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Safety Information

About Pholosensitive Seizures

A vary small parcentage of people may experience a seizure when exposed to
certain visual images including flashing lights or patterns that may appear in video
gamas. Even people who have no history of seizures or epilepsy may have an
undiagnosed condition that can cause thesa “photosensitive epileptic seizures”
while watching wideo games.

These seizures may have a variety of symptoms, including lightheadedness, artered
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation,
cortusion, or momentary koss of awaneness. Seizures may also cause loss of
CONSCipUsSNass or convulsions that can lead to injury from falling down or striking
nearby objects

Immediately stop playing and consult a doctor if you experience any of these
gymptoms, Parents should watch for or ask their children about the above
symploms — children and teenagers are more likely than adults lo experience
these seizures. The risk of photosensitive epileptic seizures may be reduced by
sitting farther from the television screen,using a smaller television screen, playing in
a wall-lit room, and not playing when you are drowsy or fatigued,

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor
before playing.

Other Important Health and Safety Information The Xbox Instruction Manual contains
important health and safety information that you should read and understand before
using this software.

Avoid Damage to Your Television

Do not use with certain ielevisions. Some televisions, especially front-or rear-
projection types, can be damaged if any video games, including Xbox games, are
played on them. Static images presanted during the normal course of gameplay
may “burn in" to the screen, causing a permanent shadow of the static image to
appear at all times, even when video games aré not being played. Similar damage

may occur from static images created when placing a video game on hold or pause,

Consult your teleévision owner 's manual to datarmine if video games can be played
safety on your et If you are unabie to find this information in the owner s manual,
contact your television dealer or the manufacturer 1o determing if video games can
be played safely on your

set.

Unauthorized copying, réverse angineering, transmission, public performance, rental,
pay far play, or circumvention of copy protection is strictly prohibited.
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INTRODUCTION

“You know of Eldrith the Betrayer, yes? OF how the shadow of her black tower fell ocross
the city of Baldur s Gate, and terrible ormies gaihered beneath her cursed banner? Then
surely you recall that three adventurers heeded the city's ary for oid and fought badk the
fide of blood ond chaos. Hdrith's dork ollionce wos defeofed, surely, but of what cost?
What has become of that noble band? For | tell you, Baldur's Gate is plogued by evil
once more, and in dire need of heroes strong and beld...”

Darkness gathers yet again in the sprowling port city of Baldur's Gate. Bloodthirsty
brigonds stolk its trode roods, o secret sodefy of heariless ssossins dominates its
criminal underworld, shambling horrors abduct dtizens on moonless nights ond drog
them screaming inta the darkness, and the city's most recent saviors vanished along with
the Onyx Tower, foul bastion of Eldrith the Betroyer.

And s0, in heroic rodifion, adventurers throughout the Western Heartlonds make the
journey o Boldur's Gate lo meet their great and unknown fate. The threat of Eldrith has
been eliminated, ye! sinister, enigmatic forces still rally against the city—and this fime,
their machinations ore far more subtle, tangled, and insidious. There are mony infrigues
lo unrovel, enemies to defeat, and charoclers to meet—both old ond new—before
Boldur's Gate is saved from a fate for worse than utter destruction,

e ) =

GETTING STARTED
USING THE XBOX VIDEO GAME SYSTEM

Controlles part 1 Cinct hutiom Conbrollas panrd 4
Controlles port J Proamad Reiihod Comnbrolles pari 3

1. Set up your Xbox™ video game system by following the instructions in the Xbox
Instruction Manual.

2. Press the power bution and the status indicator light will light up.

3. Press the eject button and the disc tray will open.

4. Place the Baldur's Gate™: Dark Alliance™ Il disc on the disc tray with the label
facing up and dose the disc tray.

5. Follow on-screen instructions and refer to this manual for more infarmation about
playing Baldur's Gate: Dark Alliance |1,

AVOIDING DAMAGE TO DISCS OR THE DISC DRIVE

To avoid domage to discs or the disc drive:

® |nsert only Xbox-compatible diss into the disc drive.

» Never use oddly shaped discs, such s stor-shaped or heart-shoped discs.

* Da not leave a disc in the Xbox consale for extended periods when not in use.
* Da not move the Xbox console while the power is on ond o disc is inserted.

» Do not opply labels, stickers, or other foreign objects to discs.
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Connect the Xbox Contraller 1o any controller part on the front of the Xbox comsole. For

mulfiple players, connedt additional contrallers to available controller ports
slats o5 appropriate.
¥box Contraller to play Baldur's Gate: Dark Aliance 11

Inser! any expansion devices (for example, Xbox Memary Units) info controller expansion

Follow on-screen instructions and refer 1o this manual for more information about using the

Left trigger

Right trigger

White button

Black button
Directional pad: Up/Down
Directional pad: Left
Directional pad: Right
Left thumbstick

Right thumbstick
BACK Button

START Button

A Button

B Button

Y Button
X Button

Shift

Defend (melee) or Aim (ronged)
Drink Rejuvencfion Pation

Drink Heolth Pofion

Toggle Feats & Spells List Up,/Down
Toggle between Automop modes
Toqqles ane-honded, two-handed, and ranged
Mavwves chorocier

Adjust Camera,/Click 1o Reset Comera
Inventory,/Level Up

Pouse

Attck (+ Shift: Set or Use Lower Feat,/Spell)
Cost Spell/Use Feat [+ Shift: Set or Use Right
Feat/Spell)

Jumg {+ Shifi: St or Use Upger Feal/Spell)
Action {+ Shift: Set or Use Left Feat,/Spell)

WELCOME TO THE REALMS

I this is your first foray inta the fantostic world of the FORGOTTEN REALMS™ compoign setting,
then welcome. Black Isle Studies & pleased to bring you Baldur's Gate™: Dark Allionce™ I,
second in its series of Dungeons and Drogons® gomes on the Xbox™ video game system. The
chollenges in the game are greot, but so are the rewards, and many hours of challenging
gameploy await you and your friends.

If you have ployed the first Baldur's Gote: Dork Alliance, or any of the Baldur's Gate games for the
PC {Baldur’s Gate, Tales of the Sward Const, Baldur's Gote 2: Shodows of Amin, ond The Throne of
Bhaal), then you are no stranger 1o the Forgotten Realms. Black Isle Studios brings you another title
sel in the Forgetien Realms, on oction,/role-ploying experience you may undertoke either alane or
with your friends. Boldur's Gate: Dark Alliance 1l is an epic that puts the fate of the Forgotten
Realkms into your hands. Countless lives depend on yau, and it will anly be through your bloed and
perseverance thot Baldur's Gate—and all the Realms—may be saved.

Welcome to Baldur’s Gate; Dark Alliomce 1.

BALDUR'S GATE

Boldur's Gate: Dork Alliance Il tokes place in the world of Abeir-Toril (The phrase “Abeir-Toril” means
“trodle of life"—the world is most often known by its shortened name, “Toril”). Your exploits in Dark
Allionce 11 will be cemtered around the Western Heortlonds and Baldur's Gate, o greot port city upon
the winding Chionthar River.

Your adventures will run through specocular enviconments such o5 o ruined dwarven city beneath the
earth, the labyrinthine, abomination-filled manor of an insane althemist, the shodowy, unholy keep
of o vampire lord built upon the Battle of Bones, even the bizarre unreality of other planes of exis-
fence. And with eoch quest completed, each battle won, you come one step closer fo unmasking fhe
true villsin and his owe-inspiring plot: o heort-stopping twist that sets into motion whot may be the
age's greatest disoster.

