





























Slow Poison revives a poisoned character
for the duration of the spell.

Snake Charm paralyzes as many hitpoints
of snakes as the cleric has hitpoints.

Spiritual Hammer creates a temporary
magic hammer that is automatically
readied. It can strike at range and

does normal hammer damage. Spiritual
Hammers can hit monsters that may only
be struck by magic weapons.

Third-Level Cleric Spells

Bestow Curse reduces the target’s THACO
and saving throws by 4.

Cause Blindness blinds one target.
This can only be cured with a Cure
Blindness spell.

Cure Blindness removes the effect of the
Cause Blindness spell.

Cause Disease infects the target with a
debilitating ailment that saps strength
and hitpoints.

Cure Disease removes the effects of
disease caused by some monsters or
caused by a Cause Disease spell.

Dispel Magic removes the effects of spells
that do not have specific counter spells.
This is a recuperation spell for any of your
characters that have been held, slowed, or
made nauseous.

Prayer improves the THACO and saving
throws of friendly characters by 1 and
reduces the THACO and saving throw of
monsters by 1. This is a good spell to
cast before going into combat.
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Remove Curse removes the effects of a
Bestow Curse spell and allows the target
to unready cursed magic items.

Fourth-Level Cleric Spells

Cause Serious Wounds inflicts 3-17
hitpoints of damage on a target.

Cure Serious Wounds heals 3-17
hitpoints (up to the target’s normal
maximum hitpoints).

Neutralize Poison revives a poisoned
person.

Poison attempts to poison the target,
causing the target to make a saving throw
against poison or die.

Protection from Evil 10' Radius must be
cast on a character or a monster. It
improves the AC and saving throws of the
target and all adjacent friendly characters
by 2 against evil attackers.

Sticks to Snakes causes snakes to torment
the target. The snakes make movement
and spell-casting impossible for the
duration of the spell.

Fifth-Level Cleric Spells

Cause Critical Wounds inflicts 6-27 hitpoints
of damage on a target.

Cure Critical Wounds heals 6-27 hitpoints of
damage (up to a character’'s normal
maximum hitpoints).

Dispel Evil improves the target’'s AC by 7
versus 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.

Flame Strike allows the cleric to call down
a column of fire from the heavens doing
6-48 hitpoints of damage.

Slay Living attempts to kill one target. If
the target makes his saving throw, then
he suffers 3-17 hitpoints of damage.

Sixth-Level Cleric Spells

Harm inflicts terrible damage on any living
creature, leaving only 1-4 hitpoints.

Heal cures all diseases, blindness,
feeblemindedness, and all except 1-4 of
a character’s full hitpoints.

First-Level Druid Spells
(For High-Level Rangers)

Detect Magic indicates which equipment
or treasure is magical. You can view a
character’s items or take treasure items.
Equipment or treasure preceded by an
asterisk (¥ is magical.

Entangle causes plants in the area of
effect to grow and entwine around the feet
of any creature in the area. Be careful not
to catch allies in the spell area.

Faerie Fire rings a targeted creature in
magical light. This spell outlines otherwise
invisible creatures, and gives a +2 THACO
bonus to anyone attacking an affected
creature.

Invisibility to Animals makes the target
invisible to non-magical, low or non-
intelligent animals. This spell does not
offer protection against intelligent
opponents or magical creatures.

Second-Level Druid Spells
(For High-Level Rangers)

Barkskin causes the target’s skin to
become tougher and harder to damage.
The effect of this spell is a -1 bonus to AC.
This is a good spell to cast before combat.

Charm Person or Mammal changes the
target’s allegiance in a combat. It affects
character types (human, etc.) and other
mammals.

Cure Light Wounds heals 1-8 hitpoints (up
to the target’s normal maximum hitpoints).

First-Level Mage Spells

Burning Hands causes 1 hitpoint of fire
damage per level of the caster. There is no
saving throw.

Charm Person changes the target’s
allegiance in a combat. It only affects
character types (human, etc.).

Detect Magic indicates which equipment
or treasure is magical. You can view a
character’s items or take treasure items.
Equipment or treasure preceded by an
asterisk (¥ is magical.

Enlarge makes the target larger and
stronger. The higher the caster’s level, the
larger and stronger the target gets. If the
caster is 6th level, the target becomes as
strong as an Ogre. If the caster is 10th
level, the target becomes as strong as a
Fire Giant. A target can only be under the
effect of one Enlarge spell at a time.
Unwilling targets get a saving throw against
this effect. The spell stays in effect for
more than one combat, and should be
cast before combat.
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Friends raises the caster’s charisma
2-8 points. It is often cast just before
an encounter,

Magic Missile does 2-5 hitpoints per
missile with no saving throw. A mage
throws 1 missile for every 2 levels

(1 at levels 1-2, 2 at levels 3-4, etc.)

