemental (Fire) RANGE: 40 yards DURATION: 1 round AREA OF EFFECT: 12' square SAVING THROW: None 

With produce fire, the cleric calls forth a sudden blaze that inflicts 2-5 hit points of damage on 
creatures within its area. 
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Protection from Evil, 1 O' Radius 
SPHERE: Cosmos RANGE: Touch DURATION: 1 turn/level AREA OF EFFECT: 10'-radius sphere SAVING THROW: None 

Protection from evil, 10' radius can be cast on a character or monster an~ impr?ves the AC and 
saving throws of the target and all adjacent friendly characters by 2 against evil attackers. The 
effects of this spell are not cumulative. 

II Protection from Lightning 
SPHERE: Elemental (Air) RANGE: Touch DURATION: 1 turn/level AREA OF EFFECT: Creature touched SAVING THROW: None 

Protection from lightning creates a protective aura which protects the recipient fr?m t~e effects of 
lightning. The recipient gains a +4 bonus to saves, and takes half damage from hghtnmg. 

ll8J Protection from Weather 
SPHERE: Elemental (Air, Water) RANGE: Touch DURATION: 1 hour~evel AREA OF EFFECT: 1 creature SAVING THROW: Neg. 

When this spell is cast, it creates a magical barrier around the recipient at a distance of 1 foot. 
The barrier moves with the recipient, who completely ignores natural weather effects. The 
recipient also receives a +6 saving throw bonus to magically created weather effects. 

II Quench Fire 
SPHERE: Elemental (Fire) RANGE: 40 yards DURATION: 1 round AREA OF EFFECT: 12' square 

Quench fire extinguishes any normal fire within the area of effect. 

II Return to Earth 

SAVING THROW: None 

SPHERE: Elemental (Earth) RANGE: 0 DURATION: 1 roundMvel AREA OF EFFECT: 3' radius/level SAVING THROW: None 

This spell turns a dead body into dust. Corpses inhabited by spirits are allowed a save, but 
skeletons and other undead are not. Undead crumble and fall to the ground, becoming 
completely destroyed in 3 rounds. 

Bsoothe 
SPHERE: Elemental (Water) RANGE: 0 DURATION: 1 round/2 levels AREA OF EFFECT: 10' radius SAVING THROW: None 

The cleric claps his hands together, making the sound of thunder, and rain begins to f~ll in a 10' 
radius. Every creature beneath the cloud regains 1 hit point per round, up to the duration of the spell. 

II Thoms of Binding 
SPHERE: Elemental (Earth, Water) RANGE: 10 yards DURATION: 1 turn+ 1 turMevel AREA OF EFFECT: 10 yard~evel SAVING THROW: Neg. 

By casting this spell, the cleric causes a magical "rope" ?f thorns ~o appear and wrap itself around 
an opponent. Failing the saving throw vs. spells results m 1-4 pomts of damage, added to the 
armor class of the victim. 

• FIITH-LEVEL CLERIC SPELLS • 

II Cause Critical Wounds 
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SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

Cause critical wounds inflicts 6-27 hit points of damage on a target. 

~ 111111 Conjure Elemental 
SPHERE: Elemental (All) RANGE: 80 yards DURATION: 1 turn/level AREA OF EFFECT: Special SAVING THROW: None 

Conjure elemental allows the cleric to open a gate to his or her elemental plane and summon an 
elemental to fight for the cleric in battle. The elemental disappears at the end of the spell's duration. 

II Crumble 
SPHERE: Elemental (Earth, Water) RANGE: 10 yard~evel DURATION: Permanent AREA OF EFFECT: 1 item SAVING THRow: None 

Crumble instantly reduces an inanimate object's water content to zero. Non-living organic material 
such as hide, bone, and wood splits and crumbles into dust when affected by this spel l. Mindless 
corporeal undead like skeletons take 1-6 points of damage for every 3 levels of the caster. 

1@1 Cure Critical Wounds 
SPHERE: Cosmos RANGE: Touch DURATION: Permanenl AREA OF EFFECT: Creature touched SAVING THROW: None 

Cure critical wounds heals 6-27 hit points of damage, up to a target's normal maximum hit points. 

II Deflection 
SPHERE: Elemental (Air) RANGE: 0 DURATION: 1 turn+ 1 round/level AREA OF EFFECT: Caster SAVING THROW: None 

De~ection creates a gust of wind that settles around the cleric, causing all smaller projectile 
weapons to miss. Boulders and other large projectiles remain unaffected by the spell. The cleric 
may still fire missiles while the spell is in effect. 

Dispel Evil 
SPHERE: Cosmos RANGE: Touch DURATION: 1 round~evel AREA OF EFFECT: Creature touched SAVING THROW: Neg. 

Dispel evil improves the target's AC by 7 against summoned evil creatures for the duration of the 
spell, or until the target hits a summoned creature. The creature must make a saving throw when 
it is hit or be dispelled. 

II Flame Strike 
SPHERE: Elemental (Fire) RANGE: fi() yards DURATION: Instantaneous AREA OF EFFECT: 30' tall, 5' radius column SAVING THROW: 1/2 

Flame strike allows the cleric to call a column of fire down from the heavens onto a target. Any 
creature within the area of effect must save vs. spell. Failure means the creature sustains 6-48 
points of damage; otherwise, the damage is halved. 
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l·.'.:·.l 1nsect Plague 
SPHERE Elemental (Air) RANGE: 120 yards DURATION: 2 rounds/level AREA OF EFFECT: 180' diameter, 00 high cloud SAVING THROW: None 

Insect plague summons a swarming horde of insects that obscures vision, prevents spellcasting, 
and inflicts 1 hit point of damage per round to creatures within the cloud. 

