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Living Forever
By Ed Greenwood

Fear me, oh yes. [ am fearsome, and awesome.
I am Ondruy, and [ will live forever.

Once T was tall and spare and slromng, my eyes greeil ﬂiam_es as
I strode through Cormanthor clogked in my pu'.ier, chuckhnqd
gllently aa | surveyed ehven fancy. ladies of the Fair Folk Iao‘k:e
a1 me gidelong, and again-—and when they saw me alone, drift
ed out of nightghadows 1o do more Than look.

They'd never beheld a man so graceful and tine of tace and
torm, nor one who could spin spells as etfortlessly as '_the
Srinshee, magics cleverer and stronger Than the craftinga of the
haughtiest Srarym archmadge.

Oh yes, | was something 0 behold, How you thin'.k me & ghost,
and stare amagzed. and thrust your blades ai_ {he twinkling of
Ughts I trail . . but ] am not where you bel%zve me to be. [ am
here. in the spell-knotted heart of this Lwt--m_"ed emer.a‘ld--ueerd
how | sparkle?—-in the hilt of Talalh Mornyr's smih:.rmg sword.
Yeq, in my favorite place. sliding 1hrq1u;h the wer--qmwmgal
maze of goft-woven dweomers wherein pld Eloedar Lyrindralee
captured the crowning magic that makes the blade fly hk,e A
bird, actoes hall Faeriin 1f need be, (o return to its bearer's
home carrylng & transfixed message. OT & token bound fo it, or

even 4 stolen apell.

Ah. but you begin to torget me, and relax. To look again at
whe}e you don't quite dare to go vet. Castle Cormanthor, sTermn
and tall-what's left of it. You tear it, I see . . . but you do not

fear me
1 shall not be forgotten so easily,

So now | quit the blade, and fly past gars and over heads-hah!
Carve the air il you will. futlle swordminge_rﬁ' S:_?e if you c:Tn 2
make it bleed, where even gods fail! Chuckling silently. L & 143 :
in this glass flower, amethysts and amber melted and shaped by
Sarsaree the Weaver, glowing like kindling flame now as [ y
dance, awakening spell-locked scents that have lasted a ﬂT}uu
gand years, and will prickle noses for another thuuﬂar}d ai. :
strike not at such beauty, or 'l thrust you through with light
nings, and leave your bootd full of ashes for the next fools to

W |
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| find! Away ['1] fly, if your blades are your answers 1o my every
glirmmer and shimmerburst! Away, to make many-pillared
MAladaen Hall awaken and sing, the ghosts of elven ladies danc-
ing again in the depths of its huge crystal pillars. Ah-you fol-
low, Castle quite forgotlen! Bevond Aladaen, to the Harpstones,
there io gend forth tuned threugh crumbling towers that have
not heard such sounds for cenluries . . . and on, ahead of vour
hurrving boots. 10 where the armors of Faeravarra drift and
float, dark and gleaming and deadly, awaiting bul my thoughta
to gend them swooping into battle! Blood you want so thirstily,
[nfruders? Blood you shall have, bright rains of it-and all your own!

Yea [ am Ondrou, and vou should fear me.
You will fear me

And vel, pause now, a-panting and wild-eved, and rhink on
this: [ am the most noble of we who tarry here, spirita riding
the Mythal like breezes. Oh. vee. I know mercyv-and show 11 o
others, as did the Lady Steel whose remembered beauly sears
my heart still. The Dark Ones know rather less of mercy.

They ride the Mythal too, more cruel than clever: drow,
drained and enalaved here by one who has the gall 10 tamper
with the Myrhal, Newly come hence, to whisper among the
baelnorn. She who moans for power, her eves like flames as she
walks with her once-dragon. She of the Gauntlets. She who
thinks herself Queen of Myth Drannor, and makes the Mythal a
crude weapon and a gpark [or her puling spells. She looks only
for her own reward, and sees all beings as things, tools to he
wielded-but sees not bevond tomorrow. ['ve known many men
thus, but few such among women who spin spells. One. [ say, 18
mare than enough.

If yvou meet with her, you'll know it-even betore she drains
you Madness 15 1n her eyes. She must have more, ever more . . .
more power and more saoula. With the Moythal she makes greater
her fell thralls, not-dragons and once-dragon and all. and casts
forth draining radiances in pools far from this greatest city of
all, to drive down men like cattle in distant lands and grow ever
greater. Perhaps she thinks to ascend among the gods, a new
star blazing up among old. Where else does such power point?
And wet I've seen stars fall even from those shining heights . . .
and bright though her power blazes. she's not yet even sensed
Ondruu-or anv of the other watchful spirits who ride the
Muythal. If she goes too far, and calle on her dark vessel to do
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d mossy spires

i ‘|1 boil up out of cellars an |

bl St . Iv-hlazing runes and buried
rgotten crypts and guddenly-bi o

iiIm;:fLiz[rmﬂ 311 gver this root-split, leaf-choked, pmudhn;n; Ifall Du'r:r

Lmvd shine forth 11 our wrath £TE We descend on her,

all

chilling, howling gloTy

Ave, COWET intruders! We are more thar just ;mcﬁﬂe Tﬁﬂaﬁd
1’:nr ;a.-md IScme of 1s were trapped here, af Sﬂr;l.l s
m [1‘-:. thal an it formed, Others sank into 1t when 1 hwf'au e
”ledair deeds, or when fiends came upon 'rhen'ﬁ in t? gr gyt
it hrm 1:.?arl moyrth-folk limb [rom limb-there! Seel g
SD}J.L_I {11 ]ﬁs in yorder dark arch, across 'rhz—: rubble s
k}rl?f .:lasiqalmr House? Behold another spwtnT :I ;:1;:":‘;3; e 1th¢=
% i : alz, Tlark Lady ot [Ne . the
e e s }:ier-::;: .mﬂih%mnnu:. She bathed:_m blood ;ih;a]:'
dmrfe ;Lfioi;st f:ﬁ huTan women who gave it wﬂﬁliﬂg'a?; i
it 1 longer.
lae elven Nrewine and lived v
TVL;: ;a;lEShz rnissed it. She hates fhe EDHH:ZBH d,ark;l 15;:;1 z:f:ﬂr.f
I han Ondruu, and the not-dragons, oo . . - o

mlfrfhfiﬂillpstart not-Gueen with her overhold spelly an
dAll, b

careless graspings al power

i ive torever
ad long since, 1o live :
> should have mrmed 1o o6 7 ing in its song. The
wsi?ki; the Mythal and of the Mythal, glorying 1&1512[“521%& =
of & {housand mages. and more, wio Gave = Lo hatp-
EE‘E bound powers info if, and played those fzﬁfﬂband. el
girings to do new things. xeeping the Mytha '
and growing.-

ot reached forth in new
here tﬂosetgjﬁaligiﬂ?;z}aiﬁiﬂw. It goes less far than it
E-'Ple‘ﬂﬁﬂé ‘Dran no longer spar over the lights of Sembia, urThem
ety llrlc night air between the stars and the Woonsed. 4
Stan:aﬁqis*:sesqand Fadings wirhin it, apd none to weave an
:ﬁnd snd-brlqhten Muyth Drannor agair.

i 1o this
Yet see me dance now, IWaY from brooding Amar{:}h;id:; odhe
bafmny choked with trafling vimes and the bg.‘imc:—hnal Iall-s g
ﬁ puterworks of The House of Gems t?}n—:y lie et
< Ed;: aﬁd Foxes and most men dig, their sp1r1tﬂsh a :
2:;1:”&5 ned by the floating sphe:;e at 11}:1212 L-l;:{::; gzﬂl'l-:-:s b g
. gmooth, dark, and rounc. s
E;:rfrf:r?:} ﬁms. floating so serenely among the fused bone
waiting.

I] — m e EI

Walting to slay vou, if vou dare to touch it. | can dance here in

itz dark hearl, amid the deadly magics stirring even now,
because [ am half a ghost.

And that is Tyche's own favor on vou, for Ondruu was nol the
least among mighty battle-mages, and-1 daresay-one of the very
tew who enjoved dealing death and striving against foes. Oh,

yes. your luck would have farled ere now, wildeword adventur-
ers, if | had my body atill |

Again, see? Almosl ag if it's . . . taunting us.

Delmoene’s voice seemed almost lazy, but its casualness fooled
none of her companiong. The agitated flashings of the sentient
gema aet Info her gauntlels might have had something to do
with that "S07 'Tis a ghost-a pranksome ghost, thar aeeka 1o
lure us astray into doom. Think vou no one died here?" The
growling warrior looked at the moss-girt, leaning tower on

their left, and then peered quickly at the moss-girl, soaring
tower on their right.

“Why.” he added slowly, looking alimost reluctantly at the dark
and frowning wall of atone rising siraight ahead of them,
"tienda musat have bounded over all these stones, tearing elves
apart with their claws in & storm of slanghter!”

"Thank you, Soler,” Delmoene gaid icily, not taking her eves
from rhe grand ramparis of the House of Gemas, looming over
them all. "Tust the cheerful image | needed. with dusk coming
down [ast and no time to walk back out.”

'T say again: teleport us back to the clearing and we'll use the
gale again tomorrow,.” another warrior sald in exasperation.

T'm not smitten with the thought of spending a night here,
either!"

The fair-haired sorceress had known the kisses of both men

before, but her patience with thick-headed warriors had run out
for this dying day.

"Baerlor,” Delmoene asked almost gently, "did vou or did you

not see Rathkra blasted to bloodspray when she tried to teleport,
back by the broken bridge?”
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Baerlor shrugged "That might have been just there. We ca-
“Raerlor. Ralhkra is about the twoscore an!d third mage I}cn:?'-'
of who died trying a translocational spell in i"'ikyth Drannor. I'm
ot about to become the twoscore and fourth

The warrior waved his glittering aword angrily, "The Mmhal_‘s
not supposed to let anyone open gates into the heart of the city,
gither, ve! here we are!”

“Yps but we don't know who cralled the gate-it might've been
part l'..1f the Mythal all alomng! Why can't you think for a breath
or twa, all of you, before ope-

The ground under Solor'a boots erupted-into a great pa‘le frog:
head, cream and dun like a mushroom, rearing up as tall as two
men as Nagslones tumbled and rolled away.

A many-fanged maw gaped hungrily, heneath cruel eyes. The
massive four-armed worm wWoTe &8 necklace of yellowing human
skeulls around the corded muacles where 118 _ner:‘k, zshould have
heen It smiled horribly, and reached ouf with four gnarled,
long-taloned hands...

Delmoene didn't spare nme [0 SCredit, but Baerlor did. They
were all running back the way they'd come by then, as hard
and aa fast as their boola could take them over bruken. ﬂtani,m
vineg, and slippery moss, racing for the stone sleps that wo
take them back oul of this dell, and-Delmoene crasheq_i mto
Baerlor's back, spun awdy, and caught her ba!am‘:e wnl:'l a cu_rse.
"Loviatar lash vou, Baer, what're vou-ch!” The stalr wasd n_n:ic'u_ ;
pied. Casping adventurers gtared into the cold, gentle smiles o
abont & hundred dark-armored drow.

| I Oh, ves.
A warm welcome to the House ol anms_ A
An ormyrr behind you, already gnatching up stones twice your
size to hurl at your backs . .. and the drained drow before you,
dark blades sharp and ready. No fime now o wave swords at

me, hey?

1 am Ondrun, and | will live forever.

r—
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INSTALLING THE GAME
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13 I
POOL OF RADIANCE™: RUINS OF MYTH DRANNOR is a
Dhingeons & Dragons® fanlasy role-playing game set in Myth Drannor,
the death-shrouded ruins of a once great city, where elves and
dwarves had come logether o create a monument to art, beauty,
friendship and peace. They thought their city would fourish forever,
They were wrong, Now il is a time of turmoil in the FORGOTTEN
REALMS® world; the old leaders and heroes have come and gone; the
ruined region is rife with conflict. A new power has risen, bringing
with it a threat to all of Faertn, Enter vour adventurers - hearty men
and women, a party formed of mutual interests and the desire to sct

things right. Something evil has awoken in Myth Drarmor, Will you be
the ones to stop it7

Installing the Game

Before you gel slarted, please make sure vour system meels Lhe mini-
mum system requirements listed below. You must install Pool of
Radiance files to your hard drive and have the POOL OF RADIANCE:
RUINS OF MYTIT DRANNOER CD in vour CD-ROM drive in order to
play this game. To install the game, insert the CD into the CD-ROM
drive. When the pop-up window appears, click on the fasTace option,
If your have disabled the Windows Autorun functon, or if it does nol

vperate, explore the CD and double~lick the SErue icon. Follow all
on-screen primpts to complete the installation.

Svstem Requirements

Lo run POOL OF RADIANCE: RUINS OF MYTH DRANNOR vou
need the following minimum system requirements:

= Windows™ 95/98 ar Millenniwm Fdition (ML)

= Pentinn™ |1 300 Ml Iz PC or compatible

= 505 ME of hard disk space

= &1 MB RAM

= AN N-ROM

* A0 vaden cand with D20 support including (Voodon 2 (12 MEB) or higher, TNT 1
(168EB) or higher, GeForoe series, ATl Rage Pro Series and Radeon Series)

* DirectX compatible sonmnd card

* Windows® 05,498 compatible pointing device

* Suppuort tor 1- & players LAN and Intermet (36K Modem or faster required)

In addition to the basic system requirements, the game requires that
DirectX 8.0a or higher be installed to your hard drive. The option to
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<nstall DirectX 8.0a appears during the game 1':1.4,raIiatu:'il.}&LSgE-nd of
: . ) 3 F - |
;::-stalnlahnm you are ;:.l-.:.m[:rl:;:-:"v:]iR tul mﬁast‘lei:: ,E;E?-Icl,::l,;;ﬁ‘mﬂ-mw e
5 OF M INOR elecironically. 3
RUINS OF MYTH L).RM\.
a DirectPlay compatible rngdermn. :
[he following are the recommended system requirements:

« Windows? 05,58 or Millennium LiTitiom (BAF)

v Pentium® T 500 Mz 1C o < ampatible

v 845 MB of hanl disk space

= 13 MD RAM

« A% CT-HOM

« 3T sound caxd |
! o Fanee: BoBdT) supparts anh

s aerias cards: Pool of Radimnee: Ro :

Nate for cwhers of Viden 3 se71es it B O B

;:‘incirEg for your Vide § series cards. To get Hhe optutiom effect,

before Beginiting play.

i i tion :
Electronic Regisira : . AR
(f vou did not register your copy o PO, Q]’ MUIAN&EFEDN bl
Mj‘r!”]"H DRANNOR aflter installation and wish to do 5;: L 1 . [,:,,m,:l.

- lick on PROGRAMS, click on LOe
: solact the START button, L ||.c. OGRA L
dt:.ﬁrf:{;ﬂ;inq POOLOF RADIANCE: RUING OF MYTH DR e
; ad li kor; ELECTRONIC REGISTRATION. Fallonw all on-screen prompts
and clic

complete the registrabion.

Uninﬂ‘falﬁﬂq i G?mi Aptorun men, or choose SETTINGS

= ect the UNINSTALL option from the i, gubhint

::]:;tme Windows Start menu and select Cx.tunl.-ml mn}éi I:; |Lh§ by

Fanel, select App/REMOVE PROGRAMS, lt'H-chElc:.un]"{ 4 e

;T:J-lf:'lr'-'- RLI-I;I*C!"': Oor &Y DRANMNOK and click on the Aﬂﬂhnm o

;1thh‘:l:|'.t- 1 h:e game and all it= components ar'.:1 ti';u;‘nrr;]:i\?:rdai o %
i i ta that was changed atte :

hard drive, except for da ed aft

save game;, character data, and game ophions file).

ing the Game _ = Wy
Stﬂ'[t i g‘- the CD-ROM drive is closed with the CDin place, lh:- o
EFE{&L:_;;E\JT‘E. RUINS OF MYTH DRANNOR Autorun menu i::ﬂ
* : 1 : it i X view the README.TXT 1l
4 ot the game, Install DirectX, ; ; .
s ?111:;;};]115:‘; :;:ne Tlt?’m game can also be ﬁ'larb;l:-ld }J}t:pcmzﬁ :F:S_t ar
el L ceine the folder where the gar 3
vnu, selecting programs, choosing ' it v
e lied and clicking on the POOL OF RADIANCE: RUT

DRANNOR program iterm.

For complete and specific "how to play” information, please refer to
the appropriate sections of the manual. Note that some changes were
made too late to include in this manual. Please read the Beadme txt
file in your game [older for more information.

Omce the introductory movie has played, the POOL OF RADIANCE:

RUINS OF MYTH DRANMNOR Main Menu appears. You have several
options:

Single Playver Game
Let the adventure begin! This
brings up the Single Player
Mer panel, Choose New Game
lo starl a single player campaign
game. Select up to four characlers
lo creale a party, then click on
Start Game to begin, Information
on creating charackers can be
tound in Chapter 1: Building a
Parly starting on page 20}, s
Select Lowo GAME to resume a previously saved campaign. Choose a
game frimn the list and click on LoAp to enler the game, or sclect
Cawcel to exit the Load Game panel. You can also delet saves from
this panel.

Select MAIN MEnD to return to the main menu of the game.

Multiplayver Game
Explore endless new dungeons
with your friends. This opens
the Multiplayer Menu panel,
from which you can choose to
CREATE a new multiplayer game
or Joiw an existing one over the
Internet or Local Area Network.
See Chapter 3: Playing With
Friends starting on page 73 for a
detailed explanation of multi-
playver games,

CREATE ADW
SULFIFLATHE SamE

POIN MULTIFLAYES Gk
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You can also use GameSpy's ;
online and play multiplayer games with them.

ing SCervic ther plavers
matching service o el o play

Select Main MEND to refurn to the main menu of the game-

Tutorial

ior unctions you
The tatorial is a basic walkthrough of some of the major functions ¥

o i ¢ COfl-
will encounter when playing the game. Here you 1“11 ngﬁ:‘::d pisd
: et spolls, nse skills, interact wiill @ .
bat works, how to casl 5pa ; s e
i 5 _plaver characlers) you mecl al0ng 3

\orse with NT'Cs (nom-player « . 3 s .
::-:'Il'lph’ click on TUTORIAL in the Main Menu and this will take you fr
Simpl: IAL © :

vour first few lessons In Mew Phian.

Optionse

Set up your game anviron-
ment o suil you and your
svstem, This brings up the
dpliuns panel, descri%wd ]_n
the section "Contiguring Game
Options” on page 16.

it
Exit the game and neturn to
vour Windows desktop.

oPTioas |

Configuring Game ﬂphnn; _—
Zelect OprioNs frum the Main mu. to bring ul? ﬂ':? EI;[:::Lt;lb Fame. i
Enm which you can view game movies, se the: credits |_{ e E.: 5.q_=|-[1nbm_
take a look at the hotkeys used in game, and configure the gam

View Movies . e
i jEes Y ave unlocked in the game 50 1ar-
Brings up a list of all the movies you ha T

Use the scroll buttons to gearch through the mov S hon
ovi i View Lo play it You can press Hie y fc :
e D:Hm EFAETEBA.R or ESC key to exit the movie and

i on CANCEL to exit the View

veturn to the View Movies panel. Click
Movies panel.

ATy

17 |

Game Bettings

These options allow vou to con-
trol some common game set-
tings. Make your changes and
select O to save vour options
and return to the Main Memu,
Changes you have made will
not take place until after you
have clicked on Ok. Click on
CANCEL to reject any changes and
exit the Game Settings panel without saving, exaciL

oK

Voice

Toggles the spoken voice of the NPCs (non-player characters) on and
off, When Voice is off, the NFCs communicate with vou solely through
on-screen boxt

Character Occlugion

Sets how easy it is to see your characters when they walk behind trees,
walls and other objects. Ovclusion is the transparcncy of the world's
scenery. The settings run from left to right with the left-most one
marking no occlusion (so that characters are completely hidden
behind obscuring structures) and the right-most one marking full
ccclusion (so that charackers are fully visible through obscuring struc-
tures). The middle setting shows the characters’ relative position
brhind structures by showing their skeletons instead of full textures.

Shadow Lewvel

Alters the degree of sophistication for shadows seen in the game. You
can turn them off completely (the left-maost setting on the scale) o
scale them up to match the animations of your characters as they run,
move, and fight (the right-most setting on the scale). The middle set-
ting gives characters some shadow, but it’s not as detailed as the right-
most setting.

Combat Round Speed

Alters the length of ime you and any other human player have to
select an action for a character during a combat round. Move the high-
light to the right to force all players to choose actions faster, or move
the highlight to the left to give yourself more time to think during
combat. Changing the setting to the farthest lell turns the round speed
counter off completely.
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SFX . Cinematic Volume

Changes the volume of sound effects in the game such as spell casting
and movie dialogue. Select the setting on the far left to tum the sound
effects in the game off completely.

Mugic Volume

Changes the volume of the music in the game. Select the setting on the
far left to turn the music off completely.

Mouse Bpeed

Controls the speed and sensitivity of your mouse. Since the mouse is
used to control party movement and to scroll the Adventure screen,
you may want to adjust this setting to a mouse speed you are comfort-
able with. Clicking on the settings Lo the left makes the mouse move
slower, and theretore somewhat easier b0 control. Clicking on the set-
tings o the right gives the mouse more speed, but also makes it a bit
harder o precisely control the mouse curson

Hot Kevs

Brings up a list of the assigned hot keys in the game. You can also
define the luncon keys (F2 - F10) to autematically perform certain
game funchons. This is described in delail on page 55.

Credits

Displays the credits for POOL OF RADIANCE: RUINS OF MYTII
DRANNOR. Select Close when you are finished viewing the credils to
return to the Options panel,

Main Menu
Exits the Options panel.

gl
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BUILDING A PARTY

Only special kinds of persons become adventurers.... EIf or Halfling,
Human or Dharf, all have within them a kind of driven wanderlust. A
dread of each day being the same as the next spurs them onward,
compelled to leam what lies over the next hill or inside that darkened
cave. They are determined to leave something of consequence behind
when they die, a hoard of treasure, a heroic tale, a noble legacy.
Adventurers quest for many reasons, but in their hearts, most vearn
foremost for the chance to show the world thal they were here, and
that they made a difference..

When the game opens, parties are being formed lor an investigation of
strange occurrenoes surrouriding the Pool of Radiance, Before vou can
begin your adventure you need lo creale a selection of characters, and
then choose one to four of them to make up your party. The following
pages take you through the details of characler creation. Begin by
selecting SINGLE PLAYER GAME [rom the POOL OF RADIANCE: RUINS
OF MY TH DEANNOR Main Menu, then choose New GAME to ember
the Character Roster screern.

Creating a New Character

Although you can use any of the six pre-built characters to make up
yuour party, it is more fun to create your own. Start by clicking on New
CHARACTER, which begins the character creation process.

Choosing Your Race

First, chowose your race, When you click on a button, a description of
the race appears at the bottom of the screen. Bach race has certain
strengths and weaknesses, and vour choice affects your character’s
stats and favored class. Each race is described in detail on the follow-

ing pages,

You can play a character of any class or race, but certain races are bet-
ter suited to pursuing cerlain careers. Dwarves, [or example, can be
Sorcerers, but their rugyged, muscular bodies make them more effective
as Fighters, Table 1-1: Racial Ability Adjustments gives the ability
score changes for each race, along with their favored class. A charac-
ter's favored class doesn’l count against the character when determining
XP (experience point] penalties for multiclassing (see "Multiclass
Characters" on page 88). Select a race and click on MEXT to continue on
and choose your class,

- e mre— -
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Table 1-1: Racial Ability Adjustments
Rack  ABILITY ADJUSTMENTS FAvVORED CLASS
Humam Mo Any
Dwarr +2 Constitution, —2 Charisma Fighter
ELF +z Dexterity, -2 Constitution BOrcere
HALF-ELF Hane Ay
HALF-oRE +2 Slrenglh, -2 Intelligence, Barbarian
-2 Charisma
HALFLING +3 Detarity, -2 Strenglh Raogua
Human

The most flexible, innovalive and ambitious of the
races, humans are distinguished by their lack of
specialization. They prefer no particular profession,
tend to no particular alignment and have no oul-
standing strengths or glaring weaknesses in their
abilities. This variability no doubt results from
their relatively shorl life spans.

Humans are uncommenly suited to becoming

advenhurers. Their mix of daring, adaptability and

groed make them temacions in the pursuil of their causes, willing to
take risks when Ionger-lived travelers would hesitate, Humans learn
quickly and easily, often more skilled than other, far alder adventurers,
By the standards of other races, they are not thought particularly loyal
to anyone but themselves, but the truth is that [rom the ranks of
humans have arisen both cruel villains and self-sacrificing heroes,

Dwart

An insular race, dwarves are known to be suspi-
cionas of anyone cutside their under-mountain
homes. Generations of toiling beneath the earth
have left an indelible mark upon this race whose
short, broad stature can survive an amazing
amount of punishment,




122 "~ Crioosma Your RACE i

Most Dwarves are hardworking and loyal, with a strong sense of jus-
tice and a natural wariness. Towever, some have been known 1o suc-
cumb to greed, ubsessed by the gems, metals and other treasures of
the earth thal their race is known for producing,

Many adventuring Dwarves join the ranks of the Fighter. For ages
they have been forced to defend their kingdoms from those enemies
above and below that wish to plunder their wealth, and so most
Dwarves grow to adulthood Iecarning at least a few of the warrior arts,
Even those dwarves who don't make their living by the axe still bene-
fit fromn their race’s natural resistance to magical effects and poisons of
all kinds, Their predilection for law and justice, in addition to their
iron constilulions, make them popular party members.

Elf

The lomg-lived Elves are as mercurial as they are
mysterious. Most keep to their small communities in
the deep forest, bul the few who emerge make (heir
way as wandering bards or itinerant sword masters,
dazzling other (they would say lesser) races with
their dexterous hands and uncarthly grace. Elves
prize freedom above all else, and spend their lives in
pursuit of beauty and new experiences. Though they
can be haughty, most Elves honor and delend (hat
which is good, and in its defense can bring to bear
considerable skill with sword, bow or magic.

Flves have considerable time for learning and practice, and often a
natural affinity for the magical arts. This leads many omto the path of
the Sorcerer. Their spells, along with keen senses and an uncanny abil-
ity to spot concealed doors and passages make them valuable addi-
tiuns to any adventuring party. Their immunity to sleep spells and
resistance to enchantment magic partially makes up for an inborn
fragility of constitution,

Half-elf
Mever fully accepled into the societies of either
parent, Half-elves live in a place bebween worlds.

More adaptable, quicker to learn and grow, and
much more impalient than their clven peers,
Hali-elves often feel aloof and detached from the
fast-paced restlessness of their Human peers.
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Though some blend into society better than others, most TTalf-slves
grow up with little respect for the laws of two peoples who cannot
accept or understand them.