This spell will damage any target within

its range unless the target is magic
resistant or has certain magical protection.
Casts instantaneously.

Protection from Evil improves the AC and
saving throws of the target by 2 against
evil attackers.

Read Magic allows a mage to ready a scroll
and read it. For scrolls, this works as if
they have been identified. A mage may
scribe the spells from a scroll (if appropri-
ate for his class and level) after it has
been read.

Shield negates enemy Magic Missile spells,
improves the mage’s saving throw, and
may increase his AC.

Shocking Grasp does electrical damage
of 1-8 hitpoints, +1 hitpoint per level
of caster.

Sleep puts 1-16 targets to sleep with no
saving throw. Up to sixteen 1 hit-die
targets are affected. One 4 hit-die target
is affected. Targets of 5 or more hit-dice
are unaffected.

Second-Level Mage Spells
Detect Invisibility allows the target to spot
invisible targets.

Invisibility makes the target invisible. The
THACO of melee attacks against invisible
targets is reduced by 4. It is impossible to

20

aim ranged attacks at invisible targets.
Invisibility is dispelled when the target
attacks or casts a spell.

Knock is used to open locks. It can be
cast from the door opening menu if
the active character has a memorized
knock spell.

Mirror Image creates 1-4 illusionary
duplicates of the mage. A duplicate
disappears when it is attacked.

Ray of Enfeeblement reduces the
target’s strength by 25% + 2% per level
of the caster.

Stinking Cloud paralyzes those in its area
for 2-5 rounds. If the target saves, it is not
paralyzed, but is nauseous and has its

AC reduced for two rounds. This spell has
a very short range and care should be
taken to avoid including party members
in the cloud.

Strength raises the target’s strength by 1-8
points, depending on the class of the target.

Third-Level Mage Spells

Blink protects the mage. The mage ‘blinks
out’ after he acts each round. The mage
may be physically attacked before he acts
each round, but he may not be physically
attacked after he acts.

Dispel Magic removes the effects of spells
that do not have specific counter spells
(such as Cause Blindness or Disease).

Fireball does 1-6 hitpoints of damage
per level of the caster to all targets within
its area. If the target makes its saving
throw, the damage is halved. Fireball
is a slow-casting spell and the spell’s
power demands that you target carefully.

Otherwise, you may inadvertently destroy
party characters. The only safe area on the
screen at the time you target the spells are
the squares in each corner of the screen
and the squares directly above and below
these corner squares. Be sure to use the
CENTER command to determine who is in
the area of effect.

Haste doubles the target’s movement and
number of melee attacks per round. Haste
has a short duration and you should wait
until a fight is imminent to cast it.
Waming;: each time a haste spell is cast on
a character, he ages one year.

Hold Person may paralyze targets of
character types (human, etc.). You may
aim a Hold Person spell at up to four
targets (Exit to target fewer).

Invisibility 10' Radius makes all targets
adjacent to the caster invisible. The
THACO of melee attacks against invisible
targets is reduced by 4. It is impossible to
aim ranged attacks at invisible targets. Use
this spell to set up a battle line while your
enemies seek you out. Characters lose
invisibility if they do anything but move.
Some monsters can see invisible creatures.

Lightning Bolt does 1-6 hitpoints per level
of the caster to targets along its path. If
the target makes its saving throw, the
damage is halved. A lightning bolt is 4 or 8
squares long in a line away from the
caster. For best results, move the spell-
caster to send the bolt down a row of
opponents. It attacks all opponents along
the line within its range. Target the first
creature in the row (closest to caster).
Lightning bolts reflect off walls back
toward the spell-caster. This permits
targets adjacent or close to a wall to be hit
twice by the same bolt. Be careful the
caster isn't hit by the reflected bolt.

Protection from Evil 10' Radius protects
the target and all characters adjacent to
the target. The spell improves the AC
and saving throws of those it protects by
2 against evil attackers.

Protection from Good 10’ Radius protects
the target and all characters adjacent to
the target. The spell improves the AC and
saving throws of those it protects by 2
against good attackers.

Protection from Normal Missiles makes the
target immune to non-magical missiles.

Slow affects one target per level of caster.
The spell halves the target's movement
and number of melee attacks per round.
Slow can be used to negate a Haste

spell. This spell is useful against any
high-damage creature. It only affects the
side opposing the spell-caster.