Are you ready to sove the 40 000 citizens of Boldur's Gate?

Let the adventure begin!
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HOW TO START THE GAME/
MAIN MENU DESCRIPTION

The opening mavies con be skipped by pressing the START button or the A button on
the controller.

MAIN MENU
On the opening menu, you will be presented with four aptians:

Start New Game

Select this option when you are ready 1o begin playing. When seleced, you will be asked 10 choose
either o one-player or two-player game; if you are interested in transferring o character from
anather game info your game, jump oheod to “Transferring Charocters from Other Gomes.”

Once you have selected o new gome, you have an option ta select the gome difficulty: Easy,
Normal, or Hard. Ploy on Easy if you're just getting your bearings; Hord if you're looking for o
chollenging experience.

Abrer selecting the difficulty kevel, you (ond the second player if you ore playing with someone else)
will be taken to the Chorocter Selection Screen. Use the diretsional pod 1o cyde through your five
choices: Allessia the Cleric of Helm, Borodor the Dwarven Rogue, Dorn the Borbarion, Vhaidra
the Drow Monk, ond Ysuran the Elven Necromances. A smoll icon will appear above eoch character
os you cycle through the chices.

The odvantoges and disadvantoges of each choice are listed under “Heroes of Boldur's Gote,”
below.

Load Soved Game
This aption will allow you 1o lood o previously saved Boldur's Gate: Dark Alliance I gome from your
hard disk.

Options
Select this opfion if you want Jo customize your contraller’s configuration, adjust sound opfions, and
other game options.

Credits

Selecting this option will allow you 1o see the creators and contributors to Baldur's Gate: Dark
Alliance II.

Press the A bution to select an option, ond the B button 1o go back.

>
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HEROES OF BALDUR'S GATE

Before you con begin playing Baldur's Gate: Dork Allionce |1, you'll need 1o choose which

character you won fo ploy. You'll be able 1o choose from five choroders: Allessin, the Cleric of
Helm, Borodor, the Dwarven Rogue, Dorn, the Borbarian, Vhaidro, the Orow Monk, and Ysuran, the
Ehven Wizard.

Allessia Foithhammer, the Cleric of Helm

Allessio is o deric of Helm, the Waicher, the Yigilont One, deity of
guordians ond protectors. She adventures for the couse of Good, in
suppart of the church of Helm, and in defensi of the Innocent, 1o whom
she feeks o divine duty fo proted. She heard of the troubles in Baldur's
Gate when a letter from Huros, her ald mentor, arvived of her home

in Secomber.

Mlessin is powerful in melee combat, con wear ony armor, and con leorn many defensive and
balstering spells.

Borador is o freasure-hunter, o porficularly tough breed of rogue whe
odventures for the singulor purpose of looting otherwise undgimed
wealth from ruins, monster lairs, ond ofher extremely dongerous ploces.
Foul-mouthed, greedy, and tociturn, Borodor refuses to speak of his post,
and his don-name is o dosely-guarded secret. He hos, however, been
given the moniker "Goldhand” for his legendary avarice.

Borodor is o decent combatont who excels with o crassbow and has numerous “treasure-hunting”
ahiities that allow him to foil traps ond collect extro loot from mansters and dhests. Like many
dwarves, he also has o penchant for explosives. He connot wear a shield or medium or heavy
ormor withou! training.
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Dorn is a massive, corousing, theill-seeking barbarion from ore of

the many tribes that roams the plains of the Western Heartlonds.

He adventures for the glory ond sheer thrill of it, hoping to drink

o5 much liquor and love o5 many women as he con in the process.

Doen is an exceptional meles combatant wha earns many powerful spe-
il attacks. As o barbarion, he is fleet of foat ond able 1o go berserk in
battle, but cannot wear heavy armor without training.

Vhaidra fled Menzoberronzon when her family fell under ottack by o
conlifion of other noble houses. Driven by o cruel mixture of rigid honor
ond seething hatred, Vhoidro now odventures ta hone her obready deadly
marfial skills—all in preparation for her triumphant and bloody retum.
Her half-sister Uloo owaits her orrival in Bobdur's Gote; Yhaidra intends
10 use the troubles there for her own benefit. As o mank, Yhoidro is o
quick, hord-hitting combotant who can learn o wide variety of special
aftacks ond abilities. She tannof wear o shield or medium or heavy
armar without training, and connol use great weapans.

The brooding, mysteriows Ysuran has few memories to speak of —
stumbling imto the Groydoak Hills and being wordlessly turned oway by
his moon elf kin there—carrying o block tome, presumably his, from
which he leorned his nome and trode: necromancer, o wizard specializing
in the dork art of decth magic. Wondering in search of his identity,
Youron finds himself strangely compelled to aid those he romes atross.
While troveling to Baldur's Gate to seek answers fram the well-known
sage Omduil, he hears of the troubles plaguing the greot port city.

Ysuran is o potent spell-caster who, despite his paor physicol combat ability, can grow to become

awesomely powerful. As 0 necromancer who has chosen evocotion as his school of oppasition, he is
very skilled with spells thot create, modify, or destroy life force, but connot use spells such o fire-
ball or lightning boli. He connot wear amy armor without training or wield greol weapans or bows.

Boldur's Gate: Dark Alliance 11 olso supports two-ployer tooperative ploy, sa you and o friend may
thoose different chorociers and share the adventure logether.

T T

TRANSFERRING CHARACTERS FROM
OTHER GAMES.

if you hove o pre-existing chorater from another Boldur’s Gote: Dark illiance 1l gome, you don't
need 1o start o gome over with a new character. You can simply import your current character
fram another gome. This con be done by either loading your charocer file from the hord disk, or,
provided you hove one, an Xbox memory wnit. To do this, you'll need 1o seled “Export Ployers”
fram the In-Game Pouse Menu,

OPTIONS MENU :
Move up and down the Opfions menu by pressing up and down on the directional pod.

Music
When highlighted, you can press left and right on the directional pod fo odjust the music volume in

the gome.

SFX
When highlighted you can press left ond right on the directional pod 1o odjust the sound effects vol-
ume in the gome.

Vibration
Certain events within the game will cowse the controller 1o vibrote. This con be switched on or off,
depending on your peeference.

Controls
This selection takes you to the Controller Configuration screen, where you con choose o configura-
tion that best suits your style of game play.

Dialog Text

When this is off, you will not see the text spoken by characters you speak to in the game (olthough
you will see your awn respanses). When Dialog Text is on, charocters' speech will be displayed ot
the battom of the screen os they ore speaking.

Damoge Text
When this is on, you will see the number of hit points of domoge you rause stream off o torget when

you hit. The number & colored yellow when you store o aritical hit, red when the target & resisting
some of the domoge, blue when the target is vulnerable and tokes exira domage, or green when the
target is actually receiving Hit Points (being healed). Demage Text defoults to off.

v ;
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LOADING AND SAVING

Ta save, you'll need to find o sofe locotion in the game 1o
recard your progress. These save points are indicated on
the: maps by pedestals with books on them (os shown on
the left).

When you reach one of these poinks, you can save your
gome by pressing the oction button (X by defoult).

