










Quillfire: Inflicts 1d8 +1/2 levels damage and mildly poisons target.
Remove Disease: Cures target of diseases.
Spiderskin: Target gets +1 + 1/3 levels AC, saves vs. poison, and Hide.
Spike Growth: Creates spikes that inflict 1d4 damage to enemies each round.
Summon Creature III: Summons an appropriate creature.
Vigor: Target gains regeneration.
Vine Mine: Creates sinuous vines that entangle enemies.

4th-Level Druid/Spirit Shaman Spells
*Arc of Lightning: This bolt targets two creatures and deals 1d6 points of electricity

damage per caster level (maximum 15d6) to both creatures and to
anything in the line between them. 

Cure Serious Wounds: Heals target 3d8 +1/level hit points.
Dispel Magic: Ends magic effects.
Flame Strike: Fiery column inflicts 1d6/level fire and holy damage.
Freedom of Movement: Grants target immunity to paralysis, slow and entanglement

spells and effects. 
Greater Creeping Cold: Deals cold damage over time to the victim.
Greater Resistance: Grants a +3 bonus to all saves.
Hold Monster: Paralyzes target.
Ice Storm: Inflicts 3d6 bludgeoning and 2d6 cold damage + 1d6 cold damage per 3 level.
Moon Bolt: Inflicts 1d4/3 level points of strength damage to living target or undead

target becomes helpless for 1d4 round.
Stoneskin: Grants caster 10/adamantine damage reduction.
Summon Creature IV: Summons an appropriate creature.

5th-Level Druid/Spirit Shaman Spells
Awaken: Enhances animal companion.
Call Lightning Storm: Calls down a number of lightning bolts upon your foes.
Cure Critical Wounds: Heals 4d8 + 1/level hit points.
Death Ward: Grants target immunity to death, energy drain and negative energy spells

and effects.
Heal Animal Companion: A powerful healing spell usable only on animal companions.
Inferno: Burns target for 2d6 fire damage each round.
Mass Contagion: Causes all hostile targets in the prescribed area to become infected

with a disease.
Owl’s Insight: Grants target bonus to Wis equal to half the caster’s level.
Rejuvenation Cocoon: Heals target for two round, the target cannot move for the

duration of the spell.
Restoration: Removes most negative effects on target, including level drain and

blindness.” not in spell list.
Slay Living: Kills target.
Spell Resistance: Grants target 12 + 1/level spell resistance.
Summon Creature V: Summons an appropriate creature.
Wall of Fire: Flaming wall inflicts 2d6 + level fire damage. Undead take double damage.
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6th-Level Druid/Spirit Shaman Spells
Crumble: Crushes target construct for 1d6/level damage.
Drown: Almost kills a living target.
Energy Immunity: Grants target immunity to one energy type. 
Extract Water Elemental: Dehydrates target for 1d6/level damage. If this spell kills its

victim, a water elemental appears to serve you.
Greater Dispel Magic: Ends powerful magic effects.
Greater Stoneskin: Grants caster 20/adamantine damage reduction.
Mass Bear’s Endurance: Grants multiple targets a bonus to their Constitution.
Mass Bull’s Strength: Targets are granted a strength bonus.
Mass Cat’s Grace: Target creatures gain a bonus to Dexterity.
Mass Cure Light Wounds: Heals each nearby ally 1d8 +1/level hit points.
Mass Owl’s Wisdom: Targeted creatures gain a bonus to their Wisdom.
Regenerate: Regenerates 10% of target’s maximum hit points every round.
Stonehold: Creates a cloud that encases creatures in stone.
Summon Creature VI: Summons an appropriate creature.
Superior Resistance: Grants a +6 bonus to all saves.
Tortoise Shell: Targets gains 6 + 1/3 level AC bonus and has 50% movement speed penality. 
Vigorous Cycle: Grants party fast regeneration.

7th-Level Druid/Spirit Shaman Spells
Aura of Vitality: Grants allies +4 Str, Con, and Dex.
Creeping Doom: Carpet of insects attacks at your command.
Fire Storm: Rain of flames inflicts 1d6 fire damage/level.
Harm: Caster’s touch attack inflicts 10/level damage. This spell cannot kill its target, however.
Heal: Heals target 10/level hit points. Target is also cured of most negative effects.
Mass Cure Moderate Wounds: Heals each nearby ally 2d8 +1/level hit points.
Summon Creature VII: Summons an appropriate creature.
Swamp Lung: Target's lungs become filled with swamp water.
Sunbeam: Inflicts 1d6 damage/level to undead; 3d6 damage to others.
True Seeing: Caster sees through Ethereal and Invisibility effects.

8th-Level Druid/Spirit Shaman Spells
Bombardment: Blasts nearby enemies for 10d8 damage.
Earthquake: Inflicts 10d6 damage to creatures in a large area.
Finger of Death: Kills target.
Mass Cure Serious Wounds: Heals each nearby ally 3d8 +1/level hit points.
Premonition: Grants target damage reduction 30/adamantine.
Storm Avatar: Caster becomes empowered by the swift strength and destructive fury

of a fierce storm.
Summon Creature VIII: Summons an appropriate creature.
Sunburst: Inflicts 1d6/level to undead creatures (6d6 damage to non-undead

enemies). Can also permanently blind enemies.
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9th-Level Druid/Spirit Shaman/ Spells
Burst of Glacial Wrath: You create a burst of icy energy that flash-freezes creatures.

Targets cannot be killed outright by this spell, but those
almost slain are frozen solid.

Elemental Swarm: Summons elementals.
Mass Cure Critical Wounds: Heals each nearby ally 4d8 +1/level hit points.
Mass Death Ward: Targets gain immunity to death and negative energy spells and effects.
Mass Drown: You fill targets’ lungs with water.
Nature's Avatar: Animal companion gains natures strength, resilience and speed.
Shapechange: Caster shapechanges into a powerful form.
Storm of Vengeance: Toxic rain inflicts 3d6 acid damage each round.
Summon Creature IX: Summons an appropriate creature.

PALADIN
1st-Level Paladin Spells
Bless: Grants nearby allies +1 to hit and on Will saves against fear.
Bless Weapon: Grants melee weapon +1 damage against evil and +2d6 damage against

undead. The weapon also becomes good for purposes of overcoming
damage resistance.

Cure Light Wounds: Heals target 1d8 +1/level hit points.
Detect Undead: Reveals undead on minimap.
Divine Favor: Grants caster +1/3 levels to hit and damage.
Endure Elements: Grants target 10/- damage resistance against all elemental damage

types.
Lesser Restoration: Removes all effects penalizing target’s ability scores, AC, to hit,

damage, spell resistance, and saves.
Lionheart: The subject gains immunity to fear effects.
Magic Weapon: Temporary +1 enhancement bonus to a weapon.
Protection from Alignment: Grants caster  +2 AC, +2 on saves, and immunity to

mind-affecting spells of the specified alignment.
Resistance: Grants target +1 to all saves.
Virtue: Grants target 1 temporary hit point.