Fourth-Level Mage Spells

Charm Monster changes the target’s
allegiance in combat. It works on any
living creature. The spell affects 2-8
Ist-level targets, 1-4 2nd-level targets, 1-2
3rd-level targets, or one target of 4th-level
or above.

Confusion affects 2-16 targets. Each target
must make a saving throw each round or
stand confused, become enraged, flee in
terror, or go berserk. Confusion is most
effective when used against a large
number of enemies.

Dimension Door allows the mage to
teleport himself to another point on the
battlefield within his line of sight and the
range of the spell. Mages can use it for
quick escapes. fighter/mages use the
“Door” to reach the opposition’s rear area.
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Fear causes all within its area to flee.

Fire Shield protects the mage so that any
creature who hits the mage in melee does
normal damage, but takes twice that
damage in return. The shield may be
attuned to heat attacks or cold attacks.
The mage takes half damage (no damage
if he makes his saving throw) and has his
saving throw against the opposite form of
attack improved by 2. He takes double
damage from the form of attack the shield
is attuned to.

Fumble causes the target to be unable
to move or attack. If the target makes his
saving throw, he is affected by a Slow spell.

Ice Storm does 3-30 hitpoints to all targets
within its area. There is no saving throw.
This spell inflicts damage on opponents
protected by Minor Globes of Invulnerability.

Minor Globe of Invulnerability protects
the caster from incoming first, second,
or third-level spells. The Globe is very
effective when used in combination with
Fire Shield.

Remove Curse removes the effects of a
Bestow Curse spell and allows the target
to unready cursed magic items.

Fifth-Level Mage Spells

Cloud Kill is similar to the Stinking Cloud
spell, except that its area of effect is larger
and it kills weaker monsters. Stronger
monsters may be immune to the spell.

Cone of Cold fires a withering cone-shaped
blast of cold. The spell’s range and
damage increases with the caster’s level.

Feeblemind causes targets who fail their
saving throws to drop dramatically in
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intelligence and wisdom and become
unable to cast spells. A Heal spell must
be cast on the victim to recover from
the effect.

Hold Monster is similar to Hold Person,
except that it affects a wider variety
of creatures.

Sixth-Level Mage Spells

Death Spell kills opponents instantly and
irrevocably. The spell kills a greater
number of weak opponents than strong,.

Disintegrate destroys one target. Some
creatures with an innate magic resistance
may avoid the effects of the spell, while
most must make a saving throw to
survive.

Flesh to Stone causes the target to make a
saving throw or be turned into stone.

Globe of Invulnerability will protect against
Ist through 4th-level spells.

Seventh-Level Mage Spells

Delayed Blast Fireball is a more powerful
version of the 3rd-level spell and goes

through a Minor Globe of Invulnerability.
The fireball explosion can be delayed for
some period of time if the caster wishes.

Mass Invisibility is identical to the Invisib-
ility spell, except that it effects several
targets at once. This can be a valuable
spell to cast before a known encounter.

Power Word Stun will cause one creature
to be stunned, reeling and unable to think
or act effectively. The weaker the target,
the longer it will be stunned.

GLOSSARY OF AD&D®
COMPUTER GAME TERMS

Ability Scores are numbers that describe
the attributes of the characters. There
are six ability scores: Strength, Intelli-
gence, Wisdom, Dexterity, Constitution,
and Charisma.

Adventurer is a term for one of the
characters you play in this game.

Alignment is the basic philosophy of a
character. See Alignment on page 7.

Armor Class (AC) is a rating of how
difficult a target is to damage. The lower
the AC number, the more difficult it is to hit.

Character is another name for the person
you play in the game. A party consists of
several characters.

Class is a character’s occupation.
For example, mage, fighter and cleric
are classes.

Combat Round is one turn of a battle.
All characters and monsters who are able
to fight will get to act at least once per
combat round.

Combat Segment is one-tenth of a
Combat Round. Which combat segment a
character or monster acts on in a round is
determined by his dexterity and a random
number.

Command is a one or two-word option in
a menu. Activating that command allows
you either to view another-menu or have
your characters perform an action.

Dice - In the computer AD&D game, dice
are random numbers. They are referred to
by the highest number they can be, for

example a d10 can be a value from 1 to
10, a d6 would be from 1 to 6. When a die
number is generated it is called a “Roll.”

Encounter is what happens when a party
meets a monster. You are given a menu
of choices of how you want to handle

the situation.

Enter is the act of giving a command to
the computer. How this is done varies
depending on the computer.