II 1ronskin 
SPHERE: Elemental (Earth) RANGE: Touch DURATION: Special AREA OF EFFECT: 1 creature SAVING THROW: None 

Ironskin gives the recipient immunity to physical attacks by weapons (even enchanted ones). 
natural animal weapons (such as fangs or claws), and hurled projectiles. Magical attacks still 
have their normal effect. 

Quicksand 
SPHERE: Elemental (Water, Earth) RANGE: 60 yards DURATION: 1 turn+ 1 round/level AREA OF EFFECT: 30' radius SAVING THROW: None 

Quicksand causes all unpaved surfaces within the area of effect to become soft and clingy. 
Anyone passing through the affected area sinks into the quicksand and is held there. 

~Rainbow 
SPHERE: Cosmos RANGE: 120 yards DURATION: 1 round/level AREA OF EFFECT: Special SAVING THROW: None 

This spell creates a shimmering, multi-layered short composite bow of rainbow hues. Each of its 
shimmering missiles is the equivalent of a +2 weapon, including attack and damage bonuses. 

ICDl Raise Dead 
SPHERE: Cosmos RANGE: 30 yards DURATION: Permanent AREA OF EFFECT: 1 person SAVING THROW: None 

Raise dead can bring one non-elf character back to life. The chances for success are based on 
the character's Constitution and how long the character has been dead. The raised character 
loses 1 point of Constitution (permanently), and is resurrected with only 1 hit point out of his or 
her total points. 

l@J Sandstorm 
SPHERE: Elemental (Air) RANGE: 60 yards DURATION: 3 roundsnevel AREA OF EFFECT: Special SAVING THROW: 1(2. 

This spell conjures a more powerful version of a dust devil. Any creature attacked by the dust 
storm takes 2-12 points of damage. 

Spiked Stones 
SPHERE: Elem (Earth) RANGE: 30 yds DURATION: 3-12 turns+ 1 turn/Iv! AREA OF EFFECT. 10' sq/Iv!, 1 spike/1' SQ SAVING THROW: None 

The spiked stones spell causes rock to shape itself into long, sharp points that tend to blend into 
the background. Those entering the spell's area of effect suffer 1-4 points of damage per round. 
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II Slay Living 
SPHERE: Cosmos RANGE: 30 yards DURATION: Permanent AREA OF EFFECT: 1 person SAVING THROW: Special 

Slay living is the opposite of the raise dead spell; it kills one target. If the target makes its saving 
throw, it suffers 3-17 hit points of damage. 

Wall of Fire 
SPHERE: Elemental (Fire) RANGE: 80 yards DURATION: 1 round/level AREA OF EFFECT. 10' long+ 5' lon(V'2 levels SAVING THROW: None 

The wall of fire spell brings forth an immobile, 20-foot-tall curtain of magical fire. Creatures 
passing through the wall take damage from the flames. 

• SIXTH-LEVEL CLERIC SPELLS. 

Blade Barrier 
SPHERE: Cosmos RANGE: 30 yards DURATION: 3 rounds/level AREA OF EFFECT: Special SAVING THROW: Special 

The cleric employs this spell to set up a wall of circling, razor-sharp blades. Any creature that 
attempts to pass through the blade barrier suffers 8-64 points of damage. 

Fire Seeds 
SPHERE: Elemental (Fire) RANGE: Touch DURATION: Special AREA OF EFFECT: Special SAVING THROW: 1/2 

The (ire seeds spell creates four magical acorns. These grenade-like missiles can be hurled up to 
40 yards. Each acorn bursts upon striking the target, causing 2-16 points of damage. 

II Harm 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

The harm spell infects the victim with a disease and causes loss of all but 1-4 hit points. 

~Heal 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

The very potent heal spell enables the cleric to wipe away disease and injury in the creature who 
receives the benefits of the spell. It completely cures all diseases or blindness of the recipient and 
heals all points of damage suffered due to wounds or injury. 

II Heartseeker 
SPHERE: Elemental (Earth, Water) RANGE: Touch DURATION: 6 hours AREA OF EFFECT: 1 item SAVING THROW: Special 

This terrible spell creates a magical arrow which, upon penetrating human flesh (causing 
damage), begins to sprout as if growing. The roots and branches seek out vital organs as a source 
of nutrients. If a saving throw vs. death magic isn't made, the vines burst through the victim's 
vital organs, killing him or her instantly. 
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~Sunstroke 
SPHERE: Cosmos RANGE: 10 yards/level DURATION: Special AREA OF EFFECT: 1 creature SAVING THROW: Special 

The cleric points his finger at a target and a brilliant beam of sunlight shoots outward to cause a severe 
case of heat exhaustion. The victim must make a saving throw vs. magic or instantly collapse into a 
convulsive mass until treated or dead. The victim takes 1-4 points of damage per round until healed. 

II Wall of Thoms 
SPHERE: Cosmos RANGE: BO yards DURATION: 1 turn~evel AREA OF EFFECT: One 1 O' cube/level SAVING THROW: None 

The wall of thorns spell creates a barrier of very tough, pliable, tangled brush bearing needle­
sharp thorns. Creatures breaking through the wall of thorns suffer 8 points of damage, plus an 
additional amount of damage equal to their AC. 

