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THE DUNGEONS AND DRAGONS TOTAL CONVERSION FOR JEDI KNIGHT
OPENING NOTE FROM THE AUTHOR:
READ THIS GUIDE, rivvil! If you do not read this, you are a wael and not worth my time, so vanorsh and don’t ask me any questions, iblith! 

(since the author has spent many days in the Underdark, some of these words are in the Drow elf  tongue)
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THE BASICS OF THE D&DTC

What is Dungeons and Dragons?

Dungeons and Dragons is a set of RPG rules that govern a good many Roleplaying Games for the PC, and even some for the Playstation 2 and Xbox… and maybe some for the Gamecube, but I don’t own a Gamecube…

Some of my favorite games of all time are Dungeons and Dragons RPG games:

· Baldur’s Gate (PC)

· Baldur’s Gate – Tales of the Sword Coast Expansion (PC)

· Baldur’s Gate 2 – Shadows of Amn (PC)

· Baldur’s Gate 2 – Throne of Bhaal Expansion (PC)

· Baldur’s Gate – Dark Alliance (PS2 and XBOX)

· Neverwinter Nights (PC)

The list is not in order from my favorite to least favorite. I like all the Baldur’s Gate games almost equally… except maybe Dark Alliance, which is not really an RPG and not really a Baldur’s Gate game either… and I put Neverwinter Nights BELOW them all. Sure, NWN is newer than BG2, but it is NOT as good a game. Every installment of the Baldur’s Gate series is a CLASSIC. Neverwinter Nights will never be a classic in my eyes. Still, it is a fun game and is better than a lot of games.

What is a TC?

TC stands for Total Conversion. It is a modification for an existing game that changes nearly every aspect of the original game. In other words, it converts the existing game into one that is almost totally different. It is a total conversion.

THE CHARACTERS (SKINS)

The characters are all either generic skins or are characters in Baldur’s Gate 2 Shadows of Amn and Throne of Bhaal. Some are from Baldur’s Gate 1 and Tales of the Sword Coast as well.

Here is some trivia: Kath Soucie, who did the voice of Aerie in Baldur’s Gate II, was also Tavion in Jedi Knight II: Jedi Outcast. Also, Jeff Bennett, who played the voice of Drizzt Do’Urden and Xan the Mage in Baldur’s Gate and Baldur’s Gate II, played the voice of Kyle Katarn in Jedi Knight II: Jedi Outcast as well. In fact, many voices in both Baldur’s Gate games also played in many other Star Wars games and more.

Sabre-Scorpion – Sabre-Scorpion is ME (Justin Stebbins, the guy that made this TC). It is the name I used when I beat the Baldur’s Gate games. I am a half-god, a son of Bhaal, the Lord of Murder. Traveling with my companions, including Aerie, Viconia, Minsc, Anomen, Sarevok and Edwin, among others, I killed my half-brother and fellow Bhaal-spawn Sarevok as well as Jon Irencus and anyone else who stood in my way! Later I resurrected Sarevok, converted him to Chaotic Good, and set him free to live his life. I even fought beside Drizzt Do’Urden at two points. I am a human chaotic good ranger with high wisdom, dexterity, constitution, and charisma. I usually wear red dragon scale armor and use twin Angurvadal the Flame Tongues as my swords.

Aerie – You find Aerie under a spell to look like an ogre in the circus in Waukeen’s Promenade in Baldur’s Gate II – Shadows of Amn. She is an Avariel, or winged elf, but the evil slavers who owned the circus once cut off her wings, leaving only two scars on her back. Her class is a very powerful cleric/mage combination, allowing her to cast both Divine and Arcane spells. When you rescue her, you can develop a romantic relationship with her. Hers is the only romance in BG2 a man can have with a really happy ending… Jaheira’s has a good ending, but not really a HAPPY one…