CONTROLLING YOUR CHARACTER

Once in the gome world, you'll need to know the bosics of moving around, attacking, jumping,
and costing spells. Provided here is o list of ofl the ocfions your choracter con perfarm wsing the
controller:

Moving Around: To move oround, use the left thumbstick and maove # in the direciion you want
your character to walk.

Attacking: To attack o creoture with o bow or melee weapon, press the A bution,

Aiming: Although Baldur's Gate: Dark Alliance Il hos o new fire contral system that helps your
charocter se ronged weopons more effedively, manually aiming is still sometimes wseful; for
exomple, you may want bo “lead” o targe! by firing ahead of it. When you are using o ronged
weapon, you con hold down the Right Trigger and rotate while stonding in ploce by using the
Left Thumbstick. This ollows you to aim before attacking. To fire or throw while aiming, simply
press the A button os normal, ond the projectile will be lounched. Aiming does nat ollow you to
automatically hit an apponent, but it can make your life much eosier

Jumping: During your travels, your chorocter may need o jump aver certoin obstacles in thedr
path. To do this, press the Y bution.

Using Spells ond Feats: Spelks ond feats are speciol abilities your character will hove access 1o
over the course of the gome. To cost spelks or wse o feat, press the B button, ond your character will
wse your currently selected feot or spell (for informotion on how to change your currently-ormed
spell or feat, see “Selecting Spells and Feats” below).

You can ol wse the new Shift system 1o quickly use one of four Shift Skt spells or feats. Pull and
hold the Left trigger o bring up the four Shift Slots. The feats or spells in these Shift Slots are then
acfivated by pressing the corresponding Y, B, X, or A button {for information on how fa seled your
Shift Slot spells and feats, see “Selecting Spells and Fents” below).

10

- - -

You connot cost spells in bowns or other "sofe” areas in the game, ond some spells and feats require
that you have o certain amaunt of Magic Energy in arder 1o use them (see mare obout Mogic
Energy, below).

Action: The X button allows you fo perform almost ony other action ather than jumping, costing
spells, or attocking. Press this button to speak 1o peogle in the gome, open doars, chests, pull
levers, pick wp items on the floor, or save your game af save pedestols. In oddition, you moy acco-
sionally find secret doors or hidden entronces where there is no on-sreen indication of the portal;
the X button opens these, as well.

Selecting Spells and Feats: Your character is likely 1o gother mulfiple spells and feats over the
course of the gome, and you'll need to choose ditferent ones in different situations, To change your
currently-selected spell or feat, press up or down on the directional pod to seroll up or down through
your list of spells and Feats. (This list will appeor in the lower left hand corner )

You can also use the new Shilt system to set up to four different Shikt Slot spells and feats. Pull ond
hold the Lef trigger 1o bring up the Shift Slots, and press up or down on the directional pod 1o
bring up the list of ovailable spells ond feals; you con confinue to press up or down once the fist
oppears fo select o specific spell or feat. To assign the currently selected spell or feat fo o Shift Slot,
press the corresponding button (Y, B, X, or A) while the fist & sfill disployed.

Switching Weapons: There may be drcumstonces where you want fo switch between your melee
wenponis) and your ranged weapons quickly. To do this, press right on the directional pod, and
your character will switch weapon cotegories: one-honded, two-handed. ond ronged. Note that you
have to have these weapons equipped in your inventory before you con toggle between them.

Blocking: Defending—holding down the Right trigger—will deflect most incaming peojectiles or
melee aftocks, though it & not proof ogainst every ottack. You can block with a shield or ony
weapon, but anly o shield or second weapon will allow you to keep the block up indefinitely- if you
block with o single weapon, the blodk will only lost for o short peried of ime (however, note that
Vhaidra, 0s o monk, con block weapons with her bare hands!). You connot block if you are wielding
o ronged weapon.

Heoling: Pressing the Black button will couse your charocter to drink one of the healing potions in
your inventary, replenishing some af your hit points,

Rejuvenation: Pressing the White button will couse your charodter to drink ane of the
rejuvenation potions in your inventory, replenishing some of your Maogic Energy.

1!

.
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Comera Adjustments: Sometimes waont @ better ongle fo see down o corridor or Automap
benenth ﬂﬁm folte the gome mmum the right i:nhsﬁi: until the comera is ot the Adivoting the automap will cause o map of the level you are currently in fo appeor on the
ongle you want. If of ny time you need 1o reset the camera back to s original position, dick the screen; you can choese fo disploy either o lorge or o small version of it. Your character's
right thumbstick, ond the comera will reset. In oddition te rotating the camera, you con also zoam position is shown by o yellow arrow. The four cordinal diredions, save points, and large bod-
the comera in just o bit to see the action up those. To zoom the comer in, move the right thumb- ies of water will appear on your automap o5 well, which can be very helpful when navigat-
stick up; simply move the right thumbstick down ta reset the comera back to its ariginal position. ; EEE ?mﬂ"'!:** Note that you can also activate the utomap by pressing left on

re pad.

Breaking items: Mony items, such as vases, crates, ond barrels, ran be broken open by attacking
them (pressing the A button). Sometimes these breokable items will hove freasure inside. Ba core-
ful when attacking borrels, however, o5 some of them will explode when struck.

Export Players
This function allows you to:

1. Import a charocter from another sove gome.
Pushing Items: Pushing items i done by moving your character into on object. Dbjects that con

be pushed will be pushed in the direction your characler is wolking, 2. If an Xbox contraller is present in contraller port 2, you are able 1o import or add o new

tharacter 1o ploy as ployer 2.

3, If the current gome is o two ployer game, you may delete ployer 1 or ployer 2, convert-
ing the two ployer gome to @ single ployer game.

Note that when two players are present, you may nol import or add o player roce that i
being used by the other player.

The first screen you see will shows the characters that are currently being ployed in the
gome. If you hove two contrallers present, player 1 will be able 1o select sither ployer slat
by wsing the directional pod or left thumbsfick. Several aptions ore possible of this point:

Mew: This option will reploce the selected player slot with o new character of your
chaice. In o two ployer gome you cannal choose the charocter of the other player
present. This opfion is only ovailable if there are controllers in both contraller ports.

Pause Meny
You con access an options menu within the game dsell by pressing the START button. The gome is
poused while this screen i up. On this screen are the following options:

Return to Gome
When this aption is selected, it will return you to the game.

Lood Game
This will allow you 1o quit the gome you are currently ploying and lood o previously soved
Boldur’s Gate: Dark Alliance Il game.