Experience Points (XP) - Every encounter
a character has yields experience points
depending on how successful the encounter
was for your character. A character who
gains enough XP can advance a level.

Facing - In combat, a character faces a
certain direction. An attack from the
direction he is not facing has a greater
chance of doing damage. A character will
always face an opponent if he has only
one opponent.

Grimoire (Spell Book) is the book in
which a mage carries his spells.

Hit Points (HP) is a measure of how
healthy a character is. Damage from
weapons subtracts hit points from the
character’s total. When he has lost all his
hit points, he is unconscious or dying and
will be removed from combat.

Icon is the small picture of a monster or

a character seen during combat. Character
icons can be altered using the ALTER
command in the Encamp menu.

Initiative is a semi-random determination
of which character in a combat acts first.
The characters with higher dexterities have
a better chance for a higher initiative.
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Level describes the power of a number of
different items. The power of characters,
dungeons, monsters, and spells are all
described with levels.

Character Level is a determination

of how much experience a character
has. The higher the level, the more
experienced and important the character
is. High-level spell-casters can cast
high-level spells.

Spell Level is the degree of difficulty of a
spell. The higher the level of a spell, the
greater the difficulty. Only very experi-
enced magic-users and clerics can learn
high-level spells.

Magic covers spell-casting, enchanted
items, and any other application of
the supernatural.

Melee Combat is hand-to-hand combat
with weapons such as swords, spears,
and fists.

Missile Combat is ranged combat

with weapons such as bows and arrows,
crossbows and quarrels, and slings

and slingstones.

Monster includes human and other player
races as well as ogres and dragons. In
general, if it isn’t part of your party, it’s a
monster. Monsters are not necessarily
hostile; some may be helpful. That’s what
the PARLAY command on the Encounter
menu is for,

Multi-Class Characters are non-human
characters which may belong to two or
three classes at the same time. Such
multi-class characters split their experi-
ence among all their classes, even if they
have reached their racial maximum level.
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Non-Player Character (NPC) is a member
of a player race who is not controlled by
the player.

Player Character (PC) is a member of
a player race who is controlled by the
player. Your character is a PC.

Race is the species a character may be
in the game. For example, human, elf and
dwarf are races.

Saving Throw is the chance that a
character or monster is unaffected, or
only partially affected, by a spell, poison,
or similar attack. As characters gain levels
their saving throws are more likely to
protect them from adverse effects.

Spell is a magic incantation that can alter
the nature of reality. Magic-Users, clerics,
and high-level paladins and rangers can
cast spells after memorizing them. If the
spell is cast, it is gone from the user’s
mind and must be re-memorized.

THACO (To Hit Armor Class 0) is the
number that a character must make or
exceed to hit an opponent with ACO.

APPENDICES

RANGE OF ABILITY SCORES BY RACE

ABILITY SCORE DWARF  ELF GNOME HALF-ELF  HALFLING HUMAN
Strength (Male) 8-18(99) 3-18(75) 6-18(50) 3-18(90) 6-17 3-18(00)
Strength (Female) 8-17 3-16 6-15 317 6-14 3-18(50)
Intelligence 3-18 8-18 7-18 4-18 6-18 3-18
Wisdom 3-18 3-18 3-18 3-18 3-17 3-18
Dexterity 3-17 7-19 3-18 6-18 8-18 3-18
Constitution 12-19 6-18 8-18 6-18 10-19 3-18
Charisma 3-16 8-18 3-18 3-18 3-18 3-18
RACIAL ABILITY SCORE MODIFIERS: MINIMUM/MAXIMUM ABILITY SCORE:
Dwarf Constitution +1  Charisma -1 (xx) = maximum percentage for an 18 strength
Elf Dexterity +1 Constitution -1 (fighters, paladins, and ranger only)

Halfling Dexterity +1 Strength -1

MAXIMUM LEVEL LIMITS BY RACE, CLASS AND PRIME REQUISITE

CLASS ABILITY DWARF# ELF} GNOMEZ} HALF-ELF% HALFLINGE  HUMAN
Cleric Any no no no 5 no 10*
Fighter STR 16- 7 5 5 6 4 12*
STR17 8 6 5 7 5 12"
STR 18+ 9 7 6 8 no 12*
Paladin Any no no no no no 11"
Ranger STR 16- no no no 6 no 11*
STR 17 no no no 7 no 11*
STR 18+ no no no 8 no 11*
Magic-User INT 16- no 9 no 6 no 11*
INT 17 no 10 no 7 no 11*
INT 18 no 11 no 8 no 11*
Thief Any 12 12 12* 12* 12+ 12*

no : Characters of this race cannot be of this class.