2nd-Level Paladin Spells
Aid: Grants target 1d8 +1/ level temporary hit points and +1 to hit and on saves vs. fear.
Aura of Glory: Grants caster +4 Cha. Grants allies +5 bonus to saves against fear.
Bull’s Strength: Grants target +4 Str.
Eagle’s Splendor: Grants target +4 Cha.
Owl’s Wisdom: Grants target +4 Wis. 
Remove Paralysis: Cures target of paralysis and hold effects.
Resist Energy: Grants target 20/- damage resistance against all elemental damage types.
Shield Other: Grants target +1 AC and +1 on saves. ½ of target’s damage is redirected to caster.
*Stabilize: Heals every nearby ally a slight amount.
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3rd-Level Paladin Spells
Cure Moderate Wounds: Heals target 2d8 + 1/level hit points.
Dispel Magic: Ends magical effects.
Greater Magic Weapon: Temporarily grants weapon +1 enhancement/4 levels.
Magic Circle against Alignment: Grants caster and nearby allies +2 AC, +2 on saves,

and immunity to mind-affecting spells of the
specified alignment.

Prayer: Grants party +1, and afflicts enemies with -1, to hit, damage, skills, and saves.
Remove Blindness and Deafness: Cures nearby allies of blindness and deafness.
Remove Curse: Cures target of curses.

4th-Level Paladin Spells
*Castigate: Scalds creatures whose alignment differs from yours.
Cure Serious Wounds: Heals target 3d8 +1/level hit points.
Death Ward: Grants target immunity to death, energy drain and negative energy

spells and effects.
Freedom of Movement: Grants target immunity to paralysis, slow and entanglement

spells and effects.
Lesser Visage of the Deity: You gain Charisma and some elemental resistances.
Holy Sword: Transforms caster’s melee weapon into a Holy Avenger.
Neutralize Poison: Cures target of poison.
Restoration: Removes most negative effects on target, including level drain and blindness.

RANGER
1st-Level Ranger Spells
*Blade of Fire: Your melee weapon deals extra fire damage. 
Camouflage: Grants target +10 Hide.
Cure Light Wounds: Heals 1d8 + 1/level hit points.
Entangle: Traps enemies with clinging vegetation.
Low-Light Vision: Party can see in the dark like elves.
Magic Fang: Grants animal companion +1 to hit and damage.
Resist Energy: Grants target 20/– damage resistance against all elemental damage

types.
Summon Creature I: Summons an appropriate creature.

2nd-Level Ranger Spells
*Animalistic Power: Imbues the subject with an aspect of the natural world.  The

subject gains a +2 bonus to Strength, Dexterity, and Constitution. 
Barkskin: Hardens the target creature’s skin, improving armor class.
Bear’s Endurance: Grants target +4 Con.
Cat’s Grace: Grants target +4 Dex.
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Curse of Impending Blades: Target recieves a penalty to his armor class.
Hold Animal: Target animal is paralyzed.
Mass Camouflage: Party receives +10 Hide. 
Mass Camouflage: Party receives +10 Hide. 
Jagged Tooth: Natural weapon more frequently deals critical hits. 
Protection from Energy: Grants target 30/- damage resistance against all elemental

damage types.
Sleep: Weaker creatures fall asleep.
Spike Growth: Creates spikes that inflict 1d4 damage to enemies each round.
Summon Creature II: Summons an appropriate creature.

3rd-Level Ranger Spells
Aid: Grants target 1d8 + 1/ level temporary hit points and +1 to hit and on saves vs. fear.
Cure Moderate Wounds: Heals 2d8 +1/level hit points.
Greater Magic Fang: Grants animal companion +1/3 levels to hit and damage.
Heal Animal Companion: A powerful healing spell usable only on animal companions.
Invisibility purge:Removes invisibility from nearby creatures.
Mass Curse of Impending Blades: Multiple targets recieve a penalty to their armor class.
Neutralize Poison: Removes poison from target.
*Reduce Animal: Shrinks target animal. 
Remove Disease: Removes diseases from target.
Summon Creature III: Summons an appropriate creature.

4th-Level Ranger Spells
Cure Serious Wounds: Heals 3d8 +1/level hit points.
Freedom of Movement: Target receives immunity to paralysis, slow and entanglement

spells and effects. 
Polymorph Self: Caster shapechanges into a monster.
Summon Creature IV: Summons an appropriate creature.

SORCERER/WIZARD SPELLS
0-Level Sorcerer/Wizard Spells (Cantrips)
Acid Splash (C): 1d3 points acid damage.
Daze (E): Weak enemy is dazed.
Flare (V): Dazzles one creature (-1 to hit).
Light (V): Create small light source.
Ray of Frost (V): Inflicts 1d4 cold damage.
Resistance (A): Grants target +1 to saves.
Touch of Fatigue (N): Touched target becomes fatigued.
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1st-Level Sorcerer/Wizard Spells
*Blade of Fire (C): Your melee weapon deals extra fire damage. 
Burning Hands (V): Fire cone deals 1d4/level fire damage.
Cause Fear (N): Causes fear in a weak creature.
Charm Person (E): Befriends one person.
Color Spray (I): Knocks out, blinds, or stuns enemies.
Detect Undead (D): Undead revealed on minimap.
Endure Elements (A): 10/- damage resistance against all elemental damage types.
Enlarge Person (T): Gives +2 Str, -2 Dex, -1 to hit, -1 AC, and +3 melee damage.
Expeditious Retreat (T): Caster’s speed increases by 150%.
Grease (C): Slows or knocks down opponents.
Identify (D): Determine all magic properties of a single magical item.
Low-Light Vision (T): Party can see in the dark like elves.
Mage Armor (C): Grants target +4 AC.
Magic Missile (V): 1d4 + 1 damage/arrow; extra arrow at levels 3, 5, 7, 9.
Magic Weapon (T): Temporary +1 enhancement bonus to a weapon.
*Nightshield (A): Provides a resistance bonus to saving throws and negates magic

missle attacks directed at you. 
*Orb of Acid, Lesser (C): An orb of acid shoots from your palm at your target, dealing

acid damage. 
*Orb of Cold, Lesser (C): An orb of cold shoots from your palm at your target, dealing

cold damage. 
*Orb of Electricity, Lesser (C): An orb of electricity shoots from your palm at your

target, dealing electricity damage. 
*Orb of Fire, Lesser (C): An orb of fire shoots from your palm at your target, dealing

fire damage. 
*Orb of Sound, Lesser (C): An orb of sound shoots from your palm at your target,

dealing sonic damage. 
Protection from Alignment (A): Grants caster  +2 AC, +2 on saves, and immunity to

mind-affecting spells of the specified alignment.
Ray of Enfeeblement (N): Ray inflicts 1d6 Str damage.
*Reduce Person (T): Shrinks target humanoid. 
Shield (A): Caster receives +4 AC.
Shocking Grasp (V): Caster’s touch inflicts 1d6/level electricity damage. 
Sleep (E): Weaker creatures fall asleep.
Summon Creature I (C): Summons an appropriate creature.
True Strike (D): Caster receives +20 on next attack roll.

