




















































































































115 SPELL D t:SCRIPTIONS 

SPELL RESISTANCE: No 
Trus spell causes an object to 
glow like a torch, shedding light 
in a 20-foot radius from the point 
the caster touches. The effect is 
immobile, but it can be cast on a 
movable object. Light taken into 
an area of magica l darkness does 
not function. 

Lightning Bolt 
LEVEL: Sor 3 

RANGE: Medium (100' + 10' /level) 
DURATION: Instantaneous 
AREA: 5' by 100' 

SAVING THROW: Reflex halves 
SPELL RESISTANCE: Yes 
The caster releases a powerful 
stroke of electrical energy that 
inflicts ld6 damage per caster 
level (maximum 10d6) to each 
creature within its area of effect. 
The bolt begins at the caster's fin­
gertips. The caster can project a 
bolt 5 feet wide and a hundred 
feet long. 

Mage A r mor 
LEVEL: Sor 1 

RANGE: Touch 

DURATION: 1 hour/ level 
TARGET: One creature 
SAVING THROW: None 
SPELL RESISTANCE: No 
An invisible, tangible field of 
force surrounds the subject of 
mage armor. It provides a +4 
armor bonus to AC. Unlike mun­
dane armor, mage armor entails 

no 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. Incorporeal crea­
tures can not bypass thls effect as 
the spell creates a magical protec­
tion that differs from normal 
arm or. 

M a g ic M i s sile 
LEVEL: Sor 1 

RANGE: Medium (100' +10' / level) 
DURATION: Instantaneous 

TARGET: Up to five creatures, no 
two of wruch can be more than 
15' apart 
SAVING THROW: None 

SPELL RESISTANCE: Yes 
A missile of magical energy darts 
forth from the caster's fingertip 
and unerringly strikes its target. 
The missile inflicts ld4+1 dam­
age. The missile strikes unerring­
ly, even if the target is in melee or 
has partial cover or concealment. 
For every two extra levels of 
experience past lst, the caster 
gains an additional missile-she 
has two a t 3rd level, three at Sth 
level, four at 7th level, up to a 
maximum of five missiles at 9th 
level or rugher. If the caster 
shoots multiple missiles, she can 
have them strike a single creature 
or several creatures. 
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M ass Suggestio n 
LEVEL: Sor 6 
RANGE: Medium (100' +10' /level) 

DURATION: 1 hour/level 
TARGET: One living 
creature/level, no two of which 
can be more than 30' apart. 
SAVING THROW: Will negates 

SPELL RESISTANCE: Yes 
The spell causes multiple creatures 
to fall under the sway of the cast­
er's side of the battle. Such crea­
tures will fight for the caster as if 
they were controlled by the party 
(much like the spells Charm 
Person or 01arm Monster). 

Melf's Ac i d Arr ow 
LEVEL: Sor 2 
RANGE: Long (400' +40 ' /level) 
DURATION: 1 round + 1 round/3 levels 

EFFECT: One arrow of acid 
SAVING THROW: None 

SPELL RESISTANCE: Yes 
A magical arrow of acid springs 
from the caster's hand and speeds 
to its target. The caster must make 
a ranged touch attack roll to rut 
her target. The arrow inflicts 2d4 
points of acid damage. For every 
three levels that the caster has 
achleved, the acid, unless some­
how neutralized, lasts for another 
row1d, inflicting another 2d4 
points of damage each round. 

Minor Globe of 
Invulnerability 
LEVEL: Sor 4 
RANGE: 10' 

DURATION: 1 round/ level 
AREA : 10' radius, centered on the 
caster 
SAVING THROW: None 
SPELL RESISTANCE: No 
An immobile, faintly shlmmering 
magical sphere surrounds tl1e 
caster and excludes all lst-, 2nd-, 
and 3rd-level spell effects. Such 
spells fail to affect any target or 
recipient located within tl1e 
globe. However, any type 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 freely leave 
and re-enter tl1e globe with no 
penalty. 

N eutra liz e Pois on 
LEVEL: Cir 4, Pal 4, Ran 4 

RANGE: Touch 
DURATION: Instantaneous 
TARGET: One creature or one 
object of up to 1 cubic foot/level 

SAVING THROW: None 
SPELL RESISTANCE: No 
The caster detoxifies any sort of 
venom in the creature or object 
touched. A poisoned creature suf­
fers no additional damage or 
effects from tl1e poison, and any 
temporary effects are ended, but 
the spell does not reverse instan­
taneous effects, such as rut point 
damage, ability score damage, or 
effects that don' t go away on 
their own. 
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Poison 

LEVEL: Cir 4 
RANGE: Touch 

DURATION: Instantaneous (see text) 
TARGET: Living creature touched 
SAVING THROW: Fortitude negates 
(see text) 
SPELL RESISTANCE: Yes 
Calling upon the venomous pow­
ers of natural predators, the cast­
er inflicts a victim with a horrible 
poison through a successful 
melee touch attack. The poison 
deals ldlO temporary 
Constitution damage immediate­
ly and another ldlO temporary 
Constitution one minute later. 
Each instance of damage can be 
negated by a Fortitude saving 
throw (the Difficulty Check is 10 
+ 1/2 caster level+ the caster's 
Wisdom modifier). 