Saemon Havarian – Saemon cannot join your party, but he plays a large role in both Baldur’s Gate II: Shadows of Amn and in BG2: Throne of Bhaal. He is a rogue in every sense of the word. He is first hired to take you across the ocean in his ship to the island on which lies Spellhold, the asylum in which dangerous mages are kept. When you land on the island, you discover that Saemon double-crossed you and vampires ambush you. When you arrive in Spellhold, Jon Irenicus puts you to sleep using a spell component that Saemon put in your soup while you were sailing! After rescuing Imoen from Spellhold, Saemon Havarian can help you get back off the island. First you help him acquire (steal) a new ship from the Pirate Lord of the island, and he rewards you with a silver sword blade. Later on, the ship is attacked on the ocean by Githyanki, a strange race from another plane. They demand the sword blade that Havarian stole because it is a part of their sacred Vorpal Sword! When they find it on you instead of him, a fight ensues. The ship is sunk in the battle. You are continually hounded by the Githyanki through the entire game if you never give them their blade back… As for Saemon, you meet him later, one final time, in Throne of Bhaal. He first tricks a pair of mercenaries into attacking you by claiming you stole their gear! Then he helps you get inside the monastery, but you find out that he was leading you into a trap. Still, he was supposed to poison you and didn’t, so I guess he must have though he owed you something… All this, combined with the fact that he is so extremely cocky and arrogant, as well as the fact that you can NEVER kill him because he can portal away at will, makes him a very, very annoying, yet very intriguing character.

Anomen – You find Anomen in the Copper Coronet tavern in the Slums of Athkatla. He asks you whether you are good or evil. If you are good, he joins your party. He is the only male character you can have a romantic relationship with (if you’re female, of course) He is a fighter/cleric aspiring to become a Paladin of the Most Noble Order of the Radiant Heart. He begins with a true neutral alignment, and turns chaotic neutral if you fail to get him knighted. This makes him into an emotionally unstable jerk. If you succeed in getting him knighted, though, he becomes lawful good. This makes him into a sickeningly goody-two-shoes paladin-type character, like Ajantis in Baldur’s Gate 1.

Viconia DeVir– Viconia was in both Baldur’s Gate 1 and 2. She is a drow, or dark elf, cleric of Shar. She betrayed the drow goddess Lolth and left her home city underground to live on the surface. Though she is very rude to everyone, it is only because of the place she grew up in. She is nice inside, and, if you have a romantic relationship with her, she can turn to a good alignment in Throne Bhaal. Either way, however, unless you become a god at the end of the game (claim your Bhaal heritage), she is poisoned and killed by clerics of Lolth hunting her. If you do not stay romantic with her, though, she has a happier ending, even helps Drizzt save an elf city… and is proclaimed a worthy friend by the elves of light…

Drizzt Do’Urden – Drizzt Do’Urden can be found in both Baldur’s Gate games, though he never joins your party. He is actually the invention of novelist R. A. Salvatore and was only included in Baldur’s Gate because it is in the Forgotten Realms settings, just like Salvatore’s popular books about the renegade dark elf. Drizzt is a dark elf ranger, and though he never joins your party, he can help you on occasion… especially if you use the cheat code “DrizztDefends” in Baldur’s Gate 1…

Edwin – Edwin is also in both Baldur’s Gate games. He is a human, and some kind of specialist mage, I forget which, and is very adept at casting magic spells, being a former Red Wizard of Thay with a magical, irremovable amulet of power. He is a little bit crazy though, and definitely evil. He is always plotting for his own desires and muttering things too loudly (he doesn’t intend for you to hear them, but you do). One of the things he says in the first Baldur’s Gate when you click on him too many times is “Please, do not disturb me while I’m plotting to overthrow you…” You meet him again in Baldur’s Gate II, in which case you can help him get “power” by finding the Nether Scroll, an ancient relic from the fallen cities of Netheril. When he gets the scroll, though, he only succeeds in using to accidentally turn himself into a woman…

Sarevok – Sarevok the big boss badguy in the Baldur’s Gate 1. He is a chaotic evil fighter, one of the strongest humans in the world… but he is not fully human… like you (you being the main character in the game), he is a child of Bhaal, half god of murder. He wishes to claim his inheritance by killing as many people as he can in the first Baldur’s Gate, and you must stop him… because you’re his prime target. In BG2: Throne of Bhaal, however, you can resurrect him from the dead and he will join your party! If you are nice enough to him, you can even change his alignment to Chaotic Good instead of Chaotic Evil!