* : Highest Level Available in Neverwinter Nights.

Normal AD&D® game Characters have unlimited level advancement in these classes.

$NOTE: Except for thieves, most non-human characters may not advance to as high a level as the game provides for humans.

ARMOR AND WEAPONS PERMITTED BY CHARACTER CLASS

CLASS MAX ARMOR SHIELD WEAPONS

Cleric any any club, flail, hammer, mace, staff, staff sling
Fighter any any any

Paladin any any any

Ranger any any any

Magic-User none none dagger, dart, staff

Thief leather none club, dagger, dart, sling, one-handed

swords, short bow
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STRENGTH TABLE: DEXTERITY TABLE
ABILITY ADJUSTMENTS REACTION/

WEIGHT ABILITY MISSILE AC
ABILITY  THACO DAMAGE ALLOWANCE SCORE BONUS BONUS
SCORE BONUS ADJUSTMENT  (IN GOLD PIECES) 3 -3 +4
3 -3 -1 -350 4 2 +3
4-5 =2 -1 -250 5 -1 +2
6-7 =1 none -150 6 0 +1
8-9 normal none normal 7 0 0
10-11 normal none normal 8 0 0
12-13 normal none +100 9 0 0
14-15 normal none +200 10 0 0
16 normal +1 +350 1 0 0
17 +1 +1 +500 12 0 0
18 +1 +2 +750 13 0 0
*18/01-50 +1 +3 +1,000 14 0 0
*18/51-75 +2 +3 +1,250 15 0 -1
“18/76-90 +2 +4 +1,500 16 + -2
*18/91-99 +2 +5 +2,000 17 +2 -3
*18/00 +3 +6 +3,000 18 +3 -4
*These bonuses available to Fighter classes only

(Fighter, Paladin, Ranger).

CONSTITUTIONTABLE
ABILITY HIT POINT RESURRECTION ABILITY  HIT POINT RESURRECTION
SCORE ADJUSTMENT SURVIVAL SCORE ADJUSTMENT SURVIVAL
3 -2 40% 1 0 80%
4 -1 45% 12 0 85%
5 -1 50% 13 0 90%
6 -1 55% 14 0 92%
/i 0 60% 15 +1 94%
8 0 65% 16 +2 96%
9 0 70% 17 +2 (+3)* 98%
10 0 75% 18 +2 (+4)* 100%

* Bonus applies only to Fighters; all other classes may be given a maximum hit point bonus adjustment for constitution of +2.

FIGHTER, PALADIN, RANGER
ATTACKS PER ROUND

CLASS-LEVEL

Fighter 1-6
Paladin 1-6
Ranger 1-7
Fighter 7-12
Paladin 7-12
Ranger 8-14
Fighter 13+
Paladin 13+
Ranger 15+
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ATTACKS/ROUND

171
11
17
32
3/2
3/2
21
21
21

MONEY CONVERSIONS

COIN TYPE GOLD EQUIVALENT
Copper 200cp=1gp
Silver 20sp=1gp
Electrum 2ep=1gp

Gold 1gp=1gp
Platinum 1/5pp=1gp

SPELL PARAMETERS LIST

This is a listing of spells available to player
characters as they gain in level. The
following are abbreviations used

in the list:

Cmbt = Combat only spell
dia = diameter

t = turns

Camp = Camp only spell

rad = radius

/Wl = per level of caster

Both = Camp or Combat spell
All = All characters in combat
targets = aim at each target.
T = Touch Range

r = combat rounds

IST-LEVEL CLERICAL SPELLS

SPELL NAME WHEN RNG AREA  DURATION
Bless Both 6 5dia  6r

Curse Cmbt 6 5dia  6r

Cure Light Wounds ~ Both T 1 -

Cause Light Wounds  Cmbt T 1 -

Detect Magic Both 3 1 1t
Protection from Evil Both T 1 3r/vl
Protection from Good Both T 1 3r/lvl
Resist Cold Both T 1 1t/Ivl

2ND-LEVEL CLERICAL SPELLS

SPELL NAME WHEN RNG AREA  DURATION
Find Traps Camp 3 1 3t

Hold Person Cmbt 6 1-3targets 4r+1/vl
Resist Fire Both T 1 /vl
Silence 15' Radius ~ Cmbt 12 3dia 2/l
Slow Poison Both T 1 1 hour/lvl
Snake Charm Cmbt 3 Al 5-8r
Spiritual Hammer Cmbt 3 1 1r/lvl