Prayer 
LEVEL: Cir 3, Pal 3 
RANGE: 30' 

DURATION : 1 round/level 
AREA : All friendly and enemy 
creatures within 30' of the caster 
SAVING THROW: None 
SPELL RESISTANCE: Yes 
The caster brings special favor 
upon himself and his party and 
brings disfavor to his enemies. 
Friendly creatures gain a +1 luck 
bonus on attack rolls, weapon 
damage rolls, saving throws, and 
skill checks, while enemies suffer 
a -1 penalty on such rolls. 

Protection from Evil 
LEVEL : Cir l, Pal 1, Sor 1 
RANGE: Touch 

DURATION: 1 minute/level 
TARGET: Creature touched 
SAVING THROW: None 
SPELL RESISTANCE: No 
This spell conjures a field around 
the target that has three major 
effects: it gives a +2 bonus to AC 
and a +2 bonus on saving throws, 
(both against attacks made by 
evil creatures) it blocks any 
attempt to possess or to exercise 
mental control over the warded 
creature, and lastly, it prevents 
bodily contact by elementals and 
outsiders. Th.is causes the natural 
weapon attacks of such creatures 
to fail and the creatures to recoil, 
if such attacks require touching 
the warded creature. 

Protection from Good 
LEVEL: Cir 1, Sor 1 
As protection from evil, except 
that the bonuses apply to attacks 
from good creatures (not evil 
ones), and evil outsiders and ele­
mentals (not good ones) can 
touch the target. 

Raise Dead 
LEVEL: Cir 5 
RANGE: Touch 
DURATION: Instantaneous 
TARGET: One dead creature 
SAVING THROW: None 
SPELL RESISTANCE: No 
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The Cleric restores life to a 
deceased creature. Raise dead 
cures hit point damage up to a 
total of 1 hit point per Hit Die or 
level. Any damage ability scores 
damaged to 0 are raised to 1. Any 
conditions that were present at 
the time of death, such as para­
Iyzation or poison, are cured as a 
result of this spell. 

Remove Blindness 
LEVEL: Cir 3, Pal 3 
RANGE: Touch 
DURATION: Instantaneous 
TARGET: Creature touched 
SAVING THROW: None 
SPELL RESISTANCE: No 
Th.is spell cures blindness, 
whether the effect is normal or 
magical. The spell does not 
restore eyes that have been lost, 
but repairs them if damaged. 

Remove Curse 

LEVEL: Clr 3, Sor 4 
RANGE: Touch 
DURATION: Instantaneous 
TARGET: One creature 
SAVING THROW: None 
SPELL RESISTANCE: No 
This spell instantaneously and 
permanently removes a curse on 
a person. Remove curse dispels 
the spell bestow curse. 

Remove Fear 
LEVEL: Cir 1 

RANGE: Oose (25' + 5' /2 levels) 

DURATION: See text 
TARGET: One creature plus one 
additional creature/ 4 levels, no 
two of which can be more than 
30' apart 
SAVING THROW: None 
SPELL RESISTANCE: No 
The Cleric casting this spell 
instills courage in the spell recipi­
ent, granting the creature a +4 
morale bonus to his Will saving 
throws for 10 minutes. lf the 
recipient is suffering from a fear 
effect when receiving the spell, 
the target is restored to their nor­
mal state. Remove fear counters 
and dispels cause fear. 

Remove Paralysis 
LEVEL: Clr 2, Pal 2 
RANGE: Close (25' + 5' /2 levels) 
DURATION: Instantaneous 
TARGET: Up to four creatures, no 
two of which can be more than 
30' apart 
SAVING THROW: None 
SPELL RESISTANCE: No 
The caster can free one or more 
creatures from the effects of any 
temporary paralyzation or relat­
ed magic including a ghoul's 
touch, a hold spell, or slow. 
When the spell is cast on a crea­
ture, the paralyza tion is negated. 

Repulsion 
LEVEL: Sor 6 

RANGE: 10' /level 
DURATION: 1 round/level 
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AREA: Up to 10' radius/level, cen­
tered on the caster 
SAVING THROW: Will negates 

SPELL RESISTANCE: Yes 
An invisible, mobile field sur­
rounds the caster and prevents 
creatures from approaching her. 
Creatures within or entering the 
field must attempt saving throws. 
lf they fail, they become unable 
to move toward the caster for the 
duration of the spell. Repelled 
creatures' actions are not other­
wise restricted; they can fight 
other creatures, cast spells and 
attack the caster with ranged 
weapons. Targets in the thrall of 
the spell may make melee attacks 
against the warded individual if 
the warded individual moves 
within reach. 

Resistance 
LEVEL: Cir 0, Pal 0, Sor 0 

RANGE: Touch 
DURATION: 1 minute 

TARGET: One creature 
SAVING THROW: None 
SPELL RESISTANCE: No 
The caster imbues the target with 
magical energy that protects her 
from harm, granting her a +1 
bonus on saving throws. 

Restoration 
LEVEL: Cir 4 

RANGE: Touch 
DURATION: Instantaneous 
TARGET: Creature touched 
SAVING THROW: None 

SPELL RESISTANCE: No 
Dispels any magical effects 
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
son). It also restores any experi­
ence levels to a creature who has 
had a level drained. 