Theugh not as dexterous or graceful as their elven relatives, Hall-clves
make up for il with their Human relatives” flexibility and inventive-
ness. Thowgh not drawn toe any particular profession, Half-elves share
their elven parent’s immunity to sleep and resistance to enchantment
magic. Many fall into the adventuring life, as a rebellion, or an escape,
from the isolation of their childhood. Often their adventuring party is
the only place a Tlalf-elf has ever felt ‘at home",

Hall-orc r
Born in the batlegrounds of the fronticr, Half- .::
ores grow up in the tribes of their Human or Ore /4]
parents, trying Lo claw out a place for them-
selves despite therr mixed blood, Some succeed,
others turn instead Lo the distant citics far from
their homeland, where they can make their way
by the might of their arm, and hope to be judged
by their skills, not their lineage.

Meost Hall-orcs become what are called Barbarians, letting their orcish
blewd fuel rages of temmifving strength and power. Yel there are soime
who choose other paths, striving hard to transcend their inmate deficit
of intellect throngh instinet and cunning. The attilude of other races
toward the Hall-ore is often suspicion. Some Half-ores embrace their
darker side, making the lives of their more lawlul cousing even more
difficull. Still, many adventuring parties are willing to take on a Half-
ore with battle prowess, asking no questions about his or her past.

Halfling

A mix of contrasts, Halllings of all sorts have one
trait in common: resourcefulness, While many
Halflings desire little more than to stay in their
comfortable homes, others are perpetually
restless, and weary of the safe, staid life of their
cousins. Their exceedingly small stature has
forced halflings to do many things simply to
survive, and they're very good at it!
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They are fond of creature comforts, and are always Innki.}';g for ways o
make sure their wants and needs will be satisfied, sometimes at the
expense of others. However few | falflings arc genminely bad, :-iil'l:'lp]._ﬁ_.’
selfish. A Halfing whose trust has been carmed can be trusted in return.

Their small, delicate hands make halfings equally adept at picking
pockets and disarming traps. Many fall naturally into the way of the
Rogue, either ool of boredom or need. Their size can be an advanlage
in combat as well, although it does limit them ti smaller weapons.
Shurter largets are harder to hit, and o a Halfling, m-m:r}fnme_elﬁn is a
big target! As a result, halflings receive a +1 bonus Lo all their saving
thronws, as well as to their base attack and their starting armeor class
{AC), Thesse advantages, phus a lendency Lo have just a 1:rit‘m:m.e
curinsity than sense, lead many hallings into the adventuring life,

Picking a Profession

Your characler’s class is what they du. Their profession determines
their combat training, spell casting ability, special skills and more.
Click on & class bo read a brief description. Details on each class’s abili-
ties can be found in the following class descriptions. Each class has
certain skills that it specializes in, listed below in Table 1-E Skills and
Hit Dice by Class. A character's Hit Dice arca representation of how
much damage they can take as they advance in lovels; the "d’ refl-‘.ri? to
dice and the number afterwards refers to the number of sides the die
has. Skills are described in detail in the section "Skills" on page 79 in
Chapter 4: Fxperience and Equipment. In addition, although alll armor
types can be worn by any class, weapons and shiclds are resiicked !:q,r
character class. Armor and weapon proficiencies for cach class are list-
ed in their descriptions, For more information about "Armor" andl
"Weaponry! sce those sections beginning on pages 93 and E‘:T alsoin
Chapter 4: Experience and Equipment. Select a class and click on
NexT Lo continue on and choose your alignment.

Table 1-2: Skills and Hit Dice by Class
| Crass SKILS Hir Die

BARBARIAN Heal, Hide, Listen, daz

Move Silently, Search, Spot
CLERIC Concentration, Heal, Hide, Listen, a8

Mave Silently, Search, Spellcraft, Spot
FIGHTER Heal, Hide, Listen, dio

Mowve Silently, Search, Spot —
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Table 1-2: Skills and Hit Dice by Class
CLASS SKILLS Hirr The
MoNK Heal, Hide, Listen,
Mawve Silently, Search, Spal dB
PaLADIN Concenlration, Heal, Hide, Listen, dio
Maowve Silently, Search, Spellcraft, Spat
RANGER Concentration, Heal, Hide, Listen, d1a
Maove Silently, Search, Spellcraft, Spot
ROGUE Disahle Device, Heal, Hide, Listen, dé
Mave Silently, Dpen Locks, Search, Spol
SORCERER Concentration, Heal, Hide, Listen, dy
Mave Silently, Search, Spellcraft, Spot
Barbarian
Brod in the (rozen northern wastes and the tormid

southern jungles, Barbarians are frearsnme war-
riors, known (or their berserker lactics and dis-
trust for arcane maygic, Barbarians are often illiter-
ate, and have little appreciation for the laws and
refinements of civilization, They prefer the open
road to the tangle of cily streels, and honest battles
over delicate negotiations. Though their rough
ways aren't for every parly, many adventurers
seek out these mighty warriors when traveling
into remote, hazardous areas.

Class Abilities:

Barbarian Rage: In times of great need, the Barbarian may fly into a
bloodthirsty freney gaining a +4 to their Strength and Constitution
scores for a short Hme (this bonus increases to 6 at 15th level). The
rage lasts for 3 rounds plus the character’s new Constitution modifier
of game Hme. This is not without its drawbacks, however. Barbarians
become unable to use skills that require patience or concentration, and
their focus on attack makes them easier o hit. Plus, once the rage
fades, they lose the additional hit peints gained from the increased
Constitution, which could leave them unconscious and dying.
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This ability can be chosen from the combat options memu and counts
as a free action during a character’s turn.

Fast Movement: Barbarians have a greatly increased movement range
when they are wearing medium or lighter armor and are not encumbered.

Uncanny Dodge: Starting at 3rd level a Barbarian retains their
Dexterity modifier to AC even if caught flal-footed. At oih level, the
Barbarian can no longer be flanked.

Weapon and Armor Proficiency: The Barbarian is proficient with all
simple and martial weapons, armor and shields.

Other Notes: Barbarians cannot be of lawiul alignment. Barbarians,
like all warriors, benefit from a high Strength. A good Constitulion is
vital tn power their rages, and keep them alive afterward. Dexterity is
always useful, especially for Barbarians who choose to go lightly
armored.

Cleric

Servants of their god or goddess, Clerics have as many forms as there
are deitics 1o worship. Some are gentle messengers, spreading healing
and wisdom, while others are hard-bitten warriors, fighting alongside
their Paladin brethren with spells and sword alike. Adventuring
Clerics are generally trying to [urther the causes of their gods in some
way, either directly acting on their behalf, as in a divinely nspired
qué-.st, or simply by healing others in their gods’” names. Of course, not
all godds are benevolent, so the ranks of the Clerics include unpleasant
people more likely to cause harm with their spells than healing,

Class Abilities:

Turn Undead: Calling upon the might of their god, Clerics have the
ability Lo turn undead, forcing undead to cower in fear. If the Cleric is
considerably more powerful than the undead to be affected, the mon-
ster may be instantly destroyed. This action must be selected from the
Combat Options menu during combat.

Cast Diivine Spells: Clerics can cast divine spells beginming at 1st
level. The Cleric's spell list can be found on page 99 and spell
descriptions start on page 97,

Armor and Weapon Proficiency: Clerics are proficient with all simple
weapons, armor and shields.
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Other Notes: Clerics depend on their Wisdom to determine the
strengrth and number of their spells; a Cleric needs at least a 10 in their
Wisdom score to cast 0 level spells, or Orisons, and 11 to cast 1st level
spells, ete. Charisma is also useful, since it affects their ability to turn
undead. Since their place can often be fighting beside warriors, or at
least plunging into battle to heal them, Clerics also benefit from the
extra hit points of a strong Constitution,

Fighter

All Fighters live and dic by their martial skills;
how they come to this path is different for each
individual. The noble knight, mercenary soldicr,
wandering duelist and petty bandit all fall under
this broad heading. Most Fighters reccive formal
training at some time in their lives, when they
learn to wicld many weapons and be comfortable
in all types of armor, But a few are simply self- - .
taught, with natural abilitics and luck that kept *
them alive during their early battles, Adventuring Fighlers quest fo!
many reasons, from an carnest belief in the rightness of their mission,
to simple greed and battle Tust.

Class Abilities:

Fighters have no special abilities, but begin the game with two feats,
and they receive one extra feat every two experience levels, starting at
2ni level, Feats are special abilities that a character can perform,
which help them in combat and other tense situations (see "Teats" on
page 82 for a complete descripton).

Weapon and Armor Proficiency: Fighters are proficient with all sim-
ple and martial weapons, amor and shiclds.

Other Notes:

Stremgth is very important for Fighters because it increases their
chance (o hit and the damage they inflict. Constitution is also vital
because it affects hit points, and Fighters will be in the front line tak-
ing the mosl damage. Dexterity can be important for Fighters who use
missile weapons, but the bonuses are often negated by the heavy
armor many Fighters wear.
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Monk

Adter years of training in remote monasteries,
Monks become masters of their minds and bod-
ies, Their life-long mission is perfection of their
physical and spiritual selves through medilation,
constant praclice and rigorous self-discipline,

Monks who leave their homes and take up the

lite of an adventurer are often seeking to Lest

themselves and their skills, and to become closer

to their own ideals by overcoming dangers,

While sumeone untrained in their arts might believe taking on encmies
without weapons or armaor is suicide, honks have confidence in their
abilities, and see each new opponent as a challenge of wits and will.

Class Abililies:

Evasion: This ability is used automatically when the Monk makes a
sucressful Reflex toll versus a spell or effect that causes Hall-damage
even if the save is made {such as fireball). Using amazing agility, the
Monk Lwists and turns lo avoid taking anv damage at all.

Stunning Attack: Monks can choose (o stun their opponents with an
unarmed strike, They can do this a number of imes per day equal to
their level and, il the enemy fails Lheir Fortitude saving throw, they
lose their acHon for the round as well as their Dexterity bonus to AC
This action must be selected from the Combat Options menu during
cormnbat,

Unarmed Strike: Monks can do considerable damage, even if they
carry no weapon. The damage caused by the blow is dependent on the
Monk's level, and listed in Table 1-3; Unarmed Strike Damage.

Table 1-3: Unarmed Strike Damage
LEvEL DAMAGE FOR PAMAGE FOR ALL
Harrimic Mosks OraER MoONKS
13 14 1p6
47 1.1 1p8
811 108 1p10
12-15 1p10 1012
16 2p6 1020
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Deflect Arrows: At Znd level Monks can attemnpt to deflect the first
incoming missile attack in each round by making a Reflex saving,
throw, If they are successful, the damage will be avoided,

Fast Movement: AL 3rd level Monks gain greatly increased movement
speed, provided they are not wearing any armor,

Still Mind: At Ird level Monks also gain +2 to their save versus magi-
cal spell effects that allect the mind.

Wholeness of Hody: Al 7th level Monks can cure their own wounds.
They can cure up to twice their corrent level in hit points each day.

Improved Evasion: At 9th level Monks” Evasion ability improves.
They still take no damage if the save is made, and additionally, they will
only take half damage from area effect spells even if the save is failed.

Ki Strike: At 1ith level a Monk's bare-handed strikes are imbued with
ki force that allows them Lo sirike crealures who can only be hit by
magical weapons of +1. This ability improves at 13th level {+2) and
16th level (+3) as well.

Diamond Body: At 11th level Monks gain immunity to all forms of
proison and venom.

Diamond Soul: At 15th level Monks yain resistance to spells equal to
their level -10. In order to alfect a Monk with a spell that can be resis-
ted, the spellcaster must roll equal to the Monk's spell resistance or
higher on 1d20 + the spellcaster’s level.

Quivering Palm: Al 15th level Monks can launch a deadly attack that
sets up vibrations in an opponent’s body causing them to die if they
fail a Fortitude saving throw. This action must be selected from the
Combat Options menu during combat,

Weapon and Armor Proficiency

Monks are proficient with all simple weapons and with all types of
armaor, In addition, Monks are allowed Lo add their Wisdom modifier
and a bonus based on level to their AC when not wearing armor; this
represents a "sixth sense” that allows them to avoid unanticipated
attacks. A Monk's special skills all require freedom of movement,
When wearing armor, a Monk leses his AC bonus for Wisdom, AC
bonus for class and level, favorable multiple unarmed attacks per
round, and heighlencd movement,
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Other Notes: ) I . o
Manks muost be lawtul to follow their stncl way of Tite. Wisdom is vital

i i imtuition, their offensive
1o Maoriks, because through their learning ar.'d intuition, S
and defensive abilities are enhanced. Dexterity is also key hﬂ.auw 11’1.05[‘{
blomks wear little anmor. Sirength improves the damage and accuracy o
their attacks.

Paladin _ .

The eradication of evil according to the procepts of their god m{a i
Faladin's noble purpose. Sometimes that cl_'ﬁarpfe can be h:lnﬁ.llf_-:d;;_ln. e
battlefield, other limes il requires a more circuitous route, Paladins
live for quests, for opportunities 1o aid the helpless and prove them-
selves worthy of their god's favor,

Each makes great sacrifices to follow their path, m*f'eating anakEmll: toy
uphold strict codes of conduct. This rigor a.nd. dedtu_:alu.un ks -.:;f.
singzularly focused warriors, often found leading critical missi0ns
preserve peace and harmeny throughout the land.

Class Abilities: L T .
Divine Grace: Paladins automatically apply their Charisma bonus, if
any, Lo all saving throws.

Lay on Hands: Paladins can cure themselves or l:rl;l'l.t_:‘.nf: n?’ -'.Iamﬂ_gt-:
cqual to their Charisma bonus times their h-.v::? in hit points each day.
The can also use this ability to harm undead in the same way,

Aura of Courage: Begrinning; at nd level, Paladins are immune to {ear.

Smite Fvil: Once per day, Paladins of 2nd level or Pligiler can ﬁ_i'l‘&:!'i.lpl'
to smite evil. This action must be chosen from the menhaL C!phom;w.
menu during combat. The Paladin’s Charisma bonus 1= a._ddu:d to their
altack roll, and if they hit, 1 point of additional damage is done per
level of the Paladin,

Turn Undead: When a Paladin reaches Ard lex':~| 'll_'ue_-,: gain thr:. ai‘:lilt}r
to turn undead. A Paladin tums undead as a Cleric of two ]l.:wc dc:xv;r
would, Tf the Paladin is considerably more powerful Lh.ant .e undea

io be affected, the monster may be instantly dr;'-.'stra‘_wf'd. This action
must be selected from the Combat Options menu during combat.

ivi i « ivi 15 beginning at 4th
Cast Divine Spells: Paladins can casl divine spe
Jevel. The Paladin’s spell list can be found on page 98 and spell
descriptions start on page 97,
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Weapon and Armor Proficiency: Paladins are proficient with all sim-
ple and martial weapons, armor and shields.

Other Notes:

Paladins must be lawful good. Charisma increases the power of the
Paladin’s abilities and Strength is vital to their ability 1o be elfective in
combal. Paladins also depend on their Wisdom to determine the

strength and number of their spells; a Paladin needs al least a 10 in
their Wisdom score Lo cast U level spells, and 11 to cast st level spells, etc.

Eanger

Wilderness warriors, Rangers are at home leading expeditlions through
remote and dangerous territory. They dedicate themselves to the study
of the wild areas and their dangers, becoming experts in survival.
Rangers lrack and hunt creatures both magical and mundane, This
knowledge sradually gives them a conmection with nature in all of its
diversily, and many become proficient in simple spells connected with
animals and the earth. This makes Rangers valued advenluring com-
panions {or any groups traveling into unknown places, remote from
civilization. While most Rangers are good folk, seeking Lo protect trav-
elers from harm or unspoiled arcas from exploitation, others are more
savage, as indifferent and mindlessly destructive as nature itself.

Class Abilitics:

Favored Fnemy: Rangers gain favored enemies every 5 levels. Rangers
gain a +1 lo Listen and Spot skill checks and attack rolls involving a
favored enemy. This reflects their experience in batlling against that
enemy, and the knowledge they have gained in careful stody of them.

Cast Divine Spells: Kangers can cast divine spells beginning at dth
level. The Ranger’s spell list can be found on page 98 and spell
descriptions slarl on page 97.

Weapon and Armor Proficiency: Rangers are proficient with all sim-
ple and martial weapons, armor and shields.

Other Notes:

Dexterity is important for Rangers because they tend to wear light
armor and be proficient with missile weapons, Strength is always use-
ful for any warrior likely to be in the front lines of combat. Alsa,
Wisdom is the base for many of their skills, and Rangers need a
Wisdom of at least 11 to cast 1st level spells, etc.
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Rogue ' Borcerer
Often as different from each other as night and day, a Rogue could be | Magic to a Sorcerer is like ale to a Dwarf. It is such a part of their life
anything from a small-time pickpocket to a deadly assassin, a simple that without it, they would be lost. Sorcerers are bormn with an innate
locksmith or a royal spy. ) | 2ill 1o create magic, and spend their carly years learning to
Maost Rogues have a taste for the dangers and challenges hamess and wield that power.
of the frade, such as disarming a trap that could kil
their party, or planning a heist of a well guarded jewel. [ Many of them spend their lives in the endless pursuit of
But they also have ather motivations, often greed, or l.' myslical knowledge for its own sake, adventuring merely to
desperation. Adventuring Rogues are somuetimes just add to their collection of spells, or to hunt down compo-
waiting for their chance to make ofl with the reasure, . nents for a lost cantrip. Yet other Sorcerers take their magic
but athers genuinely wish to help out a group of would- for gpranted, and join in an adventure for their own reasoms,

be heroes, by scouting and checking for lraps, Complex be they boredom, groed, or the chance to make a difference,

characters, [ew Rogues have only one reason for doing whal they do. T

Cast Arcane Spells: Sorcerers can cast arcane spells beginning at 1st
level. The Sorcerer's spell list can be found on page 98 and spell
descriptions start on page 97

Class Abilities:

Sncak Attack: Whenever Rogues can vatch their targets [lal-footed, or
otherwise not :lHﬁ!ndiTlg themselves effectively, they autematically do
more damage {1d6 at 1st level, and an additional 1d6 for every two
levels after that). Sneak Attacks are made whenever the Rogue’s target
is flanked, or whenever the target would not be able Lo use their
Dexterity bomus (whether they actually have one or not). A Sneak
Attack requires that the Rogue be able to locate the targel’s vital Oiher Notes:

organs; as such, undead and constructs are immune to this special Sorcerers depend on their Charisma to determine the strength and
ability. number of their spells. A Sorcerer needs al least a Charisma of 10 to
cast 0 Tevel spells, 11 to cast 1st level spells, ete. Dexterity and
Constitution are also vital because Sorcerers usually do not wear
armor while casting spells due to the chance for spell failure and they
have very few hit points.

Weapon and Armor Proficicncy:
Sorcerers are proficient with all simple weapons and armor, but not
shields.
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Evasion: Al 2nd level, if a Rogue makes their Reflex saving throw to
take only half damage from an atlack, they instead take no damage as
a result of their quick movements.

Unecanny Dodge: Starting at 3rd level a Rogue retains (heir Dexterity
modifier to AC even if caught (lal-footed. At 6th level, the Rogue can
no longer be danked.

Deciding on Your Aligrnment

Your character’s alignment is an expression of their personality and
view of life, Good characters protect innocent life, while evil charac-
ters try lo corrupt or destroy it. Lawful characters are honest, respect-
ful of law and tradition, while chaotic characters do things their own
way, and are distrustful of authority.

| —— i — —

Weapon and Armor Proficiency: Rogues are proficient with all simple
weapons and armor, but not shields,

Orher Notes:

Dexterity is key for Rogues; their skills rely on it, and it also provides
the lightly armored characters some additional defense, Intelligence is
also important for certain skills. A foolish Rogue can quickly end up dead. 5
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points fromn these scores if they so desire o add more points (o their
pool for other ability scores, Otherwise, you start with 25 points to
spend. You can add to this point tolal by lowering your base score in

| an ability. Keep in mind that a low score in any ability will place your
character at a disadvantage in some siluations.

The number of points il costs o raise an abilily score can be seen in
] Table 1-5: Ability Point Costs, below. As you spend your points, the
| total at the top of the screen decreases. Onee you have spent all your
puints, click on Mear to proceed.

hose extremes, Your class may
prople with cerlain t}-pes'nilpcr—
an alignment tor

Meutrality is a balance point bemrﬁI;Jnt
: it your choice jrament; oy
ectrict vour choice of alignmen ¥: ik
e it drawn Lo certain 1’!1‘0&:55111115. Click om

sonalities are ot and click on MEXT to con-

|

|

|

brief description of each. Select an |
linue un and chioose your stats. |

Table 1-3: Class ﬁliﬁ“m“"tfﬁ'ﬂm.im— a !
o T Al Ao r
" BarBARIAN o lwEn: {
CLERIC Any |
FIGHTER oy |
MoNK Omry LawFuL t Note: You cannot proceed to the
PALADIN OnLy LawrFuL GOOD next menu until all of your points Table 1-3: Ability Point Costs
- ANY ! have been spent in this fashion, ABILITY SCONE PoINT CosT
ARY -1 |
Aot These costs precede racial modi- =
SoRCERER hx | fiers, so for example, it only costs 1516 2
twor points for an EIF to raise their 17-18 3
Htatd Dexterity from 16 to 17, not
ing Your . P ET—— : i o
iﬂeﬂh ,351_ assign poinls bo your o haracter's six ability ruauren._;ﬁ;s three points
o WO T 3 41 Fach ability is descrbe
7 : 7 . character is good al. Fac i .
helps 1.;.1 define n}l‘mt m:.'ﬁh:-ith : baHE of B in each ability, plus or | Strength (8tr2
in detail below. You begl If vou chose to play either a Cleric, Strength measures your characler’s muoscle and physical power. This
minus any racial i ﬂ: pinis to raise their Wisdom or | ability is especially important for Fighters, Barbarians, Paladins,
sl Raﬂt’.il'-hl"l' Sﬁﬁ;ﬁ; h:er: sw'-nt automatically to give them a | Rangers and Monks because it helps them prevail in combat,
Charisma to 14 Rave alteat - with: plavers can freely subtract :
range of spellcasting potential o begin with; players ca } (
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You apply vour character’s Strength modifier to;
= Melew attack rolls
+ Damage rolls for melee
* Determining your maximum encumbrance level

Dexterity (Dex)

Dexterity measures hand-cve coordination, agility, reflexes and bal-
ance. This ability is the most important ability for Rogues, but it's also
high on the list for characters who typically wear light or medium
armor (Barbarians and Rangers) or none at all (Monks and Sorcerers),
and for any character that wants to be a skilled archer

You apply your character’s Dexterity modifier to:
= Ranged attack rolls, such as with bows
« Armor Class (AC), provided Uhe character can react to the attack
* Reflex saving throws, for avoiding fireballs and similar attacks
*+ Move Silently, Tide, and Open Locks skill checks

Constitution (Cand

Constitution represents your character’s health and stamina.
Comstilulion increases a character's hit points, so it's irmportant for
everyone, but most important [or Fighters.

You apply vour character's Constitution maodifier to:

* Fach Hil Die {though a penalty can never drop a Hit Die roll below
1—that is, a character always gains at least 1 hp cach time he or
she goes up a level)

* Fortilude saving throws, for resisting poison and similar threals

* Concentration skill checks

Il a character’s Constitution changes enough to alter the Constitution
modifier, his or her hil points also increase or decrease accordingly.

Intelligence (Int>

Intelligence determines how well your character learns and reasons,
It's important for any character who wants to have a strong assort-
ment of skills, Animals have Intelligence scores of 1 or 2. Creatures of
humanlike Intelligence have scores of al least 3.

You apply your character's Intelligence maodifier to:
* Search, Disable Device, and Spellcraft skill checks
* The number of Skill Moints your character receives each level

|
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Wisdom (Wisl

Wisdom describes a character’s willpower, commom sense, perception
and intuition, Compared to Intelligence, Wisdom is more related to
being in lune with and aware of one's surroundings, while Intelligence
represents one's ability o analyze information. An "absent-rnindecd
professor” has a low Wisdom score and a high Intelligence score. A
simpleton with low Tntelligence might nevertheless have great insight
(high Wisdom). Wisdom is the most important ability for Clerics, and
it's also important for Paladins and Rangers. If you wanl your charac-
ter Lo have keen senses, put a high score in Wisdom.

You apply vour character’s Wisdom modifier Lo
= Will saving throws (for negating charm person and other spells)
= Heal, Listen, and Spot skill checks

Clerics, Paladins and Rangers get bonus spells based on their Wisdom
scores. The minimum Wisdom score needed to cast a Divine spell is 10
plus the spell’s level.

Charisma (Cha)

Charisma measures a character’s force of persomality, persuasivencss,
personal magnelism, abilily Lo lead and physical attractiveness, It rep-
resents actual personal strength, not merely how others perceive one
in a social setting, Charisma is most important for Paladins and
Sorcerers. |t is also important for Clerics, as il affects their ability to
turm undead,

You apply vour character's Charisma modifier to:
= Turning checks for Clerics and Paladins altempting to twmn zombies,
skeletons, and other undead Sorcerers get bomus spells based on
their Charisma seores. The minimum Charisma score needed Lo
cast an Arcane spell is 10 plus the spell’s level,

Ability Modifiers

Each ability, after changes made because of race, will have a -5 to +5
maodifier. Table 1-6: Ability Modifiers and Bonus Spells shows the
mudifier for each ability, based on its score, Tt also shows bonus spells,
which you'll receive if vour characler is a spellcaster.

The modifier is the number you add to or subtract from the die roll
when your character tries to do something related to that ability, For
instance, you add or subtract vour Stremgrth modifier to your roll when
you by 1o hit someone with a sword, You also apply the modifier Lo
some numbers that aren't die rolls, such as when you add or subtract
your Dexterity modifier to your Armor Class (AC). A positive modifier is
called a bonus, and a negative moedifier is called a penalty,
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¢ ahility that spells relate o depends on w L ; yied
o are: ﬂ-‘iqdompsrr Clerics, Paladins and Rangers, and Charisma for Personalizing Your Character
e I. addition to luu:in,'.'.‘, a high ability score, a spellcaster must | If you are creating a Sorcerer, you will need to pick his or her starting
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Viewing the New Character Boreen
The View Stats screen provides you with detailed information about
vonir character’s stabs, skills, spells and items.

On the left side of the screen are the character’s basic statistics.
Underneath the name are the number of experience points he or she
has earned, and the number needed to reach the next level. Below that
are hil points (next to the heart icon), armot class (next Lo the shield
icon} and current amount of party gold (next to the coin icon), A repre-
sentation of your character, called the paper doll, L.hlﬁws currenily r
equipped items, and is to the left of the list of abilities and each stal’s
ahility modifier.