Recall

Selecting this option will couse your character 1o drink a recoll potion, provided you turrent-
ly have one in your inventory. A recall potion will return you to the nearest sofe location in
the area, Generally, recall will take you back 1o the city of Baldur's Gate. It is useful when

you don't want 1o have to trek oll the way back up to the surface 1o sell your loat or stock

Import: This will lead you to several prompts for finding and refrieving o choracter
from o previously saved gome. Note that you may transfer o character from o two
playes save game, provided that the character is not currently being used by the

up 0f WEaponry. other player.
Options Accept: I you have made any changes, then the level will re-lood with the new
¥When this option is selected, it brings up the Options Menw. This allows you to odjust the phayer selections present.
brightness, music volume, sound effects volume, change the controller canfiguration, toggle
the controller vibration on and off (when vibrofion is on, your controller will vibrote when Delete: This function ollows you to delete one of the players. This funcfion is present
you are bodly wounded), toggle dialog ond subtitles, toggle the in-gome domoge text, and only when two ployers are present.
toggle outomap. _
12 B | | 3
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The import aption will bring up the sove gome brawser and prompt you to seled o sove

gome. Once seleded the contents of the sove gome ore displayed, giving information on MAIN SCREEN

the ployers present, inchuding their experience, level, health, and gold. The player con l, Hit Point Bar

back up 1o the browser if o different sove game is desired. | Experience Bar Automop
Moagic Energy Bar

One you have imported,deleted/changed the ployer line up, seled the “Accept” function

ond the gome will re-load the level and reflect the changes. If no changes have been

made, “Actept” returns you immediately fo the gome. Level Up lcon

Exit to Menu Shift Slots

This opfion takes you back to the Dork Alliance Il main menw, allowing you to start o
brand new gome or load o previows sove gome.

Character Statistics Screen: To view your character's statistics, items, gold, and ather
information, press the BACK button. This will take you 1o the Character Statistics Screen.

-

There ore three moin bors on the upper left corner of the main game screen. These bors
represeni your hit points, the amount of experience paints to reach the next leved, ond the
omount of Mogic Energy your character currently possesses.

e By

Hit Points Bar: Hii Points (HP) ore o measure of how many points of damoge your character
can toke before dying. When a character reaches 0 Hit Paints, he or she is dead. Hit Points for
your character are represented by the red bor on the upper left comer of the moin gome streen.

Hit points can be restored vio healing potions, and will akso regenerate over fime. A high
{ Constitution (see Character Abilities) allows you 1o regenerate Hit Points foster than normol.

Experience Bar: The green bar represents how many experience points you need to reach the
nict leved of experience. This bor will fill up the deser you ore fo the next level When you hove
enough experience points, the level up iton will appeor

This alerts you that you are ready 1o odvance to the next level.

e& Press the BACK button 1o lavel up.
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Mogic Energy Bar: Mogic Energy (ME] is o measure of how much energy o choreder has 1o
cast spells and perform some divine or arcane magic-dependent leats. When o charatter has no
Mogic Energy, be or she will be unoble to cost spells or use ony Feats that require them.

Magic Energy con be recovered vio rejuvenation potions, and will also regenerate over fime.
A high Intelligence will allow you 1o recover Mogic Energy Taster than normal.

There moy be instonces where certain icons appear beneath your heolth ond Magic Energy bars:

No Rotation

This icon looks like on eyeball with o dosh through it. It appears if you try 1o
rotate the camera on o level that doesn't allaw it, or if you are o the edge of

S0Mme maps.

No Health Potions
- This iton will appear when you are irying to drink o heoling potion but you

are oul of them.

No Rejuvenation Potions
This ivon will appeor when you are trying to drink o rejuvenation potion but
you are oul of them.

Looting
To guther any gold your enemies have dropped, simply walk over the gold where it loys on the
floor, and your chorocer will outomaticolly pick it up.

To pick up weapons, ormar, and pations, or o open o chest, you'll need to press the X button.
If picking up on item would raise your charocter’s corrying copocity above 100%, then your
thorocter will be unoble to pick up the item until be lightens his load, either by dropping or
selling excess items.

16
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CHARACTER STATISTICS SCREEN

Carrying Capacity Gold Piece Total Character Model

Weaopons Tab
Armor Tab

Potion i
Items :iﬂq

Statistics Tab

Quest Journal Tab
Spells & Feats Tob

When you press the BACK button while ploying, you'll be token 1o the Charocier Stofistics Screen.
This screen contains the following informotion:

Carrying Capacity: This lists the percentage of the character's total corrying copacity tha is
currently being used. The number on the left is your current weight in pounds, the number on the
right i your total corrying weight. You connal carry more than your total corrying capoity. You
must either drop or sell something first in order 1o make room for new ilems.,

Gold Piece Total: This is the tolal number of gold pieces your character has.

Tab: When this tob is selecled, you will be presented with o list
on the left portion of the screen that shows all the weapons your character
currently carries; the weapans you currently hove equipped are shown in green,
blue, or yellow, depending on the weapan type. Hems that your choracter
connol use are shown in red. Details for each weapon are induded in their own
individual box, including the nome of the ilem, o small icon of the item, its value, its weight, ond
the amount {and type) of domoge it does. You may hove 1o experiment with some items in the
gome fo discover the extent of their powers,

To equip o new weopon or unequip on old one, press the A button while the item & selected. To equip
or unequip a second weapon in your off-hand, press the Left trigger while the item & sweleded.

To drop o weapon, press the Y button while the weapon & selected. You may need to do this fo
make room for new items you find during your frovels.

17

. ———




BALDURS GATE™: DARK ALLIANCE™ Ii

BALDURS GATE™: DARK ALLIANCE™ I

When you equip or unequip o new weapan, the change will be reflected in the character model on
the right-side of the screen,

You may only hove one ronged, one one-honded meles weapon (whether alone or with o shield or
off-hand weapen), and one two-honded melee weapon equipped of o time.

Armor Tab

Similor in layout to the weapons fab, this window shows you all the armor your
characer is corrying: currently equipped ormor is shown in green. Choracters
ore ollowed 1o wear shields, helmets, chest ormor, gloves,brocers, leggings,
ond boots. Equipping, unequipping, and dropping ormar is done exacly the
same as it is on the weapans fob.

Potions /Magic ltems Tab
This tob lists ol the potions ond mogic ilems your charocker is corrying.
Patential pofions include:

Healing Potions

These potions tan heal domage your charocler bos token. They come

in many voriefies, each of which heals o different omount of damage fo
your charoder

Rejuvenation Potions
These potions ton restore Magic Energy thot your charocter hos lost.

Recall Pations

These pofions con telepart your character fo the nearest sofe ore (which
may be many maps away from your current locotion). Recoll potions are
wselul for when you need 1o return fo o sofe oren 1o sell some equipment
that's looding you down, or restock on pations or new weapons and armor.
Recall potions are used by pressing the START button while in the gome.
Using o Recall Potion is one of the options presented on the in-game

Using Recall again will return you to the previous location you were al, provided you don’t leave
the orea to which you've been recalled. This alfows you 1o jump to Boldur's Gate with o recol
paiion, then use the some potion ogain fo return fo the point in the dungeon you just le, provided
you don't welk out of Baldur’s Gale before you wse the Recall pofion ogain.
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Statistics Tab
This tab fists oll of your characier's abilities, which are described in the
“Character Abilities” section. Reler 1o thot section for details.

Quest Jowrnal Tab
This tab lists your charodier’s current quests.

& Feats Tab
This tab lists your chorocer’s spells, feats, and their ranks

CHARACTER ABILITIES
There are a number of ahilities that define your character:

Strength: Strength meosures your chorocter’s physicol power. Characbers with o high Strength hove
u better chance to hit opponents in melee combat, do more domage when they hit, and con carry
more weight thon weaker characters.

Dexterity: Dexterity mesures your chorocter’s hand-eye coordination, agility, reflexes, ond bal-
once. Charocters with a high Dexterity have a better chance to hit opponents and inflict more dom-
oge with ranged weopans and hove o better Armor Class (See Armar].