Resurrection 
LEVEL: Cir 7 

RANGE: Touch 
DURATION: Instantaneous 

TARGET: Dead creature touched 
SAVING THROW: None 
SPELL RESISTANCE: No 
The Cleric is able to restore life 
and complete strength to any 
deceased creature by bestowing 
the resurrection spell on the crea­
ture's remains. The creature can­
not be dead any longer than 10 
years per level of the Cleric cast­
ing the spell . Upon completion of 
the spell, the crea ture is imme­
dia tely restored to full hit points, 
vigor, and health, with no loss of 
prepared spells. 

Searing Light 
LEVEL: Cir 3 
RANGE: Medium 
(100' + 10' per level) 

DURATION: Instantaneous 
TARGET: One creature 
SAVING THROW: None 
SPELL RESISTANCE: Yes 

~ 
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Focusing holy power like a ray of 
the sun, the Cleric projects a blast 
of light from his open palm. The 
Cleric must make a ranged touch 
attack to strike his target. A crea­
ture struck by this ray of light 
suffers ld8 damage per 2 caster 
levels (maximum 5D8). Undead 
suffer ld6 damage per caster 
level (maximum 10d6), and 
undead particularly vulnerable to 
sunlight, such as vampires, suffer 
ld8 points of damage per caster 
level (maximum 10d8). Constructs 
and inanimate objects suffer only 
ld6 points of damage per 2 caster 
levels (maximum 5D6). 

See Invisibility 
LEVEL: Sor 2 
RANGE: Medium (100' + 10' /level) 

DURATION: 10 minutes/level 

AREA: Cone 
SAVING THROW: None 
SPELL RESISTANCE: No 
The caster is able to see any crea­
tures who are invisible in the area 
of the spell. 

Shield 
LEVEL: Sor 1 
RANGE: Personal 
DURATION: 1 minute/level 

TARGET: The caster 
Shield creates an invisible, mobile 
disc of force that hovers in front 
of the caster. It completely 
negates magic missile attacks 
directed at him. The disc inter­
cepts attacks, providing three-

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

Shield of Faith 
LEVEL: Cir 1 

RANGE: Touch 
DURATION: 1 minute/level 

TARGET: One creature 

SAVING THROW: None 
SPELL RESISTANCE: o 
This spell creates a shimmering, 
magical field around the caster 
that averts attacks. The spell 
grants a +2 bonus to AC, with an 
additional +l for every 6 levels of 
the caster (up to +5) . 

Shocking Grasp 
LEVEL: Sor 1 
RANGE: Touch 
DURATION: 1 round 
TARGET: One creature or object 

SAVING THROW: None 
SPELL RESISTANCE: Yes 
This spell imbues the caster's 
hand with a powerful electrical 
charge, which she can use to 
damage an opponent. The caster 
must make a successfu l melee 
touch attack which deals ld8 of 
electrical damage + 1/ caster level 
(maximum ld8+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 
LEVEL: Cir 2 
RANGE: Long (400' +40' /level) 
DURATION: 1 minute/level 
Area: 15' radius, centered on a 
creature, object, or point in space 
SAVING THROW: Will negates 
SPELL RESISTANCE: Yes 
Upon the casting of this spell, 
complete silence prevails in the 
affected area. All sound is 
stopped; conversation is impossi­
ble, spells cannot be cast, and no 
noise whatsoever issues from, 
enters, or passes through the 
area. 

Slay Living 
LEVEL: Or 5 

RANGE: Touch 
DURATION: Instantaneous 
TARGET: One living creature 
SAVING THROW: Fortitude partially 
negates (see text) 
SPELL RESISTANCE: Yes 
The caster can slay any one living 
creature. The caster must succeed 
at a melee touch attack roll to 
touch the victim, and the victim 
can avoid death with a successful 
Fortitude saving throw. [f she 
succeeds, she instead suffers 3d6 
damage + 1 point per caster level. 
(Of course, the victim might die 
from damage even ii she suc­
ceeds at her saving throw.) 

Sleep 
LEVEL: Rgr 1, Sor 1 
RANGE: Medium (100' +10' /level) 
DURATION: 1 minute/level 
Area: Several living creatures 
within a 15' radius burst 
Saving Throw: Will negates 
SPELL RESISTANCE: Yes 
A sleep spell causes a comatose 
slumber to come upon one or 
more creatures. Up to 2d4 Hit 
Dice or levels of creatures can be 
affected, and creatures with the 
least amount of Hit Dice are 
affected first. No creature with 5 
or more Hit Dice or levels is 
affected, and Hit Dice that are not 
sufficient to affect a creature are 
wasted. Sleeping creatures are 
helpless. Slapping or wounding 
awakens affected creatures, but 
normal noise does not. 
Awakening a creature is a partial 
action. 

S l ow 
LEVEL: Sor 3 
RANGE: Close (25 ' + 5' /2 levels) 
DURATION: 1 round/level 
TARGET: One creature/level, no 
two of which can be more than 
30' apart 
SAVING THROW: Will negates 
SPELL RESISTANCE: Yes 
Affected creatures move and at­
tack at a drastically slowed rate. 
Slowed creatures can only take a 
partial action each turn. 
Additionally, they suffer -2 
penalties on AC, melee attack 

~ 
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rolls, melee damage rolls, and 
Reflex saves. Slow dispels the 
haste spell. 