Directly below your paper doll is a box for Effects that may be in Plac&
on vour character. These Tfiects can range from spells, with dm.-atmns
listed in parenthesis after the spell name, to 'p(‘li.‘_-'ul]]'ll or level drain, .
Time passes differently outside of combat so duranu:mn. fnr_ef_&-:-b‘. will
tick down faster accordingly, Spells that have durations might appear
multiple times if multiple versions of the spell have been cast on the
same character; omly the highest duration listed is the actual amount
of time that spell will last.

The right side of (he New Character screen displays one of .EU'!II‘
Information windows — the INVENTORY window, the SPELLS window,
Uhe SkiLes and Fears window, and the S1ars window. You can bogrgle
hetween the windows by clicking on the icons along the top of the
Information window. Above the Information window are your charac-
ter’s alignmenl, race, class and level.

Levels and Experience Foints

Expericnce points (XF) measure how much your character has learned
and how much he or she has grown in personal power. Your Chﬁ.‘l’_ﬂi?bﬂ]‘
earns XP by defeating monsters and other opponents, as weﬂt as [ind-
ing secret doors, picking locks, disarming traps, and Fm.-nplel.mg
quests. When your character’s XT' total reaches .the minimum fora
new character level, he or she poes up a level. Experience Ia.nd hl.r-.-eis
are explained in detail in the section "Gaining Experience” starting on

page 86.
Hit Points

Hit points represent your character's overall health. If a character )
takes damage, his ar her hit points are reduced. If he or she rests or is

—
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healed, they increase. When a character’s hit points drop to 0 or below
he or she is rendered unconscious and is dying. At the end of every
tound there is a chance of losing another hit point, or stabilizing to
prevent losing any mon: health, If a dying character is treated by
another character successfully using the Heal skill or casting a healing
spell, he or she will be stabilized and will not lose any more health. If
a character’s hit points reach -10 or below, the character dics.

Fach character gains a number of hit peints cvery level, depending on
a roll of the Hit Die for their class plus their Constitution modifier,
Mew characters begin the game with the maximum number of hit
points for their Hit Dic plus their Comstitution modifier. Each class’s
Hit Thie is Tisted in Table 1-2: Skills and Hit Dice by Class, starting on
page 24 When a character attains second level, additional hit points
are tolled randomly, Tt points for mulliclass characters are rolld for
whichever class the character advances in.

Armor Class

Armor Class (AC) represents how hard it is for opponents to land a
solid, damaging blow on your characlers. I1's the attack roll result that
an opponent needs Lo achicve to hit the character, The average, unar-

mored peasant has an AC of 10, Armer Class is explained in mon:
detail on page 93.

Gaold

The unit of money in TOOL OF RADIANCE: RUINS OF MY TH
DRANMOR is the gold piece. As vour party defeats monsters and
{inds treasure, the total gold for the party is shown here. In multiplay-
er yames, all gold is divided evenly amongst the party members, and
each character only has their personal gold to purchase goods with.

Paper Doll

This is a representation of the equipment your character is currently
wearing, The miniature you selected tor the character is the default
image, but armor, boots and other items will be placed over the char-
acter’s clothing lo show what type of items are equipped, and the
weapon in the paper doll's hand changes as appropriate as well. Sloks
for putting rings on your right and left hand and for wearing a neck-
lace appear below the paper doll. To the right is a quiver slot where
you can place ammunition for a bow. You can change the iterns the
character has equipped by dragging and dropping them from the
inventory window, described in the next section,
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Btatistics

These are your character’s six ability scores, described under
Selecting Your Slatistics” on page 34. The ability check modifiers are
listed next to each ability. A green number for an ability modificr indi-
cates a bonus, while a red number denotes a penalty,

The Inventory Window

The Inventory window lists the items that your character is currently
carrying in his or her backpack. Any weapons, armar o other items
that the character is wearing appear in the paper doll section of the
Mew Characler sereen, described above.

Right-click on an item in the Inventory window to find out what it is.
T move Weapons or armor from your Inventory to your character,
simply left-click on the item, and hold down the button while drag-
ging the item onlo the appropriate slot on your character’s paper doll.
Release the button to equip the item. If the character is already using
an object of the same type, such as a different suit of armer, the origi-
nal ohject appears in the Inventory window. You can equip one suit of
armor, one pair of boots, one pair of gloves or gauntlets, one necklace
or amulet, one ring per hand and either a single-handed weapon and
shield or one two-handed weapon per character. You can also have
one type of missile for your bow ready Lo fire; if you have nothing in
this slot you will fire from an unlimited supply of normal arrows,

The Spells Window

Here, it your character is a spellcasler, vou will find a list of all the
spells they can possibly cast. As a character goes up in level, the spells
available to them also increase, Sorcerers are given a choice of new .
spells at each level, while Clerics, Malading and Rangers are aulomati-
ca[l}f_ granted all their spells for the spell levels available to them, The
maximum number of spells of cach level that the character can cast
each v:_ia}-' i listed alomg with the currenl number remaining, Spell
descriptions can be found in Chapter 5: Lore of the Realms, slarling
on page Y5,
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The 8kills and Feats Window

This window lists the skills, feats and class abilities the character pos-
seses. Skills represent a variety of abilities, and characters improve in
them as they go up in level. Skills are determined by class and are
described in detail starting on page 85 in Chapter 4: Experience and
Equipment. Feals are special features of your character that give them
new capabilities ur improve ones they already have. Unlike skills, a
feat has no ranks, A character cither possesses the feat or they don'L
Feats are also determined by class, and characters receive new feats as
they go up in levels. Feats are explained in detail beginning on page
B2, also in Chapter 4. Finally, class abililies are special traits of the
class that make them special and different from other classes, Class
abilitics are detailed in the "Picking a Profession” section, beginning on

page 24

The Stats Window
The Stats window lists several important statistics for your character:

Attacks

Ihere are three numbers in the Attacks category, Base, Melee and
Ranged. The character’s class and level determine base attack value, as
shown in Table 1-7: Base Save and Base Attack Bonuses. Melee attack
is a combination of the Base altack and the character's Strength modi-
fier. Ranged attack is the character's Base attack plus his or her
Dexterity modifier, if this modifier has not been cancelled out by the
armor your character is wearing, These numbers are added to the roll
vou make on a dN when the character launches that kind of attack.

P
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BARBARIAN
~ iy
Bose S Roms . g
Base Attack Bonuses RANGER :;:::l
il SORCERER
Crass Base Basr Base Base
LEvEL Saves ATTACK ATTACK ATTACK
1 H+2 +1 +0 +0 :
2 ++3 +2 +1 +1
3 +1/43 +3 +2 +1
4 +1/+4 +4 +3 +2
5 +1+4 +3 +3 +2
f +2/+5 +h+1 +1 +3
7 +2145 ++2 +5 +3
8 +2f+h +H{+3 +oy+1 +i
9 +3/46 +9/+4 +H+1 +4
10 +3f+7 +10/+5 +7/42 -
11 +3/47 +11/4+h/+1 +8/+3 +5
12 +4+8 1204742 + 0 +h+1
13 +4/+8 +1I+5/+3 +0/44 +hy'+1
14 +4/+9 +14/4+9/+4 +10+5 +7/+2
15 +3/+9 +15/+10/+5 +11/+6/+1 +7+2
16 +5/+10 +1a/+11/+6/+1  +H12/+7/+2 +5/4+3

Note: For base attack bonuses, numbers after a slash indicate addilion-
al attacks are possible at a reduced bonus,

Baving Throws

As they travel through the perils of Myth Drannor, your characters
have more to worry about than just taking damage, The paralvzing
touch of a ghoul, the poison of a naga, and the grasp of a shadow are
all threats whese danger cannot be avoided with a shield or a dodge alone.




S

T e,

Stars Winbow

]46 '

Luckily, a seasoned adventurer can survive these attacks through a
mixture of experience and good luck,

Generally, when a character is subject to an unusual or magic attack,
he or she gels a saving throw, similar to an attack roll to avoid or
reduce the effect. This is a 1d20 roll plus a bonus based on the affected
character’s class, level and ability scores. The saving Lhrow stalistic
gives that bomus for cach of the three different kinds of saving throws:

Fortifude: These saves measure a character's ability to stand up to
massive physical punishment or allacks against }'4:[1.:1' vitality and
health such as poison, paralysis, and magic thal causes instant death.
Constitution modifies Forlitude saving throws.

Reflex: These saves test the adventurer's ability to dodge massive
attacks such as a Sorcerer's fireball or the lethal breath of a dragomn,
Deexterity modifices Reflex saving throws. '

Will: These saves rellect a character’s tesistance to mental intlucnee
and domination as well as many magic effects. Wisdom modifiss Will
saving throws.

Armaor Class

This statistic represents how hard it is for opponents to land a solid,
damaging blow on the character, s the attack roll result that an
opponent needs to achicve to hit vour character.

Itis equal to the following:
10+ armor bonus + shield bomus + Dexcterily modifier + sive modificr
+ uther modifiers

Armor and Shield Bonuses: Armor and shield each privide a bonus to
AC. This bonus represenls their ability to protect the character from blows.

Dexterity Modifier: If your character’s Dexterity is high, they are par-
ticularly adept at dodging blows. If their Dexterity Is low, they are par-
ticularly inept al it. Note that armor limits your Dexterity bonus, so if
the character is wearing armaor, they might not be able Lo apply their
whole Dexterity bonus to their AC (see lable 4-3: Armaor), )
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Size Maodifier: The bigper a creature is, the easier it is to hil in combat.
The smaller it is, the harder il is Lo hit. Since this same modifier
applies to altack rolls, a H.‘J|f|ir1H, tor example, doesn't have a hard
time h]tt'ing another lalfling. Characters in POOL OF RADIANCE:
RUING OF MYTH DEANNOR are medium sized, except for halflings,
who are small. Size modificrs are as follows: TTuge -2, Large -1,
Medivm +, Small +1,

T

Other Modifiers: Many other things add to a character’s AC, such as
the bonuses [rom magically enhanced armor and protective spells.

A s, there is an AC bonus for fightling defensively, called a dodge
bonus. Delensive fighting is a choice on the Combat Options menu
(DEFEND). Any situation that demies a character their Dexterity bonus
also restricts their dodge bonus. (Wearing armor, however, does not
limit these bonuses the way it limits Dexterity bonuses to AL

Initiative

During each combat round, each combatant gets to do something. The
combatants’ mitiative checks delermine the order in which they act,
An inilialive check is a roll of a D20 plus the character’s Dexlerily
muodifier; therefore a character's Iniliative bonus is usually equal to
their Dexterity modificr. The creature with the highest iniliative goes
first. If twor combatants have the same initiative check result, the one
with the highest Dexterity goes first.

Check Penalty and Arcane Spell Failure
Characters that wear armor heavier than leather have a penalty to use
some of their skills, This statistc gives that penalty, il any. Also,
Sorcerers that choose to wear armor have a chance of spell failure
depending on the type of armor they are wearing,

Both of these statistics are explained in greater detail in the section on
“Armor” starting on page 93 in Chapter 4: Experience and Equipment.

Movement Rate

This displays how many [eel a character can travel in a given round
and still be able to take an action in combat. Characters may travel up
to double this number in a round as a full action, or up to four Hmes
this number il running. A character's Movement Rale is affected by
how encumbered they are, as mentioned in Chapter 2: Adventuring
in Myth Drannor, The Base Movement Rate for IHumans, Elves, Half-
elves, and Half-ores is 30, while for Dwarves and Halflings it is 20,
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Choosing a Party

Cmice von have created a few characters, il is time to build vour party.
Keep in mind that a mix of skills is needed for an adventuring group
to be successful. You might want to have at least one or two good
Fighters, an offensive spellaster and a character who can heal, It i
alzo a good idea (o have a Rogue, for their skills at tinding traps and
opening locks. As an allernative to characters who ane very special-
ized, a Fighter with the majority of her points in Strength and
Constitution for example, you may want to consider chowsing a char-
acter with good numbers in several abilities, such as increasing the
Dexterity or Wisdom of the Fighter so that they can effectively multi-
lass as a Rogue or Cleric. This lets you cover all the possible needs of
your party, allhough multiclassed characters may advance more slow-
ly due Lo experience penaltes based on that character’s favored class.

Add a character to your party by selecting the character from the char-
acter roster, and clicking App 1o ParTy. You start the game with up o
[our characters, but there will be oppartunities o add NPCs (non-
player characters) to the party as vou explore Myth Drannor. When an
NPC joins Lhe adventure, he or she is treated like any other party
mermnber, and you will control his or her actions. At any anc time, the
maximum number of characters in the party is six

When you have decided on your party, seloct SrarT GAME to begin the
adventure!

heter 2
; iguring n

Myth Drannor
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ADVENTURING IN MYTH DRANNOR

Halfway between Hillsfar and Mistledale, in the hearl of forest grown
grim and dark with time and tragedy, lie the ruins of Myth Drannor,
The dead possess the area by night, and a mixture of unsavory charac-
ters squabble over the ruins by day, Any who venture inlo this dan-
gerous territory must be ready for battle at any time and alerl Lo more
subtle threats, as well. Myth Drannor holds many mysteries, bul few it
will willingly share...

This chapter should prepare you to lead your party through the dank
passages and abandoned halls of this fallen cily. The rudiments of
game play are covered in “Basics of the Game" below, and a complele
deseriplion of the interface can be found in the secion "Understanding
the Adventure Screen” slarling on page 6. Details on controlling vour
characters starts on page 59, under "Managing Your Party” and specific
information on individual characters and the items they are carrying is given
in "Knowing Your Characters” on page 2 'lo jump straight infbo an explana-
tion of combat, see "Defealing Your Enemies” beginning on page 66,

Basics of the Game
When you start the game the Adventure screen appears (see the sec-
tion following for details on that screen),

Who ig the Dungeon Master?

The Dungeon Master is your guide to the dark passages and forgotten
secrets of Myth Drannor. He will describe the items you find and the
areas you explore, communicating with you mostly through text on
the screen, but m‘n‘aﬁiuﬂu]ly through spoken dialogue as well. As your
characters perform achons, he informs you of their resulls. Somebmes
the information he provides is briel and quickly scrolls off the bottom
of your screen. For example, as the Dhungeon Master is running com-
bat, successes and failures alike are reported and discarded rapidly.
But be assured any vital information he gives you can be read at your
own pace, typically in the upper righl hand comer of the screen.

You would be wise to pay attention to the Dungeon Master. Amidst
his narratives will be many clues, vital to solving the mysteries of the
Pool of Radiance!
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The mouse is used to control almost all aspects of the game, The cur-
sor changes as you move the mouse, to rellect the action that will be
taken if you left-click on that area. For example, the Move cursor
appears when vou run the mouse over land the party can walk to, but
it changes to the Use cursor when the monse passes over a barrel that
v can smash or search, Right-clicking on an area will either give you
more possible actions, additional information on the object you are
clicking om or information about the selected characler, known as the
Character Menu. This is described on page 62 Occasionally, interacting
with an object will require you to give an object [rom your Inventory.
In these cases, lefi-clicking on the object with the Use cursor will cause
the message "You may attempt to give or use an ilem" o appear. You
may Lhen right-click on the object to determine how to further interact
with it.

Move h
When the Move cursor is active, left-click to send the selected & :

character, or party. to the designated spol. Il you right-click
while the Move cursor is active, vou bring up the Character menu for the
active character.

If the characters walk, travel takes longer, but there is more of a
chance of the parly noticing important details such as monsters wait-
ing in ambush. ressing the RI6HT SHIFT key toggles Run mode on and
off, When characters run, they move much mone quickly, but are more
likely to be surprised by monsters, Tven when a character is running,
they are assumed to be aclively searching the arca for clues.

I'ressing the LEFT SHIFT key toggles Move and Acl mode on and off.
When this mode is on, you can initiate actions from a distance, and
your characters will move to that location and then perform the action,
When this mode is off, your characters will approach itermns or objects
that are clicked on but will not perform any further action unless
directed to afterwards During Combat, different movement rules apply,

Transitiom
The Transition cursor signifies a movement between levels in @

the game, such as going up and down stairs between dun-

geon levels. Whenever the cursor is placed over an object that
allows you to move between areas of the game (such as stairs), the
cursor will change to a doorway. Left-clicking on such an object, or
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right-clicking and selecting the option from the pull down menu will
cause the game to transition to the next level

Use -|
The Use cursor appears over objects that can be used in some ﬂ
wav. Left-click t initiate the most likely action — for ::malmple )
opening the door, Right-click to display udditiqnal ;JL)_SSlh]t' actions, If
the party is standing outside a wooden door with an inset, m"..'
harred window, the possible actions might include "open,’ "ok ﬁ.nd
"hreak open The Use cursor will only be present if you are standing
next Lo an object that can be interacted with in some way, unless the
Move and Act mode 15 on. Objects that can be picked up, such as
treasure, can be left-clicked with the Use cursor to open up tho
Tteasure Screen. Right-clicking on the treasure icon will display what
thi: treasure conlains.

Target . rg :
The Target cursor appears when an action, 511.('11 as a skill WY |
being used or a spell being cast, needs to duﬁllg,natre a target,

The Targel cursur will have an X through it it the area unde_r the: cursor
i not a valid target for the skill or spell. Lelt-click wilh Thv. larget cur-
sor om a valid subject to use the skill or spell, or right-click to cancel
the achon completely.

L,
Talk a:-
Maost of the time, NFCs will talk to you when you approach W
them If vou wish to initate o conversation, move the muuse

aver the NPC, The Talk cursor will appear over any MPC the party can
talk to, Teft-click to talk to the NPC or right-click Lo find oul more
information about them. 1l the Talk cursor does not appear, the }\:]PC
has nothing more to say to you at this time, but you would be.wme Lo
come back later and try again, Certain NPCs will have new things to
tell you at later points in the game, so remember thiose figures who
seem to possess a wealth of knowledge as you run across them.

When you have the opportunity to speak to an NP, the diul:_:guv.
appears in the upper right of the screen while your c?nversahlan
options appear in the lower left. Select one of the options to d_mutl: the
conversation onto that topic, Left-clicking on the responses will for-
ward you onto the next piece of the dialogue. Use the SPACE BaR to
continue the dialogue and bring up further topics. As the conversation

progresses, some oplions previously available will vanish while new
OnEs i-]'l.'l‘l'ﬂ.-‘a T

Talk to the lovals whenever you can. They will have valuable informa-
lion for you, ilems to possibly sell or trade, or favors to ask . People
will knoww that your party has been adventuring in the arca, so don't
hesitate to go back to someone you've already talked with to see if
they have advice for your current endeavors,

The Attack cursor appears both inside and outside of com- E
bat when the cursor passes over a hostile NPC. Tharing

combat, the cursor only appears when the selected character is close
enough to the target to launch an immediate attack or if Move and Act
is turned on. Ouiside of combat, vou can lelt-click on any hostile NIPPC
in the area with the Attack cursor to begin combat, If vou nght-click,
limited information about the targel is displayed. Note: a left-click on
a sword cursor may also cause an enemy o initate dialogue and such
dialogues often result in combat - but vou may lind out a wscful tidbit

or two, But be careful, allowing an enemy to draw vou into a long
conversation may result in more cnemics jpining the cnsuing combat.

Attack

Trade/Join Party i

Al times yvou will be given the oplion 1o trade with other Q ‘
characters, or have new characters join your party. Flacing '&
the cursor over Lthe person to rade with will bring up the

trade menn. ems may be bonght by left-clicking and dragging them
onto the appropriate characler in your parly. o sell items, leli-click on
wor party miember whor wishes to sell ibems, then left-click and d[ag
the item to the trader. The gold you receive for the sale will be added
tor the total party gold. Right-clicking om any item in the trader’s
inventory will display information aboul the item and its cost.

T have a character join vou, left-click on the figure and they will be
added to your party, as long as there is a slot available. Remember, the
maximum number of characters for your party is six. If you encounter
an NPC you would like to add, you may need to remove a character
from your parly first. Right-clicking on them brings up limited infor-
mation about the character.
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No Opton

When the No Option cursor appears, nothing can be done ﬂ
with that arca. It cannot be moved,used or attacked. Tf you
lefi-click, nothing happens; if you right-click, the Character menu

HPFH!H.T"'-.

Select

The Select arrow appears over game interfaces like control S
panels and other selectable objects on the screen such as

your parly members, Left-click to select whatever is under the cursor.

Tndicators

Indicalors are on-screen overlays that
provide more information for you.
Most indicalors are turmed off by
default, except during combal. To Lurn
indicators on, simply press the LEFr Aur
ke This will display a set of colored
rings that correspond to the character's
color on their health bar. The number of rings give you an idea of how
healthy the character is: three rings means within 1/3 of full health,
two rings means within 273 of full health, and one ring means the
character is om their last 1/3 of hit points and nearing unconsciousmess.

INDNCATARE

Loot Icons

Throughout the course of the game players will encounter a vast array
of treasure. To help players identify what type of treasures they may
have found, loeot icons have been placed in the game, There are three
basic types of loot icons; the sword and shield jcon, the coin icon, and
the bag of gems icon. The sword and shield icon refers to weapons or
armor that may be present in the pile. The coin icon refers to gold. The
bag of yems icon refers to a mixed assortment of coin, wands, staves,
polions, gauntlets, boots, and other nom-weapon refated items. Right-
clicking on any loot icon will reveal the conlents in the pull divwn menu.
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Hot Keys
Tas Brings up the basic popup menu for the selected

character. The popup menu systerm is described
starting on page 62

Backsiasw (1) Brings up the Character Sheet for the selecled
character, This is explained on page 63

5 Brings up the Skills popup menu for the selected
character

I Brings up the Inventory popup menu for the selected
character

A Brings up Lhe Arcane Spells popup menu tor the

selected character, it the character can cast
Arcane spelis

D Brings up the Divine Spells popup menu Mor he
selected character, if the character can cast
Divine spells

C Brings up the Combat Options popup menu for the

selected character (in combal only)

LEFT SHIFT  Toggles Move and Act moede on and off

RiGHT SHIFT  Toggles Run mode on and off

LEFT AT Toggles Indicators on and off

RiGHT ALT Toggles dice rolls on and off

NuspAp ENTER Togzles Group Movement mode on and off when the
parly is not in combat

Esc Skips a movie in progress: brings up the In-Game
menu described on page o

Space Bar Skips a movie in progress; advances dialogue; skips
the rest of the current character's Lurn in cambal

F1 Shows in-game keymap
P Pauses /Unpauses a movie in progress
CNTL+K Bnaots a player in a multiplayer game

ARROW KEYS Provides secondary control of the camera, allowing
you o change your view of the map, separate from
your party™s movement.

In addition to these hotkeys, you can map commonly performed
actions to the function keys (F2 - F18). Fach character can have up to 9
hotkeys assigned to commonly used spells, skills, or combat abilities.
Too map a function key to an action, simply press and hold the CTRL
key along with the function key you wish to map to (F2 - F10),
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Understanding the Adventure Screen

The Adventure screen is your window into the Forgotien Realms, The
majority of the screen is the Adventure Map, showing the world yvour
characters are exploring,.

Dialogue (rom the NPCs {appearing in white), descriptions from the
Cungeon Master (appearing in blue), and other game information is
overlaid on the Adventure Map. Press the Space Bar, the Enter key, or
left-click om the: mouse to read through the information and continue play.

In the lower lefl corner of the Adventure screen, there are several icoms
in a control panel that access the In<Game menu, open the Cuest Log,
show the time of day and bring up the Maps screen. These options are
described in the following pages.

In the luwer right of the screen is another panel that helps you conlrol
and keep an eve on your party. This second panel is described in detail
in the section "Managing Your Farty" om page 59.

Clicking on cither the up or down armows on each of these menu panels
will cates theerm fo mirirmiac or resume their normal state as appropriate

The In~Game Menu

Click on the Pool of Radiance symbol in the left control panel o pause
the game and open the In-Game Menu. From here you have several
options:

Load Game

This brings up the Load Game
panel. Select the game you wish
tor play and click on Loap, You will
discard your current game and resume the saved one.

Save Game

This brings up Lthe Save Game panel. Type a name for the saved game
in the slot, or click om a name in the list to save over a previous game,
then select SAVE. You should save often; the Forgotten Realms arc
fraught with danger, and especially in Myth Drannor, disasler could
be wailing around every corner. If disaster sirikes and you forgot Lo
save, check the Load Game panel anyway. POOL OF RADIANCE:™
RUINS OF MYTH DRANNOR autosaves your game right before you
enter a new arca.
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Game Settings
This opens the Game Settings panel, described under "Game Settimgs"
on page 17.

Quit Game
This exits the current game and retums you to the Main Menu.

Resume Game
This exits the In-Game Menu and returns to play.

Keeping Track of Quests
As your parly adventures and encounters other inhabilants of Myth
Dvanmor, a variety of quests will be offered to your characters, ranging
from simple [avors to solving the mystery of the Fool of Radiance
itself, In order b keep track of your
progress ON various missions, you
can access the CQuest Lo by clicking
on the book icon in the left control
panel. This pauses the game,

On the left side of this screen s a list
of your currenl Quests, missions
you have not yet finished. Click on a
quest's name to view the latest infor-
mation your party has encountered so far relafing to that quest. You
can use the arrow buttons to scroll either the quest list or the quest
details, You may also review quests vou have completed by clicking
on the ReviEw AccompLisHmEeNTS scction of the quest log, When you an:
finished, click on CLose to returm o the Adventure screen

Keep in mind as you solve these quests, that once you have solved Lhe
myslery of the Pool of Radiance, the game isn'l over. You can continue
toy adventure in Myth Drannor, completing any tasks left undone, or
jusl exploring the area thoroughly. Your characlers will continue to
accumulate experience points and go up levels, You can also use these
characters in new adventures with vour [riends by plaving multplay-
er games, described in detail in the next chapter.

Telling Time
Although the problems in Myth Drannor are quite urgent, there is no
specific date by which all problems must be resolved. 1 herefore, game
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time is fracked only as a series of day and night cycles, The third icon
in the left control panel shows the relative posidon of the sun, giving
you the approximate time of day.

Alsu, the lighting of the world changes as dusk turns to night and
dawn o day. When the sun woes down, be wary, for sinister monsters
flourish in the shadows, Unless you need to travel by night, vou may
wish lo rest in a secure location, safe frim the hands of the unde.:d

Viewing the Maps

As your parky travels the world, maps of the areas you explore are
aulomatically created. You can view these maps al any time by click-
ing om the Map icon in the left control panel. This brings up the Maps
screen. The map of the area you are presently exploring is shown by
default, or you can click on CURRENT MAP Lo bring it up in the Map
window, Click on WoRLD MAP Lo bring up the map of Myth Drannor,
showing how much vou have explored thus far.