2nd-Level Sorcerer/Wizard Spells
*Animalistic Power (T): Imbues the subject with an aspect of the natural world.  The

subject gains a +2 bonus to Strength, Dexterity, and Constitution. 
Balagarn’s Iron Horn (T): Knocks creatures prone.
Bear’s Endurance (T): Grants target +4 Con.
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*Bladeweave (I): Your weapon gains the ability to daze opponents. 
Blind Sight (T): Target can see invisible and in darkness.
Blindness and Deafness (I): Target is struck blind and deaf.
Bull’s Strength (T): Grants target +4 Str.
Cat’s Grace (T): Grants target +4 Dex.
Cloud of Bewilderment (V): Enemies are stunned and blinded 1d6 rounds.
Combust (V): Flames erupt, causing 2d6 +1/level fire damage and igniting victims. 
Curse of Impending Blades (I): Target receives a penalty to his armor class.
Darkness (V): Shrouds creatures in darkness.
Death Armor (N): Damages creatures that touch caster.
Eagle’s Splendor (T): Grants target +4 Cha.
False Life (N): Caster gains 1d10 + 1/level (max 10) temporary hit points.
Fireburst (V): Nearby creatures take 1d8 fire damage/level.
Fox’s Cunning (T): Grants target +4 Int.
Gedlee’s Electric Loop (V): Lightning strikes creatures, dealing 1d6 electricity

damage/2 levels and stunning victims.
Ghostly Visage (I): damage reduction 5/magic; immune to 0-level and 1st-level spells.
Ghoul Touch (N): Caster’s touch can paralyze.
Gust of Wind (V): Blast of air knocks down creatures and disperses gaseous effects.
Invisibility (I): Target is invisible until it attacks or casts a spell.
Knock (T): Unlocks doors and containers.
Lesser Dispel (A): Ends weak magic effects.
Melf ’s Acid Arrow (C): Bolt does 3d6 acid damage plus 1d6/round until spell expires.
Mirror Image (I): Creates 1d4 + 1/3 level images of caster that act as decoys.
Owl’s Wisdom (T): Grants target +4 Wis.
Protection from Arrows (A): Target receives damage resistance 10/magic against

ranged weapons.
Resist Energy (A): Grants target 20/- damage resistance against all elemental damage types.
Scare (N): Causes fear in weak creatures.
Scorching Ray (E): Fires 1 + 1/4 level beyond 3rd rays dealing 4d6 fire damage each.
See Invisibility (D): Target can see invisible creatures.
*Snake’s Swiftness (T): Hastes target for one round. 
Summon Creature II (C): Summons an appropriate creature.
Tasha’s Hideous Laughter (E): Target laughs hysterically, unable to defend itself.
Touch of Idiocy (E): Touched foe’s spellcasting abilities are diminished.
Web (C): Traps enemies in a web.

3rd-Level Sorcerer/Wizard Spells
Clairaudience and Clairvoyance (D): Target receives +10 Spot and Listen.
Deep Slumber (E): Creatures fall asleep.
Dispel Magic (A): Ends magical effects.
Displacement (I): 1/2 of attacks miss target.

56

Fireball (V): Massive flames deal 1d6 fire damage/level.
Flame Arrow (C): Inflicts 4d6 fire damage/arrow; 1 arrow/ 4 levels.
Greater Magic Weapon (T): Weapon receives +1 enhancement/ 4 levels.
Haste (T): Grants target +1 attack/ round, +50% movement speed, +1 to hit, and +1 AC.
Heroism (E): Grants target +2 attack, +2 saves, and +2 for all skill checks.
Hold Person (E): Paralyzes target humanoid.
Improved Mage Armor (C): Target receives +6 AC.
Invisibility Sphere (I): Party becomes invisible.
Keen Edge (T): Slashing or piercing weapon more frequently deals critical hits.
Lightning Bolt (V): Horizontal energy bolt deals 1d6 electricity damage/level.
Magic Circle against Alignment (A): Caster and nearby allies receive +2 AC, +2 saves,

and immunity to mind-affecting spells from the
specified alignment.

Mass Curse of Impending Blades (I): Multiple targets recieve a penalty to their armor
class.

Mestil’s Acid Breath (V): Cone deals 1d6 acid damage/level.
Power Word Maladroit (D): Causes dexterity damage to a single creature.
Power Word Weaken (D): Weakens target creature.
Protection from Energy (A): Grants target 30/- damage resistance against all elemental

damage types.
Rage (E): Party affected by barbarian’s Rage ability.
Scintillating Sphere (V): Crackling projectile deals 1d6 electricity damage/level.
Slow (T): Target suffers -50% movement rate, -1 AC, -1 to hit, and -1 Reflex saves.
*Snake’s Swiftness, Mass (T): Hastes nearby allies for one round. 
Spiderskin (T): Target receives +2, +1/3 levels to AC, poison saves, and Hide skill

checks.
Stinking Cloud (C): Creatures are dazed and nauseated.
Summon Creature III (C): Summons an appropriate creature.
Vampiric Touch (N): 1d6 damage/2 levels; heals caster the same amount. 
Weapon of Impact (T): Blunt weapon more frequently deals critical hits.

4th-Level Sorcerer/Wizard Spells
Animate Dead (N): Summons an undead minion.
Assay Resistance (D): Target’s spell resistance to caster’s spells is greatly reduced. 
Bestow Curse (T): Target suffers -2 to all ability scores.
Charm Monster (E): Befriends one monster.
Confusion (E): Target behaves erratically.
Contagion (N): Afflicts target with random disease.
Crushing Despair (E): Target suffers -2 penalty on attack rolls, saves, ability checks,

skill checks, and damage.
Elemental Shield (V): Ring of fire damages attackers and grants caster 50% cold/fire

resistance.
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Enervation (N): Target temporarily loses 1d4 levels.
Evard’s Black Tentacles (C): Traps and attacks enemies with tentacles.
Fear (N): Causes fear in enemies.
Greater Invisibility (I): Target is invisible, and is concealed after attacking or casting spells.
Greater Resistance (A): Grants a +3 bonus to all saves.
Ice Storm (V): Inflicts 3d6 bludgeoning and 2d6 cold damage + 1d6 cold damage per 3 level...
Isaac’s Lesser Missile Storm (V): Inflicts 1d6 damage/missile; 1 missile/ level.
Least Spell Mantle: Absorbs up to 1d4 + 4 spell levels.
Lesser Globe of Invulnerability (A): Protects caster from all 3rd-level and lower spells.
Lesser Spell Breach (A): Strips an enemy mage of up to two defenses.
*Orb of Acid (C): An orb of acid shoots from your palm at your target, dealing acid damage.
*Orb of Cold (C): An orb of cold shoots from your palm at your target, dealing cold damage. 
*Orb of Electricity (C): An orb of electricity shoots from your palm at your target,

dealing electricity damage. 
*Orb of Fire (C): An orb of fire shoots from your palm at your target, dealing fire

damage. 
*Orb of Sound (C): An orb of sound shoots from your palm at your target, dealing

sonic damage. 
Phantasmal Killer (I): Kills the target.
Polymorph Self (T): Caster shapechanges into a monster.
*Reduce Person, Mass (T): Shrinks multiple humanoids. 
Remove Curse (A): Removes all curses from target.
Shadow Conjuration (I): Casts shadowy version of one of a variety of spells.
Shout (T): Cone of sonic energy deals 5d6 damage and can deafen.
Stoneskin (A): Caster receives 10/adamantine damage reduction.
Summon Creature IV (C): Summons an appropriate creature.
Wall of Fire (v): flaming wall inflicts 2d6 + level fire damage. undead take double damage.