Spell Resistance 

LEVEL: Cir 5 
RANGE: Touch 
DURATION: 1 minute/level 
TARGET: Creature touched 
SAVING THROW: one 
SPELL RESISTANCE: No 
Creature touched gains spell 
resistance equal to 12 + the cast­
er 's level. In order to use a spell 
on a creature with spell resist­
ance, the caster must roll the 
creature's spell resistance or 
higher on ld20 +caster' s level. 

Spiritual W eapo n 

LEVEL: Cir 2 
RANGE: Medium (100' + 10' /level) 

DURATION: 1 round/level 
EFFECT: A magical weapon of force 

SAVING THROW: None 
SPELL RESISTANCE: Yes 
A melee weapon made of pure 
force springs into existence and 
attacks opponents at a distance, as 
the Oeric directs it. It strikes the 
opponent the aerie designates, 
starting with one attack on the 
round the spell is cast and contin­
uing each round thereafter. lt uses 
the Cleric's Base Attack score as its 
attack bonus (possibly allowing it 
multiple attacks per round) and 
deals ld8 damage per hit. 

Stinking Cloud 

LEVEL: Sor 3 
RANGE: Mediun1 (100' + 10' /level) 

DURATION: 1 round/level 
EFFECT: Spreads 30' radius by 20' 
high 
SAVING THROW: Fortitude negates 
(see text) 
SPELL RESISTANCE: Yes 
Stinking cloud creates a billowing 
mass of poisonous, nauseating 
vapors that incapacitate those 
caught in it. Creatures who fail 
their saving throw in the cloud 
are unable to attack, cast spells, 
concentrate on spells, and so on. 
The only action the nauseated 
character can take is a single 
move per tum. These .effects last as 
long as the character is in the cloud. 

True Seeing 
LEVEL: Clr 5, Sor 6 
RANGE: Touch 
DURATION: 1 minute/level 
TARGET: Creature touched 
SAVING THROW: None 
SPELL RESISTANCE: No 
The caster confers on the recipi­
ent the ability to see all things as 
they actually are. The target sees 
through normal and magical 
darkness, notices secret doors 
hidden by magic, sees the exact 
locations of creatures or objects 
under blur or displacement ef­
fects, sees invisible creatures or 
objects normally, sees through 
illusions, and sees the true form 
of changed or altered things. 
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Vampiric Touch 
LEVEL: Sor 3 
RANGE: Touch 

DURATION: Instantaneous/2 hours 
(see text) 

TARGET: One living creature 
SAVING THROW: None 

SPELL RESISTANCE: Yes 
The caster's touch deals ld6 
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 inflicts. (The caster, 
however, can't gain more than 
the target's current hit points+ 
10, enough to kill the target.) The 
temporary hit points disappear 2 
houIS later. 

Web 
LEVEL: Sor 2 

RANGE: Medium (100' + 10' /level) 
DURATION: 10 minutes/level 
EFFECT: Spreads 20' radius 

SAVING THROW: Reflex negates 
(see text) 

SPELL RESISTANCE: Yes 

Web creates a multi-layered mass 
of strong, sticky 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 fails, the character is 
stuck. Characters who are stuck 
suffer a -2 to all attack rolls, -4 to 
Dexterity scores, must succeed in 
a Concentration check to cast a 
spell, and are immobile. A stuck 
character may break loose by 
spending one round and making 
a successful Strength check (DC 
20). Once 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. 

Rt:STIARY 

Bestiary 

Arr ace at 
Arraccat are aggressive predators, dwelling 
both above and below ground. Half insect and 
half feline, all have six legs (two are nearly 
vestigial) and six eyes. Created by Wizard 
Elves to be guardians of the forest, these crea­
tures have gone completely wild in Myth Drannor. 
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Rogue Arraccat are often found as solitary dungeon creatures. Above 
ground, Arraccat tend to move in packs, mimicking hyenas in their 
behavior. 

Dragon-Kin 
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 humanoid characteristics, but 
they still possess dragon like face and 
wings, claws, a tail, 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 
community 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 against the races that stil l 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 language that allows them to convey 
information to each other. The drow's world is one in which violent 
conflict is part of everyday life. It should not be surprising then, that 
most drow encountered, whether alone or in a group, are ready to 
fight. Drow wear finely crafted, non-encumbering, black mesh armor 
that is made with a special alloy of steel containing adamantine. 
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Even the lowliest Drow Fighters have, in effect, chain mail +1, while 
higher level Drow have more powerful mail. All dark elves receive 
training in magic. Perhaps it is the common use of magic in Drow 
society 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 no longer able to tolerate bright light at all. 

Lizardfolk 

Lizardfolk are savage, semi-aquatic, reptilian 
humanoids that live through scavenging, raiding, 
and, in less hostile areas, by fishing and gathering. 
Adult Lizardfolk stand 6 to 7 feet tall, weighing 
200 to 250 pounds. Skin tones range from 
dark green to gray to brown, and their scales 
give them a flecked appearance. Their tails 
~verage 3_to 4 feet long and are not prehensile. Lizardfolk garb is lim­
ited to strmgs of bones and other barbaric ornaments. In combat, 
Lizardfolk fight as unorganized individuals. If 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 ferocious opponents. 
Snares, sudden ambushes, and spoiling raids are favored tactics 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 food, or to sacrifice in obscure tribal 
rites. 