II Water of Life 
SPHERE: Elemental (Water) RANGE: 0 DURATION: Special AREA OF EFFECT: 1 creature SAVING THROW: None 

This powerful spell is representative of the life-giving nature of water, and the sacrifices that the 
clerics of that sphere are willing to make for those they believe worthy. This spell cures the 
wounds of the target creature by transferring them to the cleric. 

SEVENTH-LEVEL CLERIC SPELLS 

II Confusion 
SPHERE: Cosmos RANGE: BO yards DURATION: 1 roun~evel AREA OF ElfECT: 1-4 creatures within a 40' x 40' square SAVING THRow: Sp6:. 

This spell causes confusion in one or more creatures within the area of effect, fostering indecision 
and the inability to take decisive action. 

II Conjure Greater Elemental 
SPHERE: Elemental (All) RANGE: 30 yards DURATION: 1 tur~evel AREA OF EFFECT: Special SAVING THROW: None 

This spell allows a cleric to summon a single greater elemental to assist the cleric in combat. 

II Creeping Doom 
SPHERE: Cosmos RANGE: 0 DURATION: 4 rounds/level AREA OF EFFECT: Special SAVING THROW: None 

When the cleric casts creeping doom, he or she calls forth a mass of 500--1,000 venomous, biting, 
and stinging arachnids, insects, and myriapods. This carpet-like mass swarms in an area 20 feet 
square. These insects slay any creature subject to normal attacks, as each of the small horrors 
inflicts 1 point of damage; up to 1,000 points of damage can be inflicted on a creature within the 
path of the creeping doom. 

Ill Energy Drain 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

Energy drain draws away one life energy level. The lost energy level can only be restored by a 
restoration spell. 
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Fire Storm 
SPHERE: Elemental (Fire) RANGE: 160 yards DURATION: 1 round AREA OF EFFECT: 20' cubeJlevel, min 1610' cubes SAVING THROW: 1/2 

When pre storm is cast, the whole area is shot through with sheets of roaring flame that resemble 
a wall of pre. Creatures within the area of fire and 1 foot or less from the edge receive 2-16 points 
of damage plus additional damage equal to the cleric's level (2-16 + 1 per level). 

l@I Glass Storm 
SPHERE: Elemental (Earth) RANGE: 0 DURATION: 1 round/level AREA OF EFFECT: 30' radius SAVING THROW: None 

This spell lifts and separates tiny crystal shards from sand or silt, creating a terrible wind to 
propel them. Living creatures (and undead) take 2-16 points of damage per round until they 
leave the path of the storm. 

I 01 Restoration 
SPHERE: Cosmos RANGE: Touch DURATION: Permanent AREA OF EFFECT: Creature touched SAVING THROW: None 

When this spell is cast, the life energy level of the recipient is raised by one. This spell cancels the 
effect of the energy drain spell. 

l@J Scirocco 
SPHERE: Elemental (Air) RANGE: 10 yards~evel DURATION: H turns AREA OF EFFECT: 10'/level SAVING THROW: Special 

With this spell, a cleric summons up a scirocco, the burning desert wind of legend. All items 
caught in the storm are abraded by flying grit and must save vs. acid or be destroyed. Living 
creatures suffer 2-20 points of damage per round of exposure. 

Sunray 
SPHERE: Cosmos RANGE: 10 yards/level DURATION: 2-5 rounds AREA OF EFFECT: 5'-radius sphere SAVING THROW: Special 

With this spell, the cleric evokes a dazzling beam of light. All creatures in the area must make a 
saving throw vs. spell or be blinded for 1-3 rounds. Undead caught within the area of effect 
receive 8-48 points of damage, reduced by half if a saving throw vs. spell is made. 

~§~Symbol 
SPHERE: Cosmos RANGE: Touch DURATION: 1 turn/level AREA OF EFFECT: Special SAVING THROW: Neg. 

The cleric casting this spell inscribes a glowing symbol in the air. Any creature looking at the 
completed symbol must make a successful saving throw vs. spell or suffer the effect of the symbol. 

Hopelessness: Creatures seeing this symbol must either tum back in dejection or surrender to 
capture and/or attack, unless they roll a successful saving throw vs. spell. 
Pain: Creatures seeing this symbol suffer -4 penalties to their attack rolls and -2 penalties to their 
Dexterity scores due to wracking pains. 
Persuasion: Creatures seeing this symbol become friendly to the cleric who inscribed it for 1-20 turns. 
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PSIONICS 

Psionics Summary 
For detailed psionic descriptions see "Psionics," following the summary. 

PSYCHO- PSYCHO- Cell Adjustment Superior Invisibility 
KJNESIS METABOLISM Displacement Tower of Iron Will 
• Psy,hokinetic • Psy,hometabolic Enhanced Strength •Telepathy 

Devotions Sden,es Sden,es Flesh Armor 
Detonate Animal Affinity Graft Weapon Ego Whip 
Disintegrate Energy Containment Lend Health Id Insinuation 
Project Force Lile Drain Share Strength Intellect Fortress 

• Psy,hokinetic • Psy,hometabolic 
Mental Barrier 

Devotions Devotions 
TELEPATHY Mind Bar 

Ballistic Attack Absorb Disease • Telepathy Sciences Mind Blank 

Control Body Adrenalin Control Domination Psionic Blast 

Inertial Barrier Biofeedback Mass Domination Synaptic Static 

Body Weaponry Psychic Crush Thought Shield 

Psionic Characteristics 

POWER SCORE 

Every psionic power Is associated with one of the character's basic 
attributes (Strength, Wisdom, etc.). The psionic power score equals the 
character's score for that attribute, plus or minus a specific amount. In 
mathematical terms, the power score x 5% = the percent chance of 
successfully activating a power. A character always makes a power check 
when activating a power. 