Jon Irenicus – Irenicus is the big badguy in Baldur’s Gate 2: Shadows of Amn. He was once a powerful elven mage, but his desire to become too powerful and too invincible led him to be outcast by the elves, even his love, the Queen of the elf city he was born in. He then was free to dramatically increase his abilities though, and he swore revenge on the elves. He and his “sister” (fellow outcast elf) Bodhi the vampire, desire to be immortal. Bodhi chooses vampirism while Irenicus resorts to magic. Both fail to get what they really want… but then they find you. Irenicus’s goal becomes to take your Bhaal soul, the essence of your godly heritage, and use it to make himself invincible. Of course, this makes it necessary that you destroy him to get him out of your way. It is not an easy task, since Irenicus seems to be able to chuck spells out of nowhere at will, and all simultaneously!!!

Xan the Mage – Xan is a very depressed elf mage you find in Baldur’s Gate 1 held prisoner in the mines of Nashkel. When you rescue the mines from Mulahey, you also rescue him, and he offers to join your party. He is always pessimistic and says such discouraging things as “Our quest is vain”, “We delude ourselves to think that our pitiable band will stand up to our enemies”, and “Life… is so hollow.” His greatest advantage is his moonblade, a magical sword that only he can use, that glows and even flames a bright blue, and does magical damage upon opponents.

Gromnir the Half-Orc – You’ll find this somewhat insane but also very perceptive Half-Orc ruling a city called Saradush in Baldur’s Gate II: Throne of Bhaal. He is also a child of Bhaal, like you, and is therefore being attacked by the other children of Bhaal, including the fire giant Yaga-Shura, who is laying siege to his city. He figures out the secret that Melissan is hiding even before you do, but then you kill him, so… Want to know where BioWare got the name of this Half-Orc? Well, a regular visitor of the Interplay message boards called himself “Gromnir” and closed all of his messages with “Hah! Good fun!”, which is exactly what Gromnir says before he fights you. It seems fans are appreciated sometimes…

The Lich - A Lich is an extremely powerful mage (wizard, usually a necromancer in this case) who has thwarted his human lifespan by using his powerful magics to become an undead. This makes him immune to diseases and old age, things that often bring about human death. However, it does not make him immune to the sword. A Lich can still be slain. A Lich is always an extremely powerful necromancer or other mage, because only the most powerful wizards can become undead. Few succeed. Those who fail are cast into the abyss. An even more powerful form of the Lich is the Demi-Lich, usually a golden and jewel-encrusted skull that hovers in midair, teeming with magical energy. One such Lich can be found beneath the docks district in Athkatla in Shadows of Amn. His name is Kangaxx, and he is one of the hardest enemies in the game.

The Vampire – Vampires are a form of cadaverous (skinned) corporeal (solid and seeable, not ghostly) undead that feed off the blood of others. Being hypnotized and bitten by a vampire can cause someone such as human or elf to contract vampirism as well. Many men and women seeking power and longer lifespan will cheat death by becoming vampires, but then their life is controlled by their never-ending hunger for dark blood. The only way a vampire can be truly killed, in the case of Baldur’s Gate 2 anyway, in which one of the main characters is a vampire, is by killing its body and then sticking a wooden stake through its corpse (in its sarcophagus). Holy water is also useful against them, as it provides immunities to their attacks and can make the supplies of blood they keep in their lairs useless to them.

This is basically all of the characters I included as skins in the game. The rest of the skins are just generic ones based on different classes you can be (like ranger, barbarian, warrior, etc.) The Monk skin is actually one of the Monks from Candlekeep in Baldur’s Gate 1, not a beat-em-up Monk from BG2 or Neverwinter Nights… Oh, and as for the Martian skin, don’t even go there…

THE WEAPONS
Fists – When out of ammo, why not use fists? Because you also have a sword? Heh… true…

Daggers – The throwing dagger is a cheap and disposable weapon, but can be very deadly in the hands of a skilled assassin. They can be thrown very rapidly and can really dish out some damage. The famous drow elf mercenary leader Jarlaxe uses throwing daggers almost exclusively. Primary fire fires three daggers in a spread. When you get in closer, you can fire three daggers in a triangular formation with secondary fire.
Battleaxe – The battleaxe is considered by some to be a cumbersome and unwieldy weapon, but the dwarves swear by them. They are effective when thrown as well (in the real world, the nation of France was named after a kind of throwing axe). Though they cannot be thrown as quickly a dagger, they are heavier and do more damage. They are hard to aim though, and not very accurate.