Constitution: Constilution represents your chorocter’s heolth and stomina. A high Comstitution
meons your choracter will have mare Hit Points ond o faster hit point regenerofion rofe.

9
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Intelligence: Intelligence determines how well your choroder learns and reasons. The higher your

character’s Intelligence, the faster your Magic Energy regenerates, the mare Magic Energy you gain
each fime you advance o level, and the more domage your spells inflia.

Wisdom: Wisdom deseribes your character's willpowes, common serse, perception and intuition.
The higher your chorocer's Wisdom, the more experience points your choracter will gain when he
or she kills monsters or accomplishes quests.

Charisma: Chorismo measures o charocer’s force of personality, persuasiveness, personal magned-
ism, and physicol attroctiveness. The higher your chorocter’s Charisma, the less trouble he or she
will hove buying and selling items ot the local stare. In foct, your character may find the prices
quite reasonable indeed.

Mote thot as you gain levels, you will gain points to spend on increasing your obilifies. Every four
levels you ottain gives you one point you can spend to increase an obility of your choice (you get
one point of 4th level, onother at Bth, the third at 12th, ond 50 on).

SECONDARY STATISTICS

Experience: This is the total number of experience points your character has. Your character goins
experience points both by complefing quests ond killing monsters. Nate that in a two-

player gome, each player receives 50% of the total experience acquired upon killing o monster
Both players receive 100% of the experience goined from quests, however.

Next Level: This number represents the number of experience points your charocter needs to

reach the next level of experience. Every fime you goin o level, you goin more heolth, arcane ener-

gy peints to spend on feats and, depending on the level, your ability scares.

Heolth: Heolth or Hit Points (HP) is o measure of how mony points of domage your character con
take before dying. When o charocler reaches O Hit Points, he or she is deod. Hit points are repre-
sented by the red bar on the upper left corner of the main gome screen (see Moin Gome Screen).

Hit points con be healed via potions, and will oko regenerate slowly over fime. A high Constitution
allows you to regenerote Hit Points foster than normol.

Magic Energy: Mogic Energy is o measure of how much energy o choroder has to wse active
feats, spells, or speciol attacks. When o chorocter hos no Mogic Energy, he or the will be unable to
wse any spelks or feats that require it.

-
— T—

Magic Energy con be recovered vio potions, ond will also regenerate slowly aver time. A higher
Intelligence allows you to recover Magic Energy faster.

Armor: hrmor represents o character’s Armor Closs (AC), o measure of how difficult i is 1o hit ond
damoge a charocter in combot. The higher this score, the better

Base Attack: This is the bonus your character hos to hit an oppanent in combat. The: higher, the
better your chances of hitting your enemses ond the more domoge you will inflid if you do.

Domage: This is the base attock domoge your charocter does. Once ngain, the higher the better,

much fo your enemies’ dismay.

COMBAT

To attack a creoture, you choose o weapon (or no weapon, if you're feeling brove—aor ore o
monk!), then simply press the A button in the gome. You will attack in whatever direction your
charocter is facing.

Your charocter’s skill with o given weapon type ar style of combat will determine how he or she

attocks. Each rank in the relevant weapon skill—Hand Weapon Focus, Great Weapon Focus, Long
Weapon Foows, Two-Weapon Fighting, Unormed Combad, ond Accuracy—will intrease the damoge
inflicted, to-hit chance and, for melee weapons, ollow for outematic combination attcks (mulriphe
sequential strikes where eoch aftack inflicts more damage than the bost) and special aftack effeds.

HAND WEAPONS
Hand weapens are these that can be wielded in only one hand. One of their chief benefits is that
they allow the use of o shield, which is helpful when defending yourself in combat.

One-Handed Blades

Swords ond daggers ore relafively ogile weapans ond have o higher chance of crit-
ically striking on opponent {inflicting double damage) than other weapons. A chor-
ocler can earn up fo o three-hit combination, with each odditional attack in the
sequence increasing the chance of o oriticol hit.

One-handed Axes
Axes are brutal but effedive weapons; while not os predise os swords and doggers,
/ they can inflict more domage when they strike. A& chorocter con eorn up fo o
three-hit combination: the second ond third attocks in the sequence inflict extro
domage in oddition to the extro domage olready inflicied by sequentiol atacks,
while the third otiadk also inflicts extra criticol hit domoge.

2
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One-handed Bludgeons

Inchudes clubs, moces, morning stors. Bludgeons hove o chance ta stun enemies,
briefly rendering them unable to attack or defend themselves. A chorocter can
earn up fo o three-hit combination, with each oddifional ottack in the sequence
having an increased chance to stun the torget.

GREAT WEAPONS
Great weopons are so large and heavy that they must be wiekded in two hands. Geeat weapons inflici
much more domage thon smaller hand weapons, but a choroder connat use o shiekd with one

Great Swords

Like their smaller variants, two-handed greot swords have o higher chance of
eritically striking an opponent thon ofher weapans, A choracler con eam up fo o
three-hit combination, with each oddifional attack in the sequence increasing the
thance of o tritical hit. In addition, the second and third attacks can strike oddi-
tional enemies arcund the tharacker's primary forget, though they suffer
reduced damoge from the blow.

Greot Axes

Like their smoller varionts, two-honded great axes do net critically hit os often
os swords, but inflict more domage when they do. A character con earn up to
three-hit combination; the second and third attacks in the sequence inflict exiro
domage in addition 1o the exira domoge already inflicted by sequentiol attocks,
while the third attack ol inflicts extro critical hit domoge. In oddifion, the final
ohock strikes afl enemies in an orc befare the character.

Great Bludgeons

Like their smaller variants, two-honded great bludgeans {like worhommers) have
o chance to stun oppanents. A characler com earn up to o three-hit combination,
with each addifional oftack in the sequence having on increased chance of stun-
ning the target. In oddition, the final attack sirikes oll enemies in on arc before
the charocter

22

LONG WEAPONS

Long weapons are primarily defensive in nature, hoving the ability 1o attack enemies from o
distonce and push them bock. Like greot weopons, long weopans require fwo honds o wield and
prohibit the use of o shield.

Staves

Abong with polearms, staves hove the best reach of ony melee weapon; they

can also shun enemies, like bludgeans. A charoder con earn up to o three-hit
combination, with each additional attack in the sequence having on increased
chance of stunning the torget. In oddition, the second and third strikes couse

increasing levels of knock-back, pushing the enemy away from the chorocter.

Polearms

Along with staves, polearms (spears ond halberds) hove the best reach of any
melee weapon; they olsa have o higher chonce of inflicting crifical hits, like
one-handed blades. A character can earn up to o three-hit combination: the
second and third ottacks in the sequence inflict extra domage in oddition o
the exiro domoge olreody inflicted by sequential attocks. In addifion, the
second and third strikes couse increasing levels of knock-bock, pushing the
enemy oway from the charocter.

Two-Weapon Fighting

Twa-weapaon fighting is what it sounds like: the chorocter holds o weapon in each hond and attacks
with them almost simultaneously. A charadler con earn up to o three-ottock combination, where
eoch attock consists of two sirikes; depending on whether the weapons wsed ore edged or blunt,

it will get o critical hit chance bonus (o5 one-handed blodes) or stun chance {os one-handed bludg-
eons) on the third, finod ohack.