INITIAL COST 

The number of PSPs (Psionic Strength Points) expended when the power 
is first used. A character failing a power check must expend half this 
many PSPs. 

MAINTENANCE COST 

The number of PSPs expended to keep a power operating from the 
previous round. Maintaining a power does not require a new power 
check. If no maintenance cost is listed, the power cannot be maintained. 

RANGE 

The maximum distance from the psionicist (psionics user) at which the 
power can have an effect. Some possibilities are: 

• 0: Can only be used on the psionicist. 
•Touch: Must physically touch the target. 

AREA OF EFFECT 

The physical area or number of beings which the power affects. 
"Personal" means the power only affects the psionicist. 
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Psychokinesis 

• PSYCHOKINETIC SCIENCES • 

II Detonate 
POWER SCORE: Con -3 INITIAL COST: 18 MAINTENANCE COST: NA RANGE: 60 yards AREA OF EFFECT: 1 ilem, 8 cubic feel 

Detonate allows a psionicist to harness the latent energy inside plants or inanimate objects, focus 
it, and release it explosively. This explosion inflicts 1-10 points of damage to any creature within 
a 10 foot radius of the blast, and may disintegrate an item on the creature. 

II Disintegrate 
POWER SCORE: Wis -4 INITIAL CosT: 40 MAINTENANCE COST: NA RANGE: 50 yards AREA OF EFFECT: 1 item, 8 cubic feet 

The disintegrate science reduces a creature to microscopic pieces and scatters them. The target 
must save vs. death magic or be turned to ash. 

II Project Force 
POWER SCORE: Con -2 INITIAL COST: 10 MAINTENANCE COST: NA RANGE: 200 yards AREA OF EFFECT: NA 

Project force allows a psionicist to focus a psychokinetic "punch" against a target up to 200 yards 
away. This attack does 1-6 points of damage, plus the AC of the targeted creature. 

• PSYCHOKINETIC DEVOTIONS • 

II Ballistic Attack 
POWER SCORE: Con -2 INITIAL CosT: 5 MAINTENANCE COST: NA RANGE: 30 yards AREA OF EFFECT: 1 item, 1 pound 

Ballistic attack allows a character to throw a small object at extremely high (and deadly) speeds. 
A successful hit inflicts 1-6 points of damage. 

II Control Body 
POWER SCORE: Con -2 INITIAL COST: 8 MAINTENANCE CosT: 8/round RANGE: 80 yards AREA OF EFFECT: Individual 

Control body allows psychokinetic control of another person's body. In effect, the victim becomes 
a marionette. The psionicist can force the body to fight on his or her behalf, but with a -6 penalty 
on attack rolls (using the victim's own THAC0). 

II Inertial Barrier 
POWER SCORE: Con -3 INITIAL COST: 7 MAINTENANCE COST: 5/round RANGE: 0 AREA OF EFFECT: 3-yard diameter sphere 

The inertial barrier is a defense. The psionicist creates a barrier of "elastic" air around him or 
herself and anyone else within 3 yards. This barrier halves damage from breath weapons, 
missiles, gas, acid, and ice storms. 
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Psychometabolism 

I PSYCHOMETABOLIC SCIENCES I 

II Animal Affinity 
POWER SCORE: Con -4 INITIAL COST: 15 MAINTENANCE COST: 4/round RANGE: 0 AREA OF EFFECT: Personal 

Animal affinity allows the psionicist to briefly grow claws that inflict 1-10 hit points of damage. 

II Energy Containment 
POWER SCORE: Con -2 INITIAL COST: 10 MAINTENANCE CosT: NA RANGE: 0 AREA OF EFFECT: Personal 

When a psionicist is protected by energy containment, energy attacks such as electricity, cold, 
fire, heat, and sound have no effect. 

II Life Draining 
POWER SCORE: Con -3 INITIAL COST: 11 MAINTENANCE COST: 5/round RANGE: Touch AREA OF EFFECT: Individual 

Psionicists using the life draining science can "drain" up to 6 hit points from another creature. 
These hit points are temporarily added to the psionicist's total. The bonus points disappear after 
combat, if they haven't already been used. 

I PSYCHOMETABOLIC DEVOTIONS t 

Absorb Disease 
POWER SCORE: Con -3 INITIAL COST: 12 MAINTENANCE COST: NA RANGE: Touch AREA OF EFFECT: Individual 

The power of absorbing disease allows the psionicist to transfer a disease (either natural or magical) 
from one creature to the psionicist, who can then cure it. The power cannot absorb curses. 

II Adrenalin Control 
POWER SCORE: Con -3 INITIAL COST: 8 MAINTENANCE COST: 4/round RANGE: 0 AREA OF EFFECT: Personal 

With adrenalin control, the psionicist temporarily boosts his or her Strength from 1---0 points. All 
bonuses for extra Strength apply while the power is in effect. 

II Biofeedback 
POWER SCORE: Con -2 INITIAL COST: 6 MAINTENANCE COST: 3/round RANGE: 0 AREA OF EFFECT: Personal 

With biofeedback, the psionicist can control the flow of blood through the body. This is used to 
reduce damage from attacks by 2, and the psionicist also improves (reduces) his or her AC by 1. 