The region’s name appears at the top of the screen. You can zoom in
and out on the map by clicking the + and - symbols, and you can
seroll around by left-clicking and dragging the map to reveal the areas
you are interesled in. You can also view
other maps within a mulb-level dungeon
or building by clicking on the arrows
located to the right of the Map View
window,

You can add a nolation flag to the map
by left-clicking on the Note icon (a flag)
and dragging the flag to the place on the
map you wish to label. Releasing the flag
opens a text window, where vou can type in any comments you have.
"I'his text may be no more than four lines worth of type on the screen.
To read the notes you've made, right-click on the flag on the map and
the window appears. You can read the notes, or you can edil them by
backspacing through existing text and inserting new notes. You can
move the location of a flay that is already placed by left-clicking on it
and dragging it to the new location. To delete a flag vou've placed,
left-click on it and drag it off the map,

Managing Your Farty

The: panel in the lower right corner of the Adventure screen allows
you to keep an eye on your party’s health and control their movement
by selecting the leader and setting a movement formation. You can
also order your party to rest from this panel.

Party Health
The colored bars on the left of the panel display each character's health.,
If a character’s bar is (ull, they have all their hit points. As the characher
takes damage, the bar lowers, If the bar empties, the character has fallen
unconscious and may soon be dead. Keep in mind that just because two
characters’ bars are the same level doesn’t mean they both have the
same number of hil points remaining. I a Fighter has a maximum of &)
hit points and a Sorcerer has a maximum of 30 hit points, and their bars
are both al hall, the Fighter has 30 hit points remaining, while the
Sorcerer has only 15!

Characlers can gain back hil points
by resting or being healed. See "Tit
Points' on page 40 in Chapter 1:
Building a Party for more
information.

You can use Lhe health bars to select individual characters, simply by
clhicking on them, You may also use them to target a character with a
skill or a spell; select the skill or spell, then target the cursor over the
health indicator of the character you wish to affect,

Follow the Leader

The leader of the party is indicated by a triangle under their health bar,
The leader is the active member of Lhe party, and when the characters are
in Group Formation, described below, they follow the leader wherever
he or she goes. Youcan make any character the leader of the party by
clicking and dragging the triangle underneath their health bar, Players
may find some advantages in choosing who is the leader of their party:

Oroup and Individual Formations

All the characters in the party are represented on screen at all Hmes.
Usually, thev appear tightly grouped, reflecting that each is following
the leader of the party. While in this grouped formation, all members
of the party are treated as one; only one click is needed to command
them o move, and they all move as one unit.

At times during adventuring, the party comes upon areas of the world
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that must be cautiously investigated. Al these locations, il can bi use-
ful to separate the party into individuals, so that the SfPi-Jltl']I!ESt charac-
ter can scout the area out alone, You can divide the party into
Individual mode at any time simply by clicking on the Group/ Ungroup
butlon un the far right of the panel or by pressing the ENTER key om
the Numlock pad. Note that the party automatically swilches to
Individual mode when it enters combat.

In Individual mode, movement orders are given only to the selected
character, Characlers do nol take turns unless you selecl the rha_racterh
one at a time. Solitary characters are extremely vulnerable lo being
ambushed and surrounded by the enemy, therefore, ynu.r_characlem
will mot be allowed 10 move more than one serecn away from eaich
other. You can join the party back logether by clicking on the
Grour/UNGROUP button again

When the game begins, up Lo four characters in the party are organ-
ized into a diamond lormation based on the order of who was added
tor the party when As characters anz added to the party, I:h.e].' anc
ineorted into the formation where one slol dropped a previous _char.ac-
ter. or the "end” of the current formalion, You may change the forma-
tion at any Lime by switching to Individual mode, rearranging the
characters into the preferred formation, then clicking the Save
Formation button, located in the lower right panel above the Rest t::ul
ton. When you switch back into Group mode, the party will move n
that formalion, This allows you to designate which characters t.akv
point, which are rear guards, and which are protected in the middle of

the group.

When the party needs to move through a space thal dl.'.lll:‘.':i noL accommo-
date the formation, for example, a corridor requiring a single 1'-|I+:Ir the
characters will move through the narrosw space in a “first come first
served order, I you want to change this ordering, you will need Lo
awitch to Individual mede, line the characters up, then save the fnrm.eE—
fion and Te-group. The party will then march in single .[ﬂf_' in the speci-
fied character order, until you change the formation again.

Resl for the Weary
In order to heal and memarize spells, characters must rest. The party
alwavys rests for eight hours at a time, unless disturbec. If they are not

awakened prematurely, they will be fully healed and have regained all spells,

[t is assumed that watch is rotated among the members of the party, I

T
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vour party is disturhed while sleeping, the character on watch is
awake and available [or combal immediately. Others wake up accord-
ing to a combination factors, including whether they ane attacked and
injurcd. Onee they awaken, they
can join combat immediately.
MNote thal a character who is
already awake may strike a
non-damaging blow on his or
her turn to awaken another
party member. This is a

Combat Option.

Since Myth Drannor is a mon- T

ster-infested ruin, not everywhere is a safe place to rest! The closer you
are to monster lairs or other danger zones, the more likely vour parly
will be awakened in the night by a sneak attack, The Rest icon (tent) in
the lower right panel switches color as the area becomes maore sale 1o
rest in. Red icons indicate areas so unsafe that vour party cannot sleep,
Yellow indicates an arca you can rest in, but is still susceptible to
ambushes, When the icon is green, usually inside structures, shelters,
caves, or other hidden enclosures, it is completely sale o camp.

When indoors, finding a good resting spot is generally a simple allair:
if the area is clear of monsters, the party can rest, To a degres, common
sense in observing the surrounding circumstances determines i rest-
ing is possible, If you can hear the monsters growling through the
archway to the right, to encamp there would invite attack. On the
other hand, if the party has just cleared a single room with only a
secret door for an exit, and the door is shut, it is likely they will be
undisturbed while they rest,

Adding Members to the Party

As the party adventures, NPCs may sometimes wish to juin the party
for protection, for help in their quests, or for other reasons known only
to them. When you encounter an NPC who wants to join up, vou'll
have the option to add them to the party, but it's not required. Often
the character loiters in the arca for a while, or tells vou where they can
be found if you later change your mind,

If the party already has six characters in it and you wish to add an
NPC, you must remove a member of your party first, If you remove a
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Character Sheel

The Character Shewt is very similar to the View Character screen
deseribed on page 40 of Chapter 1: Building Your Party. 1he key
differences inchade the Dirop icon, which allows you to remaove itemns
[rom your inventory, and the row of parly miniatures along the bol-
torm of the sereen, which let vou quickly switch between Character
Sheets or lrade items among party members. However, such swapping
betwern characters may only be performed outside of combat,

Remove from Party

This option removes the selected character from the party. Any ol the
character’s items that are not first moved to other party members are
taken with them. Characters that are removed from Lthe parly ollen
remain in the area for a short fime, just in case you change your mind.
NPCs will often tell vou where they intend to go if they are asked, and
you may be able to find them later, However, characters that yon ore-
ate and later remove from the party will wander off in search of olher
opportunities tor adventurne it you leave the area (for example, going
to another level of the dungeon). These characters are losl forever.

Inventory
If you select [[Jnventory, a submenu appears, breaking the character's
imventory down into its subcategories: WeAPONS, ARMOR and MAGICAL
ITEMs (potions, Tings, wands, etc), Choosing one of these submenus
opens a list of the specific items in that character’s inventory, Cnee
that list is om the screen, selecting an item acts as it would from the
Inventory window of the Character Sheet. For example, it vou choose
as follows: INvEnTory,; Wearpons/ LonG SworD, the game swaps the
long sword for the weapon the character is currently using. Mow the
character is armed with the long sword. Similarly, if you select a
potion, the character drinks it, or if a scroll is chosen, the characler
reads il Keep in mind that some items, such as wands and staves,
must be equipped before they can be used, To use such an item you
may have to select it twice from the MAGICAL ITEMS seclion...once Lo
equip it and a second time to use its power. Corrently worn and
wielded ibems appear with a + sign next to the name. Ttems whose
name might be longer than the pull down window can be moused
over to extend the name of the item in a floating window,

Skills
This brings up a list of the currently usable skills for the character,
Select a skill from the list, then click on a target on the Adventure
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Screen to use the skill. A character’s skills depend on his or her class
and level. Skill descriptions can be found starling on page 79.

Divine and Arcane Spells -

Simnilar to the Skills option, these choices bring up lists of the charac-
ler's available spells, il any, organized by level, in both types of magic.
The number of spells available to the character is set by their limwvel,
class and ability scores, Click on a spell name to cast the spell. Spell
descriptions can be found starting on page 100

Combat Options
This menu item is only available during combat. Combat Optons are
explained thoroughly, starting on page 67

Your Character's Backpack

Each character is assumed Lo be carrying a backpack that holds their
iterns and equipment. This pack is represented in the game by an inven-
tory grid of squares displaying the backpack’s contents, If a character’s
erid ever becomes full, a 2nd page is created, accessed by the down
arrowy to the right of the grid. In order to move objects from one page to
the other, you musl first make room in the destination page, drop the
itern you want o move, and then pick it op again. Multiple pages can
exist depending on how much equipment that character is corrently
holding, Onee vou are in your invenlory, yvou can use and manipulate
imventory items in several ways,

Using Ttems
To equip a character, drag an item from the inventory grid onto your
characters paper doll. lems such as armor and bools automatically
appear on the character, If the character is already wearing the sort of
ilem being equipped, the two are swapped, and the item previously
being worn is placed in inventory, The same rule applies to weapons,
wands and shiclds: one swaps [or the other. Two-handed weapons are
a special case; equipping a two-hand-
od weapon may cause both a one-
handed weapon and a shield to go
into inventory. Bows are considered
two-handed weapons,

Items such as rings and amulets
must be placed in appropriate "in
use” boxes associated with the part of
the body such items are worm on. In
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the case of pulling on an amulel, if one is already being wormn, the two
swap. The player may also drag a ring to a particular hand slot, and if
that slot already has a ring on i, the two swap, as with amulets, etc,

Potions are uscable simply by selecting the item from your inventory

and dragging it onto the paper doll. Other consumable items, such as
salves and scrolls, must be used from the main game screen, using the
Masicat ITems submenu under Inventory.

Ieins that cannot be equipped nor consumed are assumed to be in
your character’s hand when they are needed, For example, it a key is
necded toopen a locked box, and you have the key, simply right-click-
ing on the box gives vou the option to open the box, If you try to open
the box and you don't have the right key, the Dungeon Master will let
vou know that a special key is needed, Once doors or objects that
rivguire a key have been opened, the key is aulomatically removed
from your inventory,

Certain items canmot be used by select classes, If you ever try to equip
an item for which vour class is restricted (rom using, a dialogue box
will appear informing you of this fact and the item will not be
cquipped.

To trade an item from one character 1o another, click on the ilem in
inventory, and drag it to the miniature of the target character. To drop
an item, drag it to the Drop icon. This removes the item [rom invenlo-
ry and leaves it on the ground. Keep in mind that items that you drop
may not be there when vou return. It might be better to (ind someone
to sell vour excess items to, rather than lose them to the local inhabi-
tants. Be careful what vou sell! Merchants stay in business by resclling
items - an item you choose to sell may not be available to purchase
back later.

Encumbrance

All itemns have both bulkiness and weight. When a character is carry-
ing too much weight it slows them down, making it hard [or them Lo
react with much speed and agility, This is known as encumbrance, The
larger a character’s encumbrance, the more slowly and awkwardly
they move around in combat. As part of managing inventory, you
must decide if it is worth il Lo have vour characlers lug around large
numbers of heavy items, or rather carry only what they need. Of
course, if you've found items that are valuable, but which vou don’t
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currently need, you have a dilemma. You can attemptl to hide Lh:e
objects for a short time, but there are many other beings wandcrmgrd
around the dungeons, so there is a fairly good chance that your horde
will be raided if you venture loo far away, or descend to a different
level of the dungeon.

{ne way lo manage your party’s encumbrance is to sell your extrane-
ous equipment whenever possible, Gold does not add Lo encum-
brance.

Defeating Your Enemies ‘
Diangers lurk around every comer in the S-LI.:I."L]:"-E:I*I passageways and
shattered buildings of the Stillwater. Ballle is a foregone t'lJ1lL1‘l.1[1I':rn,
and vou would be wise to prepar: yoursell as completely as possible.
The I'o]]uwln,g sections describe the combat system for POOLOF
RADIANCE: RUINS OF MY TH DRANNOR.

A i ‘nmbat & Initiative
?ﬁmﬁf entered when one or more of the party :rjx:mburs ventu.rcs
within range of an enemmny, cither deliberately or aec:'l_dmﬂﬂ]]}-; nr.f.\- ]:mn
vou initiate an attack by clicking on an opponent wilh the Altack cur-
;ur, or sometimes when conversations turn unfriendly.

Combat is a special case of the Individual formation. I lbe ]'JEinL};ﬁli‘.:-
grouped, il immediately enters combal in the formalion in whic: 1tE
was sl (Sec Group and Individual Formations on page 5. {JME‘: the ;
party is in Individual farmation (or if it already i), Eamnpla_.}- _1':!_‘1._{.)!.111-'!51
"timed initiative based,” with the turn order determined by iniliabve
die rolls.

At the beginming of each combat, initiatives are mll_u:u?l f:.1r CVery LD‘IITl:.;
hatant in the combat, adjusled according Lo ﬂ:elr. Initiative bonus, The
initiative order that is generated lasts for the entire combat. It can btl:rl
seen al the upper left of the Adventure screen, 1.-\_*1[11 red dragon-hea A
icons representing enemy attackers in the: inidative order. The current-
Iy active character is highlighted.

In order to maintain the pace of the combat, each :-Iura-:'ller is allnt_'ted
a certain amount of time in which to take an action, A thin green line
underneath the cursor that shrinks as the time counts down represents
this. If the time window expires before an action is chosen, the game
moves on Lo the next character in the initiative order, ending the cur-
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rent character’s turn, This time window can be set in the Game Setting

panel, detailed on page 17. For a list of possible combal actions, see
below.

Combat Actions
There are many different things vour characters can do during combat,
A partial list includes:
* Move
+ Attack
= Defend
* Cast a spell
= Use an item
* Interact with environment {ppening/closing doors)
* Go into inventory
* Awaken a party member
* Use a skill (including Heal)

Muost of these options are accessible from the character popup menus
explained in the section "Knowing Your Characters" starting on page
62, Tag opens the Character Menu, § openy the Skills menu, T opens
the Inventory menu and D and A open the Divine and Arcane spells
menus, Press £ during combat to open the Combal Oplions menu,
detailed below. The rest of the actions can be performed using the var-
ious cursors described on page 51. However, some of these cursors acl
somewhat differently during combat than they do during normal play,
Mote; Irems cannot be picked up during combal. Bear this in mind
when deciding to drop something from the Inventory screen.

The Combat Options menu is available during combat on each charae-
ter's turn by pressing © or by right-clicking on the selected character
and selecting Combal Options from the Character Menu. [t lists possi-
ble: combat actions besides simply moving or attacking.

Defend

This option instructs the character to concenlrate on his or her own
defense. This grants the characker a +4 bonus to their Armor Class for
that round, making them harder to hit. Armor Class is explained in
more detail on page 93 in Chapter 4: Experience and Equipment.

Delay

This option delays the character's turn until the end of the combat
round. This can be a strategic choice; somelimes going first isn't as
valuable as going last. For example, you might delay the actions of
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your Fighter until after your Sorcerer has cast her SLEEP spell. This
allowys the Fighter to attack an opponent that wasn't affected by the
spell, instead of an enemy at random. Any character that delays, how-
ever, will always act at the new place in the initiative order unless they
use the Refocus ability explained below.

] 68 I}rrmrﬁiaﬂ‘fuhﬂﬁ ENEMIES

Refocus

This option requires the character to give up all actions and movement
for that burm while they look around and appraise the flow of the bat-
tle. After they complete this achion, the character moves up in the ini-
Hative count, and is positioned as if they had rolled a 20 on their initia-
tive roll. This advantage remains until the end of the combal,

Awaken Party Member

This option allows the characier lo
awaken another party member
who is sleeping either because of a
magical effecl, or because of a sur-
prise attack while the party is
camped for resl. Awakening a
party member requires the charac-
ter to strike a non-damaging bBlow,
so the character must be fairly
close to their intended target.

Special Combat Options

In addition 1o the options described above, other choices may be avail-
able in the Combat Options menu as special attacks, These attacks are
part of the character’s class abilities, or special {eats, and therefore are
described under each class in the section "Picking a Protession” starl-
ing on page 24 in Chapter 1: Building a Party or under "Feals” begin-
ning on page 82 in Chapter 4: Experience and Equipment.

Movement in Combat

During combal, movement is different from normal play, The Move
cursor is used to indicate whether a specific destinabion is within the
character’s movemenl range for that burn., If the Move icon is a walk-
ing stick figure with a plus sign, the area is within the character’s
range which enables the character to still take an action such as mak-
ing an attack or a secomd move. I the Move cursor is a walking stick
figrure, without a plus sign, moving to the selected area will take all
the character’s actions for that turn. If the Move cursor becomes a run-
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ning stick figure, moving to that area will cause the character to run
the maximum distance they can move in a round, Characters that run
lose their Dexterity bonus to AC for that round. If the Move cursor
turis to the No Option cursor, the distance is too far for the character
to travel in one turn,

Special Combat Situations

There are several special circumstances that can arise during combat
allowing a combatant to get off a special allack. Ofien these attacks do
more damage than normal attacks,

Attacks of Opportunity

Im meles, if an opponent breaks off combat to lake another action {cast
a spell, fire a missile weapon, use an item), the attacking monster or
character receives a "free” attack, known as an Allack of Opporlunity.
These can be devastating to your party if you don't take care to avoid
them whenever possible, Keep your spellcasters oul of hand-to-hand
combat, and have your Fighters focus on a single opponent until the
they are killed before moving on to the nexl. Nole thal pivoling in
place to face another opponent does not constitute breaking off fight-
ing in this way, and therefore does not resull in an Allack of
Opporiunity.

Sneak Attacks

All attacks by Rogues against an opponent who does nol receive a
Dexlerity bonus o Armor Class are called Smeak Attacks and do extra
damage to their target, (Note that in the first round of combal, the
opponent receives no Dexterity bonus if atacked before its initiative
has come up,) Tt is easiest to get off a Sneak Attack by making sure the
largel is engaged in combat with one or more of your party before
bringingr in your Rogue to attack their undefended back.

Critical Hits

If any attacking character rolls within the threat range for the weapon
they are using (usually a natural 20), followed by another successful
attack roll, he or she is assumed to have made a "Critical Hit" Like
Sneak Attacks, Critical Hits require that the character be able to locate
the target’s vifal organs in order lo deal extra damage to an opponent,
potentially killing them in a single blow, Creatures such as constructs
and undead, however, lack vital organs and are immune to this extra
damage. There are some common weapons that only require a 19 to
initiate a critical threat, and the Improved Critical feat can decrease
that minimum threat number to 17!
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CHAPTER 3:
PLAYING WITH FRIENDS

As any map of the continent will reveal, there is no brue end Lo any
road. Waterdeep, Calimshan, Hillsfar and Shadowdale, all are connect-
ed by some path, though the way may be hard or steep. For those who
seek it out, the frozen fundra to the north, the steaming jungle to the
south, and everything in belween can reveal an opportunity to adven-
ture, Of course, some find it easicr 1o take on a quest than to succed
at it, but most whe survive are drawn to now challenges again and
again untl their time or their luck runs out. If your road leads you to
Myth Drannor you had better bring all your [riends.

If you've completed the single player campaign and are luoking for
new challenges, or if vou just want to have fun adventuring with your
friends, POOL OF RADIANCE: RUINS OF MY LH DRANNOR provides
you with an ever changing multiplayer gaming environment, playable
over either the Internet or a Local Area Network (LAN).

Before: you begin a multiplayer game, make sure each player’s com-
puter meets the system requirements listed on page 13. To take part in
a multiplayer game, each player must have POOL OF RADIANCE:
RUINS OF MYTH DRANNOR installed on their compuler, and the
game C1 must be in their CO-ROM drive.

Note: Multiplayer in POOL OF RADIANCE: ROMD is handled by
using a single player’s machine as the server. This player is the host or
creator of the game. For optimum gameplay, it is a good idea Lo have
the person with the [aslest Internct connection or most powerful com-
puter system create the game.

Joining a Multiplayer Game

To join a multiplayer game over the Internet or Local Area NMetwork
(LAN), click on MuLTtPLAYER GAME from the Main Men, then select
Jomn Game. This brings up the Join a Multiplayer Game panel. FOOL
OF RADIANCE: RUINS OF MYTIT DRANNOR automatically scans
for games (servers) on any LAN you may be connected to. Any games
it finds appear in the list in the center of the panel. If the game you
want to join does not appear on Lhe list, enter the TP address of the
person hosting the game in the Server Address area, You must know
the 11" address of the game creator in order to play over the Internet.
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Enter a name for yourself in the PLAYER NAME arca. If the game is pass-
word protected, you will be prompted to enter the password in the
PasswORD atea. Select the game you warnl Lo join from the list, and
click on CoONNECT to comnect with the server. When a connection is
made, the Character Arbitration screen loads,

I'he game's host will select a slot for you, and your name will appear
at the top. A default character will be assigned to cach slot. Click on
the Character button to see a list of vour available Player Characlers;
pick one then click on SELECT to choose the character. If there are loss
than six players and vour host assigns you multiple slots, vou can play
more than one character, .

Note: The characters listed are available in the stale of their last save,
be it from single player or multiplaver. For example, if vour character
is 5th level and you increase his or her level to Fth level in cither
game, the next time vou join a multiplayer game vour character will
be listed as Tth level. This does not affect the states of charactors from
saved games in multiplayver however. To play a new characker in mul-
tiplaver, you must first create a character exactly as described in
Chapter 1: Building a Party on page 201

Important: ¥You can nol lake characters from multiplayer into single
plaver.

Mow you must wait while the game crealor decides whether to allow
vina to play that character or not. You can chat with the other players

in the rmom by clicking in the chat text area at the lower-left corner of
the screen and lyping in a message. Press Enter to send the message;

all the players in the room will be able to read il

OOk TeOME

LoG ouT
NALNTH SAME

ENTER Cmat faat
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Onee all the players in the room have chosen characlers and the game
host has approved them, the game will begin.

Creating a Multiplayer Game

T create a multiplayer game select MULTIPLAYER GAME [rom the Main
Menu, then click on Create Game. This brings up the Create a
Multiplayer Game panel. Enter a name for your game in the SESsion
NAME area. Then enter a name for voursell in the PLAYER NAME area. If
you want to be sure only certain playvers will be able to join your
game, you can enter a password for the game in the SEssion
PASSWORD area, You must give this password to all your plavers.
MNext choose whether you wanl Lo slart a New mulliplayer game, or
Loap a saved game.

Loading a Multiplayer Game

Loading a multiplayer game means yvou resume the game (rom vour
last save point, exactly like a single player game. The host may assign
more than one character to the same player depending on how many
people are available to play.

Starting a New Multiplaver Game

If your choose to start a new multiplayer game, the Character
Avrbilration screcn appears immediately. Here vou musl wail for your
players tojoin you, and choose your slots, If vou want o play several
characlers, unlock those slots first and choose your PCs Lo play.

The host's [P address will appear at the bottom of the screen. This
information needs Lo be communicaled Lo the other plavers so that
they can join your game,

To allow a player to join your game, unlock an empty slot by clicking
on the lock icon next to it... Then click on the player name for that slot
and select a playver from the list to control that position. The player
then chooses their character for the adventure.

Omnee a player chooses a character, you have the right to accept or
reject their choice. Click on the magnifying glass icon o open the
Character screen, which is described in detail on page 40. From this
screen you can view the stats, spells, skills and items that the character
possesses, to make sure it fits in with the game vou want to play.
When you CLosE the Character screen you are asked whether you
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want to allow the player to use this character. If vou choose Mo, the
plaver musl pick a different character from their list and the process
starts over again.

Mayers may also be banned from a plaving session either before or
during a game,, To do so, click on the CoNNECTIONS bution at the lower
parl of the screen. This will bring up a list of the players currently
liggrimend om to the host's game, By clicking on the boot feon next to a
Flayer's name, or using the CNTL+K hotkey while in-game, a window
will appear asking you if you are sure you wish to boot that player.
Select ¥ES to do so or CARCEL to retumn to the Character Arbitration
screen, There is also a bulton entitled LISTEN For CoNNECTIONS om this
screen. This allows vou togyrle the host machine’s ability to accepl new
conmnections to their game, The button is set to on by default, but may
be turned @FF by left-clicking on il al any time.

Once all your players have selecled characiers, and you have
approved them, click on LAUNCH Game to load the yame. All slots must
be locked before the game can launch,

Note on Approving Characters: In the multiplayer version of POOL
OF FADIANCE: RUINS OF MYT'H DRANNOR, a party with high
level characters will encounter significantly harder opponents than a
party with low level characters. You may want to keep this in mind
when accepting or rejecting a character fora game, since a single low-
level character may have difficulty surviving the monsters a high-level
party has throwen at them, while a single high-level character may
raise the overall level of the cnemics in the dungeon too high for his
loweer level compatriofs to manage,

Playing a Multiplayer Game

Playing a multiplayer game in POOL OF RADIANCE: RUINS OF
MYTH DRANMNOR is very much like a solo game, however there are a
few key dilferences, discussed in the following sections,

Dungeon Terrain

I make the game more fun for extended play, every me a new mul-
tiplaver game is started a new dungeon area is created randomly,
While Lhe above-ground appearance of Myth Drannor remains the
same, the caverns and tunnels below can be quite different, as can the
enemies fought and treasure gained.
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Combat in Multiplayer

Multiplayer combat is very similar Lo single player combat. At the
start of combat an initiative roll is made, with the highest initiatives
acting first, TTowever, to speed things along or allow time for those on
slower connections, vou may wish to adjust the Combat Round Speed
in the Game Setlings meni,

Multiplayer Individual and Group Maode

Individnal and group modes work basically the same way in multi-
player as they do in solo play. Only the host will have the ability to go
tu group mode while a game is in session. However, any player may
break out of group maode at any Hme to explore by themselves.
Characters will be prevented from straying loo far from the rest of the
party, although some sola scouting is possible.

Character Death in Multiplayer

Character unconsciousness and death in multiplayer is handled exact-
Iy the same as it is in single player. Tf a character dies, that character
may be raised/resurrected later by the other party members. The play-
er remains in the game and is able to chat with other players until
raised /resurrected or they leave the game.