Unarmed

Only meonks (like Yhoidra) have o true unormed aftock sequence rother thon o basic, dumsy
unormed attock. Skilled unormed combotants begin with a two-atiack combination and con earn
up o six in tofal. Sequential attocks inflict odditionol domage os well as hoving an increasing
chonge to siun targets; the final sixth ottack knocks enemies bock

Accorocy

erurocy offedts all ronged weopons—bows, trossbows, and hurled weapons like throwing oxes ond
doggers--by increasing both to-hit chance and domoge inflicted. Ronged weapons don't have the
same high damage potentiol as melee weapans, but ollow you to ottack targets from o distonce

—
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Bows
Baws have a high rate of fire and inflict foir domoge. Bows require some
training to use and not oll characters can equip them.

Crossbows
(rossbows don't fire as quickly os bows, but inflict more domage per shot.
Any characler can use o crosshow.

Hurled Weopons

Hurled weapons like throwing axes ond doggers aren't os slow os crosshows but
inflict less domage than cther ronged weapons. However, strong characters inflict
extro domage with hurled weopons os if they were making o melee atiack.

Again, combination afacks occur automaticolly once your character can perform them. You da not
need ta perform o sequence of odtions 1o make them happen: simply equipping the oppropriote
weapan ond attdcking will couse these oMadk combinations to occur. For o more defailed description
of the weapon skills and earning combination attacks, see “Spedls and Feats” below.

There are other combot effects your character should be oware of:

KNOCKBACK
Every time you hit an opponent he gets knodked back slightly; if you are doing o sequence atfock,
your character will move forward slightly to compensate.

BLOCKING

You ton only block permanently if you ore two-weapon fighting, have o shield equipped, or ore on
unarmed monk. While two-handed weapons may do more domoge, sometimes it pays to have o decent
ane-handed weapan and o shiekd of the ready. A charocter wishfing o ranged weopon cannal block.

SPOILS OF COMBAT

When you defeat an opponent in comba, your choracter gains experience paints (and occasionolly
some loat as well). When o character gains enough experience points, he or she goins o new level.
When o character achieves o new level, he or she gains odditional Hit Points, additiona! magic
energy, and special points that may be spent on gaining feats, learning new spedls, and even raksing
their stofistics. When spending these points on new spells and feots, hold the Left trigger to see the
highlighted spell or feat's current satus. See the spell and feat descriptions far mare details.

Note that in o two-player game, each player receives 50% of the total experience acquired upon
killing o manster. Bath players receive 100% of the experience goined from quests, however,
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SHOPREEPERS

Carrying Copacity

Weapons Tab
Armor Tab

Poti
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Over the course of the gome, you'll encounter shopkeepers you can buy and sell items from. To
open their shops, simply speak 1o them, and you'll be given a chaice os fo whether 1o buy or sell
items, then you'll be token to o sub-screen which resembles the character inventory screen.

Carrying Capacity: This lrsts the percentoge of the charncter’s total carrying capacity tht is cur-
rently being vsed. You connot corry more than 100% of your corrying copadity. You must either
drop or sell something first in arder 1o make room for new items.

Gold Piece Total: This & the tolal number of gold pieces your charocier hos.

Weopons Tab: When this 1ob is selecled, it will show all the weopons the shopkeeper has for sole,
or it will show all the weapons in your inventary, depending on whether you're buying or selling.

Armor Tab: When this tab is selected, it shows oll the armar the shopkeeper has for sale, or ol the
armor in your inventory, depending on whether you're buying or selling,

Potions/Magic Items Tab: When selected, this tob lists potions ond other magic items (such os

omulbets and rings) in the shopkeeper's store if you're the buyer, or the potions ond magic items in
your inventory if you're the one selling ilems.

25
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WORKSHOPS

Rune Stone
Gem Type One

Gem Type Two

Workshops allow you to create your own custom items; there are countless different items 10 be
made, provided your chorncter hos the raw materials necessary.

Once in o workshop, you con either create on item or breok down on flem.

Create an Item: In order to begin creating an item, you must have of least one mosterwork
item fo use os o base (for example, o fine leather helmet) and one rune stone. Creating o new
magic item is then o matter of odding odditional rune stones and gems. At all times during the
process the resulting item, its statistics {name, effects, etc), ond the cost of the procedure i
displayed on the screen—it isn't o Free service—updoting os you moke chonges during the
item creafion process.

1) Base Item: (hoose o mosterwork item to be wsed os the base for the creofion of o new

magic item. Masterwark items are items obove normol guolity—Fine, Remorkable, Superior
Grand, Imperial, or Flawless items—but without any existing mogical effects, for example o
fine longsword or grond amulet.

2) Rune Stone: Choose fo oftach one or more rune stones 1o the bose item, which will
increase its averall effectiveness as well os determine how powerful it can eventually
become: the more rune stones, the grecter the potential power. This “potential power” is
rated in terms of one fo five plusses; for example, o +3 longsword is more powerful than
o +1 longsword. An item cannot have ony magical effect without o rune stone ond its
tomesponding plus effect; for exomple, you can have o +1 remarkable ring of fire, but
not simply o remarkable ring of fire.

If you have any gems, you wn continue on o the next step. Otherwise, you tan have the
workshop create the current item or cancel the whole process.

2b
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3) Gem Type One: (hoose ane type of gem (e.g. o jodnth or moonsione) fo attach to the
item, which will give it on effed {e.q. of wounding or keen). The polency of this effedt is
determined by the number of gems; however, no gem type's affect con be greater than that
of the item’"s rune stones; for example, if on item &s mode with three rune stones ond sight
focinths, it will only be as powerful os f it had three jocinths.

If you have any additional gem types, you con confinue on to the next step. Dtherwise, you
con have the workshop create the current item or cancel the whole process.

4) Gem Type Twe: Choose onother type of gem 1o aftach fo the item, which will
give il o combined effect depending on what the first gem type wos (e.g. of Conflogration
or Necromancer's).

At this point you must have the workshop trente the current item, or conced the whole process,

Break on ltem Down: A player would break an item down in order to get whatever components
were used in thot item bock. For instonce, you might have mode o moagical shield with o jocnth,
ond then later find o sapphire. You could then have the magical shield broken down to gel the
jocinth back, ond then have o new ilem created using both the jocinth ond the sopphire. To break
on item down, choose from a list of valid items in your inventory; the inferfoce will display the
resulting components from the pending breakdown, ond the cost of the pending breakdawn if you
decide to go through with it. Nate thot when a mogic item & broken down, oll rune stones are lost!

WEAPON ATTRIBUTES
Weopons in Dark Alliance II have several attributes:

Name of the Item: This i the nome of the item s it oppeors in your inventory.

g5 Damage

Qi This is how much domoge in Hit Points (HP) the weopon does. It does not indude
ony bonuses that come from your charocter's Strength (for melee weapons) or
Dexterity (for ronged weapon) score or skills, so hand-to-hand weapans may do
maore demage than listed depending on wha's using them.

Value
The gold piete value of the item.

Weight
The weight of the itlem.
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ARMOR ATTRIBUTES
Armor in Dork Alkonce || hos several oftributes:

Name of the Item: This is the nome of the item os it oppeors in your inventory,
Armor Class Bomus
This is how mony points of protection the piece of ormor provides.
The higher, the better.

Value
The gold piece value of the ilem.

Weight
The weight of the item.

COMPONENT ATTRIBUTES

Components are gems or pretiaus stones used in the creation of magic items. A component's
only ottributes are its volue and weight.