II Body Weaponry 
POWER SCORE: Con -3 INITIAL CosT: 9 MAINTENANCE COST: 4/round RANGE: 0 AREA OF EFFECT: Personal 

Body weaponry allows the psionicist to temporarily use one arm as if it were a weapon. The arm 
becomes as strong as wood or steel. However, the arm cannot imitate bows of any sort, nor can it 
become a weapon that the psionicist cannot normally use. 
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Cell Adjustment 
POWER SCORE: Con -3 INITIAL COST: 5 MAINTENANCE COST: 0 RANGE: Touch AREA OF EFFECT: Individual 

Cell adjustment allows the psionicist to heal wounds and cure diseases. Cell adjustment cannot 
remove curses. 

Displacement 
POWER SCORE: Con -3 INITIAL COST: 6 MAINTENANCE COST: 3/round RANGE: 0 AREA OF EFFECT: Personal 

Displacement mimics the power of a displacer beast to project an image of itself up to three feet 
away. The image draws attacks that would otherwise be directed at the psionicist. The psionicist 
improves (reduces) his AC by 2 when displaced. 

II Enhanced Strength 
POWER SCORE: Wis -3 INITIAL CosT: Varies MAINTENANCE COST: Varies RANGE: 0 AREA OF EFFECT: Personal 

Enhanced Strength allows the psionicist to increase his or her Strength to 24. The initial PSP cost 
is twice the number of added points; the cost to maintain the extra points per round equals the 
number of new points. 

Flesh Armor 
POWER SCORE: Con -3 INITIAL COST: 8 MAINTENANCE COST: 4/round RANGE: 0 AREA OF EFFECT: Personal 

With flesh armor, the psionicist temporarily transforms his or her own flesh into a randomly 
determined type of armor. Because the armor becomes part of the body, the psionicist suffers no 
penalties for its use. 

II Gra~ Weapon 
POWER SCORE: Con -5 INITIAL CosT: 10 MAINTENANCE CosT: 1/round RANGE: Touch AREA OF EFFECT: Personal 

Graft weapon allows the psionicist to take a weapon and make it part of his or her body. Attacks 
with this weapon are at a +I bonus to hit. The weapon, once grafted, cannot be switched with 
another. 

llQJ1 Lend Health 
POWER SCORE: Con -1 INITIAL COST: 4 MAINTENANCE COST: NA RANGE: Touch AREA OF EFFECT: Individual 

Lend health allows the psionicist to transfer hit points to another character. The psionicist can 
transfer as many hit points as he or she wants, as long as the target's maximum or his or her own 
minimum hit point level is not exceeded. 

II Share Strength 
POWER SCORE: Con -4 INITIAL COST: 6 MAINTENANCE COST: 2/round RANGE: Touch AREA OF EFFECT: Individual 

With share Strength, the psionicist transfers his or her own Strength points to another. Two 
points are taken from the psionicist for every one received. 
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Telepathy 

A number of psychic defenses are available as telepathic sciences or devotions. 
When characters are attacked, the game automatically activates whichever defense 
it deems appropriate for the situation. Defenses such as mind blank and tower of 
iron will are controlled by the game. 

• TELEPATifIC SCIENCES • 

II Domination 
POWER SCORE: Wis -4 INITIAL COST: Varies MAINTENANCE COST: Varies RANGE: 30 yards AREA OF EFFECT: Individual 

Domination allows a psionicist to take control of another's mind, forcing the victim to do as the 
psionicist wishes. The psionicist can then make use of the subject's abilities and powers. The PSP 
cost to establish and maintain domination depends on the subject. 

II Mass Domination 
POWER SCORE: Wis -6 INITIAL COST: Varies MAINTENANCE CosT: Varies RANGE: 40 yards AREA OF EFFECT: Up to 5 creatures 

Mass domination is identical to domination except that up to 5 creatures can be controlled at 
once. The PSP cost to establish and maintain mass domination depends on the subjects. The 
psionicist must have mastered domination before he or she can learn mass domination. 

II Psychic Crush 
POWER SCORE: Wis -4 INITIAL COST: 7 MAINTENANCE COST: NA RANGE: 50 yards AREA OF EFFECT: Individual 

A psychic crush is an attack on another psionicist's mind. It can inflict up to 6 hit points of damage. 

Superior Invisibility 
POWER SCORE: lnt -5 INITIAL COST: Varies MAINTENANCE COST: 5/round RANGE: 100 yards AREA OF EFFECT: Personal 

Superior invisibility makes the psionicist nearly undetectable. The user cannot be seen, makes no 
sound, and has no scent. Superior invisibility is dispelled if the psionicist attacks. The initial PSP 
cost varies depending on the number of creatures the psionicist is protecting against. 

Tower of Iron Will 
POWER SCORE: Wis -2 INITIAL COST: 6 MAINTENANCE COST: NA RANGE: 0 AREA OF EFFECT: 1 yard 

Tower of iron will wards the psionicist against unwanted contact by other psionicists. A psionicist 
can initiate one other psionic power while thus warded. 

• TELEPATHIC DEVOTIONS• 

II Ego Whip 
POWER SCORE: Wis -3 INITIAL CosT: 4 MAINTENANCE COST: NA RANGE: 40/80/120 yards AREA OF EFFECT: Individual 

Ego whip is another psionic mind attack. The psionicist attacks the target's ego, leaving it with 
feelings of inferiority. The target is stunned for 1-4 rounds. 
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II Id Insinuation 
POWER SCORE: Wis -4 INITIAL CosT: 5 MAINTENANCE Cosr: NA RANGE: 60/120/180 yards AREA OF EFFECT: Individual 

Id insinuation is another psionic mind attack. The psionicist unleashes the target's id, pitting it in 
a moral struggle against the target's superego. The resulting moral dilemma paralyzes the target 
for 1-4 rounds. 