Naga (Guardian & Dark) 

Possessing high intelligence and magical abilities, Naga 
are snake-like creatures with human heads. The cold­
blooded Naga have glittering scales and grow to an adult 
length of 10 to 20 feet. Their lidless eyes are bright and 
wide, almost luminescent, and their spines are armored with 

sharp triangular extensions that grow in a line 
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 scent, the guardian Naga is marked 
by green-gold scales, silvery spines, and flashing golden eyes. It is so 
ca lled because its lawful good nature makes it a perfect sentinel over a 
like-aligned being's treasure or some evil. The guardian Naga can spit 
poison at an individual attacker at up to 30 feet away, and has the abil­
ity to use Divine spells as if they were Clerics. 

Dark Naga, the evil cousin 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 eels more 
than snakes. Dark Naga have a non-poisonous bite. The most feared 
ability of Dark Nagas is their power to wield magic. Dark Naga are 
immune to the effects of all known (normal and magical) venoms and poi­
sons. 

Ore 
Ores are a species of aggressive mammalian carni­
vores that band together in tribes and survive by 
hunting and raiding. Ores believe that in order to 
survive they must expand their territory, and so 
they are constantly involved in wars against 
many enemies: Humans, Elves, Dwarves, Goblins, 
and other Ore tribes. 

Ores vary widely in appearance, as they frequently crossbreed with 
other species. 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 snou t instead of a nose, though 
comparisons between this facial feature and those of pigs are exagger­
ated and perhaps unfair. Ores have well-developed canine teeth for 
eating meat and short pointed ears that resemble those of a wolf. 
Orcish snouts and ears have a slightly pink tinge. Their eyes are 
human, with a reddish tint that sometimes makes them appear to 
glow red w hen they reflect dim light sources in near darkness. This is 
actually part of their optical system, a pigment which gives them 
darkvision. Male Ores are about 5 to 6 feet tal l. Females average 6 
inches shorter than males. Ores prefer to wear colors that most 
humans think unpleasant: blood red, rust red, mustard yellow, yellow 
green, moss green, greenish purple, and blackish brown. Their armor 
is unattractive, dirty, and often a bit rusty. 
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Ores speak Orcish, a language derived from older human and elvish 
languages. There is no common standard of Orcish, so the language 
has many dialects which vary from tribe to tribe. Ores have also 
learned to speak local common tongues, but are not comfortable with 
them. Some ores have a limited vocabulary in Goblin, Hobgoblin, and 
Ogre dialects. Ores 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 creatures 
are natives of another plane or world who have 
somehow found tl1eir way to Faerun. An Ormyrr 
is pale mushroom white to dun in color, wiili a 
purplish underbelly. It looks like a giant upright 
worm with two pairs of arms projecting from a 
powerful torso, topped by a fang-mouilied, frog-like 
head. Ormyrr give an overall impression of great strength, and can 
wield weapons wiili all four arms without getting 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 tl1ey've slain; adventurers are warned iliat 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 wiili ilie leagues of those who 
have fallen and been corrupted by the years of foul 
denizens and dark wars that have passed ilirough its 
crumbling halls. As a result, adventurers far and wide 

have heard tales of boili corporeal and 
/ incorporeal undead stalking the haunted courts of ilie 

once beautiful city in search of ilieir next victim. All 
manner of undead will assault the party as they make 

their way through tl1e game. From low level Skeletons and 
Zombies, to the fearsome drain ability of Shadows and 

Wraiilis, to the paralyzing touch of ilie Mohrg and Ghoul, a 
trained party of adventurers will have their work cut out for them as 
iliey play through ilie game. Undead are more prevalent at 
night and within ilie crypts and catacombs of the city. 
Their immunities to mind control, and conditional 
effects such as poison and paralyzation make iliem a 
true challenge indeed. 

l 
The Main Halls at a Glance 
This section is engineered to give you a glance at the first dungeon 
you will encounter in the game. Players who do not wish to have such 
secrets revealed should skip iliese few pages. Below you will find a 
map of tl1e 3rd level of ilie dwarven dungeons, known to its inhabi­
tants as ilie Main Halls. The area has been divided into key sections 
iliat will referenced throughout game play. 

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

• Save ilie game often; danger lurks around nearly every corner in 
Myili Drannor 

• Use the flags on the in-game map to mark specific areas you'll need 
to return to (such as loc1<ed doors) 

• Explore everywhere; many secret passageways and rooms exist in 
tl1ese shattered halls 

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

• Reference your Quest Log to discover new logged information & 
remind yourself what quests are open 
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As every quest ends, travelers are faced with a crossroads. Down one 
path, the comforts of civilization beckon with the siren call of warm 
beds, fine ale and the familiar faces of home. Down the other? Danger, 
uncertainty, hardship and .... adventure. The few who survive to tell 
their tales of Myth Drannor are grateful to escape with their Lives. Yet 
in the dark of the night, they hear the whispering of the ghosts in the 
stones, while the proud shards of the towers thrusting into the crown 
of the forest haunt their dreams. And most return ... 