5th-Level Sorcerer/Wizard Spells
*Arc of Lightning (C): This bolt targets two creatures and deals 1d6 points of

electricity damage per caster level (maximum 15d6) to both
creatures and to anything in the line between them. 

Bigby’s Interposing Hand (V): Hand provides cover against one opponent, who suffers
-10 attack penalty.

Cacophonic Burst (V): Deals sonic damage to all enemies in an area.
Cloudkill (N): Kills weaker creatures.
Cone of Cold (V): Cone deals 1d6 cold damage/level.
Dismissal (A): Dispels the target’s summoned companions.
Dominate Person (E): Caster temporarily gains control of target humanoid.
Feeblemind (D): Target suffers 1d4 points of Int and Cha damage/4 levels.
Firebrand (V): Balls of flame (1/level) explode for 1d6 fire damage/level each.
Glass Doppelganger (I): You create a living glass creation that is an exact copy of

touched target 
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Greater Fireburst (V): Nearby creatures take 1d8 fire damage/level (maximum 15d8).
Hold Monster (E): Paralyzes target.
Lesser Mind Blank (A): Protects target from mind-affecting spells and removes any

currently in effect.
Lesser Planar Binding (C): Control or summon a weak outsider.
Lesser Spell Mantle (A): Absorbs up to 1d6 + 6 spell levels.
Mind Fog (I): Those within fog suffer -10 to Will saves.
Power Word Disable (D): You utter a single word of power that diasbles target creature
*Reduce Person, Greater (T): Shrinks target humanoid for a long time. 
Shroud of Flame (T): Target encased in flames, burning it and possibly nearby creatures.
Summon Creature V (C): Summons an appropriate creature.
Vitriolic Sphere (C): Huge acid explosion deals acid damage for several rounds.
Wall of Dispel Magic (A): Creates a transparent barrier that casts dispel magic on

anyone passing through it.

6th-Level Sorcerer/Wizard Spells
Acid Fog (C): Slows creatures within fog and deals acid damage.
Bigby’s Forceful Hand (V): Hand knock downs target.
Chain Lightning (V): Blasts target for 1d6 electricity damage/level and half that

amount for all secondary bolts.
Circle of Death (N): Kills 1d4 creatures/level.
Create Undead (N): Creates one undead creature. 
Disintegrate (T): Ray deals 2d6 damage/level.
Ethereal Visage (I): 20/magic damage reduction and immunity to 2nd-level and lower spells; 
Extract Water Elemental (T): Dehydrates target for 1d6/level damage. If this spell kills

its victim, a water elemental appears to serve you.
Flesh to Stone (T): Target turned to stone.
Globe of Invulnerability (A): Protects caster from all 4th-level and lower spells.
Greater Dispel Magic (A): Ends powerful magical effects.
Greater Heroism (E): Target receives +1/level temporary hit points and +4 to hit, and

on saves and skill checks.
Greater Spell Breach (A): Strips an enemy mage of up to four magical defenses.
Greater Stoneskin (T): 20/adamantine damage reduction.
Isaac’s Greater Missile Storm (V): One missile (2d6 damage)/level randomly hits enemies.
Legend Lore (D): Greatly improves Lore skill checks for a long time.
Mass Bear’s Endurance (T): Grants multiple targets a bonus to their Constitution.
Mass Bull’s Strength (T): Targets are granted a strength bonus.
Mass Cat’s Grace (T): Target creatures gain a bonus to Dexterity.
Mass Contagion (N): Causes all hostile targets in the prescribed area to become

infected with a disease.
Mass Eagle’s Splendor (T): Affected creatures gain a bonus to Charisma.
Mass Fox’s Cunning (T): Affected creatures gain a bonus to their Intelligence.
Mass Owl’s Wisdom (T): Targeted creatures gain a bonus to their Wisdom.
Planar Binding (C): Summon or control an outsider.
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Stone Body (T): Caster receives +4 Str, -4 Dex, damage reduction 10/adamantine,
50% movement penalty, immunity to many negative effects, and
takes ½ damage from acid and fire.

Stone to Flesh (T): Restores petrified target.
Summon Creature VI (C): Summons an appropriate creature.
Superior Resistance (A): Grants a +6 bonus to all saves.
Tenser’s Transformation (T): Caster becomes physically powerful.
True Seeing (D): Caster sees through Ethereal and Invisibility effects.
Undeath to Death (N): Slays many undead creatures.

7th-Level Sorcerer/Wizard Spells
Avasculate (N): Stuns target and reduces it to half of its current hit points.
Banishment (D): Destroys many summoned creatures.
Bigby’s Grasping Hand (V): Hand holds target.
Control Undead (N): Dominates one undead creature.
Delayed Blast Fireball (V): More powerful fireball that can be used as a trap.
Energy Immunity (A): Grants target immunity to one energy type.
Ethereal Jaunt (T): Enemies cannot detect the caster until he performs a hostile action.
Finger of Death (N): Target dies.
Greater Shadow Conjuration (I): Casts shadowy version of one of a variety of powerful spells.
Hiss of Sleep (E): Many enemies are put to sleep.
Mass Charm Person (E): Charms many enemies.
Mordenkainen’s Sword (T): Summons powerful, floating sword that fights enemies.
Power Word, Blind (D): Blinds a single creature.
Prismatic Spray (V): Randomly afflicts many enemies.
Shadow Shield (I): Caster receives +5 AC, 10/magic damage reduction, and immunity

to death and negative energy effects.
Solipsism (I): You manipulate the senses of one creature so that it perceives itself to

be the only real creature in all of existence and everything around it to
be merely an illusion.

Spell Mantle (A): Absorbs up to 1d8 + 8 spell levels.
Summon Creature VII (C): Summons an appropriate creature.

8th-Level Sorcerer/Wizard Spells
Bigby’s Clenched Fist (V): Each round, summoned fist inflicts 1d8 + 11 damage and

stuns target.
Blackstaff (E): Quarterstaff becomes +4 weapon and casts dispel magic on any

creature it strikes.
Create Greater Undead (N): Summons powerful undead minion.
Greater Planar Binding (C): Paralyzes outsider or summons a powerful outsider.
Greater Shout (T): Cone of sonic energy deals 10d6 damage, causes deafness, and can stun.
Horrid Wilting (N): Inflicts 1d6/level magical damage.
Incendiary Cloud (C): Fiery cloud inflicts 4d6 fire damage to all within.
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Iron Body (T): Caster receives +6 Str, -6 Dex, damage reduction 15/adamantine, 50%
movement penalty, immunity to many negative effects, and takes ½
damage from acid and fire.