3RD-LEVEL CLERICAL SPELLS

SPELL NAME WHEN RNG AREA  DURATION
Cure Blindness Both T 1 -

Cause Blindness Cmbt T 1 -

Cure Disease Camp T 1 -

Cause Disease Cmbt T 1 -

Dispel Magic Both 6 3x3 -

Prayer Both 0 All /vl
Remove Curse Both T i -

Bestow Curse Cmbt T 1 1t/lvl

4TH-LEVEL CLERICAL SPELLS

SPELL NAME WHEN RNG AREA  DURATION
Cure Serious Wounds Both T 1 -

Cause Serious Wounds Cmbt T 1

Neutralize Poison Both T 1

Poison Cmbt T 1 =
Protection Evil 10' Radius Both T 2dia  1t/vl
Sticks to Snakes Cmbt 3 1 2r/lvl

5TH-LEVEL CLERICAL SPELLS

SPELL NAME WHEN RNG AREA  DURATION
Cure Critical Wounds Both T

Cause Critical Wounds Cmbt T 1 -

Dispel Evil Cmbt T 1 /vl
Flame Strike Cmbt 6 1 -

Raise Dead Camp 3 1 =

Slay Living Cmbt 3 1 -

6TH-LEVEL CLERICAL SPELLS

SPELL NAME WHEN RNG AREA  DURATION
Harm Cmbt T 1
Heal Both T i)

I1ST-LEVEL DRUIDICAL SPELLS
(FOR HIGH-LEVEL RANGEKS)

SPELL NAME WHEN RNG AREA  DURATION
Detect Magic Both 4 1 12r
Entangle Cmbt 8 4dia 1t

Faerie Fire Cmbt 8 8dia  4r/vl
Invisibility to Animals Both T 1 1t+1r/lvl

2ND-LEVEL DRUIDICAL SPELLS
(FOR HIGH-LEVEL RANGERS)

SPELL NAME

WHEN RNG AREA

DURATION

Barkskin Both
Charm Person/Mammal Cmbt

T Creature 4r+1r/lvl
12 1 -
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IST-LEVEL MAGIC-USER SPELLS

4TH-LEVEL MAGIC-USER SPELLS

SPELL NAME WHEN RNG AREA DURATION SPELL NAME WHEN RNG AREA DURATION
Burning Hands Cmbt T 3 squares - Charm Monster Cmbt 6 1 -
Charm Person Cmbt 12 1 - Confusion Cmbt 12 2-16  2r+1/vl
Detect Magic Both 6 1 2r/vl Dimension Door Cmbt 0 1 -
Enlarge Both  .5/vl 1 1t/vl Fear Cmbt 0 6x3 cone 1r/Ivl
Reduce Both  .5/vl 1 - Fire Shield 2 Types) ~ Both 0 1 2r+1/lvl
Friends Cmbt 0 All 1r/vl Fumble Cmbt 1/vl 1 1r/ivl
Magic Missile Cmbt  6+lvl 1 - Ice Storm Dmgony)  Cmbt 1/vl  4dia -
Protection from Evil Both T 1 2r/lvl Min Globe of Invulnerabilty Both 0 1 r/vl
Protection from Good Both T 1 2r/vl Remove Curse Both T 1 -
Read Magic Camp 0 1 2r/vl Bestow Curse Cmbt T 1 1r/vl
Shield Cmbt 0 1 5r/lvl
Shocking Grasp Cmbt T 1 - 5TH-LEVEL MAGIC-USER SPELLS
Sleep Cmbt 3+lvl 1-16  5r/lvl SPELL NAME WHEN RNG AREA DURATION
Cloudkill Cmbt 1 3x3 /vl
2ND-LEVEL MAGIC-USER SPELLS (1 of Cold Cmbt 0 5/l cone -
SPELL NAME WHEN RNG AREA DURATION Feeblemind Cmbt 1M 1 N
Detect Invisibility ~ Both 1/l 1 Srivl Hold Monster Cmbt 5/ 1-4targets 1r/lvi
Invisibility Both T 1 -
Knock Camp 6 - 6TH-LEVEL MAGIC-USER SPELLS
Mirror Image Both 0 1 2/l SPELL NAME WHEN RNG AREA  DURATION
Ra'y qf Enfeeblement  Cmbt T 1425 1r/Ivl Deathspell Chilit 1 BN Tnstantiieis
Stinking Gloud Gt 3 L Disintegrate Cmbt .5/Ivl  Special Permanent
Strength o T 1 6uM Globe of Invunerabilty Both 0 1 1t
Flesh to Stone Cmbt 1/v 1 Permanent