In these final pages you will find information that could be useful to 
you during the adventure in the appendixes. If you have any difficul­
ties or questions, see our customer support section for information on 
contacting someone who can help. Lastly, the credits list the numerous 
persons who worked together to bring you POOL OF RADIANCE:™ 
RUINS OF MYTH DRANNOR. 

APPENDIXES 
Class Information Charts 

Table A-1: Class Information: BARBARIAN 

LEVEL AITACK FORT. REF. WILL SPECIAL 
BONUS SAVE SAVE S AVE 

1 +1 +2 +O +O RAGE lx/DAY 
fAST MOVEMENT 

2 +2 +3 +O +O U CANNY DODGE 
(DEX BONUS TO AC) 

3 +3 +3 +1 +l 

4 +4 +4 +1 +1 RAGE 2x/DAY 

5 +5 +4 +1 +1 UNCANNY DODGE 
(CA 'T BE FLANKED) 

6 +6/+l +5 +2 +2 

7 +7/+2 +5 +2 +2 

8 +8f+3 +6 +2 +2 RAGE 3x/DAY 

9 +9/+4 +6 +3 +3 

10 +10/+5 +7 +3 +3 

11 +11/+6/+l +7 +3 +3 

12 +12/+7/+2 +8 +4 +4 RAGE4x/DAY 

13 +13/+8/+3 +8 +4 +4 

14 +14/+9/+4 +9 +4 +4 

15 +15/+10/+5 +9 +5 +5 

16 +16/+11/+6/+1 +10 +5 +5 RAGE 5x/DAY 

- . 
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Table A-2: Class Information: CLERIC 

L EVEL AITACK FORT. R EF. WILL SPECIAL 

BONUS SAVE SAVE SAVE 

1 0 +2 +O +2 TURN U DEAD 

2 +l +3 +O +3 

3 +2 +3 +l +3 

4 +3 +4 +1 +4 

5 +3 +4 +l +4 

6 +4 +5 +2 +5 

7 +5 +5 +2 +5 

8 +6/+l +6 +2 +6 

9 +6/+1 +6 +3 +6 

10 +7/+2 +7 +3 +7 

11 +8/+3 +7 +3 +7 

12 +9/+4 +8 +4 +8 

13 +9/+4 +8 +4 +8 

14 +10/+5 +9 +4 +9 

15 +11/+6/+1 +9 +5 +9 

16 +12/+7/+2 +10 +5 +10 

CLERIC SPELLS PER DAY 

0 1 2 3 4 5 6 7 8 

3 2 - - - - - - -
4 3 - - - - - - -
4 3 2 - - - - - -
5 4 3 - - - - - -
5 4 3 2 - - - - -
5 4 4 3 - - - - -
6 5 4 3 2 - - - -
6 5 4 4 3 - - - -
6 5 5 4 3 2 - - -
6 5 5 4 4 3 - - -
6 6 5 5 4 3 2 - -
6 6 5 5 4 4 3 - -
6 6 6 5 5 4 3 2 -
6 6 6 5 5 4 4 3 -
6 6 6 6 5 5 4 3 2 

6 6 6 6 5 5 4 4 3 
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Table A-3: Class Information: FIGHTER Table A-4: Class Information: MONK 

LEVEL BASE FORT. R EF. WILL SPECIAL 
ATTACK SAVE SAVE SAVE 

u ARMED UNARMED AC UNARMOREO 
AITACK BONUS DAMAGE. BoNus•• SPEEo••• 

1 +1 +2 +O +O BONUS FEAT +O 106 +O 30 FT. 

2 +2 +3 +O +O BONUS FEAT 

3 +3 +3 +1 +1 +1 106 +0 30 IT. 

4 +4 +4 +1 +1 Bo us FEAT +2 106 +O 40 IT. 

5 +5 +4 +1 +1 

6 +6/+1 +5 +2 +2 BONUS FEAT 

7 +7/+2 +5 +2 +2 

8 +8/+3 +6 +2 +2 BONUS FEAT 

+3 108 +O 40 IT. 

+3 108 +1 40 FT. 

+4/+l 108 +1 50 FT. 

+5/+2 108 +l 50 IT. 

+6/+3 lolO +1 50 IT. 

9 +9/+4 +6 +3 +3 +6/+3 lolO +l 60 IT. 

10 +10/+5 +7 +3 +3 BONUS FEAT +7/+4/+1 1010 +2 60 IT. 

11 +11/+6/+1 +7 +3 +3 +8/+5/+2 1010 +2 60 IT. 

12 +12/+7/+2 +8 +4 +4 BONUS FEAT 

13 +13/+8/+3 +8 +4 +4 

14 +14/+9/+4 +9 +4 +4 BONUS FEAT 

15 +15/+10/+5 +9 +5 +5 

16 +16/+11/+6/+l +10 +5 +5 BONUS FEAT 

+9/+6/+3 1012 +2 70 FT. 

+9/+6/+3 1012 +2 70 FT. 

+10/+7/+4/+1 1012 +2 70 FT. 

+ 11/+8/+5/+2 1012 +3 80 IT. 

+12/+9/+6/+3 lo20 +3 80 IT. 

. Small Monks deal less damage (see Table A-4a: Small Monk Damage 
and Speed). 