Mass Blindness and Deafness (I): Nearby enemies are struck blind and deaf.
Mass Charm Monster (E): Nearby creatures view caster more favorably.
Mind Blank (A): Nearby allies receive immunity to mind-affecting spells and effects.
Polar Ray (V): Inflicts 1d6 cold damage/level.
Power Word, Petrify (D): Turns a single target into stone.
Power Word, Stun (D): Automatically stuns target.
Premonition (D): Caster receives damage reduction 30/adamantine.
Protection from Spells (A): Caster receives +8 on saves against spells.
Summon Creature VIII (C): Summons an appropriate creature.
Sunburst (V): Inflicts 1d6/level to undead creatures (6d6 damage to non-undead

enemies). Can also permanently blind enemies.
Wall of Greater Dispel Magic (A): Creates transparent barrier that casts greater dispel

magic on anyone passing through it.

9th-Level Sorcerer/Wizard Spells
Bigby’s Crushing Hand (V): Large hand provides cover, pushes, or crushes foes.
Burst of Glacial Wrath (E): You create a burst of icy energy that flash-freezes

creatures. Targets cannot be killed outright by this spell,
but those almost slain are frozen solid. 

Dominate Monster (E): Controls target monster.
Energy Drain (N): Target temporarily loses 2d4 levels.
Etherealness (T): Enemies cannot detect the party until any member performs a

hostile action.
Gate (C): Summons a horned devil.
Greater Spell Mantle (A): Absorbs up to 1d12 + 10 spell levels.
Mass Hold Monster (E): Paralyzes nearby enemies.
Meteor Swarm (V): Meteors strike enemies in area, inflicting 24d6 damage.
Mordenkainen’s Disjunction (A): Very powerful version of dispel magic.
Power Word, Kill (D): Kills creature with less than 100 hit points.
Shades (I): Casts shadowy variant of one of a variety of very powerful spells.
Shadow Simulacrum (I): Create a shadow duplicate of the creature touched. 
Shapechange (T): Caster shapechanges into a powerful form.
Summon Creature IX (C): Summons an appropriate creature.
Wail of the Banshee (N): Hideous shriek can kill nearby enemies.
Weird (I): Terrifying phantasm can kill nearby enemies.
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Warlock

Least (1st-level) Invocations
Beguiling Influence†: Caster receives +6 to Bluff, Diplomacy, and Intimidate.
Dark One’s Own Luck†: Caster receives luck bonus to all saves equal to Cha bonus.
Darkness: Covers creatures in a shroud of darkness.
Devil’s Sight†: Caster receives Darkvision.
Draining Blast (Eldritch Essence): Slows target.
Eldritch Spear (Blast Shape): Increases Eldritch Blast range.
Entropic Warding†: Caster receives +4 Move Silently and Hide. Ranged attacks against

caster might miss.
Frightful Blast (Eldritch Essence): Eldritch Blast inflicts fear.
Hideous Blow (Blast Shape): Eldritch Blast is applied to caster’s melee attacks.
Leaps and Bounds†: Caster receives +4 Dex and Tumble.
Otherworldly Whispers: You gain a +6 bonus on all lore and spellcraft checks.
Seen the Unseen†: Caster can see invisible creatures.

Lesser (2nd-level) Invocations
Beshadowed Blast (Eldritch Essence): Eldritch Blast inflicts darkness.
Hellrime Blast (Eldritch Essence): Eldritch blast damage is cold-based and target

suffers -4 Dex.
Brimstone Blast (Eldritch Essence): Eldritch Blast ignites target.
Charm: Befriends creature.
Curse of Despair: Target suffers -1 to attack rolls and -2 to all ability scores.
Dread Seizure: You speak a word that sends wracking pain through the limbs of a

single target creature
Eldritch Chain (Blast Shape): Eldritch blast arcs to multiple targets.
Flee the Scene: Caster receives +1 attack/ round, +50% movement speed, +1 to hit,

and +1 AC.
The Dead Walk: Summons forth an undead minion.
Voracious Dispelling: Ends magic effects on target. If an effect is removed, target is

damaged.
Walk Unseen: Caster turns invisible.
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Greater (3rd-level) Invocations
Bewitching Blast (Eldritch Essence): Eldritch Blast confuses target.
Chilling Tentacles: Tentacles entangle targets and inflict 2d6 cold damage.
Devour Magic: Ends powerful magic effects on target. If a spell is removed, caster

receives 2 temporary hit points/level. 
Eldritch Cone (Blast Shape): Eldritch Blast becomes a cone.
Hindering Blast (Eldritch Essence): You transform your eldritch blast into a hindering blast. 
Noxious Blast (Eldritch Essence): Eldritch Blast dazes target.
Tenacious Plague: Target suffers increased damage every round until the plague ends.
Vitriolic Blast (Eldritch Essence): Eldritch blast causes acid damage and ignores spell

resistance. 
Wall of Perilous Flame: Wall inflicts 2d6 + Charisma bonus fire damage.

Dark (4th-level) Invocations
Binding Blast (Eldritch Essence): You transform your eldritch blast into a binding blast.  
Dark Foresight: Caster receives damage reduction 10/silver.
Eldritch Doom (Blast Shape): Eldritch blast affects a 20’ diameter area.
Retributive Invisibility: Caster is invisible, even when attacking or casting spells. If

invocation is dispelled, explosion damages nearby foes.
Utterdark Blast (Eldritch Essence): Eldritch Blast deals negative energy damage and

drains target’s levels.
Word of Changing: Caster shapechanges into a powerful form.
† This effect is persistent. The warlock will always benefit from the ability.
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SNABBSTART (SVENSK QUICKSTART)

Filen ReadMe
Neverwinter Nights 2: Storm of Zehir har en ReadMe-fil som visar licensavtalet och
uppdaterad information om spelet. Läs igenom denna fil för att lära dig om
ändringar som gjorts efter att bruksanvisningen gått till tryck. Du visar ReadMe-filen
genom att klicka på Startknappen i Windows® aktivitetsfält och sedan välja Program,
Neverwinter Nights 2, Storm of Zehir och sedan ReadMe.

Installera spelet
1. Starta Windows® XP. Stäng ned övriga program.
2. Lägg i skivan Neverwinter Nights 2: Storm of Zehir i datorns cd/dvd-läsare.
3. Om Spela upp automatiskt (AutoPlay) är aktiverat visas titelsidan. Klicka på Install.

Om Spela upp automatiskt (AutoPlay) inte är aktiverat, klicka på Start-knappen i
Windows® aktivitetsfält och sedan på Kör. Skriv in D:\Setup och klicka på OK. Obs!
Om din cd/dvd-läsare har en annan enhetsbeteckning än D, skriv in denna istället.

4. Följ instruktionerna på skärmen för att slutföra installationen av Neverwinter Nights
2: Storm of Zehir.

5. När installationen är avklarad har du möjlighet att läsa filen ReadMe och spela
spelet.

Obs! Neverwinter Nights 2-skiva 1 eller Storm of Zehir-skivan måste finnas i din
cd/dvd-läsare för att du ska kunna spela spelet.