3RD-LEVEL MAGIC-USER SPELLS

SPELL NAME WHEN RNG AREA DURATION
Blink Both 0 1 /vl
Dispel Magic Both 12 3x3 -
Fireball Cmbt 10+l 2/3rad -

Haste Both 6 4x4 3r+1/lvl
Hold Person Cmbt 12 1-4 2r/Ivl
Invisibility 10' Radus ~ Both T 2dia -
Lightning Bolt Cmbt  4+lvl 4,8 -

Protection Evil 10’ Radius  Both
Protection Good 10 Radius Both
Protection Normal Missile Both
Slow Cmbt
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T 2 dia 2r/vl
T 2 dia 2r/l
I 1 1r/vl
9+lvl  4x4 3r+1/lvl

7TH-LEVEL MAGIC-USER SPELLS

SPELL NAME WHEN

RNG  AREA  DURATION

Delayed Blast Fire Ball  Cmbt
Mass Invisibility Both
Power Word, Stun ~ Cmbt

10+1/M 2/3r  Special
1/vl  Special Special
S A Special

WEAPON LIST
DAMAGE VS.

DAMAGE VS. LARGER NUMBER NUMBER
NAME MAN SIZED THAN MAN SIZED OF HANDS CLASS
Axe, Hand 1-6 1-4 1 f
Bardiche+ 2-8 3-12 2 f
Bastard Sword 2-8 2-16 2 f
Battleaxe 1-8 1-8 1 f
Bec de Corbin+ 2-8 1-6 2 f
Bill-Guisarme+ 2-8 1-10 2 f
Bo Stick 1-6 1-3 2 f
Broad Sword 2-8 2-7 1 f,th
Club 1-6 1-3 1 felth
Composite Long Bow* 1-6 1-6 2 f
Composite Short Bow* 1-6 1-6 2 f
Dagger 1-4 1-3 1 f,mu,th
Dart 1-3 1-2 1 f,mu,th
Fauchard+ 1-6 1-8 2 f
Fauchard-Fork+ 1-8 1-10 2 f
Flail 2-7 2-8 1 fel
Glaive+ 1-6 1-10 2 f
Glaive, Guisarme+ 2-8 2-12 2 f
Guisarme+ 2-8 1-8 2 f
Guisarme-Voulge+ 2-8 2-8 2 f
Halberd+ 1-10 2-12 2 f
Lucern Hammer+ 2-8 1-6 2 f
Hammer 2-5 1-4 1 f.cl
Javelin 1-6 1-6 1 f
Jo Stick 1-6 1-4 1 f
Light Crosshow# 1-4 1-4 2 f
Long Bow* 1-6 1-6 2 f
Long Sword 1-8 1-12 1 fith
Mace 2-7 1-6 1 f.cl
Morning Star 2-8 2-7 1 f
Partisan+ 1-6 2-7 2 f
Pick, Awl+ 1-6 2-12 1 f
Quarterstaff 1-6 1-6 2 f, cl, mu
Ranseur+ 2-8 2-8 2 f
Scimitar 1-8 1-8 1 f,th
Short Bow* 1-6 1-6 2 f
Short Sword 1-6 1-8 1 f,th
Sling 1-4 1-4 1 fth
Spear 1-6 1-8 1 f
Trident 2-7 3-12 1 f
Two-Handed Sword 1-10 3-18 2 f

+ Polearm

* Must have ready arrows to fire. Two Attacks per round.
# Must have ready quarrels to fire. One Attack per round.