Intellect Fortress 
POWER SCORE: Wis -3 INITIAL COST: 4 MAINTENANCE COST: NA RANGE: 0 AREA OF EFFECT: 3-yard radius sphere 

Intellect fortress is a telepathic defense against psionic attacks. All minds within the area of effect 
are also protected. 

Mental Barrier 
POWER SCORE: Wis -2 INITIAL COST: 3 MAINTENANCE COST: NA RANGE: 0 AREA OF EFFECT: Personal 

Mental barrier is another telepathic defense against psionic attacks, though it only protects the 
psionicist. Psionicists can use other psionic powers while protected by a mental barrier. 

Mind Bar 
POWER SCORE: lnt -2 INITIAL COST: 6 MAINTENANCE COST: 4/round RANGE: 0 AREA OF EFFECT: Personal 

Mind bar gives the psionicist 75% magic resistance to mind-affecting spells such as charm 
and feeblemind. 

Mind Blank 
POWER SCORE: Wis -7 INITIAL COST: 0 MAINTENANCE Cosr: 0 RANGE: 0 AREA OF EFFECT: Personal 

Mind blank is another telepathic defense against psionic attacks. The psionicist can initiate other 
psionic powers while protected by mind blank. Unlike the other defensive modes, mind blank 
costs nothing to maintain. 

II Psionic Blast 
POWER SCORE: Wis -5 INITIAL COST: 10 MAINTENANCE COST: NA RANGE: 20/40/60 yards AREA OF EFFECT: Individual 

A psionic blast tricks an opponent into believing that it has lost 80% of its hit points. When it 
loses 20% of its hit points, the creature falls unconscious. 

II Synaptic Static 
POWER SCORE: lnt-4 INITIAL CosT: 15 MAINTENANCE COST: 10/round RANGE: 0 AREA OF EFFECT: 20/50/90 yards 

Synaptic static interferes with psionic abilities, preventing all (including the psionicist who 
initiated the power) from using psionics until the effect ends. 

Thought Shield 
POWER SCORE: Wis -3 INITIAL COST: 1 MAINTENANCE COST: NA RANGE: 0 AREA OF EFFECT: Personal 

A thought shield protects the psionicist's mind from psionic attacks. The psionicist may initiate 
another psionic power while protected by a thought shield. 
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LEVEL ADVANCEMENT TABLES Tmu PRESERVER SPELL PROGRESSION TABLE 
lfVEL EXP HIT POINTS lfVEL 1 2 3 4 5 6 

1 0 1-6 1 1 
FIGHTER PRESERVER 2 1,250 +(1,-6J 2 2 
lfVEL EXP HIT POINTS lfVEL EXP HIT POINTS 3 2,500 +(1-6J 3 2 1 

1 0 HO 1 0 H 5,000 +(1-6J 3 2 
2 2,000 +(1-10) 2 2,500 +(1-4J 10,000 +(1-6J 2 1 
3 4,000 +(HO) 3 5,000 +(HJ 6 20,000 +(1-6J 4 2 2 
4 8,000 +(HO) 4 10,000 +(HJ 7 40,000 +(1-6J 7 4 3 2 1 
5 16,000 +(HO) 5 20,000 +(1-4J 8 70,000 +(1-6) 8 4 3 3 2 
6 32,000 +(HO) 6 40,000 +(HJ 9 110,000 +(1-6J 9 4 3 3 2 
7 64,000 +(HO) 7 60,000 +(1-4J 10 160,000 +(Hl) 10 4 3 2 
8 125,000 +(HO) 8 90,000 +(HJ 11 220.000 +2 11 4 4 3 
9 250,000 +(HO) 9 135,000 +(1-4J 12 440,000 +2 12 4 4 4 

10 500,000 +3 10 250,000 ,+{1-4) 13 660,000 +2 13 5 5 4 
11 750,000 +3 11 375,000 +1 14 880,000 +2 14 5 4 
12 1,000,000 +3 12 750,000 +1 15 ,1,100,000 +2 15 5 
13 1,250,000 +3 13 1,125,000 +1 
14 1,500,000 +3 14 1,500,000 +1 
15 1,750,000 +3 15 1,875,000 +1 PSIONICIST CLERIC SPELL PROGlllSSION TABLE 

lfVEL EXP HIT POINTS lfVEL 1 2 3 4 5 
1 0 1-6 1 

GLADIATOR CLERIC 2 2,200 +(1~J 2 
LEVEL EXP HIT POINTS LEVEL EXP HIT POINTS 3 4,400 +{1-6) 2 1 

0 HO 0 1-8 8,800 +(1-6) 4 3 2 
2,250 +(1-10) 1,500 +(1-8J 16,500 +(1-6) 

" 
5 3 3 1 

4,500 +(HO) 3,()00 +(1-8) . 30,000 +(1-6) 6 3 3 2 
9,000 +jHO) 6,000 . +(1-8) 7 Ss,(X)() +(1-6) 3 2 1 
18,000 +(HO) 13,000 +(1-8) 8 100,000 +(1-6) 3 3 2 
36,000 +(HO) 27,500 +(1-8) 9 2(X),OOO +(1-6) 3 2 1 