- This figure plus the Monk's Wisdom modifier are added to the Monk's 

Table A-4: Class Information: MONK AC (if this figure plus the Monk's Wisdom modifier is not a bonus, do not 
add it). The AC bonus is 1/5 the Monk's level. 

- Halfling and Dwarven Monks are slower (see Table A-4a: Small Monk 

LEVEL ATTACK FORT. REF. WtLL SPECIAL Damage and Speed). 

BONUS SAVE SAVE SAVE 

1 0 +2 +2 +2 EVASION, STUNNING AITACK, 
UNARMED STRIKE 

2 +l +3 +3 +3 DEFLECT ARROWS 

3 +2 +3 +3 +3 STILL MINO 

Table A-4a: 
Small Monk Damage and Speed 

4 +3 +4 +4 +4 LEVEL DAMAGE SPEED 
5 +3 +4 +4 +4 

6 +4 +5 +5 +5 1-2 1D4 20 Fr. 
7 +5 +5 +5 +5 WHOLENESS OF BODY, 3 1D4 25 Fr. 
8 +6/+1 +6 +6 +6 4-5 1D6 25 Fr. 
9 +6/+l +6 +6 +6 IMPROVED EVASION 6-7 1D6 35 Fr. 
10 +7/+2 +7 +7 +7 Kl STRIKE (+1) 8 108 35 Fr. 
11 +8/+3 +7 +7 +7 DIAMOND BODY 9-11 1D8 40 Fr. 
12 +9/+4 +8 +8 +8 12-14 1D10 45 Fr. 
13 +9/+4 +8 +8 +8 DIAMOND SOUL, Kl STRIKE (+2) 15 1D10 55 Fr. 
14 +10/+5 +9 +9 +9 16-17 2D6 55 Fr. 
15 +11/+6/+l +9 +9 +9 Q UIVERING PALM 18-20 2D6 60 Fr. 
16 +12/+7/+2 +10 +10 +10 Kl STRIKE (+3) 
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Table A-5: Class Information: Paladin 

LEVEL ATIACK FORT. REF. WILL SPECIAL 

BONUS SAVE SAVE SAVE 

1 +1 +2 +O +O DIVI E GRACE, 
LAY ON HANDS 

2 +2 +3 +O +O AURA OF COURAGE, 
SMITE EVIL 

3 +3 +3 +1 +1 T URN UNDEAD 

4 +4 +4 +1 +l 

5 +5 +4 +1 +1 

6 +6/+1 +5 +2 +2 

7 +7/+2 +5 +2 +2 

8 +8/+3 +6 +2 +2 

9 +9/+4 +6 +3 +3 

10 +10/+5 +7 +3 +3 

11 +11/+6/+1 +7 +3 +3 

12 +12/+7/+2 +8 +4 +4 

13 +13/+8/+3 +8 +4 +4 

14 +14/+9/+4 +9 +4 +4 

15 +15/+10/+5 +9 +5 +5 

16 +16/+11/+6/+1 +10 +5 +5 

PALADIN SPELLS PER DAY 

0 1 2 3 4 

- - - - -
- - - - -
- - - - -
1 - - - -
1 - - - -
1 1 - - -
1 1 - - -
2 1 - - -
2 1 - - -
2 1 1 - -
2 1 1 - -
2 1 1 1 -
2 1 1 1 -
3 2 1 1 -
3 2 1 1 1 
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Table A-6: Class Information: RANGER 

L EVEL 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 

ATTACK FORT. REF. WILL 

BONUS SAVE SAVE SAVE 

+1 +2 +O +O 

+2 +3 +O +O 

+3 +3 +1 +1 

+4 +4 +l +1 

+5 +4 +1 +1 

+6/+1 +5 +2 +2 

+7/+2 +5 +2 +2 

+8/+3 +6 +2 +2 

+9/+4 +6 +3 +3 

+10/+5 +7 +3 +3 

+11/+6/+1 +7 +3 +3 

+12/+7/+2 +8 +4 +4 

+13/+8/+3 +8 +4 +4 

+14/+9/+4 +9 +4 +4 

+15/+10/+5 +9 +5 +5 

+16/+11/+6/+1 +10 +5 +5 

RANGER SPELLS PER DAY 

1 
1 

1 

1 

1 

1 

2 

2 

2 
2 

2 2 

3 4 

4 

SPECIAL 

l ST FAVORED ENEMY 

2ND FAVORED ENEMY 

3RD FAVORED ENEMY 

4TH FAVORED ENEMY 



135 CLASS INfORMATION CHARTS CLASS INfORMATION CHARTS 136 

Table A-7: Class Information: ROGUE SORCERER SPELLS PER DAY 

LEVEL ATTACK FORT. REF. WILL SPECIAL 0 1 2 3 4 5 6 7 8 

BONUS SAVE SAVE SAVE 5 3 - - - - - - -
1 0 +O +2 +O S EAK ATTACK +lo6 

5 4 - - - - - - -
2 +1 +O +3 +O EVASION 

3 +2 +1 +3 +1 SNEAK ATTACK +2D6, 
UNCA NY D ODGE 

5 5 - - - - - - -
5 6 3 - - - - - -
5 6 4 - - - - - -

(DEX BO US TO AC) 5 6 5 3 - - - - -
4 +3 +1 +4 +1 5 6 6 4 - - - - -
5 +3 +1 +4 +1 SNEAK ATTACK +3D6 5 6 6 5 3 - - - -
6 +4 +2 +5 +2 UNCANNY DODGE 5 6 6 6 4 - - - -