f=fighter, cl=cleric, th=thief, mu=magic-user

29



ARMOR LIST BONUS SPELLS FOR CLERICS WITH HIGH WISDOM ABILITY SCORES
CLERIC'S BONUS SPELLS

WEIGHT MAXIMUM
ARMOR TYPE INGP.  AC  MOVEMENT* WISDom 1 2 3 4 5
None 0 10 - 9-12 - - - - - Note that these bonus spells are only available when the
Shield 50 9 = 13 +1 - - - - Cleric is entitled to spells of the applicable level. Thus an
Leather 150 8 12 squares 14 +2 - - - - 6th-level Cleric with a Wisdom of 18 can memorize the
Ring 250 7 9 squares " 15 +2 +1 - - - following spells:
Scale 400 6 6 squares 16 +2 +2 - - - NUMBER OF SPELLS
Chain 300 5 9 squares 17 +2 +2 +1 - - 12 3 4 5
Banded 350 4 9 squares 18 +2 +2 +1 +1 - 6th-Level Cleric with 18 Wisdom 5 5 3
Plate 450 3 6 squares
* A character qarry]ng many gbjeqts, including a large
e L i MAGIC-USER HIT NUMBER OF MAGIC-USER SPELLS PER LEVEL
# A Shield subtracts 1 AC from any armor it's used with. LEVEL EXPERIENCE DICE 1 2 3 4 5 6 7
1 0-2,500 1d4 1
2 2,501-5,000 244 2
TABLES OF EXPERIENCE PER LEVEL 3 5,001-10,000 3d4 2 1
The following charts show the amount of experience a character must earn in 4 10,001-22,500 4d4 3 2
order to gain a level in his character class. The charts also list the number of 5 22,501-40,000 5d4 4 2 1
spells that a character can have memorized at one time. Fighters and thieves 6 40,001-60,000 6d4 4 2 2
can never memorize spells. 7 60,001-90,000 7d4 4 3 2 1
8 90,001-135,000 8d4 4 3 3 2 -
Remember that all experience earned by a non-human, multiple-class character 9 135,001-250,000 9d4 4 3 3 2 1 - -
is divided by the number of classes the character has. The experience is divided 10 250,001-375,000 10d4 4 4 3 2 2 -
even after the character has reached his maximum level in a particular class. 1% 375,001-750,000 11d4 4 4 4 3 3 -

A Human dual-class character only earns experience in his second class. The
character cannot use the abilities of his first class until his level in his second
class exceeds his level in his first class.

F Maximum level in Neverwinter Nights.

RANGER NUMBER OF SPELLS PER LEVEL

CLERIC HIT DRUIDIC MAGIC-USER

HIT NUMBER OF CLERICAL SPELLS PER LEVEL Bl EXPERIENCE BGE 1 £ 1 g
LEVEL  EXPERIENCE DICE 1 2 3 4 5 6 1 0-2,250 2d8 : g . -
: 01500 10 3 2 2,251-4,500 348 . s - :
" 1,501-3.000 28 2 3 4,501-10,000 448 - ’ - s
. 3,001-6.000 28 5 1 4 10,001-20,000 5d8 s - - -
4 6,001-13,000 408 3 2 5 20,001-40,000 6d8 : - - -
5 13,001-27,000 548 3 3 1 6 40,001-90,000 7d8 ; : - i
6 27,001-55,000 648 3 3 2 7 90,001-150,000 8d8 i i
7 55,001-110,000 748 3 3 2 1 8 150,001-225,000 9d8 1 g - -
8 110,001-225,000 848 3 3 3 2 - e 9 225,001-325,000 10d8 1 : 1 -
9 225,001-450,000 9d8 4 4 3 2 1 - 10 325,001-650,000 11d8 2 1
104 450,001-675,000 9d8+2 4 4 3 3 2 - At 650,001-975,000 11d8+2 2 i 2 :

* Usable only by clerics of 17 or greater wisdom F Maximum level in Neverwinter Nights. # Maximum level in Neverwinter Nights.
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PALADIN
HIT NUMBER OF CLERICAL SPELLS PER LEVEL

LEVEL  EXPERIENCE DICE
0-2,750 1410
2,751-5,500 2410
5,501-12,000 3d10
12,001-24,000 4d10
24,001-45,000 5410
45,001-95,000 6410
95,001-175,000 7d10
175,001-350,000 8d10
350,001-700,000 9d10
700,001-1,050,000 9d10+3
1,050,001-1,400,000 9d10+6

$ Maximum level in Neverwinter Nights.

0 N O OB W N

FIGHTER

HIT HIT
EXPERIENCE DICE LEVEL EXPERIENCE DICE
0-1,250 1d6 1 0-2,000 1d10
1,251-2,500 2d6 2,001-4,000 2d10
2,501-5,000 3d6 4,001-8,000 3d10
5,001-10,000 4d6 8,001-18,000 4d10
10,001-20,000 5d6 18,001-35,000 5d10
20,001-42,500 6d6 35,001-70,000 6d10 ! ; Al e non Rich, Debra R
42,501-70,000 7d6 70,001-125,000 7d10 Me 1 Schwart hr I
70,001-110,000 8d6 125,001-250,000 8d10 and many, me ‘ :
110,001-160,000 9d6 9 250,001-500,000 . 9d10
10 160,001-220,000 10d6 10 500,001-750,000 9d10+3
1 220,001-440,000 10d6+2 1 750,001-1,000,000 9d10+6
12% 440,001-660,000 10d6+4 12% 1,000,001-1,250,000 9d10+9
$ Maximum level in Neverwinter Nights. 3 Maximum level in Neverwinter Nights.
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