7 75,000 . +(HO) 7 55,000 +(1-8) . 10 400,000 +2 10 4 3 3 2 
8 150,000 +(HO) 8 110,000 +(1-8J 11 600:000 +2 11 5 4 3 2 1 
9 300,000 +(HO) 9 225,000 +(1-8J 12 800,000 +2 12 6 5 3 2 2 

10 600,000 +3 10 450,000 +2 13 1,000,000 +2 13 6 6 2 2 
11 900,000 +3 11 675,000 +2 14 1,200,000 +2 14 6 6 3 2 1 
12 1,200,000 +3 12 900,()00 +2 15 1,500,000 +2 15 6 2 1 
13 1,500,000 +3 13 1,125,000 +2 
14 1,800,000 +3 14 1,350,000 +2 
15 2,100,000 +3 15 1,575,000 +2 RANGER SPELL PROGRESSION TABLE CLERIC WISDOM SPELL BoNUS TABLE 

RANGER LEVEL CASTING LEVEL 1 2 3 WISDDM SPEU lfVEL 
1 1 SCDRE 3 4 7 

RANGER DRUID 2 2 13 
LEVEL EXP HIT POINTS lfVEL EXP HIT POINTS 10 3 2 14 

0 HO 1 0 1-8 11 4 2 15 1 
2,250 ~1-10) 2 2,000 . +(1-8) 12 5 2 .1 16 2 2 
4,500 +(1-10) 3 4,000 +(1-8) 13 6 3 1 17 2 2 

4 9,000 +(HO) . 7,500 +(1-8) 14 
.. 

7 3 2 18 2 2 1 
5 18,000 +(1-10) 12,500 +(1-8) 15 8 3 2 19 3 2 2 
6 36,000 +jHO) 20,000 +(1-8) 20 3 3 1 3 
7 75,000 +(HO) 35,000 +(1-8) 21 3 3 2 3 
8 150,000 +(HO) 60,000 . +(1-8) 22 3 3 2 
9 300,000 +{HO) 90,000 +(1-8) 23 3 3 2 4 

10 600,000 +3 10 125,000 . +2 24 3 3 2 4 
11 900,000 +3 11 200,000 +2 25 3 3 2 4 1 
12 1,200,000 +3 12 300,000 +2 
13 1,500,000 +3 13 750,000 +2 
14 1,800,000 +3 14 1,500,000 +2 
15 2,100,000 +3 15 3,000,000 +2 
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RACIAL ABILI1Y ADJUSTMENTS TABLE 
RACE ADJUSTMENTS 

Dwarf ............................. +2Constitution,+1 Strength, -1 Dexterity, -2 Charisma 
Elf ................................... +2 Dexterity, +1 Intelligence, -1 Wisdom, -2 Constitution 
Half·Elf .......................... + 1 Dexterity, -1 Constitution 
Half-Giant ..................... +4 Strength, +2 Constitution, -2 Intelligence, -2 Wisdom, -2 Charisma 
Halfling .......................... +2 Dexterity, +2 Wisdom, -1 Constitution, -1 Charisma, -2 Strength 
Mu/ ................................. +2Strength,+1 Constitution, -1 Intelligence, -2 Charisma 
Thri·kreen ..................... +2 Dexterity, + 1 Wisdom, -1 Intelligence, -2 Charisma 

ARMOR AND WEAPONS PERMITIED 
CLASS OF CHARACTER ARMOR SHIELD WEAPON 

Cleric 
Air any any bow, blowgun, sling, spear, and throwing spear 
Earth any any any weapon made of stone! metal, or wood 
Fire any any magically fired, obsidian, or fire-heated weapons 
Water any any bone or wood bows, club, maces, javelins, quarterstaff, spears, and warhammers 

- must be organic 
Druid none none any 

Fighter 
Fighter any any any 
Gladiator any any any 
Ran_ger any any any 

Wizard 
Preserver none none dagger, staff, darts, knife, and sling 

Psionicist 
Psionicist leather small short bow, hand & light crossbow, dagger, dirk, knife, club, hand axe, throwing 

axe, horseman mace & pick, scimitar, spear, short.sword, and warhammer 
Rogue 

Thief leather small any 

HOTKEYS 
A Toggles animations on/off Tab: Brings up Game Menu 
c Brings up Cast Spells/Use Psionics screen Space: Turns off computer control (in combat): from 
E Brings up Current Spell/Effects screen Character Options screens. 
G Sets character to Guard (in combat) brings up modify character menu 
H Centers screen on leader 1-4: Sets corresponding character as leader 
I Brings up View Inventory screen 5: All character icons shown when moving 
N Targets next opponent (in combat) 6: Only leader icon shown when moving Note: In 

0 Brings up overhead map conversations with NPCs. numbers 1-5 select the 
p Targets previous opponent (in combat) associated line from the list of possible responses 