Ckaphr 4

Experience & Equipment
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When a warrior walks into a tavern and spies the proprietor’s trusty
sword, or battle-scarred axe hanging up on the wall three guestions
spring to mind. The first, 1s how many tales he J‘!ﬂﬂ tor tell. Mo DI1J'.-_‘ :
comes through a battle without learning something new, and lmtcnf{ug
1o the stories of a veteran campaigner has saved more than one adun?
turer's life. The second question is where he got hliﬁ weapnn '['ram:lerf.i
learn nol to get too attached Lo their equipment. IElIt'hE'!.HS hapi:_rer:. A
you never know when that monster you're fighting might @a‘:uh. :.n
cat your sword, literally, Any weapon that ],aah moTe tlm.n..a LDL!::FI e
years is something special. But the last question, n:alu.ra]i}-, is what =
could have happened to make the lavern-owner give Up the: thrill «

the road... to pour ale?

=

There are two things your characters are guara.nt.eud Lo gain if they :
adventure in Myth Drannor: experience and equipment. As your char-
acters learn and grow, the following pages should help vou under-
stand their new abilities, and make decisions about how to develop .
them o their utmost. The detailed weapons and armor lists 5huu|# T:d
you in chovsing which spoils of battle to keep, which you should s
and which you should leave where it lies,

s ledin ses and Lypi

is secti escribes cach skill, including its common u : -
I;?::;E;: Each skill is listed by name, with ils key ahi.litdv in pa n.:n:
thesis, This is the ability whose modifier applies to the skill check, The
classes which can learn this skill are listed belonw the name, Fal.}cwn:d
by a detailed description. Different classes nc;umtﬂah_s skill pum{.s at ]_1
different speeds throughoul the game. The skill rank is added to a ro
and compared against a difficulty number set by lhe game o IJL‘LEf—
mine success; if the roll plus the rank exceeds {he difficulty number,
the skill check was successful.

Concentration (Cond

Cleric, Paladin, Ranger, Sorcerer _ o
A character with this skill is particularly good at focusing 'thEJ.r_rmn ;
despite distractions. A Concentration check is made wlhcﬂ the charac-
ter tries to cast a spell despite distractions, such as taking damage,
getting hit by an unfriendly spell, and so on.

T
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Dizable Device (Int)

Rogue Only

A character with this skill can disarm a frap. They can examine a fairly
simple or fairly small mechanical device and disable it. This skill may
be useless against more complicated devices. To use this skill, the
Eogue must be the active character. Press § Lo bring up the character's
skills, then select Disable Device. Leftclick on the object with the
device in il If the Rogue is success{ul, the resulls will show immedi-
ately, and perhaps, in the case of a failed atbempt to disarm a trap,
explosively. A Rogue may only allempl Lo use this skill on a trap onoc;
subsegquent attempts will be unsuccessful,

Heal (Wig)

Barbarian, Cleric, Vighter, Monk, Paladin, Ranger, Rogue, Sorcerer
Use this skill to keep a badly wounded character [rom dying. If a char-
acter has m-;_;;—:ﬁw-' hit puint‘s and 15 Im'.ing hit Pnﬁnts, another character
can make them stable with a successiul Heal check. ' he charactor
regzains no hit points, but he or she does stop losing them, The check is
a standard action thal can be selected at any Lime lrom the Skill menu.

Hide (Dex)

Rarbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer
Characters with hide can sink back into the shadows and proceed
unseen, or approach a menster's lair under cover of brush without
being noticed, Your character’s TTide check is opposed by the Spot
check of anyvone who might see them. This skill sulfers the Armor
Check Peralty detailed in Table 4-3, Armor,

Halfling characters have a +4 o their Hide check because of their
smmall siee.

Ligtern (wWig)

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer
Use this skill to hear approaching enemies or lo delecl someone sneak-
ing up on you from behind. A Listen check may be harder to succeed
at if the noise the character 15 listeming for is very quiet and far away,
or il they are trying Lo hear an opponent that is trying to Move

Silently, Elves and Half-elves receive automatic bomuses bo their Listen
checks,
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Move Silently (Dex)

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer
Move Silently allows characters to snecak up behind an enemy or to
slink away without being noticed. The Move Silenily check is opposed
by the Listen check of anyone who might hear the character. This skill
suffers the Armor Check Penalty detailed in Table 4-3, Armor.

COpen Lock (Dex)

Rague only

A Rogue with Open Lock can pick padiocks, finesse combination
locks, and solve puzzle liocks, The effort requires a little tHme. To open
a lock, the Rogue must be the active character, Pross § to bring up the
character’s skills, then select Open Lock, Left-click on the object that is
locked. If the Rogue is successtul, the door or item will open,

Search (Int)

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogne, Sorcerer
Characters with this skill can find secret doors, simple lraps, hidden
compartmenls, and other details not readily apparent. The Spot skill
lets you notice something, such as a hiding Roguc. The Scarch skill lets
a character discern some small detail or irregularity through active
cffort, You generally must be within 10 feet of the ebject or surface to
be searched. Characters in the party are automatically assumed o be
scarching as they travel, unless they are engaged in vombat. Flves and
Hali-clves receive automatic bonuses to their Search checks,

search does not allow you to find traps unless you are a Rogue.

Spelleraft (Int

Cleric, Paladin, Ranger, Sorcerer

Characlers with Spelleraft are adept at identifying magics in place or
thal are cast at them, This can be effective for learning what magical
repetoire your enemies have at their disposal to prepare the proper
defense.

Bpot (Wis)

Barbarian, Cleric, Fighter, Monk, Paladin, Ranger, Rogue, Sorcerer
Use this skill to notee bandits wailing in ambush, to see a Rogue Iurk-
ing in the shadows, or to see that giant centipede in the pile of trash.
T'he Spot skill is used primarily to detect characlers or creatures who
are hiding, Typically, Spot is opposed by the Hide check of the crea-
fure trying not to be seen, Elves and Hall-clves receive automatic
bonuses to their Spot checks.

Feals

I'his section deseribes each of the Feats that a character in the game
can acquire, Some of Lhese feats can only be developed by certain
classes, while others are available to all characters, Feats are used
automatically when appropriate in the game, You may or may not
directly observe the results of characters performing feats, but if you
watrh the Dungeon Masler information area, there is usually a men-
tion made when a feat is performed.

Blind-Fight

In a manner almost magical, this character knows how to fight in
meler without being able Lo see their foes, Their keenly developed
senses and understanding of how their opponents will attack allows
them to fight just as effectively as if their enemies were painled red.

Benefit: In melee, every time this character misses because of conceal-
ment, the attack is re-rolled one time to see if the character actually
hits, In addition, an invisible attacker gels no bonus to hit this charac-
ter in melew. That is, the character doesn’t lose their positive Dexterity
bonus to AC, and the attacker dowsn't get the usual +2 bonus,
However, the invisible allacker’s banuses do still apply for ranged
attacks.

Cleave

Feeding off the momentum of success, this character follows through
on their powerful blows, stepping over the body of one opponent Lo
attack the nexl

Benefit: If this character deals a creature enough damage to make il
drop (typically by dropping it to below 0 hit points, killing it, etc.), this
character gets an immediate, extra melee attack agaimst another crea-
ture in the immediate vicinity. They cannot take a 5-loot step before
making this extra attack. The extra atlack is with the same weapon
and at the same atlack bonus as the melee attack that dropped the pre-
vious creature. This ability can be used only once per round.

Combat Casting

A spellcaster with this feat is cool under fire, able to weave and dodge
amid the chaos of combat without losing their spell or their head.
Benefit: This characler receives a +4 bonus to Concenlration checks
made to cast a spell under distracting conditions.
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Combat Reflexes =
Always alert to any opportunity, this character can resp:irnd quic }:
amud répea'ted]}' to oppenents who et their defenses down, prossing
any advantage they can find. .
Benefit: When foes leave themselves open, this character may Tﬂﬁkf: a
number of additional Attacks of Opportunily equal to the t_:harac'hfr g
Dexterity modifier. For example, a character r._v1th a Dexterity of 15 can
make a total of three Attacks of Dppcurhmi?}' in a round —the one
Altack of Opportunity any characler i5 o_nhtln._:d by, qﬁ!u:-s bwo n-.u_1rc!
attacks because of his +2 Dexterity bonus. If four goblins muu:f
through the character’s threatencd area, he can make Attacks o
Opportunity against three of the four.

Extra Turning » _ 2
Calling upeon the raw power of their deitics, Clerics a_nd Paladins m.aj.ri
invoke their holy power more oflen than normal against the legions o
evil. : .
Benefit: This feat is available to only Clerics nmi Palading, allowing
them to turm undead four more times per last full rest.

Great Fortitude

o sav this character is tough is an understatement. 'lT‘Ee],- Hnmehc:fwf
find a way Lo keep guing, shrugging off poison of oaaus clouds o

L elily when their compatriols are overcome and recling. _

Benefit: 'This character gets a +2 bonus to all Fortlitude saving throws,

roved Critical
i‘lnliis?:hamcter really knows how to hit where -It. hu.rb- They have an .
uncanny ability to see and exploit weaknesses in their opponents, giv-
ing themsclves opportunities to dish out tremendous amounts rﬂf damagg,
Benefit: When attacking, the character’s critical threat. range is dlu:;u—
bled, For example, a longsword usually threatens a critical .nln a {.:1
20 {two numbers). If the character using the longsword has mPnW
Critical, the threat range becomes 17 through 20 (four numbers).

Improved Initiative _ d
Adept at reading the flow of a battle by being where they need Lo
and knowing what they need to do this character can react more F
quickly than normal in a fight and knows how to getin the first an
the last blow.

Benefit: This character gets a +4 bonus on imitiative checks.

e
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Iron Will

Years of meditalion, years of surviving uncounted danger, or sheer
natural stubbornness have gifted this character with a stronger will
than most. They will not easily {all under the power of persuasion of

magical or mundane nature.

Benefit: This character gets a +2 bonus Lo all Will saving throws.

Lightning Reflexes
Almost nothing catches a character with this feal unawares. Their

amazing reflexes give them just that extra split second to avoid those
attacks that flatten their slower companions.

Benefit: This character gets a 42 bonus o all Reflex saving throws,

Mobility
This characler is skilled at dodging past opponents and avoiding

blows. They are a whirlwind of energy capable of zipping inlo and out
of combatl withoul fear.

Benefit: This character receives a +4 dodge bonus lo AC versus
Attacks of Opportunity. However, any conditions that makes this char-
acter lose their positive Dexterity bonus to AC (if any) also makes
them lose dodge bonuses.

Point Blank shot

The bustle of ballle docsn’t distract this skilled marksman, Unlike
other archers who may prefer to be removed from the battle, they are
perfectly comfortable picking their targets and felling them at close
range.

Benefik: This character gets a +1 bonus to attack and damage rolls
with ranged weapons at ranges of up to 30 feet,

Power Attack

Willing to take chances to make sure their enemy goes down and stays
dowwn, this character understands that sometimes sheer brute force is
worth more than any refined technigue.

Benefit: On the character’s action, before making attack rolls for the
round, this character may choose to subtract half (Power Attack
Increased) or all (Power Attack Max) of their melee attack bonus and

add the same number to all melee damage rolls. This amount may not
exceed the character’s base attack bonus.
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The penalty on attacks and bonus on damage applies untl the charac-
ter’s mext action. Cmce Lhe desired state of Power Attack is chosen,
select a target for the effect o take place. Both {JP‘HUI‘IH can be found
under Combat Oplions.

Frecize Shot

A character with this feat possesses eagle eyes and steady hands, not
to mention nerves of steel. They have such faith in their abilities with
their chosen missile weapon that they don't hesilale Lo shootl an arrow
into the heart of battle. I
Benefit: This character can shoot a missile weapon at an opponent
engaged in melee without suffering the standard -4 penally.

Eun

Whether it was chasing deer through the forest or running from
guardsmen in the city, somehow this character has become exception-
ally fleset of foot, able to leave most other people eating their dusl.
Benefit: When running, this character move fives times their normal
speed instead of four times,

8kill Focue

Dedicated and thoreugh, a character with this feat has become excep-

tonally proficient in the arls of their profession, perhaps because of an
inborm talent, or pute hard work. This special knack shines through in
everything they do.

Benefit: This character gets a +2 bonus on particular skill checks based
om their class as follows:

= Barbarian - Listen
*Cleric - Spellcraft

= Fighter - Spot

*Monk - Move Silently
*Paladin - Heal

*Ranger - Hide

*Rogue - Disable Device
*Sorcerer - Concentration
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Spell Penetration

Either acute study of the flinw of magic or just a natural gift with the
supernatural has enabled a character with this feal to cast especially
potent spells, which breaks through spell resistance mon: I‘L‘ddill',.'
than normal.

Benefit: This character receives a +2 bonus to caster level checks ({1420

+ raster’s level) b beat a creatune’s spell resistance,

Toughness
Through natural toughness, earnest physical conditioning or stmply
the rigors of the adventuring life, a character with this feat is tougher,

able to withstand blows that fell lesser people,
Benefit: This character gains +3 hit points.

Gaining Experience

Experience points (XF) measure how much your character has learned
and how much he or she has grown in personal power, Your character
earns XF by defeating monsters and other opponents, by successfully
solving quests, and by using some skills, like Open Locks. The
Dungeon Master will tell vou when your characters eam experience.
When vour character’s X17 total at least reaches the minimuoam for a
new character level, he or she goes up a level (see Table 4-1:
Experience and Level-Dependent Benefits).

A character can only advance one level at a time, If, for some extraor-
dinary reason, a character gains enough X to advance two or moree
levels at once, he or she instead advances one level and gains pust
enough X1 to be 1 XI° short of the next level. All characters can
advance up to 16th level in any one class, with a combined multiclass
level cap of 32,
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FIGHTER
[able 4-1: BAREARIAN

Rosue

F:E:;}::;c;rf:iint Benefils ::.L?E: MoK _“f': e
Ciass _H'.I'_ _BAHF_ EL_ i E\SE_ Base FesTs ttl::rm
i Bt a3 RS
_1_ _u o 2 A i Hi 1s¥ -

1 1,000 043 #2 +1 +1 - .

3 3,000 #4343 *2 %1 Inn N

4 5,000 +ied M +3 +2 - _

5 10,000 1+ 45 +3 +1 - :

] 15,000 ++5 4B+l 44 +3 e ’

7 1,000 v 45 +7+1 +5 +3 - .
B 48,000 PAfeh  HEED i+ 4 = -

4 36,000 i+ A9 rf+1 +~: dn -

1 45,000 +3+7  AH0ER 2 +i - :

11 35,000 w347 THREL ]+ +3 - A%

12 s, D pifeR | HIETER w+E '+l 5TH 5

13 TH,HHD +Hif+h +1Y+8+3 w44 +hyf+1 - :

14 I e e I+ +if+2 — :

15 105,00 *5H L1515 el D Lyet] o

16 120000  +5HI0 +1R+1 R4 SLfeTHE AEHD -

4o have only one class, and when such a charac'm.r :
:L!;:::::ﬂa;fﬁfei it 15- a mew level in |_'Fmt class. If .}H_m;;:?:i;e]"m”
h.au more than one class or wants 1o acquure a nex_».l-. il;::;;wv at. m.:: ;FTE_
:-hq-:uu:ac which class goes up one level, The T’tht'} clas Tm.i“{cmmmm-
vious level. See the multiclass rules following, bor mo

; . either to
When your characher goes 1.:|:‘| a he'w1 j,'n# amHa;b:eti ::uh]{:gc:;“ ok
raise u'p one of the character” s ex1:lsl.mp_. ¢l dﬁ.sr;;.:h e
irely. Omce you make your choice, several changes maj s
s : "< hase atltack bonus or base save bonus may m‘Epn:!w . 4550
ﬁ‘:z::::-t:; ;_‘.;ﬂ.i.l'l-!-i hit points equal loa random roll of the hit die for the

- thamn }.
Class, u L1} il 5 L 1 n Eld] fier {1111[ oV 5
1 ] P 5 O MITUs ﬂ'l.i:‘ {: ns tubion al eT 1es L]

] GAINING EXPERIENCE 88 ‘

Spellcasting characters gain the
ability to cast more spells as
they advance in levels, (In the
appendix are "Spells per Day"
tables for each spellcasting class,
showing how many spells of a
given level a character can cast.)
Also, many characters gain leals
or new spedial abilities as they
advance in levels.

If your character has just achieved 4th, Bth, 12th or 16th level, you will
also be instructed Lo raise one of his or her ability scores by 1 point. (1t
14 ulc.'—]:,.l toy g above 18.) For a multiclass character, it is the overall
character level, nol the clazs level, thal counts.

Multiclass Characters

All characters start out with a single class, TTowever, whenever a char-
acler gains a level, you may choose o increase the level of their class
or pick up a new class at st level, The character gains all the features
of the new class, as well as a Hil Dic of the appropriate type. For
example, when Garrick, your 3rd level TTuman Fighter, amasses
&,000%5F, vou can choose 1o have him cither become a 4th level Fighter,
or add a class and become a Ird level Fighter /15t level Rogue, If he
becomes a Rogue, when CGarrick has 100X, you can choose to make
himm a 4th level Fighter, a 2nd level Rogue, or take a different class at

1st level. Thus, multiclassing improves a character’s versatility, but at
the expense of focus,

Developing and maintlaining skills and abilitics in more than one class
is demanding. If any two of your multiclass character's classes are 2 or
maore levels apart, your multiclass character sullers a -20% X1° penalty
fur each class that is not within 1 level of his most experienced class.
These penalties apply [rom the moment the character adds a class or
raises a class's level too high. For instance, a 4th level Sorcerer,/ 3rd
level Rogue gels no penalty, bul if thal character raises his Sorcerer
level o 5th, then he receives the -20% penalty from that point on until
his levels are nearly even again.

Arace’s favored class (see Table 1-1: Racial Ability Adjustments on
page 21) does nol count against the character for purposes of the -200%
X penalty. Also, when determining whether a multiclass character’s
classes are even, do not count the character’s favored class.
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A dwarven Fth level Fighter/ 2nd level Cleric sulfers no penalty, nor
does he when he adds 1st-level Rogue to his classes since his Cleric
and Rogue classes arc only 1 level apart. Note that in this case Cleric
counts as his highest class, not Fighter, because Fighter is favored for
Pwarves. A Human's or Half-elf's highest-leveled class is always con-
sidered his or her favored class,

Weaponry

Your party’s effectiveness in combat 15 dependent on the quality of
their weapons and their skill in using them. The types of weapons a
character can use are based on class, and can be found in the class
deseriptions starting on page 24 in Chapter 1: Building a Party.

Weapons are grouped into several categories, These categories pertain
o whal proficicncy is needed Lo use them effectively (Simple or
Martial), usefulness n close combat (Melee) or at a distance (Ranged),
and weapon size (Small, Medium-size, and Large).

Simple and Martial Weapons

All classes are proficienl with all simple weapons. Barbarians,
Fighters, Paladins and Rangers are proficient with all simple and all
marlial weapons.

Melee and Ranged Weapons

Melee weapons are used for making attacks on opponents within 5 to
10 feet, while ranged weapons are projectile weapons that are nol par-
teularly effechve in melee range, A character’s Strength bonus iy
applied 10 damage dealt by melee weapons but not by ranged weapons.

Small, Mediuvm-size, and Targe Weapons

Ihe size of a weapon compared 1o the character’s size determines
whether the weapon is light, one-handed, two-handed, or too large to
use. All characters in Pool of Radiance: Ruins of Myth Drannor are
medinm-size, with the exception of Halflings, who are small.

Light: If the weapon's size category is smaller than the character’s,
{such as a human using a small weapon), then the weapon is light.

One-Handed: If the weapon's size category is the same as the charac-
ter’s (such as a human using a longsword), then the weapon is one-
handed.

T
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Two-Handed: If the weapon's size category is one step larger than the
characler’s (such as a human using a greataxe), then the weapon is
tworhanded. Two-handed melee weapons can be used effectively in
two hands, with a one-and-a-half times Strength bonus to damage
[prowided the character has a bonuas),

Too Large to Use: If the weapon's size calegory is bwo or more sleps
larger than the charactor’s (such as a 1-]alﬂing trying to use a preatsword),
it is too large for the character to use.

Weapon Qualities

It is a good idea for vou to equip most characters with a ranged and a
melee weapon that suit their individoal needs. The size of a weapon
determines how it can be wielded, and how much damage the charac-
ter deals with it A two-handed weapon deals more damage than a
one-handed weapon, but it prevents the character from using a shield, so
that's a trade-off. If the character is simall, tHhey are limited to smaller
weapons,

Depending on the character’s class, they may be able to use more or
fewer weapons, Weapon proficiencies can be found in the class
deseriptions starting on page 24 of Chapter 1: Building Your Party,
There is little use in choosing a weapon for a character that they are
not proficient with. When choosing weapons for your party, keep in
mind the following factors (given as column headings on Table 4-2:
Weapons):

Cost
The price in gold for this weapon, A better weapon is usually more
expensive than an inferior one.

Damage
The Damage column indicates the damage the character deals with a
weapon when they score a hil.

Critical

The entry in this column notes how the weapon is used with the rules
for Critical Hits. When a Critical Hit is scored, the damage with all
modifiers is rolled two, three, or four times, as indicated by its critical
multiplier, and added together.

Naote that bonus damage represented as extra dice, such as from a Sneak
Attack are not multiplied when the character scores a Critical Hit,
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%2 The weapon deals double damage on a Critical Hit.
x3: The weapon deals triple damage on 3 Critical Hit.
xd: The weapon deals guadruple damage on a Critical Hit

18-20/x2:  The weapon 5cores a threat an a natural 18, 19, O 20
{instead of just on a zo) and deals double damage on a
Critical Hir. (The weapon has a threal range of 1820

19-20{x2:  The weapon scores @ threat (a possible Critical Hit) on a
natural 1g or 2o (instead of just on 2 20) and deals
double damage on a Critical Hit. (The weapan has a
threal range of 15-20.)

Range Increment

Any attack at less than this range is not penalized for range, so an
arrow from a shortbow (range increment @ feet) can strike at enemies
up to 59 feet away with no penalty. However, each full range incre-
ment causes a cumulative -2 penalty to {he atlack roll. A shortbow
archer firing at a target 200 feet away guffers a -6 attack penalty
(because 200 feet is at |cast three rangs increments, but not four).
Penalties are displayed under the Target cursor when a character
atlempts to {ire at an enemy whose distance excecds that Weapon's
range increment. Trojectile weapoms can shoot up to ten increments.

Slingys, shurtbows, and longbows are projectile weapons.

Weight

This gives the weapon's weighl in pounds.

Type

Weapons are classified according to types: bludgeoning, piercing, ancd
slashing. Sorne monsters may be partially or wholly immune o
attacks with some types of weapons. For example, a skeleton only suf-
fers hall damage from piercing and slashing weapons. If a weapon is
of two hypes, a creature would have to be immune to both of them to

ignore the damage dealt by this weapon.

Special

Some weapons have special features, such as reach.

.
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Table 4-2: Weapons
(5) = SmarL (M) = MEDIUM-51ZE (L) = LaRGE
Simple Weapons —Melee
EATPON CosT  Damace  Crimical. Rancr  WEGHT Tyee
(S) DGR 2cr 14 14-200-2 — 1y PIERCTNG
(S} HAamMMER, 1ur I 12 - 21n BLUDG BUNING
LUGHT
(5) MacT, TIGHT 5 GF 1wk x2 - G Lp. BLUDGEONDNG
M) Cru
(M) Cruw 1GF 106 %2 - i BLUDGFONTRG
(M) Macr, HEavY 12 GF 1vB ¥2 - 12 LB HLUDGEONING
(L) Quakiupsrarm 1 Ge 106 Al - 4LE BLUTHRRONT
(L) StoomrsFran 2 o 1u8 %3 - 3 [ltl i’l'FRI:N .
’ ']
 Simple Weapons — Ranged
WEAPON Cost  DamaceE  Crmicar, Rance  WEGHT TYPE
(5] Swamu 1GF 104 X2 5l FT. 1w BLUTRRONTNG
Martial Weapons —Melee
Wearon Cosr Damace  Crmicar Rance Wocnr Tyre
(5] Hannave 6 Gr vk x3 - 5L ST ASHTY
: ST ASHING
{5) Sworn, swonr 10 Gr 16 19-My-2 - 3R PLERCING
(M) BariLuaxe 10 P 8 23 - 7B SLASHTNG
(M) EoMcsworn 15 cr 18 19-H-2 - 41E 'ﬂ.t'iHl.'Nl’:
[M) Soimman 15 T 18-y-2 - 418 SLasHy
(M) Wagnavarre 12cr 0 1o8 X3 - Bun T I.Tw'n:*n
_ 2 \ G NG
(L) GGREAT 15 v 1o10 x3 - ik B TEON
A : UG EONING
L) GirEaTAXE X Gr 12 L] - Him SLAsHING
(L) Guearswonn 50 Gp o6 19-202 — 15 um. SLASHING
(L) HALRERD 10 e 1ok K3 £ 15 L8, PIERCING AND
SLASHING
{L) LOMNGSPEAR 5 Gr 1ok x3 - 918 PIERCING
L) Puxe Bor 1010 x2 - 15 Lo PIHRCING
Martial Weapons — Ranged
. | WEAFON _ Cost Damace CrmcAL Rance WecHt Tyee ;
'1| (M) SuosTRow 30 e Inh w3 60 F1. e PIERCING
r:_ (L) Lorcrow 75 GP 1nd LE] 100 7. 31s. PIEI.C!INL:




Armor

The armor your characters wear can make a big difference in whether
they survive a battle, or end up being carried home on their shields,
Effective protection isn't simply a matter of finding the thickest,
stromyest armor your character can carry. You must also take into
account whether the benefits for wearing heavier armor outweigh the
penalties,

Table 4-3: Armor lists the basic types of armor readily available in this
part of the Forgotten Kealms, for your comparison. An explanation of
eavh of the columns follows:

Cosl
The cost of the armor in guld pieces,

Armor Bonus & Stacking

The protective value of the armor. Normal and magical bonuses from
armor and a shield stack. All items in the game thal exhibit magical
bonuses to AC are considered "enhancement bonuses", with the excep-
tion of shields and items that provide Protection bonuses. These two
exceptions provide “deflection” bonuses that will stack with “enhance-
ment" bonuses, but not with other "deflecion” bonuses. Bonuses of the
same type never stack, For example, i a character has Chainmail +3
{AC value +8), a Small Shicld 42 [AC value +3), and a Ring of
Protection+1 (AC value +1), the lolal added to that character’s AC
would be +11 from the Chainmail +3 and the Small Shield +2; in this
case the Ring of Protection +1 would nol stack with the Small Shield
+2 vince they are both of the same type of bonus,

Max Dex

This number is the maximum Dexterily bonus to AC that this type of
armor allows. Heavier armaors limit mobility, reducing the wearer's
ability to dodge blows. For example, chainmail permits a maximum
Dexterity bonus of +2. A character with a Dexterity score of 18 normal-
ly gains a +4 bonus to his AC, but if he's wearing chainmail, his bonus
effectively drops to +2. His final Armor Class would be 17
(10+5+2=17), assuming he has no other meodifiers. (The +5 is the chain-
mail and the +2 is his maximum Dexterity bonus.)