New Game (Nytt spel)
Klicka på ”New Game” (Nytt spel) i huvudmenyn för att starta spelet. Välj ”Start New
Campaign” (Starta ny kampanj) och sedan ”Storm of Zehir Campa-ign”. Nästa steg är
att skapa en karaktär eller välja en redan skapad karaktär. Om du är ivrig att komma
igång, klicka på ”Select Character” (Välj karaktär). Du kan välja en redan skapad
karaktär eller din egen karaktär från ursprungli-ga NWN2.
Om du vill ha total kontroll över skapandet av ditt alter ego, klicka på ”New
Character” (Ny karaktär). 

Spara och ladda
Du sparar din spelomgång genom att trycka på Esc för att öppna pausmenyn. Klicka på
”Save Game” (Spara spel), välj en sparplats och klicka sedan på ”Save Game” (Spara
spel) nere till höger och skriv in ett namn. Du kan snabb-spara när du spelar genom att
trycka på F12-tangenten, vilket sparar ditt pågå-ende spel under namnet ”Quicksave”
(Snabbspar).
Du sparar din spelomgång genom att trycka på Esc för att öppna pausmenyn. Klicka på
”Save Game” (Spara spel), välj en sparplats och klicka sedan på ”Save Game” (Spara spel)
nere till höger och skriv in ett namn. Du kan snabb-spara när du spelar genom att trycka på
F12-tangenten, vilket sparar ditt pågå-ende spel under namnet ”Quicksave” (Snabbspar).

64

NAVIGERA I SPELVÄRLDEN

Du använder musen för att flytta runt markören på skärmen. Normalt vänster-
klickar du för att flytta din karaktär eller utföra en manöver. När du flyttar musen
över ett objekt ändras markören för att indikera den standardmanöver din karaktär
utför då du klickar med musen. Som exempel, när musmarkören är placerad över en
fiendevarelse ändras den till en stridssymbol, vilket indikerar att varelsen attackeras
när du klickar med musen. Högerklickar du på en varel-se eller ett objekt väljs den
som ditt mål. 

Som standard blir nuvarande mål ditt offer (eller förmånstagare) när du väljer en
manöver (som använder en trollformel). Du kan ändra detta beteende i al-
ternativmenyn (Options) (se avsnittet om alternativmenyn för mer detaljer). Om du
utför en handling när du inte har något mål valt ändras markören för att indikera
detta, och du kan sedan klicka på en varelse eller ett objekt för att välja den. Som
exempel, du kan högerklicka på en orc och sedan klicka på din Quick Bar (Snabblist)
för att kasta en magisk missil mot den. Eller klicka på den magiska missilen först och
sedan klicka på orcen. 

Genom att hålla ned Shift medan du högerklickar på en varelse eller ett objekt,
öppnas rullgardinsmenyn med de handlingar du kan utföra. Som exempel, om du är
en munk och öppnar handlingsmenyn över en fiende och väljer alternati-vet
”Stunning Fist” (Förlamande näve), inleds en attack mot den varelsen. Efter att du
utfört vald handling mot en varelse eller ett objekt så blir den ditt mål.
Rullgardinsmenyn öppnas också om du högerklickar och håller ner knappen över en
varelse eller ett objekt.

Handlingar och förflyttning med tangentbordet
Du kan också navigera runt i världen med ditt tangentbord. I strategiläget är det
tangenterna W, A, S och D som kontrollerar din förflyttning. Tangenten W flyttar dig
framåt, S bakåt, A roterar dig åt vänster och D roterar dig åt höger. Du kan också
använda Q för att sidsteppa åt vänster och E för att sidsteppa åt höger. 

I karaktärsläget flyttar W dig framåt, S flyttar dig bakåt, Q och E roterar dig åt
vänster/höger och A och D gör att du sidsteppar vänster/höger.

Du kan mappa om dessa och andra tangenter på sidan Game Options (Spelal-ternativ).
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PIKAOHJE (SUOMI QUICKSTART)

ReadMe-tiedosto
Neverwinter Nights 2: Storm of Zehir -peliin liittyy ReadMe-tiedosto, jossa on
käyttöoikeussopimus ja päivitettyjä tietoja pelistä. Siinä on tietoja käyttöohjee-seen
painatuksen jälkeen tehdyistä muutoksista. Saat ReadMe-tiedoston näkyviin
seuraavasti: valitse Windows®-tehtävärivin Käynnistä-painike, Neverwinter Nights 2,
Storm of Zehir ja ReadMe-tiedosto.

Käyttöönotto ja asennus
1. Käynnistä Windows® XP. Sulje kaikki muut sovellukset.
2. Aseta Neverwinter Nights 2: Storm of Zehir -levy DVD-asemaan.
3. Jos automaattinen käynnistys on käytössä, aloitusnäytön pitäisi tulla näkyviin.

Napsauta Install (Asenna) -painiketta. Jos automaattinen käynnistys ei ole käy-
tössä, valitse Windows®-tehtäväriviltä Käynnistä-painike ja valitse Suorita.
Kirjoita D:\Setup ja valitse OK. Huomautus: Jos DVD-aseman tunnus on jokin
muu kirjain kuin D, käytä sitä.

4. Tee Neverwinter Nights 2: Storm of Zehir -pelin asennus loppuun noudatta-
malla loppuja näytön ohjeita.

5. Pelin asennuksen jälkeen saat tilaisuuden katsoa ReadMe-tiedostoa ja pelata
peliä.

Huomautus: Pelin pelaaminen edellyttää Neverwinter Nights 2 Disc 1 (Levy 1) tai
Storm of Zehir -levyn asettamista DVD-asemaan.

New Game (Uusi peli)  
Aloita pelaaminen napsauttamalla päävalikossa New Game (Uusi peli) -vaihtoehtoa.
Valitse Start New Campaign (Aloita uusi kampanja) -vaihtoehto ja sitten Storm of
Zehir Campaign. Seuraavaksi luodaan hahmo tai valitaan aiem-min luotu hahmo. Jos
haluat aloittaa pelaamisen heti, napsauta Select Character (Valitse hahmo) -
vaihtoehtoa. Voit valita valmishahmon tai oman hahmosi alku-peräisestä NWN2-
pelistä.
Jos haluat hallita hahmosi luontia täysin, napsauta New Character (Uusi hahmo) -
vaihtoehtoa. 

Tallentaminen ja lataaminen
Voit tallentaa pelin avaamalla ESC-valikon painamalla Esc-näppäintä. Nap-sauta Save Game
(Tallenna peli) -vaihtoehtoa, valitse tallennuspaikka ja nap-sauta sitten alaoikealla oleva Save
Game (Tallenna peli) -vaihtoehtoa ja kirjoita nimi. Pelin voi pikatallentaa painamalla F12-
näppäintä. Toiminto tallentaa peliti-lanteen nimellä ”Quicksave”. 
Voit ladata pelin avaamalla ESC-valikon ja napsauttamalla Load Game (Lataa peli) -vaihtoehtoa
tai valitsemalla Load Game (Lataa peli) -vaihtoehdon pääva-likosta. Valitse tallennettu pelitilanne
luettelosta ja lataa se napsauttamalla Load Game (Lataa peli) -vaihtoehtoa. Voit tallentaa
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hahmon koska tahansa avaamal-la ESC-valikon ja napsauttamalla Export Character
(Vie hahmo) -vaihtoehtoa. Peli tallentaa tällöin tilannekuvan hahmosta ja sen
varusteista. Tilannekuvan voi ladata ja sitä voi käyttää muissa seikkailuissa.