BALDURS GATE™: DARK ALLIANCE™ Il

GENERAL ITEM ATTRIBUTES

Weapons, armor, omulets, and rings con have o number of ottributes thot relate 1o their quality or
mogical properfies.

Quality: on item’s quality refers 1o how well made it is. Higher quality armor pratects better,
higher quality weapons inflict more domoge, and higher quality rings and amulets are warth
more. Mote that many damoge bonuses (such os those from Strength and the Power Attack feat)

gkso scobe up with higher quality weapans.

Quality Amulet, Ring
Shoddy -15% o AC x0.5 domage Increased Value
{Narmal} - - Increosed Volue
Fine +15% fo AC x5 domage Increosed Value
Remarkable +30% to AC x2 domaoge Increosed Value
Superior +45% 1o AC x2.5 domage Increosed Volue
Grand +60% to AC x3 domoge Increased Value
Imperial +75% 1o AC %3.5 damoge Increased Volve
Flowless +90% to AC x4 damage Increased Volue

Magical Effects: on item's mogicol effects, such os "of Blood™ (e.g. o Longsword of Blood), are
the resull of between cne ond three components—rune slones and gems—used in the creation of
that item. The number of rune stones and gems then determines just how powerful o particulor
gffect is. Yorious gems create vorious effects bosed upon what sort of item they are ploced in (for
exomple, o jocinth in o shield does something different from o jocinth in o ring) ond what othes
gems are alongside them; you'll have 1o do some experimenting in o workshap 1o find the combi-
nafions you like best!

Amethyst
ossaciated with sound ond vibration.

Aguomarine

ossociobed with woler or cold.

Coral
wssociated with battle ond conflict.
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Diomond
Associted with purity or goodness.

Emerald
Associated with orcone magic and the unknown.

Jocinth
Associted with fire.

Jode
Associated with entropy or corrupfion.

Jet
Associated with protection or warding.

Moonstone
Associated with speed or reflexes.

Pearl
Associgbed with insight or precision,

Ruby
Associned with blood or vitality.
Rune Stone

Associated with quality and precision. All mogical items begin with the use of o
rune stone, os this will determine the object’s maximum mogical power.

Sapphire
Associated with raw power and destruction

Topaz
Associgted with wind, the sky, and lighining.

‘OalooRgdnoon

]

SPELLS AND FEATS

Spells ond feats are special abilities your choracter goins, such os a new attack types, odditional
health peints, and so on, that help o customize your choroder os you go up in levels. Every time
you qain a level of experience, you gain o number of points equal to your level that you con spend
to gain a new spell or feot, or improve an existing spell or feat. At 15t level, you will get one point,
of 2nd level, wo points, ond so on. Some spells ond feats cost mare points than others to gain

or imprave, 5o you may need fo save your points from level to level to get some of the more
expensive spells ond teats eorlier on.

Spells and feats work on o rank system, ond many spelks ond feats have multiple ranks. The more
paints you ploce into a spell or feal, the more powerful that spell or feat becomes. Presented here
is o list of spells and feats the characlers may choose from over the course of the gome. Eoch
character hos only o seledion of the spells and feats listed below to choose from. No character has
access to all the spells and feats in the gome.

Keep in mind, active spells and feats usually require energy fo use.

PASSIVE FEATS

Pussive Feots ore olwoys on ond do not need 1o be octivoted.

Accoracy: Improves the accurocy ond domoge of ranged attacks,

Armor Proficiency: Allows the character to wear heavier types of armar. Rank one allows ligh
armaor {leather and studded leather), rank two allows medium ormor (scole and chain mail) and
shields, and rank three (the moximum) ollows heavy armor (half and full plote). Allessia starts with
three ranks, Borador with ane, and Dorn with two.

Clarity: Reduces the cosfing cost—the amount of Magic Energy required--of your spells.

Combat Reflexes: Increoses the speed of your ottacks.

Death Blow: Increnses the domage inflicted by o critical hit.

Deflect Missiles; Gives o chonee o outomatically block missile attacks.

Diamond Body: Resist the effects of poison ond acid.
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Dodge: You ore harder to bl Unarmed Combat: improves your ability to fight bare-handed. Hote that magical effects on

Empower: Increases the domage inflicted by your spelks.

gountlets come off os attack effeds, e.g. +1 Leather Gloves of Frost odd 1-6 cold domoge to any
tharacler's unarmed ottocks. Note that Vhaidra begins with one rank in this feat.

Enchemt ftem: Decreases the cost of crenting and breoking down magic items. Willpower: Grants you exira Mogic Energy.
Endurance: Increnses your corrying copocity. SPELLS & ACTIVE FEATS

Spells and octive feats need to be selected from the spell and feat menu and activated by
Evasion; Aids in domoge reduction from certoin magical aftacks. pressing the B button in order 1o take effea.

Farge Lore: Decrenses the cost of creating ond breaking down magic weopans.

Great Weapon Focus: Increnses your ability to fight with two-honded great weapars.

Alchemical Lore
Allows you to switch nearby pations an the ground from healing 1o rejuvenation
and vice-versa.

Great Fortitude: Increases your hit point segeneration rofe. Animal Friendship

Allows you to charm animaks.
Hand Weapon Focus: Increases your obility 1o fight with one-honded weapons.

Animate Deod

Heart of the Wolf: Increases your running speed.

Heart of the Bear: Increases your Hit Paints,

Herg's Arm: Miows you 1o wiekd great weapons in only one hand.

Hera's Mantle: Resistonce o physical damage.

Improved Critical: Increases your chance of o critical hit with melee otiocks.

tron Will: Increases your Magic Energy regeneration rale.

Long Weapon Focws: Impraves your ability to Fight wiih stoves, spears, ond polearms.

NOOE

Kk

Animote the spirits of the dead to oid you.

Arterial Strike
Wound enemies with o sneok attack, cousing grodual Hit Point loss.

Bale Arm
Allows you 1o hurl two throwing weapons of the same fime.

Barbarian Rage
Allows you 1o enter o state of barboric roge. Note that Dorn begins with ane rank
in this ability, and cannat block while enraged.

Shiefd Expertise: Goin an odditional armor banus and physical domoge resistonce from P Bark skin
your shield, o Makes your skin os tough os bark,
Toughness: Gronts you extra Hit Paints, (‘-) e
L
Sve-Woapen Fightiage Ingroves your sbilty 3 Roht wilh G weapons a1 oncs. Increases the combat ehilities of you and any allies.

32
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Chill Touch Enervation
Your touch instills o deathly chill Death magic; attack with pure negative energy.
Claws of Darkness Feor : =
Attock with dows of deadly shadow that freeze and weaken your anemies. (owse enemies to flee in sheer ferror,
Cleave
An ottack that strikes ofl enemies in front of you, m":mm.
Comugon Flame Strike
Curse your enemies with fhe plogue. Hoby fire colled down on your enemies.
Crippling Blow
: Ghoul Touch
| k aftock,
Slow the enemy with o sneok atfock our Kok poecvat Wbl
Crushing Blow
An unarmed otiack that edds domoge 1o unormed attocks ﬁ:ﬂmﬂ:ﬁiﬂ?im moltipe bobls af once.
Hail of Kmives
Cure Wounds T
Heoks yourself and ony allies, Note that Allessio begins with one rank in this spell. Allows you to throw maltigle knives of once.
Dark Possession Haste
Control humanoids and lesser undeod creatures. Increases atock speed of you and any ollies.
Divine Resifience Hald
Temporarily boosts your Intestinal Forfitude Magicolly parolyze enemies.
Divine Strength Life Drain

Temporarily boosts your Strength. Mote that Allessio begins with ane rank in this
spebl.