Q Ends characte(s turn (in combat) F1: Saves game 

u Brings up Cast Spells/Use Psionics screen F2: Loads game 

v Brings up View Character screen F3: Quits game 

w Sets character to Wait (in combat) F4: Toggles music on/off 

YIM Answers Yes/No questions F5: Toggles sound effects on/off 

Alt·X: Quits WAKE Of RAVAGER F6: Toggles animations on/off 

Esc: Exits all menus; quits GAME if no menus on screen 
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STRATEGIC SIMULATIONS. ING. LIMITED WARRANTY 
Strategic Simulations, Inc. ("SSI") warrants that the diskette(s) on which the enclosed program is recorded will be free from 
defects in materials and workmanship for a period of 30 days from the date of purchase. If within 30 days of purchase the 
diskette(s) prove defective in any way, you may return the diskette(s) to Strategic Sfmulations, Inc., 675 Al manor 
Avenue , Suite 201 , Sunnyvale , CA 94086-2901 and SSI will replace the diskette(s) free of charge. In addition, if lhe 
diskette(s) prove defective at any time after the first 30 days, return lhe diskette(s) to SSI and SSI will replace the diskette(s) 
for a charge of $10.00 (each disk) plus $4.00 for shipping and handling. California residents, add applicable sales tax. 
SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PROGRAM RECORDED ON 
THE DISKETTE OR THE GAME DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MERCHANTABILITY OR 
FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE SOLD "AS IS." THE ENTIRE RISK AS TO THEIR 
QUALITY AND PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, 
OR CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF 
IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU.) 
The enclosed software program and this rule book are copyrighted. All rights are reserved. This rule book may not be 
copied, photographed, reproduced, or translated or reduced to any electrical medium or machine-readable form, in whole or 
in part, without prior written consent from SSL The program accompanying this rule book may be copied, by the original 
purchaser only, as necessary for use on the computer for which it was purchased. 
Any persons reproducing any portion of this book for any reason, in any media, shall be guilty of copyright violation and 
subject to the appropriate civil or criminal action at the discretion of the copyright holder(s). 
ADVANCED DUNGEONS & DRAGONS, DARK SUN, AD&D and the TSR logo are trademarks owned by and used under 
license from TSR, Inc., Lake Geneva WI, USA. All TSR characters, character names, and the distinctive likenesses thereof 
are trademarks owned by and used under license from TSR, Inc. 
©1994 TSR, Inc. ©1994 Strategic Simulations, Inc. All Rights Reserved. 

WHAT TO OD IF YOU HAV[ A DEFECTIVF DISK 
Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to uncover and 
correct any errors in programming. However, due to the complex nature of our simulations, some program errors may go 
undetected until after publication. In addition to errors in the program, there are occasionally problems with the disk itself. 
We experience the industry standard of approximately a 3 to 5% failure rate of duplicated disks. Before assuming that a disk 
is defective, make sure to check your disk drive. Up to 95% of the disks returned to us as defective will run fine on our 
computer systems. Often the problem is with a disk drive that needs servicing for alignment, speed, or cleaning. 
Should you have a defective disk, please return the disk only (keep all other parts of the game) to our Customer Support 
Department, along with a note describing the problem you have encountered. A replacement disk will be provided upon our 
receipt of the defective disk. 
Should you uncover an error in the program, return both your game disk and any "save game' disks to our Customer 
Support Department. Please enclose a description of what was taking place in the game when the error occurred. Upon 
correction of the program error, we will return an updated disk to you. 

Always make sure to Include your name, address, and daytime telephone number with any 
correspondence. We will do our best to sea that any problems are corrected as soon as posslbla. 

QUESTIONS OR PROBLEMS? 
Our main business number is (408) 737-6800. If you encounter disk or system related problems you can call 
our Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time , Monday 
through Friday, holidays excluded . NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS NUMBER. You 
can write to us for hints at: Hints, Strategic Simulations, Inc., 675 Almanor Avenue. Suite 201 , Sunnyvale, CA 94086 
(include a sell-addressed, stamped envelope for reply). 

IBM COMPATIBLE COMPUTER INFORMATION: 
Many of our games will work on IBM compatible computers. If you own an IBM compatible computer we suggest that 
you consult with our Technical Support Stall at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, 
Monday through Friday, (holidays excluded) to see if an SSI game you 're considering purchasing is compatible with 
your computer. If we have insufficient data to determine compatibility, you may wish to purchase the game and test for 
compatibility yourself. If the game proves to be incompatible, you may return it within 14 days with your dated receipt 
and we will refund your money. Or, if you return the game within 30 days, you may exchange the game for another. 



WORDS TO LIW RY. 
No, we're not talking 

about advice from your 
grandfather. We're 

talking about information 
that will keep you alive long 
enough to complete your 
quest on the DARI\ SUN" 
game world of Athas. Or at 
least Jong enough to enjoy 
the attempt! 

This WAKE OF T11E HA YAGER 

CwE HooK is the very best 
source of life-saving infor­
mation available - it's an 
invaluable player's guide 
that provides: 

•:• Detailed maps for the 
entire game, including 
locations of all major 
events in the adventure. 

•!• Lists of all major 
magical treasures and 
their locations. 

•!• Descriptions of 
encounters and 
treasures - you won't 
miss any part of the 
adventure or loot! 

To ORDER: VISA/MC-call 1-800-245-4525 (in USA & canada). 
By mail-send check or money order for $14.95 plus $3.50 shipping & 
handling to: Electronic Arts, P.O. Box 7530, San Mateo, CA 94403. 
California residents please add 
applicable sales tax. 

ADVANCED DUl'!OEONS I!< DRAOON>. 
DARK SUN. lhe TSR logo. and all l'SR 

..,.,.,.,_ charaders, diaram:r names and the 
-~- dL'itlnclf~e Ukenesses thereof. are 

trademarks owned by and used under 
license from TSR. Inc.. e 19914 TSR, Inc. 
C'J 1994 Slr.ileyic Slm ulat ions, Inc. 
All righb resen<ed. 

511791 