PELIMAAILMASSA LIIKKUMINEN

Liikuta osoitinta näytöllä hiiren avulla. Yleensä ykköspainikkeella (napsautta-malla)
liikutetaan hahmoa tai tehdään oletustoiminto. Kun viet hiiren osoittimen esineen
päälle, osoitin muuttuu. Siitä näkee oletustoiminnon, jonka hahmo tekee, kun
napsautat. Kun hiiren osoitin on esimerkiksi vihamielisen olion päällä, se muuttuu
taistelukuvakkeeksi merkiksi siitä, että napsauttamalla isketään oliota. Olion tai
esineen napsauttaminen kakkospainikkeella valitsee sen maaliksi. 
Kun valitset toiminnon (kuten loitsun loitsimisen), valitusta maalista tulee ole-
tusarvoisesti uhri (tai edun saaja). Tätä toiminnallisuutta voi vaihtaa Options
(Asetukset) -valikossa (lisätietoja on käyttöohjeen Options (Asetukset) -valikko -
kohdassa). Jos teet toiminnon valitsematta maalia, osoitin muuttuu tästä merkik-si, ja
tämän jälkeen voit valita olion tai esineen maaliksi sitä napsauttamalla. Voit
esimerkiksi loitsia taikanuolen örkkiin napsauttamalla örkkiä kakkospainik-keella ja
napsauttamalla sitten pikavalintapalkkia. Tai voit napsauttaa ensin taikanuoliloitsua
ja sitten örkkiä. 
Pitämällä vaihtonäppäintä painettuna, kun napsautat oliota tai esinettä kakkos-
painikkeella voit avata valikon toiminnoista, joita maalille voi tehdä. Jos olet
esimerkiksi munki ja avaat valikon vihollisen kohdalla, Stunning Fist (Tyrmäävä
nyrkki) -vaihtoehdon valitsemalla voit tehdä kyseisen iskun olioon. Kun hahmo on
tehnyt valitun toiminnon olioon tai esineeseen, siitä tulee maali. Avattavan valikon
voi avata myös pitämällä kakkospainiketta painettuna olion tai esineen kohdalla.

Toiminnot ja liikkuminen näppäimistön avulla
Maailmassa voi liikkua myös näppäimistön avulla. Strategiatilassa liikettä ohja-taan
W-, A-, S- ja D-näppäimellä. W-näppäimellä liikutaan eteenpäin, S-näppäimellä
taaksepäin, A-näppäin kääntää hahmoa vasemmalle ja D oikealle. Lisäksi voit ottaa
Q-näppäimellä sivuaskelia vasemmalle ja E-näppäimellä oi-kealle. 
Hahmotilassa W-näppäimellä liikutaan eteenpäin, S-näppäimellä taaksepäin, Q- ja E-
näppäimellä käännytään vasemmalle/oikealle ja A- ja D-näppäimellä sivu-askelletaan
vasemmalle/oikealle.
Nämä ja muut toimintonäppäimet voi määrittää uudelleen Game Options (Pe-
liasetukset) -näytössä.
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COMEÇAR (PORTUGAL QUICKSTART)

O ficheiro Leia-me
Neverwinter Nights 2: Storm of Zehir possui um ficheiro Leia-me que exibe o Acordo
de Licenciamento e informação actualizada sobre o jogo. Por favor, ler este ficheiro
para conhecer as alterações feitas a este manual após a impressão. Para ver o ficheiro
Leia-me, premir o Botão Iniciar na barra de tarefas do Windows®, seguido de
Programas, Neverwinter Nights 2, Storm of Zehir, e por fim o ficheiro Leia-me.

Instalação
1. Iniciar o Windows® XP. Fechar todas as restantes aplicações.
2. Introduzir o disco Neverwinter Nights 2: Storm of Zehir na unidade de DVD.
3. Se a Reprodução Automática estiver activada, deverá surgir um ecrã de título.

Premir o botão Instalar. Se a Reprodução Automática não estiver activa-da, premir
o botão Iniciar na barra de tarefas do Windows®, e depois Executar. Escrever
D:\Setup e premir OK. Nota: Se a unidade de DVD estiver atribuída a outra letra
que não D, substituir pela letra correcta.

4. Seguir as restantes instruções no ecrã para acabar de instalar Neverwinter Nights 2:
Storm of Zehir.

5. Após a instalação do jogo será dada a opção de visualizar o ficheiro Leia-me e jogar.

Nota: É necessário introduzir o Disco 1 do Neverwinter Nights 2 ou o Disco Storm
of Zehir na unidade de DVD de forma a poder jogar.

Novo Jogo
Premir “New Game” (Novo jogo) no Menu principal para começar a jogar.
Seleccionar “Start New Campaign” (Iniciar Nova Campanha) seguido de “Storm of
Zehir Campaign” (Campanha Storm of Zehir). O próximo passo será criar uma
personagem ou escolher uma preexistente. Caso se esteja ansioso por começar a
jogar, premir “Select Character” (Seleccionar personagem). É pos-sível escolher uma
personagem gerada previamente ou a própria personagem a partir da personagem
original NWN2.
Caso se deseje controlar completamente a própria personagem na criação do alter-
ego, premir “New Character” (Nova Personagem).

Guardar e carregar
Para guardar o jogo, abrir o Menu ESC premindo a tecla Escape. Premir “Save Game”
(Guardar jogo) e escolher uma ranhura de gravação, em seguida premir “Save Game”
(Guardar jogo) no canto inferior direito e escrever um nome. É possível escolher o
modo de Gravação Rápida enquanto se joga premindo a tecla F12, que guarda o
progresso sob o nome “Quicksave” (Gravação Rápi-da).
Para carregar um jogo, abrir o menu ESC e premir “Load Game” (Carregar jogo) ou
escolher “Load Game” (Carregar jogo) a partir do menu principal. Seleccionar um
jogo guardado da lista e premir “Load Game” (Carregar jogo) para o carregar. É

68

possível guardar uma personagem a qualquer altura abrindo o Menu ESC e
premindo “Export Character” (Exportar personagem). O jogo guardará então uma
foto rápida da personagem e o seu equipamento actual, o qual poderá ser carregada e
usada em outras aventuras.