Droin enemies’ fife 1o balster your own. Note thot Ysuran begins with one rank in this
spell.

Magic Missile

Missiles of magicol energy strike your enemy.

Dworven Warsong
Bellow to increase atock speed and HP regeneration.

H
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Melf's Acid Arrow
Summans @ magic ocdic orrow.

Otiluke's lcy Sphere
Summons o sphere of cold domoging and freezing your enemy.

Piercing Strike
An unarmed-only attack that reduces your enemies’ Armar Chass

Poison
Inflixts odditiona! poison domage.

Power Attack
Inflicts odditionod damage.

Precise Shot
You con moke more accurate, domoging shats with a rosshow,

Protective Ward
(reates o profective oura around you,

Purity

Temporory poison and ocid resistance. Additional ranks oko gront immunity to
various status effects: Rank 2: Immunity to Curse, Ronk 3: Immunity to Sunder
Rank 4: Immunity to Enfeeblement, Rank 5; Immunity fo Slow.

Ransock
Knock odditionol loot out of enemies! Note that Borodor begins with one rank in
this feod.

Ray of Enfeeblement

Weoken and slow enemies.

Resist Elements
Aids in elemental domage resistonce.

Repulsion
Repules and domages nearby enemies.

Enemies will not attack you unless you oftack them.

Shadow Conjuration
Summon a shadow to aid you

Shadowspray
Ribbons of shodow damoge ond weaken enemies.

Shield
(reate 0 magical shield for defense.

Shield Bash
A short dosh forward thal domoges and stuns your enemy.

Shield of Shadows
Creote o shield of shadow.

Shocking Grasp
Your touch elecirifies enemies.

Slow
Slow your enemies down,

Smokepowder Bolf
Fire o burning crosshow bolt,

Smokepowder Bomb
Hurl an explosive bomb
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HINTS & TIPS

Some hints and tips that moy aid you of the beginning of your quest in Baldur's Gate:

Smokepowder Satchel
Ploce and later detonate on explosive saichel charge.

Spluwing Sirike
A devostating stoff-only attock that strikes all enemies around you.

1. Take it slow. i you ore wounded early on or run out of Magic Energy quickly, simply wait
oround in on empty room ond rest for a while until your Hit Points and energy ore bock up to
full. It con save you from having 1o reload your gome when an exira monster jumps out of you
when you were least expedting it.

eoiritual W
Summons the avatar of Helm's sword, Ever Wotchful

2. Smash and breok everything you con. Often, barrels, crates, and voses contain items or

Sprint gold that can help you on your quest.

A quick burst of running speed. Note that both Dom and Vhaidra begin with one

cank i this foat 3. Be coreful with any barrels you encounter. Before aftacking them, wait fo see if the

“lgnite” opfion appears when you go up nex! fo them. If so, do not aftack the barrel—aof least
with a melee weapon, or ese it will explode, doing o greot deal of damage 1o your character.

Smite Evil

ofics skionl domage wd o digt el 4. Don't forget the camera, You con move it around using the right thumbstick, and it can

allow you o see into corners or sections of the room that might otherwise be blocked o your
Stealth line of sight. It can prevent you from missing barrels and chests that are hidden in the shadows.
Allows you to ovoid enemies and moke sneak oftacks.
5. Save often. When you see o new save poinl, use if. It con save you o lot of frusiration later

Stonning Blow on in the gome.

An unarmed-anly attack that damoges and stums your enemy.

b. Recall. Using your recall potioms con save you o lot of running back and forth between town
ond the dungeons. When you use o recall pofion to toke you from a dungeon to wherever your
“sate point” s, just be sure not to leave the sale point so you can recall back 1o your original

spot in the dungeon.

Sonder
Reduces your enemies Armor Closs,

Sweep Attock
An unarmed-anly attack that sirikes and knocks back ol enemies before you.

Torn Undeod
Repeks ond domoges nearby undeod

Vampiric Touch
Your fouch drains life and bolsters your own.

‘HEHE
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INTERPLAY WEBSITE INFORMATION
interplay Emtertainment Corp. Technical Suppart
16815 Von Karman Avenue, Irvine, GA 92606

HOW TD REACH US DNLINE

inberplay: hitp:/ v interplay. com

Suppor: http:Awanw. intarplay comsupport

FTP: hitp:/wharw. nterpiay.com/interact/downloads. asp
Foruma: fttp . (foruma inferplay.com

Hinis: hifp://hants. Interplay.com

Bilack Isle Studics hitp s blackisle.com
Customer Suppon 949,553 6655

Imterplay Limited 90-Day Warranty

Imberpéay warrants 1o the original purchaser of this Interplay Ertartasnment Corp. product that
tha game disc will be free from defects in matenal and workmanship for 90 days trom the
dade of purchase. IF the gama disc is found defactive within 90 days of original purchass,
Interpiay agrees to replace, free of charge, any product discoversd o be defective within such
piriod wpoh recaipl al its factory sendce centar of the product, postage pabd, with prood of the
date of purchase. This wamandy |s limited to the désc containing Be software program
originally provided by inkerplay and & nof applicable o normal wear and tear, This shall be
woid if the defect has arisen through abuse, mistreatment, or neglect. Any implisd warranties
applicable 1o this product, including wamanties of merchantabiliity and fitness for a particular
purpose are disclamed. Interplay disciaims all responsibiity for incidenlal or conssquential
damages. This warranty is only valid in the United States or Canada. Some sttes do not allow
mmitabons &% f0 how long &n implied warmanty lasts and’or sxclusions of limitaticns of
incidental or consequantial damages so the above limitations andfor exclusions or liability may
not apply 4o you. This warranty gives you spacific rights, and you may also have other rights,
wihich vary from state to staie

Limited Warranty

i the Game Disc should fail after the original S0-day warranty period has expired, you may
wish o contact Technical Support first at http.l e interplay. com'supportcacomiact.asp. I
your Game esc is defective and & replacement |5 necessary, you may refum the Game Disc fo
interplay at the address nofed Delow with a check of money oroer (payable to GamesOnling)
for Fitteen Dofars (LS 515) f shipping o the United States and Twenty Dollars (U5 5200 #
shipping fo Canada. To receive a replacemant, you nesd to enclose the onginal defective disc
anly (not the bowx) sccompanied by: (1) a check of money ordar, (2] a brief statement
describing the defect. and (3) your return address. Please send the above fo: Interplay
Entartainmant Corp., Attn: Customear Service Raplacemants, 16815 Von Karman Avenue, Irving,
CA 82606, Replacements usually take bebween 3 and 6 weeks. Ordefing replacemant copies
of Game Discs or Manuals 2 also available for a number of our games. Plagse visit

WL Inftesplary, comysupportreplace. asp for complete details or email

ordardeskiEnbarpiay com i you have any further questions.

Microsalt, Xboo, and tha Xbax logos are either registerad trademarks or trademarks of
Microsoft Corporation in the U5 and/or other countries