Fven if your character’s Dexterity bonus drops to 0 {zero), the charac-
ter has not lost their Dexterity bonus,

Mote: Shields do not affect the maximum Dexterity bonus.
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Armor Check Penalty

Anything heavier than leather hurts the wearer's ability to use some
of their skills. This is more important for some classes than for others.
The: Barbarian, in particular, faces a trade-off between heavier armor

and better skill checks,

The armor check penalty number is the penalty applied to certain skill
checks, If a character is wearing any armor heavier than leather, he
can’t Hide or Move Silently as well as he would if he wenen't wearing
such heavy armor.

If a character is wearing armor and using a shield, both penalties
apply.

Arcane Spell Failure

Armor interferes with the gestures needed to cast an Arcane spell.
Since Sorcerers face Arcane spell failure chances if they're wearing,
armuar, they usually try to avoid wearing such restrictive equipment. Tf
they do cast a spell while wearing armor, they must make an Arcane
spell failure roll. The numbser in the column is the chance that the spell
fails and is ruined. If the Sorcerer is wearing armor and a shield, the
two numbers are added together to et a single Arcane spell failure
chance,

Speed

Medium and heavy armor slows a character down. Humans, Elves,
Half-elves, and Half-ores have an unencumbered speed of 30 feet.
They use the first column in the table below. Dhwarves and Halflings
have an unencumbered speed of 20 feet. They use the second colomn.
Shields do not affect a character’s speed.

Weight
The weight of the armor in pounds.
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Table 4-3: Armor

(L) = LIGHT ARMOR
[m) = MEDIUM ARMOR
\ (H) = HESVY AmrmoR®

| ATMOR CasT

| {L) LOATLIFR 10 Gr % wrr. 2T 15 LE.

| (LY STUTLLT 23 UF e, T FL ) L5,

LUATHER

‘ (L] CHATN SHIRT e+ +d 2 HFe 3 e, 20 FL 25 1.
[n) HiLE 15 Gr #3  + 4 X% 20 ¥, 15 FL 75 L

| (M) SCALD MATL 50 P +4  +3 4 % 0 Fr 15 A0 LR

| () AT A AL 150 cF  +B +2 5 ) MWr 15T 40 LE.

| (W) HALF-LLALT ghogr +7 0 T P 20 4T 15 ¥ 5l Lo

| {H) FULL PLATE 1,500 G +B  + ] M) et 15 FLS g0 18,
Sagal L, WWOUITHED 3or +1 - =1 5t - - 518

| SEIFLD

| LaRrr1, STIFL 20 e +2 - 2 1%% - - 15 LB

| SHIELT

| When ranning in heavy armor, chatacbers muve anly iriple thelr sprod, not qmdmp!r._\ i

Magic Ttems

Along the course of adventuring, charactets will encounter a multi-
tude of mayical ikems, from magical suits of armor to enchanted
Weapans, wands, staves, potions, ete, Magical ttems fhat have charges
or a limited number of uses will have this pumber listed in p? arenthesis
After the item's name. For example, wand of cure light wounds (100}
Many items need to be ¢ quipped betore they can be use d, such as
ATINOT, WEAPONS, wandls, slaves, gauntlets, rings, amulers, and bpoots.

ter 5
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CHAPTER 5:
LORE OF THE REALMS

Sume say that everything that has ever been known, and all that ever
will be, is written in some book, somewhere. The foolhardy scorn the
library, preferring to learn from experience, while the wise turn to
books, pouring over ancient tomes [or shreds of forgotten knowledge.
The magi are most known for their scholarly pursuits, hunting down
lost spells to add Lo their arvane repertoire, Tlowever, their armuoned
companions would do well to mirror their studies. Uncounted would-
be heroes have fallen prey to dangers described in the pages of
COTMIMON Manuscripts.

I'he following three sections give you detailed information about the
spells your casters can use, the monsters your party will encounter,
and a brief look at the first dungeon in the game.

Spell Library

IPOOL OF RADTANCE:"™ RUINS OF MYTH DEANMOR supports the
&D® 3rd edition spell system as closely as possible. Sorcerers have
spells that arc learned through inborn talent. Sorcerers of the same
level may have different spells, depending on the choices made during
spell selection at the beginning of each level, Clerics, Rangers and
Paladins have deities that thev pray to for spells, and the number of
spells they know is set by class and level, Each time a caster chuoses to
cast a spell, you must select a spell from the spell menu (press Aor D
to bring up this menu as appropriate). The number of spells available
at each level is listed. Onee all of a character’s spells for a level have
been cast, he or she must rest to regain the ability to cast more at that
level. A character’s spell selection may also be limited by circum-
stance; some spells can only be cast in combal, for example.

Some spells have durations that last while a character is within com-
bat, or even after it has ended. These durations are represented by six
different persistent spell effects that float above a character’s head.
Players can look at the different types of spell effects to gauge whether
a spell is having a beneficial or negative result, whether they are
charmed, held, or silenced, The following are the six persistent spell
effects and a sample of the types of spells that fall under their calegory:

e
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On the following pages, the spells available o each class at cach level an:
listed, along with complete spell descriptions, listed in alphabetical order.

Class Spell Lists

Ranger Spells
Level 1

Cure Light Woundy
Entangle

Level 2
Delay Poison
Sleep

Level 3
Cure Serions Wonnds
ol Pasison

Level 4
Freedom of Movement
Meulralize Poison

Paladin Spells
Level 0
Eesizlance

Level 1
Bless
Cure Light Wounds

Protection from Evil

Level 2

Cure Moderate Wounds
Delay Poison

Remove Paralysis

Level 3

Cure Serious Wounds
Dispel Magic

Hold Poison

Prayer

Remove Blindness

Tevel 4
Freedom of Movement
Meuntralize Poison

Borcerer Spells
Level 0 {Cantrips)
Dage

Detect Magic

Disrupt undead

Light

Resistance

Level 1

Burning Hands
Charm Persom
Chill Towch

Mage Armor

Mayric: Missile
Protetion from Evil
Protection from Good
Shield

Shiwking Grasp
Sleep

Level 2

Blindness

Bull's Strength
Cat's Grace
Darkness

Ghoul Touch
Inviﬁibilil}r

Melf's Acid Armmow
See Invisibility
Web
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Level 3

Blink

Dispel Magic
Displacement
Tireball

Halt Undead
Haste

Hold "erscn
Inwisibility Spherc
Lightning Bolt
Slonw

Stinking Cloud
Wampiric Touch

Level 4

Charm Monster

Comfusion

Fear

Fire: Shield

Improved [nvisibility

Minar Globe of bnvulnerability

Level 5
Cloudkill

Cone of Cold
Dominate Persom
Feeblemind
Hold Monster

Level 6

Chain Lightming,

Circle of Death
Disintegrate

Globe of Invulnerability
Wass Suggestion
Repulsion

True Secing

Level 7
Control Undead
Finger of Death

Level 8
Incendiary Cloud

Cleric Spells
Level 0 (Orisons)
Cure Minor Wounds
Dutect Magic

Light

Besistance

Level 1

Bane (reverse of Bless)
Bless

Canse Fear

{reverse of Remove T'ear)
Command

Cure Light Wounds
Inflict Light Wounds
{roverse of Cure Light)
P'ratection from Evil
Protection from Cood
Remove Fear

Shield of Faith

Level 2

Aid

Bull's Strength

Cure Moderate Wounds
Diarkness (reverse of Light)
Delay Poison

Find Traps

Hold Person

Inflict Moderate Wounds
{reverse of Cure poderate)

Remove Paralysis
Silence
Spiritual Weapon

e e
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Level 3 Level 5

Bestow Curse Flame Strike

(reverse of Remove Curse) Raise Dead

Blindness Slay Living

(reverse of Remove Blindness) (reverse of Raise Dead)
Cure Serious Wounds Spell Resistance

Dispel Magic True Seeing

Haold Poison

Inflict Serious Wounds ek

(reverse of Cure Serious) Harm {reverse of Heal)
Prayer Heal

Remove Blindness

Level 7
Remove Curse Destruction
Searing Light Resurreclion
Level 4 Level 8

Cure Critical Wounds
Divine Power

Freedom of Movement
Inilict Critical Wounds
freverse of Cure Critical)
Meutralive Poison

Fire Storm

Poison (reverse of Meutralise
Poison)
Restoration

spell Degeriptions

The following spell descriptions are listed in alphabetical order. Each
description follows the same basic formal, explained below.

Spell Format

This section discusses the spell description formal and some of the
finer points of how spells work.

Name: This is the name by which the spell is generally known.

Level: This is the relative power level of the spell, ranging from level 0
{Cantrips and Orisons) through level 1 and up lo level 8. A spell’s level
affects the difficulty for any save allowed against the spell (see "Spell
Resistance” on page 101). This entry includes an abbreviation for each

class that can cast this spell: Clr {Cleric), Pal (Paladin), Rgr (Ranger)
and Sor (Sorcerer).
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Range: The maximum distance [rom vou at which vou can larget
the spell.

Duration; This is how long the magical energry of the spell lasts,

Target or Targels/Effect/Area: This entry lisls the number of creatures,
volume, weight and so on, thal the spell can atfect. The entry can start
with one of three kinds of headers: "Target” (or "Targets"), "Tiffect,” or
"Area’. If the taryget of a spell is yourself ("Target You"), you do not
receive a saving throw and spell resistance does not apply, The saving

throw and spell nesistance headers are omitted from such spells.

Saving Throw: This entry tells you whether a spell allows a saving
throw, what type of saving throw it is, and the effect of @ successful

saving throw.

Spell Resistance: This entry Lells you whether spell resistance (SR), a
spevial defensive ability, resists this spell.

Descriptive Text: This portion of the spell description delails what the

spell does and how it works,

Aid

Levee: Clir 2

Rawge: lTouch

Durarion: 1 minute/ level
TaRGET: Ome: living creature
Savine THROW: MNone

SPELL RESISTANCE: Mo

Aid gives a +1 morale bonus fo
attack rolls and Will saving
throwes, plus 1d8 temporary hit
points, Temporary hil points are
lost first when the recipient sut-
fers damage; lost temporary hit
points can’t be regained.

Bane

Levee; Clrl

Rawae: 5

Durarion: 1 minute/ level

Area: All enemies within 3017
Savine Tvrow: Will negates
SPELL RESISTANCE: Yes

Bane fills the caster's enemies
with fear and doubt. They suffer
a morale penalty of -1 on thelir
attack rolls and a morale penalty
of <1 on Will saving throws. Bane
counters the Bless spell.

| m—
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Begstow Curse

LEvEL: Clr 3

Ranse: 'Touch

Durarion: Permanent

Tarser: Ome creature

SavinG Tarow: Will negates
SPELL RESISTANCE: Yos

The caster places a curse on the
creature touched causing a 4
penalty on all attack rolls, saving
throwys, ability checks, and skill
checks [or the duration of the
spell, A successful remove curse
spell can break a curse.

Bless

Lewver; Clr1, Fal 1

RansEe: 3017 radius

Durarion: T minute/ level

Area; All allies within 507

Savins THrow: MNone

SPELL RESISTANCE; Mo

Bless fills the caster’s allies with
courage, They gain a morale
bonus of +1 on their attack rolls
and a morale bonos of +1 on Will
saving throws, Bless counters the
Bane spell.

Blindness

LeveL: Clr 3, Sor 2

Range: Medium (100° + 10 /level)
Durarion: Permanent

TagseT: One living creature
SaviNG THRow: Fortitude negates
SPELL RESISTANCE: Yes :

The subject becomes completely
blind. In addition to the obvious
effects, a blind character suffers a
50% miss chance in combat (as all
opponenls have (ull conceal-
mment), loses any positive Dexterity
bonus to AC and grants a +2
brorrnes b attackers” attack rolls (as
they are effcctively invisible),
s at half rate, and suffers a -4
penalty on most Strength and
Diexterity based skills.

Blink

LeveL: Sor 3

RanGE: Perzonal
Durarron: | round/level
TaRGET: Th vaster

This spell canses the caster to
"blink" back and [orth between the
Primu: Material and Fthereal planes.

Blinking confers the following
abililies to the player: hysical
attacks suffer a 50% miss chanee,
the caster suffers only half dam-
age fromm area-effect allacks, and
slrikes as an invisible creature (42
attack, denying her target any
positive Dexterity bonus to AC)

Bull's Strength
Lever: Clr 2, Sor 2
RANGE: Touch
Durarion: 1 hour/ level
TarGET; Cme creature
SaviNG THROW: Mone
SPELL RESISTANCE: Mo
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The affected creature becomes
stronger. The spell in-creases the:
recipient’s Strength by 1d4+1 .
points, adding the usual benefits
to melee atlack rolls, melee dam-
age rolls, Etrcng‘th-relab:d skill
rhecks, et

Mote: Multiple magival increases
1o an ability score do not stack.

Burning Hands

LevEL: Sor

RanGE: 107

DURATION: Instantancous

Area: A semi-viecle with a 10

radius, emanating from the: caster

Saving Throw: Keflex halves

SpELL RESISTANCE: oS

A thin sheet of searing flame

shoots from the caster’s uu:; o
: ineertips, Any creafu

Ef:;:::lufgtm F;Iamee?suﬁnrs 1d4

fire damage per casier lewel, to 2

maximum of 5dd.

Cat's Grace

Level; Sor 2

Rawge: Touch

puration; 1 hour/level

TarGET: (One creature

SavinG THRow: THone

SpELL RESISTANCE: INo

The altered creature becomes .
more graceful, agile, and coordi-
nated. The spell increases the
recipient's Dexterity by 1d4+1
points, adding the usual bept:ﬁts
to AC, Reflex saves, Dexterity-
based skills, etc.

Jauge Fear

Lever: Clr 1

RanGe: Close (257 +57/2 levels)
Duration:; 1d4 rounds

TarseT; (ne living creature
SavinG Torow: Will negales
SpELL RESISTANCE: Yes

The affected creature becomes
afraid, Tt suffers a -2 penalty on
attack rolls, weapon damage
rolls, and saving throws. It flees
from you as well as it can. I
unable to {lee, the creature may
fight,

Chain Lightning

LevEL: Sor &

RanGE: Lony (4007 +401"/ level)
DurATION; Instantaneons

TARGET: One primary target plus
ane secondary target, level with-
in 31 of the primary target
Saving THRow: Reflex halves
SPELL RESISTANCE: Yes

This spell creates an elr;w.lric_a!
discharge that begins as a single
stroke commencing from the cast-
er's fngertips, Unlike lightning
bolt, chain lightning strikes one
object or creature initially, lhn_=1l1 )
arcs (o other targets. The bolt ini-
tially inflicts 1dé electricity dam-
agr_'-per caster level {rn.l.xirnu.l:n
20d6). After the bolt strikes, light-
ning can arc Lo as many second-
ary targets as the caster has lev-
els: the secondary bolls each
strike one target and inilict half
as many dice of damage as the
primarg-,' {rounded down).

¢

——

O

SprLL DESCRIPTIONS

104

Charm Monster

LEVEL; Sor 4

Rawse: Close (257457 level)
Durarion: 1 day/ lewvel

TArGET: One living creature
Savin: Throw: Will negates
SPELL RESISTANCE: Yo5

This charm makes a creature:
regard the caster as his brusted
friend and ally. However, if the
creature is currently being threat-
cned or attacked by the caster or
the caster's allies, it receives a +3
bonus on his saving throw. A
charmed monster will fight at the
caster’s side as if he were an ally
under the party’s control, Any act
by the caster or the caster’s appar-
ent allies that threatens the
charmed monster brsaks the spell.

Charm Person

LEVEL: Sor

Range; Close (257 + 57/ 2 levels)
Durarion: 1 hour/ level

TARGET: Une person

SavinG Tvrow: Will negales [see
toxt)

SPELL RESISTANCE: Yes

This charm makes a humanoid of
Medinm-size or smaller regard
the casler as his trusted friend
and ally, If the creature is current-
Iy being threatened or attacked
by the caster or the caster’s allies,
however, he receives a +5 bonus
on his saving throw. A charmed
person will fight at the caster’s
side as if he were an ally under
the party's control.

Any act by the caster or the cast-
or's apparent allics that threatens
the charmed person breaks the
spell.

Chill Touch

Levee; Sor 1

RanGe: Touch

DuraTION: [nstantancous
TARGET: Une crealure

touched / level

SaviNG THrRow: Fortitude partially
negates (see text)

SPeLL RESISTANCE: Yis

A touch from the caster’s hand,
which glows with blue energy,
disrupts the life force of living
creatures. Each zuccessiul melee
touch attack deals 1d6 damage
and 1 point of lemporary
Strength damage, (A Fortitude
saving throw negates the
Strenpth damage,) The caster can
use this touch attack up to 1 time
peT level,

Cirele of Death

LEVEL: Sor &

Ranse: Medium (1007 +107/level)
Duramion: Instantaneous

Area: Several living creatures
within a 50’ radius burst

Savins THRow: Fortitude negates
Spell Resistance: Yes

Circle of Death snuffs out the life
forces of living creatures, killing
them instantly. The spell slaysTd4
it Dice worth of living creatures
per caster level (maximum 20d4).
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‘The weakest (lowest TTit Die)
creabares in the area are af{ech_-d_
fipst. Creatures with af least U it
Tice or levels are not affected,
nor does a circle of death rqml.l
affect creatures that are not alive,

Cloudlill

Lever Sor 3 .

Range: Medium (1007 +10°flevel)

DuraTion: 1 minute/ level

Fffeck Spreads 3 wide by 2
high

SaviNG THRoW, So tenl

SPELL RESISTANCE: YCS

This spell generates 2 bank of foyg
with ghastly yellowish green
vapors that are poisonous. They
kil any living creature with 3 or
fewer Hit Dice or levels (no save)
and cause creatures with 410 6
Hit Dice or levels ko make :
Fortitude saving throws or die.
Living creatures above & Hit
Diice, and 4 to 6 Hit Die crealures
that make their saving throws,
culfer 1410 points of poison dam-
age cach round while in the cloud.
Holding one's breath doesn’t help.

Command

Lever: Clr 1

RanGE: Close (257 +5°/2 levels)
puraTion: 1 round

TapgeT: One living creature
Saving THrow: Will negates
SpELL RESISTANCE: Yes

The Cleric gives the subject a
one-word command, which the
creature obeys to the best of its

ability. T work, the command
must be audible, inkelligible,
unequivocal, and neither suicidal
nor directly harmtful. Casters
using this spell cause {heir oppo-
nents to hold still for one ruur_mi
(crcatures HO affected are consid-
ered prone for purposes of
attack)

Cone of Cold

LEVEL: Sor 5

RanGE: Close (257 + 5 /2 levels)
DurATION: Instantanenus

AREA: Cone

Saving Turow: Beflox halves
SpELL RESISTANCE: Yes

Cone of cold creates an area of
extreme cold, originating at the
caster’s hand amd extending oul-
ward in a cone. It drains heat,
causing 1d6 cold damage per
caster level (maximum 13d6).

Confusion
LEvEL: Sor 4
RanGE: Medium (1007 +107/ level)
DuraTion: 1 0 uned /level
TarGeT: All creatures withina 13
radius
Saving THrow: Will negates
SPELL RESISTANCE: CS
Creatures affected by this E‘T"?ll
will do nothing for the durabion
of the spell. However, attackers
are not at any special advantage
when attacking then, Any con-
fused creature that is attacked

automatically attacks its attackers

on its next turmn.
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Control Undead

LEvEL: Sor 7

RanGE: Close (257+57/2 levels)
Duration; 1 minute, level
TarseT: Up to 2 HID worth of
undead creatures,level, no hwo of
which can be: more than 3 apart
SaviNG Tyrow: Will negates
5peLL RESISTANCE; Yes

This spell enables the casler Lo
command undead creatures for a
short period of dme. The casler
commands the creatures to attack
other creatures hostile to him or
her i the arca, There @5 no tele-
pathic communication, bul the
creatures understand the caster
despite her language. Even if
communication is impossible, the
controlled undead do not atlack
the spellcaster. At the end of fhe
spell, the controlled undead
revert to their normal behavior,
Intelligent undead might remem-
ber that the caster controlled them,

Cure Critical Wounds
Lever; Clr 4

As cure light wounds, excepl
cure critical wounds cures 4d8
paints damage +1 point per cast-
er level (up Lo +24).

Cure Light Wounds
Lever: Clr 1, Pal 1, Rgr 1
Rance: Touch

DurATioN: Instantaneous
TarGeT; Cme creature

SavinG THrow: MNone (see lext)
SPeLL RESISTANCE: Mo

When laying his hand vpon a liv-
ing creature, the caster channels
positive energy that cures 'd8
points of damage +1 poinl per
caster level {up to 43). Since
undead are powered by negative
energy, this spell inflicts damage
on them instead of curing their
wonds. An undead can atternpt
a Will save Lo take hall damage.

Cure Minor Woundas
Lever: Clr 00
As cure light wounds, except

cure minor wounds cures 1 point
of damagze.

Cure Moderate Wounds
Lever; Clr 2, Pal 2

As cure light wounds, excepl
cure moderate wourds cures 2d8
points damage +1 poinl per cast-
er level {up to #10).

Cure Serious Wounde
Lever: Clr 3, Pal 3, Rgr 3

As cure lightl wounds, except
cure merderate wounds cures 3dS
points damage +1 point per cast-
er level (up to +135).

Darkness

Lever; Clr 2, Sor 2

Ranse: Touch

Durarion: 10 minutes, level
Area; N radius

SavING THROW: Mone

SPELL RESISTANCE, Mo

This spell causes an object to
"shed" darkness,



il T

SpELL DESCRIFTIONS

|

r—————
Ilﬂ?
Mot even creatures who can nor-
mally see in the dark (such as
with darkvision) can see. Normal
light and light spells of lower
level do not work in the arca of
effect. Targets fighting within the
confines of this spell suffer a S0%
concealment miss modificr.

Daze

LEver: 50

Rawge: Close (257 + 57/ 2 levels)
Duramon: 1 round

TarGeT. One person (up to 4 Hit
Dice or levels)

SavinG Turow: Will negates
SPELL RESISTANCE; s

[his enchantment clouds the
mind of a humanoid of Medium-
size: or smaller so that it takes no
actions. Humanoids of 5 or more
Hit Nice or levels are not affect-
erl. Targets are not stunned (so
attackers get no special advan-
tage against him), but they can'l
move, cast spells, use mental
abilities, etc.

Delay Poison

Lever: Cir 2, Pal 2, Rgr 2
Rance: Touch

DuraTion: 1 hour /level

TARGET: One creature

SavinG THroWw: INone

SpeLL RESISTANCE: No

The affected creature huom?wﬁ
temporarily immune o poisomn.
Any poison that would affect her
twails around" until the spell
ends and then takes effect.

The spell works regardless of
whether poison is already in the
character’s system. It does not,
however, cure any damage that
poison may have already done,

Destruction

Lever: Clr 7

Rawce: Close (257 + 5772 levels)
Durarion: Inslantancous

Area: One crealure

Saving THrow: Foriitude partially
negates (see text)

SPELL RESISTANCE: Yos5

This awful spell instantly slays
the target and consumes her
remains utterly in holy (or
unholy) fire. If the targel's saving
[hrow succeeds, she instead saf-
fers 10d6 damage.

Detect Magic

Lever: Clr 0, Sor

RamsE: 6

DurATION: 1 minute/ lovel

AREA; A quarter-cirele, radius 60",
emanating [rom the caster
SaviNG THROW: Mone

SPELL RESISTANCE. MO

The caster detects magical radia-
tions from objects that are either
arcane or divine in nature within
the range of the spell. Items thal
are magical glow a soft blue in
hue. The spell only shows the
presence of a magical item a:rd
does not reveal any information
about what that items may
actually do.
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Digintegrate

Lever; Sot 6

Rawse: Medium (1007 +10°/ Tevel )
DuraTioN: Instantaneous

TARGET: One creature or 107 cube
of nonliving matter or energy
Saving Throw: Fortitude partial
(see text)

5SPeLL RESISTANCE: Yes

A thin, yreen beam springs from
the casler’s pointing linger, caus-
imge the creature or object it
slrikes Lo glow and vanish, leav-
ingr behind only traces of fine
dust. The caster most make a suc-
cessful ranged touch attack to hit.
The ray alfects even magical mat-
ter or energy of a magical nature
but not a globe of invulnerability.
A creature or object that success-
fully saves is only partially affected;
it suffers 5d6 damage,

Dispel Magic

Lever: Clr 3, I%al 3, Sor 3

Ranse: Medium (1007 +107/ level)
Durarmion; Instantaneous

Area: 30 radius burst

SavinG Throw: Mo

SPELL RESISTANCE: Mo

As magic is powerful, so too is
the ability to dispel magic, A
spellcaster can use dispel magic
to endd ongoing spells ("dispel”
them) that have been cast on a
creature or object or within an

area. A dispelled spell ends as il
its duration had expired.

Digplacement

LEVEL: Sor 3

Rawce; Touch

Durarion: 1 round / level

TargeT: Creature touched
SaviNG THrow: None

5PeELL RESISTANCE: Mo
Ermulating the natural ability of
the displacer beast, the caster
appears to be about 2 feet away
from her true location. The sub-
ject benefits from a 50% miss
chance as if she had full conceal-
ment, {Linlike actual full conceal-
ment, displacement doesn't pre-
vent enemies from targeting the
subject normally.) True seeing
reveals the subject’s true location.

Disrupt Undead

LEVEL: Sor ()

RanGe: Close (257 + 57/ 2 levels)
Duramion; Instantaneous
TarcET; (e creature

SaviNG THrRoOw: Mone

SPELL RESISTANCE: o3

The caster directs a shockwave of
positive eneryy, The caster must
make a ranged louch attack roll
to hit, and if the ray hits an
undead creature, it deals 1da
riamag:-t ko it

Divine Power
Lever: Clrd

RanGe: Personal
Durarion: 1 round/ level
TarGET: The caster
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Calling upon the divine power of
his patron, the Cleric casting this
spell imbues himself with
strength and skill in combat,

For the duration, the Cleric has
the attack bonus of a Fighter of
his total level, a Srength of 18
i+4 bonus), and one additional
temporary hit point per level
Additional hit points gained by
the spell are lost lirst and disap
pear at the spell’s duration,

Dominate Perdon

LEVEL: Sor &

Ranse; Medium (1007 #1007/ level)
Duramion: | day flevel

TarGeT: One humanoid of medi-
um size or smaller

Savive Trow: Will negates
SPeLL RESISTANCE: Yoo

The caster can control the aclions
of any humanoid that 1s medium
size or smaller. The casler estab-
lishes a telepathic link with the
subject’s mind, Dominated per-
sons will E‘ight with the party us
an ally.