NAVEGAR PELO MUNDO DO JOGO

Usar o rato para mover o cursor pelo ecrã. Geralmente, premir o botão esquerdo do
rato move a personagem ou efectua a acção predefinida. Quando se move o rato
sobre um objecto, o cursor altera-se para indicar a acção predefinida que a
personagem efectuará quando se premir. Por exemplo, quando o cursor do rato se
encontra sobre uma criatura hostil, altera-se para um ícone de combate, indicando
que ao premir se atacará a criatura. Premir com o botão direito do rato sobre uma
criatura ou objecto irá seleccioná-los como alvo. 
Por predefinição, sempre que se seleccionar uma acção (como, por exemplo, lançar
um feitiço) o alvo actual será a vítima (ou beneficiário). É possível alterar este
comportamento no Menu “Options” (Opções) (ver a secção relativa ao Menu Opções
para informação adicional). Caso se efectue uma acção sem ter um alvo seleccionado,
o cursor altera-se para indicar que não há um alvo e é possível então premir sobre
uma criatura ou objecto. Por exemplo, é possível premir o botão direito do rato num
orc e posteriormente premir na Quick Bar (Barra Rápida) para lhe lançar um míssil
mágico, ou premir no feitiço do míssil mágico e só depois premir no orc. 
Segurando a tecla Shift enquanto se prime o botão direito do rato numa criatura ou
objecto, abrirá o Menu Suspenso com as acções que se poderá efectuar sobre estes.
Por exemplo, caso se seja um monge e se abra o Menu Suspenso sobre um inimigo,
seleccionando a opção “Stunning Fist”(Soco atordoante) lançar-se-á um ataque
contra a criatura. Após se ter efectuado a acção seleccionada numa criatura ou
objecto, este será o alvo. Premir e segurar o botão direito do rato sobre uma criatura
ou objecto também abrirá o Menu Suspenso.

Acções e Movimentos com o Teclado 
Também é possível navegar pelo mundo utilizando o teclado. No Modo Strategy
(Estratégia), as teclas W, A, S e D controlam os movimentos. A tecla W faz avançar, S
faz recuar, A faz a rotação para a esquerda e D a rotação para a direita. Também é
possível usar a tecla Q para dar um passo à esquerda e a tecla E para dar um passo à
direita. 
No Modo Character (Personagem), a tecla W move adiante, a tecla S move para trás,
Q e E fazem a rotação esquerda/direita, e as teclas A e D permitem dar um passo à
direita/esquerda.
É possível alterar as teclas de acção no ecrã Game Options (Opções de Jogo).
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JuliaM
The Infamous Cossack
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Representatives
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Vesa Roto

European Community
Representative
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Daniel Fuster García – QK
Alvaro Dominguez –
Tranko
Semcatala
Argyl
Elynehil
NWN2 Forum
Moderators
Chris Halina
Rae Nichols
Roger Cook

Obsidian Forum
Moderators
Richard Manley-Tannis 
Greg Scott
Kristian Rosbjerg Jensen
Magena Cadmar
Steve Broadbent
Sun-ha Hong
João Revez Melo
Walsingham
Darque
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ATARI TEAM
Senior Producer
John Mamais 

Producer 
Keehwan Her 

Associate Producer
Arash Amini

VP Production
Hudson Piehl 

VP Business Development
Robert Stevenson

President
Phil Harrison

MARKETING
TEAM
Vice President Brand
Management Worldwide
Publishing
Cyril Voiron 

Worldwide Senior Group
Product Manager
Benoit Auguin

Assistant Product
Manager
Arnaud Staebler 

PR TEAM
Worldwide
Communications Director
John Tyrrell 
Worldwide
Communications
Executive
Melissa Flauraud 

FINANCE TEAM /
ADMINISTRATION
Marketing Finance
Manager
Lisa Bonk 

Chief Financial Officer
Michael Rouette 

VP Atari Interactive
Properties
Kathryn Butters 

LOCALISATION
TEAM
QA and Localisation
Manager
Ludovic Bony

Localisation Manager
Franck Genty 

Localisation Project
Manager
Emilie Sciortino 

Localisation Technical
Consultant
Didier Flipo 
QUALITY ASSURANCE
TEAM
Director Production
Support
Samuel Gatte

Publishing Support
Manager
Chuck Nunez 

QA Project Manager
Jason Gates

QA Testers
Jeffrey A. Figueroa
Eli Cates
Sean Armond

PRINTED
MATERIAL /
MANUFACTURING
/ SUPPLY CHAIN
OPERATIONS
VP Europe Distribution
Operations
Christophe Delanoy 

Printed Materials
Manager
Caroline Fauchille 

Printed Materials Project
Manager
Sandrine Dubois 

Copywriter
Vincent Hattenberger 

Director Supply Chain
Alain Fourcaud
Manufacturing
Coordinators
Mike Shaw
Jean Grenouiller
Elise Pierrel
Delphine Doncieux 

GAME
EVALUATION
SERVICE
Game Evaluation Service
Manager
Jean Yves Lapasset 

Game Analysts
Jocelyn Cioffi
Andre Bermudez 

ENGINEERING
SERVICES
Engineering Project
Manager
Stéphane Entéric 
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Engineering Project
Manager
Emeric Polin 

Engineering Services
Expert
Pascal Guillen 

US Senior Compatibility
Analyst and PC Hardware
Developer Relations
Patricia-Jean Cody 

Engineering Services
Manager
Dave Strang 

Senior Compatibility
Analyst
Chris McQuinn 

STRATEGIC
RELATIONS
Certification Project
Manager
Claire McGowan 

Senior Manager Strategic
Relations
Cecelia Munoz 

SPECIAL THANKS
TO
TAKEOFF Design agency

Atari US Product
Manager
Veronica Franklin

Lawyers for Interactive
Media & Entertainment
Steven Bercu

Italian translation and
recordings

Synthesis International
srl
Localization management
Emanuele Scichilone
Marco Auletta

French translation and
recordings
Exequo
Project Manager
Vincent Renaud

Lead French translator
Morgane Munns

German translation
Effective Media GmbH
with special thanks to
Feder & Schwert German
Recordings: Studio Mühl

German Director
Marko Bachmann

German Agency:
TextFarm

Spanish translation and
recordings
Synthesis Iberia sl

Project management
Gus Díaz

Project revision
Patricia López
Beatriz Esteban Agustí

Translators
Miguel García - Manuel
Mata

Enzyme Testing
LabsStudio Director
Carolljo Maher

Head of Production
Andreas Schlangen

Project Manager
Steve Paquin
Lead Tester
Sebastian St-Charles
Testers
Yann Levert Cadieux
Gabriel Limoges
Philippe-Olivier Proulx
Denis Meunier

Linguistic Project
Manager
Virginia Boyero

Linguistic Lead Tester
Marco Sisti

Linguistic Core Testers
Albert Paqué
Mickaël Delaissey
Stephanie Geiger
Francesco Gualdi
Testers
Pilar Gómez Mingote
Javier García Caballero
Nicolas Esteve
Annett Geipel
Jörg Bendschneider
Bendschnendscholas
Esteve
Annett Geipel
Jörg Bendschneider
Bendschnendsch
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WEB SITES

To get the most out of your new game, visit us at:

www.nwn2.com

To learn more about Dungeons & Dragons and the Forgotten Realms or to chat with

other D&D players, visit:

www.wizards.com/dnd

Learn more about game developer Obsidian Entertainment at:

www.obsidian.net
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