(CAN'T BE FLANKED) 5 6 6 6 5 3 - - -
7 +5 +2 +5 +2 SNEAK ATTACK +4D6 5 6 6 6 6 4 - - -
8 +6/+1 +2 +6 +2 5 6 6 6 6 5 3 - -
9 +6/+1 +3 +6 +3 SNEAK ATTACK +5D6 5 6 6 6 6 6 4 - -
10 +7/+2 +3 +7 +3 IMPROVED EVASION 5 6 6 6 6 6 5 3 -
11 +8/+3 +3 +7 +3 SNEAK ATTACK +6D6 5 6 6 6 6 6 6 4 -
12 +9/+4 +4 +8 +4 5 6 6 6 6 6 6 5 3 

13 +9/+4 +4 +8 +4 S EAK ATTACK +7D6 

14 +10/+5 +4 +9 +4 

15 +11/+6/+1 +5 +9 +5 SNEAK ATTACK +8D6 

16 +12/+7/+2 +5 +10 +5 
Table A-SA: SORCERER Spells Known 

Table A-7: Class Information: SORCERER LEVEL 0 1 2 3 4 5 6 7 8 
1 5 2 - - - - - - -

LEVEL ATTACK FORT. REF. WILL 
2 5 2 - - - - - - -

BONUS SAVE SAVE SAVE 
3 5 3 - - - - - - -
4 5 3 1 - - - - - -

1 +O +O +O +2 5 5 4 2 - - - - - -
2 +1 +O +O +3 6 5 4 2 1 - - - - -
3 +1 +1 +1 +3 7 5 5 3 2 - - - - -
4 +2 +1 +1 +4 

5 +2 +l +1 +4 

6 +3 +2 +2 +5 

8 5 5 3 2 1 - - - -
9 5 5 4 3 2 - - - -

7 +3 +2 +2 +5 
10 5 5 4 3 2 1 - - -

8 +4 +2 +2 +6 11 5 5 5 4 3 2 - - -
9 +4 +3 +3 +6 12 5 5 5 4 3 2 1 - -
10 +5 +3 +3 +7 13 5 5 5 4 4 3 2 - -
11 +5 +3 +3 +7 14 5 5 5 4 4 3 2 1 -
12 +6/+1 +4 +4 +8 15 5 5 5 4 4 4 3 2 -
13 +6/+1 +4 +4 +8 16 5 5 5 4 4 4 3 2 1 
14 +7/+2 +4 +4 +9 
15 +7/+2 +5 +5 +9 
16 +8/+3 +5 +5 +10 
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Technical and Customer Support 

Before contacting Ubi Soft Entertainment'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, 
http://www.ubisoft.com/support Here you will find the most recently 
updated information since the games release. 

Also please make sure that your computer meets the minimum system 
requirements, as our support representatives will be unable to assist cus­
tomers whose computers do not meet these criteria. 

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

• Complete product title (including version number) 
• Exact error message reported (if applicable) and a brief description 

of the problem you're encountering 
• Processor speed and manufacturer 
• Amount of RAM 
• Maker and speed of yow· CD-ROM or DVD-ROM drive 
• Type of Sound Card you are using 
• Video card that you are using and amount of RAM it uses 
• Operating system 

Contact us over the internet 

Our 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 first for 
solutions to your problems http://www.ubisoft.com/support 

Contact us by e-mail 

For fastest response via e-mail, please visi t our website at: 
http://www.ubisoft.com/support 

From this site, you will be able to enter the Ubi Soft Entertainment 
Solution Center where you can browse through our listings of 
Frequently Asked Questions (FAQ), 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 Technical Support Representative. 

~ ~ :: 
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If you don't have access to the World Wide Web, you can contact our 
Support Department by e-mailing them directly at support@ubisoft.com. 
Please ensure that you include all of the bulleted information above 
for your computer when sending e-mail to this address. It may take 
up to 72 hours for us to respond to your e-mail depending upon the 
volume of messages we receive. 

Contact us by phone 

You can also contact us by phone by calling (919) 460-9778. Note that 
this number is for technical assistance only. No hints or tips are given 
over the Teclrnical Support line. When calling our Teclrnical Support 
line, please make sure you are in front of your computer and have all 
of tl1e necessary information listed above at hand. 

Be advised that our Teclrnical Support Representatives are available to 
help you Monday-Friday from 9 am-9 pm (Eastern Standard Time). 

While we do not charge for teclrnicaJ support, normal long distance 
charges apply. To avoid long distance charges, or to contact a support 
representative directly after these hours, please feel free to use one of 
the other support avenues listed above. E-mail issues usually receive a 
response within 2 business days. 

Contact us by standard mail 
If all else fails you can write to us at: 

Return policy 

Ubi Soft Technical Support 
2000 Aerial Center 

Suite 110 
Morrisville, NC 27560 

Please do not send any game returns directly to Ubi Soft Entertainment. 
It is our policy that game returns must be dealt with by the retailer or 
online si te where you purchased tl1e product. If you have a damaged 
or scratched CD, please visit our FAQ listing for your game and get 
the latest replacement policy and pricing. 
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