Entangle

Levee: Rgr

Range: Long (4007 +407/level)
DuraTion: 1 minule,/level
Area: AN radius

Saving THrow: Heflex (sce lext)
SPeLL RESISTANCE: No

Crrasses, weeds, bushes, and even
trees within the area of effect
wrap, twist, and entwine about
creatures, holding them fast. An
entangled creature suffors a -2
penalty to ranged attack rolls and
a =4 penalty to effective Dexterity,
Sincet the plants ane anchorned, the
enlangled character must make a
sucresstul Retlex save to be able
Lo move. Spellcaslers trapped in
an entangrle spell must succeed at
a Concenlration check Lo be able
o cast any spells.

Fear

LEVEL: Sor 4

Rawse: Close (257 + 5772 levels)
Durarion: 1 round/ level

Area: Cone

Savins Tvrow: Will nogates
S5PELL RESISTANCE! Yes

An invisible cone ol Lerror causes
living creatures to cower from thae
caster lor 1 round per caster
level, Those atfected by this spell
also suffer a -2 penalty to their
saving throws,

Feehlemind

LEVEL: Sor 5

Rance: Medium (1007 +10° /level)
Duration: Instantaneous

TARGET: One creature

Saving Turow: Will negales

(see text)

S5PeLL RESISTANCE: Yos

SPELL DESCRIPTIONS 110 I
The target's Intelligence drops to 1, Durarnion: Instantaneons

rongrhily the indellect of a lizard. The
creature is unable to cast spells or
COMITLTIce :trfu'n'.ntl;.f. Shll, the
creature knows who its friends are,
and it can follow them and even
protect them. The creature remains
in this state until a heal spell s wsed
to cancel the effects, Creatures that
can cast Arcanc spells or use Anane
spell-like effects, such as Sorcerers,
suffer a =1 penalty on their saving
throws against feeblemind.

Find Traps

Lever Clr 2

Rawvse: Medium (1007 + 107/ level)
Durarion: 1 minute/ level

Tarser: Ihe casier

This causes traps to glow red,
making them easier to find and
disarm.

Finger of Death

LeveL: Sor 7

Rawce: Close (257 + 3772 levels)
Durarion: Instantancous

TargeT: Umne living creature
Saving THrow: Tortitude partially
negates (see texl)

SPELL RESISTANCE; Yes

The caster can slay any one living
creature within range. The victim
is emtitled to a Fortitude saving
throw o survive the atlack. If he
succeeds, he instead sustains 3d6
damage + 1 point per caster level,

Firehall
LEVEL: So1 3
RanGe: [ong (4007 +40°/ level)

Area: M) radius

SAviNG THrow: Fellex halves
SPELL RESISTANCE; Yes

A fireball is a burst of flame that
detonates with a low mar and
inflicts Tdé damage per caster level
frmaxdmurm of 10da), o all creatures
within it Unattended objects also
take this damage, The burst creates
almost no pressure.

Fire Shield

LEVEL: Sor 4

RawGE: Personal

Dourarion: | round / level

TarseT: '[he caster

This spell wreathes the caster in
flame and causes damage to each
ercature that attacks him in
melee, The flames give the caster
hall damage from cold-based
attacks. If the attack allows for a
Keflex saving throw for half dam-
age, the caster takes no damage
at all on a successtul save. Any
creature striking the casler with
its body or hand-held weapons
inflicts normal damage upon the
caster, but the attacker sutfiers
1dé points of damage plus 1
point of fire damage per caster
level.

Fire Storm

Lever: Clr 8

Rance: Medium (1007 =107/ level)
DurATION: [Instantaneous

Area: Two 10-foot cubes /level
SAviNG THRow: Reflex halves
5PELL RESISTANCE: Y=
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When a fire storm spell is cast,
the whuole area is shot through
with sheels of roaring flame. Any
creatures within the fire storm
suffer 1d6 fire damage per caster
level to a maximum of 20d6
damage.

Flame Strike

Levee; Clr &

Range: Medium (1007 +

107/ level}

DuraTion: [nslantaneous

Area: Cylinder 107 in radius and
40" high

Savine THREW: Feflex halves
SPELL RESISTANCE: Yoo

When a Cleric evokes a flame
strike, a vertical column of divine
fire roars downward in the loca-
tiom called [or by the caster. The
spell deals 1d6 damage per level,
t a maximum of 15d6. Half the
damage is fire damage, but the
other half results directly [rom
divine power and is therefore not
subject to protections from fire.

Freedom of Movement
Lever: Clr 4, Pald, Bpr 4

Rance: Touch

Duration: 10 minutes/ level
TapGeT: One creature

SavinNG THrow: MNone

SPELL RESISTANCE: Mo

This spell enables the abjured
creature to move and atack nor-
mally for the duration of the
spell, even under the influence

of magic that impedes move-
ment, such as hold, paralysis,
slow, or web spells.

Ghoul Touch

LeveL; Sor 2

Ranse; Touch

Duration; 1d6+2 rounds

TARGET: (e living humanoid
SavinG THrow: Fortitude negabes
S5PELL RESISTANCE: Yes

Imbuing the caster with negative
encrpy, this spell allows tw caster
oy tenach a single humaneid and
paralyze him for 1d6+2 rounds.

Globe of
Imvulnerability

LEvEL; Sor 6

RanGE: 101

Durarion: | round/ level

Area: 107 radius centered on the
caster’s location

SaviNG THrRow:; MNone

SPELL RESISTANCE: Mo

The globe of invulnerability
works like the minor globe of
invulnerability except thal it also
excludes dth-level spells.

Halt UUndead

LEVEL: Sor 3

Rawse: Medium (100" 4

107/ level)

Durarion: 1 round / level
TARGET: Up to three undead, no
two of which are more than 30
apart

SavinG THROW: See text
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SPELL RESISTANCE: Yrs

When cast, this spell renders
immaobile up to 3 undead crea-
turcs. The spell affects any 3
undead that are within the field
of vision and spell range of the
caster, Lindead of a mindless
nature (skeletons and zombices)
are automatically affected. Other
forms of undead are allowed a
Will saving throw to negate

the effect.

Harm

Lever: Clr &

Rawse: Touch

DURATION: Instantaneous

TaRGET: One crealure

Savine Twrow; Mone

SPELL RESISTANCE; Yex

The dreaded harm charges a vic-
tim with negative encrgy that
causes the loss of all bat 1d4 hit
points. If used against an undead
creature, it acts like heal.

Hasate

LeveL: Sor 3

Rawee; Close (25" +5°/2 levels)
Durarion: 1 round /level
TARGETS: Une creature

SavinG Throw: MNone

SPELL RESISTANCE: Mo

The altered creatures move and
act more quickly than normal.
This extra speed has several
effects. All hasted creatures may
take one extra partial action dur-
ing their turn. The hasted crea-
fures act in mitiative order.

Hasted creatures gain a +4 hastc
bonus to AC The creatures lose
this bonus whenever they would
lose a dodge bonus,

Haste counters the Slow spell,

Heal

Lever: Clr o

Rawce: Touch

DuraTioNn: Instantaneons

TARGET: (dnwe creature

SAvING THROW: Mone

5PeLL RESISTANCE: Mo

The very potent heal spell enables
a Cleric to channel positive energy
into a creature bo wipe away dis-
casc and injury. [t completely
cures all diseases, blindness, and
deafness of the tarpret and cures all
hit-point damage and all lempo-
rary darmige to ability scores, Tt
dispels feeblemind and cures
themse mental disorders caused by
spells or injury Lo the brain. Heal
dows not remiove negative levels,
restore permanently drained les-
els, or restore permanently
drained ability scores. If used
against an undead creature, heal
acts like harmo

Hold ponster

LEVEL: Sor 5

Rance: Medium (1007 +10°/level)
DurATion: 1 round/ level

TapGeT: One living creature
SavinG Throw: Will negates
SPELL RESISTANCE: Yes

As hold person except this spell
halds any living creature.
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Hold FPerson

Lever: Clr 2, Sor 3

Rawce; Mediam (1007 #1077 lewel)
Durarron: 1 round [/ level

TarseT: Une humanoid of
Mediime-siee or smaller

Saving Turow: Will ncgales
SpELL RESISTANCE: Yes

‘The targel [reezes in place, stand-
ing helpless, e is awarne and
breathes normally bul cannol
take any physical actions, even
spocch.

Hold Poigon

LeveL: Cir 3

Rawce: Touch

Duratron: 1 dav/level

TarGET: Creature touched
Saving THrRow: Mone

SPeLL RESISTANCE: Mo

This spell has a duration meas-
ured in days rather than hours.
When cast upon a victim who
has been poisoned by any means,
hold poison arrests the venom
and prevents it from doing any
additional damage to the victim.
(In most cases, the spell must be
cast during the poison’s onset
time in order to be effective,)
Damage that has already been
inflicted is not restored, but as
long as the hold poison is in
effect, the victim can be cured or
healed of damage caused by poi-

som by any normal means.

Improved Invigibility
LEVEL: Sor 4

Rawce; Toch

Duration: 4 rds. + 1 rd. /level
TarsET: Creature touched

Saving THrow: MNone

Spell Resistanoe; Mo

This illusion spell is similar to the
invisibility spell, but the spell
doesn't end if the target attacks,

Incendiary Cloud

LEVEL: Sor R

Rance: Mediom (1007 + 10 /level)
DuraTion: 1 round /level

ErFecT: Spreads MY wide by Y
high

SavinG THRow: Reflex halves
SPELL RESISTANCE: Yes

An incendiary cloud spell creates
a cloud of roiling smoke shot
through with white-hot embers.
Ihe white hot embers within the
cloud inflict 4dé fire damage to
everything within the cloud each
round.

Inflict Critical Wounds
Levee: Clr 4

As inflict light wounds, except
inflict critical wounds inflicts 4d8
points damage +1 point per level
of the caster (maximuom +2{).

Inflict Light Wounds
Levee: Clr 1

Rawce; Touch

DuraTion: Instantancous
TARGET. (One creature

R
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Saving THrow: Will halves

SPeLL RESISTANCE: Yes

Whem laying his hand upon a
creature, the Cleric channels neg-
ative energy that inflicts 1d8
poinls of damage +1 point per
lewel of the caster upen the Largel
(up Lo +3). Since undead ane
powered by negative energy, this
spell cures them of damay:
rather than damaging them.

Inflict Moderate
Wounds

Lever: Clr 2

As inflict light wounds, except
inflict moderate wounds inflicts
2d8 points damage +1 point per
level of the caster (maximum +100).

Inflict Serious Wounds
Lever: Clr 3

Az inflict lighl wounds, except
inflict serious wounds inflicts 348
points damage +1 point per level
of the caster {maximum +15).

Inviaibility

LevEL: Sor 2

Rawse: Touch

Durarion: 10 minutes/ level
TARGET: Une Creatuns

SavinG THROW: INone

SPeLL RESISTANCE: Mo

The: creature vanishes from sight,
even from darkvision. It becomes
visible if it attacks anv other crea-
ture, Of course, the recipient is
nol magically silenced, and certain

other conditions can render the
recipient detectable, For purposes
of this spell, an "atlack" includes
any spell targeting a foe or whose
area of effect includes a loc.

MNote; Attackers suller a 4 penal-
v to their atkack rolls when
attempting to hil an invisible
creatune.

Tnvisibility Sphere
LEveL: Sor 3

Rawee: Touch

Durarion: 10 minutes/ level
Area: 1-foot radius arcund crea-
ture touched

Savine Throw: MNone

SPELL RESISTANCE: Mo

Lhis spell conters invisibility {as
the spell invisibility) upon all
creatures within 10 fewt of the
recipient. The center of the cffect
is mobile with the recipient. Any
affected crealure moving out of
the area becomes visible, but
creabures moving into the arca
after the spell is cast do not be-
coeme invisible, Affected creatures
{other than the recipient) that
attack negate Lhe invisibility only
for themselves, IF the spell recipi-
ent attacks, the invisibility sphere
ends.

Light

Levee; Clr 0, Sor 0

RawnGe: Touch

Duranien: 10 minutes/ level
TarGET: O object

SavinG THrRow: MNone
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SPELL RESISTANCE: Mo

This spell causes an object to
glow like a torch, shedding light
ina 2-foot radius from the point
the caster touches, The effect is
immuabile, but it can be cast on a
movable object, Light taken into
an arca of magical darkness does
not funchon.

Lightning Bolt

LEVEL: Sor 3

Rance: Medium (1007 + 107 level)
DurATioN: Instantaneous

AREA: 57 by 100°

Baving THRow: [{cflex halves
SPELL RESISTANCE: Y=

The caster releases a powerful
stroke of electrical energy that
inflicts 1dé damage per casler
level (maximum 10d6) to each
creature within ils area of effecl.
The bolt beging at the caster’s fin-
gerlips. The caster can project a
bot 5 feet wide and a hundred
feet long,.

Mage Armor

LevEL: Sorl

Range: Touch

Durarion: 1 hour/level

TARGET. Ome creature

SavinG THrow; Mone

SPELL RESISTANCE: MO

An invisible, tangible field of
force surrounds the subject of
mage armor, [t provides a +4
armor bonus to AC. Unlike mun-
dane armor, mage armor entails

ao armor check penalty, spell
failure chance, or movement
reduction. Since the AC bonus is
an armor bonus, it does not stack
with other armor bonuses, such
as from mundane armor or brac-
ers of armor. Incorporcal crea-
tures can not bypass this effect as
the spell creates a magical protec-
Hon that differs from normal
AT,

Magic Migrile

Level: Sor 1

Rawnee: Medium (1007 +107 /level)
DuraTion: Instantaneous

TarsET: Up io [ive creatlures, no
two of which can be more than
157 apart

Saviveg THRow: None

SPeLL RESISTANCE: Yes

A missile of magical energy darts
forth from the caster's [ingerlip
and unerringly strikes its target.
The missile inllicts 1d4+1 dam-
age, The missile strikes unerring-
Iy, even if the targel is in melee or
has partial cover or concealment,
For every two extra levels of
experienice past 1st, the caster
gains an additional missile —she
has two at drd level, three at 5th
lewel, four at 7th level, up lo a
maximum of five missiles at Yth
lewvel or higher. If the caster
shoots multiple missiles, she can
have them strike a single creature
or several creatures.

Mage Buggestion

LEVEL: Sor B

RanvGe: Medium (1007 +107/level)
Durarion: 1 hour /level

TargEeT: Cne living

crealure/ level, no two of which
can be more than 307 apart.
Savine THrow: Will negatbes
SPELL RESISTANCE: Yes

The spell causes mulliple crealures
to fall under the sway of the cast-
er’s side of the battle. Such crea-
tures will +igh1 tor the caster as if
they were controlled by the party
{much like the spells Charm
Person or Charm Monster).

melf'z Acid Arrow

Lewver; Sor 2

RanGe: Long (4007 40/ level)
Duranon: 1 round + 1 round /3 levels
EFFeCT: Une arrow of acid
Savine THRow: Mone

SPELL RESISTANCE: i

A magical arrow of acid springs
from the caster’s hand and speeds
b its target. The caster must make
a ranged touch attack roll to hil
her target. The armow inflicks 204
puints of acid damage. For every
three levels that the caster has
achieved, the acid, unless some-
how neutralized, lasts for another
roungd, inflicting another 2d4
points of damage cach round.

Minor Globe of
Invulnerability
LEVEL: Sor 4

Ranee: 107

i
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Duration: 1 round / level

Area: 107 radius, centered on the
casher

SaviNG THrRow: None

SPeLL RESISTANCE: No

An immobile, faintly shimmering
magical sphere surrounds the
caster and excludes all 1st-, 2nd-,
and 3rd-level spell effects. Such
spells fail to affect any targel or
recipient located within the
globe, However, any lype of spell
can be cast through or out of the
magical globe, The globe can be
brought down by a dispel magic
spell. A caster may [reely leave
and re-enter the wlobe with no
penalty.

Meutralize Poison

Lever; CIr 4, Pal 4, Ran 4

Rawae: Touch

Durarion: Instantancous

TapGET: Ome creature or one
object of up to 1 cubic foot/ level
SAVING THROW: None

SPELL RESISTANCE: Mo

The caster detoxifies any sorl of
venom in the creature or object
touched, A poisoned creature sul-
fers no additional damage or
effects from the poison, and any
temporary offects are ended, but
the spell does not reverse instan-
taneous elfects, such as hit point
damage, ability score damage, or
effects that don't go away on
their awn,
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Poison

Lever: Clr 4

Rawmge: Touch

Durarion: Instantaneous (see tet)
TARGET: Living creature touched
Savine THRow: Fortitude negates
[ser text)

SPELL RESISTANCE: Yoy

Calling upon the venomous pow-
ers of natural predators, the cast
er inflicts a victim with a horrible
perison through a successful
meloe touch atlack. The poison
deals 1d10 temporary
Constitution damage immediate-
Iy and another 1410 temporary
Constitution one minule later
Each instance of damage can bhe
negated by a Fortitude saving
throw (the Difficulty Check is 10
+1/2 casler level + the caster's
Wisdom modifier).

Prayer

Lever: Clr 3, Pal 3

RawGe: 30

Durarion: | round/ level

Area: All friendly and cremy
creatures within 307 of the caster
Saving THROW: MNone

SPELL RESISTANCE: Yes

The caster brings special favor
upon himsell and his party and
brings disfavor o his enemies.
Friendly creatures gain a +1 luck
bonus on attack rolls, weapon
u:ln_mage rlls, saving throws, and
skill checks, while enemies suffor
a -1 penalty on such rolls,
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Protection from Bl
LEvEL: Clr 1, I"al 1, Sar 1

Rawnse: Touch

DuraTion: | minute/ level
TaRGET: Creature louched
Saving THrow: MNone

SPELL RES1STANCE: MO

This spell comjures a field around
the target that has three major
effects: il gives a +2 bonus (o AC
and a +2 bonws on saving throws,
{(both against attacks made by
evil creatures) it blocks any
allernpt Lo PrOSSCSS OF lueoéerciﬁe
mental control over the warded
creature, and lastly, il prevents
bodily contact by elementals and
outsiders. This canses the natural
weapon attacks of such creatures
to [ail and the creatures to recol,
if such attacks require touching
the warded creature.

Protection from Good
Level: Clr 1, Sor 1

Az protection from evil, excepl
that the bonuses apply to attacks
from good creatures ol ovil
ones), and evil outsiders and ele-
menlals (not good ones) can
touch the target.

Raise Dead

Lever: Clr 5

Range: Touch

Durarion: Instantaneous
TarGET: One dead creature
SavinG THrow: MNone
SPELL RESISTANCE: MNi)

—

The Cleric restores life to a
deceased creature. Raise dead
cures hit point damage up to a
total of 1 hit point per Hil Dic or
level. Any damage ahility scores
damaged to 0 are raised 1o 1. Any
conditions that were present at
the time of dealh, such as para-
Iyzation or poison, are cured as a
result of this spell.

Eemove Blindness
Lever: Clr 3, Pal 3

Rawnae: louch

DuraTion: Inslantancous
TarseT; Creature touched
Saving THROW: Mome

SPELL RESISTANCE: Moy

This spell cures blindness,
whether the effect is normal or
magical. The spell does not
restore eyes that have been lost,
bul repairs them if damayed.

Remove Curse

Lever: Clr 3, Sor 4

Rawse; Touch

DuraTion: Instantaneous

TARGET. (e creature

SavinG THROW: Mone

SPeLL RESISTANCE: Mo

This spell instantanecusly and
permanently removes a curse on
a person. Remove curse dispels
the spell bestow curse.

ERemowve Fear
Lever: Clr 1
RanGe: Close (25 + 57/ 2 levels)

—
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DuraTioN: See text

TargeT: Une creature plus one
additional creature/4 levels, no
twio of which can be more than
30" aparl

Saving THrow: None

SpPeLL REsisTance: MNo

The Cleric casting this spell
instills courage in the spell recipi-
ent, sranting the creature a +4
morale bonus to his Will saving
throwws for 10 minutes, If the
recipient is sullering from a fear
ettt when receiving the spell,
the largel is restoned to their nor-
rmal state, Remove fear counlers
and dispels cause fear.

Remove Paralysis

Lever; Clr 2, Pal 2

Ranee: Close (257 + 57/ 2 levels)
DuraTioN: Instantaneous

TarGeT: Up Lo [our creatures, no
two of which can be more than
30 apart

SavinG THROW: None

5PELL RESISTANCE: M3

The caster can free one or more
creatures from Lhe effects of any
temporary paralyrzation or relat-
ed magic including a ghoul’s
touch, a hold spell, or slow.
When the spell is cast on a crea-
ture, the paralyration is negated,

Repulsion

LEVEL: Sor 6

RaneGe: 101/ level
Durarion; 1 round/ level
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AreaA: Up 1o 107 radius/ level, cen-
tered om the caster

SAVING Thraw: Will negates
SPELL RESISTANCE: Yos

An invisible, mobile field sur-
rounds the caster and prevents
creatures [rom approaching her.
Creatures within or entering the
field musl altempt saving throws.
If they fail, they become unable
to move loward the caster for the
duration of the spell. Repelled
crealures’ aclions are not other-
wike restricted; they can fight
other creatlures, cast spells and
attack the caster with ranged
weapons. Targets in the thrall of
the spell may make melee allacks
againsl the warded individual if
the warded individual moves
within reach.

Eezidgtance

Lever: Clr (0, Pal 0, Sor O

RanGE: Touch

DurATION: 1 minute

TamGeT; Cne crealure

SavinG Trow: None

SPELL RESISTANCE: MO

The caster imbues the target with
magical energy thal protects her
from harm, granting her a +1
bonus on saving throws.

Eestoration

Lever: Clr 4

Rawse; Touch

Durarion: Instantaneous
TarGeT: Creature touched
SavinG THrow: Mone

SPELL RESISTANCE: Mo

Dispels any magical etfects
reducing one of the subject’s abil-
ity scores or cures all points of
temporary or permanent ability
damage to one of the subject's
ability scores (such as from poi-
som). It also reslores any experi-
cnce levels o a creature who has
had a level drained.

Resurrection

Lever: Clr 7

Rawce: Touch

DuraATION: Instantaneons

TarGET: Dead creature touched
Savive Tvrow: None

SPELL RESISTANCE: MOt

The Cleric is able to restore life
and complete strength ko any
deccased creature by bestowing
the resirrection spell on the crea-
ture’s remains. The creature can-
not be dead any longer than 10
vears per level of the Cleric cast-
ing the spell. Upon completion of
the spell, the creature is imme-
diately restored to [ull hit points,
vigor, and health, with no loss of
prepared spells,

Searing Light
Lever: Clr 3

Rawce: Medium

(100" + 107 per level)
Durarion; Instantaneous
TarRGET: One creatune
Savine Throw: MNone
SPELL RESISTANCE: Yoes
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Focusing holy power like a ray of
the sumn, the Cleric projects a blast
of light from his open palm. The
Cleric musl make a ranged touch
attack to strike his target, A crea-
ture struck by this ray of light
suffers 1d8 damage per 2 caster
levels {maximum 508). Undead
suffer 1d6 damage per caster
level (maximum 10d6), and
undead particularly vulnerable to
sunlight, such as vampires, suffer
1d8 points of damage per caster
level imaximum 10d8). Constructs
and inanimate objects suffer only
1dé points of damage poer 2 caster
lewels (maximum 306).

See Invisibility

LeveL: Sor 2

Rance: Medium (1007 + 10 flevel)
Durarion; 1) minutes /level
Area: Cone

SaviNG THrow: Mone

SPELL RESISTANCE: Mo

The caster is able lo see any crea-
lures who are invisible in the area
uof the spell.

Shield

LEVEL: Sor 1

RawGEe; Personal

Durarion; 1 minute/level
TarRGET: The caster

Shicld creates an invisible, mobile
disc of force that hovers in front
of the caster. It completely
negates majgic missile attacks
directed at him, The disc inter-
coepts attacks, providing three-

fourths cover (+7 AC and +3 on
Reflex saving throws).

Shield of Faith

Lever: Clr 1

RawnGe: Touch

DuraTion; 1 minule,/ lovel
TarGET: One creature

SAVING THROW: Mone

SPELL RESISTANCE: Mo

This spell creales a shimmering,
magical field around the caster
that averts attacks. The spell
granls a +2 bonus to AC, with an
additinnal +1 for every 6 levels of
the caster {up Lo +5).

Shocking Grasp

LEVEL: Sor

RANGE: '[ouch

Durarion: 1 round

TarGeT: One creature or objoct
SavinG THrow: Mone

SPELL RESISTANCE: Yes

This spell imbues the caster's
hand with a powerful clectrical
charge, which she can use to
damage an opponenl. The caster
must make a successful meles
touch attack which deals 1d8 of
electrical damage +1/ caster level
(maximum 1d8+20). When deliv-
ering the jolt, the caster gains a
+3 attack bonus if the opponent
is wearing metal armor (or made
out of metal, carrying a lot of
metal, etc.)
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Silence

Lever: Clr 2

RaNGE: Tomg (400 +40°/ level)
DugATIoN: | minute/ level

Area: 157 radius, centered on a
creature, object, or point in space
Savine THrow: Will negates
SPELL RESISTANCE: Yus

Upon the casting of this spell,
complete silence prevails in the
affecled area. All sound is
slopped; conversation is impossi-
ble, spells cannol be cast, and no
noise whalsoover issues from,
emters, or passes through the
arca.

Slay Living

Lever: Clr 5

RawGce: louch

DuraTion: |nstantaneous

TaRGeT: One living creature
Savineg Turow: Fortitude partially
negates (sec text) )
SPELL RESISTANCE: Yes

The caster can slay any one lving
creature. The casler must succeed
al a meles touch attack roll to
touch the victim, and the viclim
can avoid death with a successful
Fortitude saving throw, If she
succeeds, she instead suffers 3de
damage + 1 point per caster level,
(OFf course, the victim might die
from damage even if she suc-
ceeds at her saving throw)

Sleep

Lever: Ry 1, Sor

Rawee: Medium (100° +107/ level)
Duramion: 1 minute,/ lovel

Area; Several living creatures
within a 15 radius burst

Saving Throw: Will negates
SpELL RESISTANCE: Yos

A dleep spell causes o comatose
slumber to come upon one or
more creatures, Up to 244 Hit
Dice or levels of crealures can be
affected, and crealures wilh the
least amount of 1Tit Dice are
affected first, No creature with 5
or more Hil Dice or levels is
affected, and Hil Dice thal are not
sullicient to alfect a creature are
wasted. Sleeping creatures are
helpless. Slapping or wounding
awakens affected creatures, but
normal noise does not,
Awakening a crealurn: is a partial
action,

Blow

LEVEL: Sor 3

Ramse: Close (25" + 57/ 2 levels)
Durarion: 1 round/level
TARGET: (ne creature/level, no
twer of which can be more than
307 apart

Saving THrow: Will negates
SPeLL RESISTANCE: Yes

Alfected crealures move and at-
tack at a drastically slowed rate.
Slowed creatures can only take a
partial action cach furn.
Additionally, they suffer -2
penalties on AC, melee attack

O
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ralls, melee damage rolls, and
Reflex saves, Slow dispels the

bt spaell.

gpell Registance

Lever: Clr 5

Rance: louch

DuraTron: 1 minule/ level
TarseT: Creature touched
Savins THROwW: Mome

Spell RESISTANCE: Moy

Creature touched gains spell
resistance equal to 12 + the cast-
or's level. In order to use a spell
om a creature with spell resist-
ance, the caster must roll the
creabure’s spell resistance or
higher on 120 + caster's level,

Spiritual Weapon

Lever Clr 2

Range: Medium (1007 +10°/level)
Durarron: 1 round / level

ErFecT: A mapical weapon of foree
Savineg THrow: MNone

SPELL RESISTANCE; Yeu

A meler weapon made of pure
force springs inlo existence and
attacks opponents at a distance, as
the Cleric directs il 1L strikes the
upponent the Cleric desigmates,
starting with one attack on the
ol the spell is cast and conbin-
uing each round therealler. Il uses
the Cleric's Base Atkwk score as its
attack bonus (possibly allowing it
multiple attacks per round) and
deals 1d8 damage per hit.

gtinking Cloud

LeveL: Sor 3

Range: Mediom (1007 +10°/ Tevel )
DuraTion: 1 round /level

EFFECT: Spreads 30" radius by 207
high

SavinG THrow: Fortitude negates
[see tent)

SPELL RESISTANCE: Yis

Stinking clowd creates a billowing
mass of poisonous, nauscaling
vipors that incapacitate those
caught in il. Crealures who fail
their saving throw in the cloud
are unable Lo atlack, cast spells,
concertrate on spells, and so on,
The only action the nauscated
character can take s a single
move per lum. These offects last as
lomys as the character is in the cloud.

True Beeing

LeveL: Clr 3, Sor 6

Rawee: Touch

Durarion; 1 minute/level
TarGET: Creature touched
SaviNG THROW: Mon:

SpPELL RESISTANCE: Mo

The caster conlers on the recipi-
ent the ability to see all things as
they actually are. The larget sces
thmugh normal and maygical
darkness, notices secrel doors
hidden by magic, sees the exact
locations of creatures or objects
under blur or displacement ef-
feots, sees invisible creatures or
objects normally, sees through
illusions, and sees the true form
uf changed or altered things.
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Vampiric Touch

LeveL: Sor 3

RANGE: 'Touch

Durarion: Instanlaneous,/ 2 hours
{5ee bext)

TarseT: One living creature
Savine THrRow: None

SPeLL RESISTANCE, Yes

The caster’s touch deals 1d6
damage per 2 caster levels (maxi-
mum 10d6) on a successful melee
touch attack roll. The caster gains
temporary hit points equal to the
damage she inflicks. (The caster,
however, can't gain more than
the target's current hit poings +
10, envugh to kill the target.) The
termporary hit points disappear 2
hours later,

Web

LEVEL: Sor 2

Ranse: Medinm (1007 + 107/ level)
Durarion; 10 minutes, level
ErFecT: Spreads 20 radius

SavinG Throw: Reflex negates
(see text)

SpPELL RESISTANCE; Yes

Web crentes a multi-layered mass
of strong, slicky strands that trap
those caught in them, The strands
are similar to spider webs but far
larger and tougher, Anyone in
the area when the spell is cast
must roll a Reflex saving throw., If
the throw [ails, the character is
stuck, Characters who are stuck
sulfer a -2 to all attack rolls, -4 to
Dencterity scores, must succeed in
a Concentration check to cast a
spell, and are immoebile, A stuck
character may break loose by
spending one round and making
a successful Strength check (DO
20, Omee loose (either by making
the initial Reflex saving throw or
a later Strength check), a charac-
ter may progress through the
web, but very slowly, Characters
who make their saving throw
may move unimpeded through
the web.

| ~ BESTIARY 124f
Bestiary
Arraddat

Arraccat are aggressive predalors, dwelling

both above and below ground. Half insect and
half feling, all have six legs (two are nearly
vesligial) and six eves. Created by Wivard

Flves to be guardians of the forest, these crea-
Lures have gone completely wild in Myth Drannor,
Rogue Arraccat are often found as solitary dungeon creatures, Above
ground, Arraccat tend to move in packs, mimicking hyvenas in their
behavior,

Dragon-EkKin

These creatures are rumored to be very distant
cousins of dragons. Most Dragon-kin live
wild and this type is known as tribal drag-
on-kin. Dragon-kin have developed
bipedal humanoeid characteristics, but
they still possess dragon like face and
wings, claws, a fail, horns, and a sort of
mane/beard that dragons seem to have.
Their coloration is usually a dark reddish brown.

Drow

These dreaded, evil creatures were once part of the
communily of elves that still roam the world's
forests, Now these dark elves inhabit black caves
and winding tunnels under the earth, where they
make dire plans aghinst the races that still walk
beneath the sun, on the surface of the green earth.
Drow have black skin and pale, usually white hair.
They are shorter and more slender than humans, sel-
dom reaching more than 5 feet in height.

[

Drow also have their own silent language made up of both signed
hand movements and some body Jlanguage that allows them to convey
information to each other. The drow's world s one in which violent
conflict is part of everyday life. It should not be surprising then, that
muost drow encountered, whether alone or in a group, are ready to
fight. Drow wear [inely crafted, non-encumbering, black mesh armor
that is made with a special alloy of steel containing adamantine.



125 Brsmmy i |

Even the lowliest Drow Fighters have, in effect, chain mail +1, while
higher level Drow have more powerful mail. All dark elves receive
tr.iim'ng in magic, Perhaps iU is the common use of magic in Throw
sicicly that has given the dark elves their incredible resistance. Dark
elves do have one great weakness.. bright light. Because the Drow
have lived so long in the earth, rarely venturing to the surface, they
are oo longer able to tolerate bright light at all.

Ligardfolk

Lizardfolk arc savagy, scmi-agquatic, reptilian
humaneids that live through scavenging, raiding,
and, in less hostile areas, by fishing, and gathering.
Adult Lizardfolk stand 6 to 7 feel tall, weighing
200 o 250 pounds. Skin tones range from
dark green to grav Lo brown, and their scales
give them a (lecked appearance. Their lails i
average 3 to 4 feet long and are nol prehensile. Lizardfulk garb is lim-
ited to strings of bomes and other barbaric ornaments. In com Lm.'t'
Lizardiolk fight as unorganized individuals. I they have equality or
an advantage over their opponents, they tend toward frontal assaults
and massed rushes. When outnumbered, overmatched, or on their
home ground, however, they become wily and terocious opponents.
Snares, sudden ambushes, and spoiling raids are favored Lactics in
these situations, While individually savage in melee, Lizardfolk tend
to be distracted by food (such as slain opponents) and by simple treas-
ures, which may allow some of their quarry to escape, They occasion-
ally take prisoners as slaves, for [ood, or to sacrifice in obscure tribal
rites,

F

Maga (Guardian & Dark)
Possessing high intelligence and magical abilitics, Naga
are snake-like creatures with human heads. The cold-
blooded Naga have glitlering scales and grow to an adult
length of 10 to 20 feet. Their lidless eyes are bright and .
wide, almost luminescent, and their spines arc armored with
sharp triangular extensions that grow inaline
from the napes of their necks to the tips of their tails.
Wise and patient, these creatures can stay still for
hours but move swiftly when alarmed. They favor
resting in a semi-aware state that conserves their
energy and makes them very hard to surprise.
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Surrounded with a flowery sweet scenl, the guardian Naga is marked
by green-gold scales, silvery spines, and flashing golden eyes. It is so
called because its lawful good nature makes it a perfect sentinel over a
like-aligned being's treasurne or some evil. The poardian Naga can spit
puison at an individual attacker at up to 30 feel away, and has the ahil-
ity to use Divine spells as if they woere Clerios.

Dark Maga, the evil consin to the guardian Naga, tend to be black,
purplish-black, or very dark blue in hue, and their crested heads and
smooth, almost invisible scales make them look like gigantic cels more
than snakes. Dark MNaga have a non-poisunous bite. The most feared
ability of Dark Naggs is their power Lo wield magic. Dark Nagga are
immune Lo the elfects of all known (normal and magical) venoms and poi-
SOMS.

COro

res ane a species of aggressive mammalian carni-
vores that band logether in tribos and survive by
hunting and raiding, Orcs believe Lhal in order 1o
survive they musl expand their territory, and so
they are constantly involved in wars against
many enemies: Humans, Elves, Dhwarves, Goblins,
and other O tribes,

Chres vary widely in appearance, as they frequently crossbreed with
other spevies, In general, they resemble primitive humans with grey-
green skin covered with coarse hair. Ores have a slightly stooped pos-
ture, a low jutting forehead, and a snout instead of a nose, thonagh
comparisons between this facial feature and those of pigs are exagger-
ated and perhaps unfair, Ores have well-developed canine teeth for
eating meal and short pointed ears that resemble those of a well
Orvish snouts and ears have a slightly pink linge. Their eyes are
human, with a reddish tint that sometimes makes them appear Lo
glow red when they reflect dim light sources in near darkness. This is
actually part of their oplical svstem, a pigment which gives them
darkvision. Male Ores ane about 5 to 6 feet tall. Females average 6
inches shorter than males. Orcs prefer to wear colors that most
humans think unpleasant: blood red, rust red, mustard vellow, yellow
green, moss green, greenish purple, and blackish brown, Their armor
is unattractive, dirty, and often a bit rusty,



———— T :
127 _BESTIARY ]

Ores speak Oreish, a language derived from older human and elvish
languages. There is no common standard of Oreish, so the language
has many dialects which vary from tribe to tribe. Orcs have also
tearned to speak local common tongues, but are not comfortable with
them. Some ores have a limited vocabulary in Goblin, Hobgoblin, and
Olgre dialects. Orcs are constantly in battle, believing life to be a series
of war torn battles for might and supremacy.

Ormyrr

Some sages believe these seldom-glimpsed crealures
are natives of another plane or world who have
somehow found their way to Fasrun, An Ormyre
is pale mushroom while to dun in color, with a
purplish underbelly, Tt looks like a giant upright
worm with bwo pairs of arms projecting from a
powerful torso, tapped by a fang-mouthed, [rog-like
head. Ormyrr give an overall impression of great strength, and can
wield weapons with all four arms without getling tangled up in their
own attacks. Ormyrr can also fight with their long-taloned hands, or
use them to hurl missiles, Some Ormyrr wear necklaces of the linked
skulls of creatures they've slain; adventurers are wamed that the
braincases are often used to store sling stones and other small
weapons or items (such as caltrops or darts),

Undead

Myth Drannor is rife wilh the leagues of those wh
have fallen and been corrupted by the years of foul
demizens and dark wars thal have passed through its
crumbling halls. As a result, adventurers far and wide
have heard tales of both corporeal and
'Y - _rf,ﬁ- Eumrru:wa! unu_i.ea._q stalking the lgmued u:‘_:nu.rl.s of the
once beautiful city in scarch of their next viclim, All
manner of undead will assaull the party as they make
their way through the game. From low level Skeletons and
Zombies, to the fearsome drain ability of Shadows and
Wraiths, to the paralyzing touch of the Mohrg and Ghoul, a
trained party of adventurers will have their work cut out for them as
they play through the game. Undead are more prevalent at
night and within the crypts and catacombs of the city.
I'heir immunities to mind control, and conditional
effects such as poison and paralyzation make them a
true challenge indeed.
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The Main Halls at a Glance

This section is engineered Lo give vou a glance at the first dungeon
you will encounter in the yame, Players who do not wish to have such
secrets tevealed should skip these fesy pages. Below you will find a
map of the 3rd level of the dwarven dungeons, known to its inhabi-
tants as the Main Halls. The arca has been divided into key seclions
thal will referenced throughout game play.

Here are a few hints Lo help you in exploring the game:

* Save the game often; danger lurks around nearly every corner in
Myth Drannor :

» Lse the flags on the in-game map to mark specific areas you'll need
to return b (such as locked doors) J

* Explore everywhere; many secret passageways and rooms exist in
these shattered halls :

+ Rest areas are your friends; not many places in Myth Drannor are
safe, so make a note of these

= Reference your Cluest Log to discover new logged informalion &
remind yoursell what quests are open :
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EPILOGUE
As every quest ends, travelers are faced with a crossroads. Down one Table A-2: Class Information: CLERIC
th, the comforts of civilization beckon with the siren call of warm | =3 : T . -
E:ds, fine ale and the familiar faces of home. Down the other? Danger, Lever, "'"“"I“_ﬁ Forr. Rer Wi Seecian
uncertamty, hardship and.... adventure. The few who survive to tell Bunus SAVE SAVE  SAVE
their lales of Myth Drannor are grateful to escape with their lives. Yet { 1 a vz + £ i
in the dark of the night, they hear the whispering of the ghosls in the i by g i3 0 0
stomes, while the proud shards of the toswers thrusting into the crown { 3 - 3 o &
ol the forest haumt their dreams. And most return... . #e i ot i
In these final pages you will find information that could be usceful to 7 A +“f 1 +
you during the adventure in the appendixes, If you have any difficul- o b i 2 bid
Hes or questions, see our customer supporl section for information on ¥ 3 *3 +2 +5
contacting someone who can help. Lastly, the credits list ther numaerous 8 +6+] +5 +2 +h
persons who worked together to bring you POOL OF RADIANCE™ . ? +o+l +6 +3 +h
RUINS OF MYTH DRANNOR. mn +7f42 +7 +3 +7
11 +E+3 +7 +3 +7
APPENDIXES i 12 +5+d +E +4 +8
Class Information Charts 13 ++d +§ + +8
14 +10/45 “ H +5
15 +11f#5/4] +4 <3 +5
Table A-1: Class Information: BARBARIAN [ 16 AT+ +10 45 +10
LEVEL ATTACK Forr, Rer WL  Srecial
BoNus SAVE SAVE  SAvE
: = i CLERIC SPELLS PER Day
1 +1 +2 +0 ) Face Lyfoar e ]
Fast MuveMENT . R | e - B | 5 b e
z 5 +3 +0 +l Uncasyy Dooe 3 2 - = = - - - =
(L¥Fx mONLS TO AL 4 3 - - T o & o T
3 +3 +3 +1 +] 4 i 2 - = = = - =
4 +4 +4 +1 #1 Hank 2enay 5 4 3 L = 2 = Dl v
5 +5 +i +1 #1 LINCaxsy [anan 5 3 3 2 - - i nl e
[Las™t B FLANKLLY) | 5 4 4 3 s == - - _
f +iy'+1 +5 +2 +2 3 El 4 3 2 = S it Tl
7 FTj2 +5 +2 2 B 5 g 4 3 T
B HR3 +hb +2 +2 Race 3xfoay b 5 5 4 k| 2 = I
L] e +h +3 +3 : 6 5 5 4 4 3 - - =
W 4TS +7 +3 +3 [ 66 5 5 4 3 2 - —
1M 41141 7 +3 +3 & 6 5 5 4 4 3 - =
12 FIZ+T 42 i +i +4 Race dyfoay / L & 5 5 4 3 2 =
13 F13EHT +H + +4 f & & & 05 5 1 F e
14 T4 " +1 +4 | & & L] L] 5 5 L] i 2
15 FISHTIS + +5 +5 I LI [ f 5 5 4 4 3
16 R LR b FRL. T B o (1] +5 +5 RAGE Sxmay |".
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Table A-3: Class Information: FIGHTER ; ] |
S e Table A-4: Class Information: MONK
Lever  Base Forr. Rer WL  Srocian
ATTACK Save Save  Save & = UNARMED Unarmen  AC UNARMORED
ATTark Boniis Damace? Bomps*™  Speen**
1 +1 +2 +0 +( Bow1Is FEAT = e e i
2 +2 +3 +) +0 Busus FEAT { +0 1k #{ a0 Fr
3 +3 +3 1+ '
4 +1 +3 +1 +1 Bomus FraT +1 Lué +U EINEA
5 +5 +1 +1 +1 I 42 104 0 A0 1.
& +1+1 43 +3 +2 BONUS FuaT +3 1mh +0 H) FT.
T +Tfe2 +5 42 42 +3 108 Il i FI'
4 *ReR +5 +2 +2 BunUS FEAT i i : 2 3
+5/+2 10k +1 50 Fr,
5 +if+ +6 3+ ++3 It +1 50 Fr
1] +10y+5 +7 +3 +3 Bons FEAT | B+ 1510 # &l 7T
11 +1146/+1 +7 +3 +3 +7 e 110 +2 60 11,
12 +12+7+2 +5 +i +1 Rosius pear +Hiy+5+2 il +2 60 F1
13 +13+8/+3 +4 + +4 | +Hif+H+3 iz +2 iR
14 LA | +5 +1 +1 Bomus FEAT s L2 +2 AT
15 HISHIRS 49 45 45 R0 A S v o o
£ ] o] FT.
16 +lG+HIAHHT +10 +5 +5 BONLS FEAT +1T+G 43 Tr +3 ) FT
l * o Amall Monks deal Jees damage (see Table A= Small Mok Dacrage
ared gl
Table A-4; Class Information: MONK 7 Ihis figure phas the Mank's Wisdons muodidier are added o the Menk's
A this fignare pluz (e Mouk’s Wisdom madifier 2 ned a Beos, do oot
T g e e i g e e T ! add i) Thee A0 Pouus s 15 the Monks Teesl,
LEVEL ATTACK Forr. Rerm Wi SPECLAL | = Tlaling aud Livearven Manks are sloseer (ses Labile A-4a: Small Mank
Bonus SAavE  Savp  Save i Lranzuage and Speed),
1 1} +2 +2 +2 Evasion, STUNNMNG ATTACK,
UnARMED STRIKE
2 +1 +3 +3 +3 Duiect ARRDWS { Table A-4a: —|
3 +2 +3 +3 +3 S Miso
4 4 e kA Small Monk Damage and Speed
5 +3 +4 +i +4 L = T Gppe ]
i EVEL DAMAGE SPEED
6 +i +5 +5 +5 I_— e —_
7 +5 +5 +5 +5 WHOLENESS OF Bomy, ! 1=2 1nd T
8 o1 T ' 3 104 25 T
9 RLTE | +h 6 +i IMPROVED Evasion | 1-5 106 25 FT.
10 T+2 7 +7 +7 K1 STRIkE [#1) | &7 106 35 FT.
11 +Bf+3 +7 +7 +7 [rarmonn Bony 8 1n8 35 FT.
12 04 +E +B +3 9-11 1n8 40 rr.
13 +0+d +h +& +8 [haMoNT S00n, K1 STRIKE (+2) '. 12-14 1010 45 FL.
W 41045 eI I \ 15 1010 55 F1.
15 +11+6+1 +0 -4 +3 Quivering Parw II-. 16-17 206 55 EL
16 134742 #10 «10 410 Ki Sk (#3) ‘r 18-20 206 &0 FT.
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Table A-5: Class Information: Palad | Table A-6: Class Information: RANGER
LEVIT.  ATTACK Fowr. REr, WL  Seecial T
Bonus Savi SAavE  Savr { LEvEL  Arrack Four. Eer WL  Seecrar
1 ;1 +7 H +0 DvINT GRACE, oL SAVE BAVE  SAVE
Ly oy HlanDs 1 +1 +2 H) +0 15T FAVORTD TRTMY
2 £7 +3 +0 H) Ava 0T CNURALL 2 +2 +3 +l} +0
SMrTE EviL 3 +3 +3 +1 +1
3 +3 +3 1 +1 TuURN LINDEAL | 4 +i +4 +1 +1
1 + +1 +1 +1 5 +5 + +1 k1 2R EAYUHLL ENEMY
i +5 + +1 +1 { B ++1 -3 +2 2
& +h+1 +5 +2 +2 7 +7+2 +3 *2 +2
7 +7f+1 +3 *2 +2 8 +A/+3 +# b2 42
E +Hi+3 + 2 +2 } 9 o+ *h +3 +3
g +i+d +5 +3 +3 | 10 +1+5 +7 +3 +3 FRD FAVORFR FRERY
10 +1+5 +7 +3 +3 I 1 T+ +1 +7 +3 +3
11 FI1HRL +7 +3 +3 | 12 172 +B +1 +4
12 12T +A +4 +4 | 13 I3 E+3 +B +1 +4
13 134843 +H +4 +1 i 1 P14+ +5 + +1
14 14+ i +1 +1 ! 15 +15/+10+5 +4 +5 +5 ATH FAVORETH LMLMY
15 +15/+1045 +y +5 5 16 +1G+LL#E+1 #1045 +5
16 FIRFTHRHL +T0 +5 +5

RANGER SPELLS PER DAY
1 2 i 4

PaLADIN SPELLS PER Dar

| 2 3 4 i 2 3 4

Wl B R R R R = E =
T |

L = N T L o e
[ R |
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Table A-7: Class Information: ROGUE

SORCERER SPELLS PER DAy
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B atca e U e i S
.
-7 ThEn SR w=ss AR o=
Y R
6, M i i e
6 5 3 - _ _
[ N G I
& B 3 3 - -
B & & 4 = -
E & & 5 3 -
6 6 & 4 -
& & 6 & 5 3

LevEl ATTACK Fort. R WL  Srecial
Bonus SavE  SavE SAVE
1 o ) 2 ) SMEAK ATTACE +106
z *1 H +3 1 [wAsIN
3 =2 +1 +3 <1 GNTAK ATIALK +2D6,
Unic anny DowsGr
(D s 7o ACH
4 +3 +1 +4 +1
5 +3 +1 +3 +1 SMEAK ATTACK 300
& +i +2 +5 2 Lncasyy DoncE
[LAX'T RE FLANKETY}
7 5 +2 L] +2 SHEAK ATTALE +3THh
& Hiy'+1 +2 +h +2
L) +i+1 +3 +h +3 Snpak ATTACK +BDh
m +7f+2 3 +7 +3 DT Eviasion
1 +§+3 +3 +7 +3 SNUAK ATTACK Hih
1z +a+4 +4 +8 +4
13 +o+4 +1 +8 +i SMEAK ATTACK +700
14 +10/+5 +4 +4 +
15 *11/+G+1 <3 +9 +5 SMEAR AITACE HH06
16 +1Z/4+7(+2 +3 +10 +5
Table A-7: Class Information: SORCERER
LEvEL  ArTACK FoRT. RER WiLL
BunUs SAVE SAVE SAVE
1 +0 + Hi +2
2 +1 i +0 +3
3 1 +1 +1 +3
4 +2 +1 #1 +1
5 +2 +1 +1 +4
B +3 +2 +2 +5
7 +3 +2 +2 +5
] +3 +2 +2 +h
q +4 +3 +3 +h
il +5 +3 +3 +7
11 +5 +3 +3 +7
12 +iy' 1 +i +4 +8
13 +hy'+1 4 4 +8
14 w72 +4 +4 +3
15 +T+2 5 +5 +
16 +8/+3 +5 +5 +10

Table A-8a: SORCERER Spells Known
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Technical and Customer Support

Before contacting Ubi Soft Entertaimment’s Technical Support Department,
please first read through this manual and the readme file. Also browse
through our FAQ listings or search our support database at our website,
hitpyfwww.ubisoft.comfsupport  TTere you will find the most recently
updated information since the games release.

Also pleal_-,e make sure that VUNIT Commpiter mieets the mimimum syHteTT
retpuinaments, as our sUpport fepresentatives will be unable Lo assist cus-

lomers whose computers do not meet these criteria.

Whenever you contact the Technical Support Department, please include
the following information:

= Complete product Litle {including version number)

= Exact error message reporled (if applicable) and a brief description
of the problem vou'ne encountering

* Processor spesd and manufacturer

* Amount of RAM

* Maker and speed of vour CT-ROM or DVT-ROM drive

* Type of Sound Card you are using

* Video card that vou are asing and amount of RAM it uses

* Operating systemn

Contact us over the internet

Char website contains the most up to date Technical Support information
available including patches that can be downloaded free of charge. We
update the Support pages on a daily basis so please check here firs| for
solulions to vour problems hitpyff'www.aubisoft.com/support

Contact us by e-mail

For fastest nesponse via e-mail, please visil our website at;
httpyfwww.ubisoft.comysupport

From this site, you will be able (o enter the Ubi Soft Entertainment ]
Solution Center where you can browse through our listings of f
Frequently Asked Questions (FA(Q), search our database of known prob- |
lems and solutions, or, for fastest e-mail response, you can send in a |

request for Personal Assistance from a lechnical Support Representative, [

T
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If you don't have access to the World Wide Web, you can contact our
Support Department by c-mailing them directly al supportitubisoft.oom,
Please ensure that you include all of the bulleted information above
for vour compulter when sending e-mail to this address. It may take
up to 72 hours for us to respond Lo your c-mail depending upon the
volume of messages we rereivee,

Contact us by phone

You can also comtact us by phone by calling (919) 460-9778, Note thal
this number is for technical assistance only, No hints or tips are given
over Lhe Technical Support line. When calling our Techmical Support
line, please make sure you are in front of your compuler and have all
of the necessary information listed above at hand.

B advised that our Technical Support Representatives are available to
help you Monday-Friday from % am-% pm {Eastern Standard Time),

While we do nol charge [or technical support, normal long distance
charges apply. Toraveid long distance charges, or to contact a support
representative directly aller these hours, please feel free Lo use one of
the other support avenues listed above, E-mail issuis usually receive a
rissponse within 2 business days. '

Contacl us by standard mail
If all else fails you can write o us at:

Ubi Soft Technical Support
2000 Aerial Center
Suite 110
Muorrisville, NC 27560

Return policy

Please do not send any game returns directly to Ui Soft Entertainment.
It is our policy thal game returns must be dealt with by the retailer or
online site where you purchased the product. If vou have a damaged
or scratrhed CD, please visil our FAQ listing for vour pame and get
the latest replacement policy and pricing,
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