Skull Bomb – In Baldur’s Gate 2 Shadows of Amn, the gnomish illusionist/thief Jan Jansen (you can find him in the government district of Athkatla) is able to once per day create ammunition for his crossbow called Flashers. They are skulls filled with explosive powder that stuns as well as damages opponents. In the D&DTC, you can toss flashers instead of shoot them from a gnomish crossbow, and they only damage. They don’t stun.

Shortbow – The shortbow is not as powerful as the longbow, but it is the only kind of bow thieves can use. By pressing the secondary fire button, you can launch a magical arrow that ricochets off walls. By pressing the primary fire button, you can shoot a single, accurate, powerful acid-tipped arrow. By holding the primary fire button a while before letting go, you can fire a spread of acid-tipped arrows.

Warhammer – The Warhammer is another weapon beloved by the dwarves and barbarians. It too can be considered awkward and unwieldy, but has been proven to be a deadly weapon in the hands of a barbarian such as Wulfgar of Icewind Dale, companion of Drizzt Do’Urden… especially when thrown. It really packs a punch. The warhammers in this game are rather small, though, so they are not quite as useful as Wulfgar’s huge, returning throwing hammer.

Crossbow – This particular crossbow fires explosive bolts. Though it is very powerful and very accurate, it is not as easy to reload as a shortbow, so the wait time between shots is longer. The primary fire is a single explosive bolt. Secondary is a bolt that sticks into an enemy (ouch!) and sits smoking in his chest for a while before exploding.

Thief Traps – As Yoshimo the bounty hunter warns you in Baldur’s Gate II upon entering a dungeon: “Be doubly careful. I’m sure all manner of stupid mouse trap await our toes in the dark!”. You must let your thief be up front and checking the way for traps. When the thief finds a trap, it will appear as a red square on the floor. Then the thief can disarm it. This is the same in Neverwinter Nights as in Baldur’s Gate II. Some classes can also place their own traps, like thieves and some rangers. In this game, traps also appear as a red square on the floor (so watch your toes on red flooring!) and will explode if triggered. Oh, and any class can place these.

Magic Longbow – This already powerful weapon has been heavily enchanted by several mages. The enchantments have limited its range a little, making the shafts it fires heavier, but explosive. Primary fire shoots an electrical shaft that hits an enemy with a powerful blast radius. The secondary fire option is to activate the magical shafts’ secondary enchantments. It causes them to dissipate into electrical particles that harm enemies without such a huge bang.

Greatsword – This weapon is a sword so large that it is almost impossible to wield properly without extreme strength or heavy enchantments. Luckily, mithril is a very light metal… In any case, you can change your greatsword’s appearance in this game. Go into setup, controls, and then keyboard, and scroll down until you find “SWORD TOGGLE”. Attach a key to this property, and then press it while in the game to choose your favorite blade. Here are the available choices:

FAMOUS SWORDS TO CHOOSE FROM

Carsomyr the Holy Avenger – In Baldur’s Gate  2 Shadows of Amn, you find the most powerful two-handed sword in the game inside of the belly of a red dragon. It is Carsomyr +5, the Holy Avenger, and is only useable by goodly and righteous paladins. So you probably end up giving it to Keldorn or some other paladin in your party… In the Throne of Bhaal expansion, the Imp named Cespenar can upgrade it by combining it with a gem called the Eye of Tyr (Tyr is the god of justice) and making it the Carsomyr +6!!!

The Spider’s Bane – Spider’s Bane can only be found in Baldur’s Gate 1, and is one of the most powerful two-handed swords in that game. You find it when a boy in the woods asks you to help find his brother who has gone hunting spiders with his new sword. You find the brother’s dead body in a den of giant spiders and the sword, Spider’s Bane +3 (I think it was +3…). When you take the news back to the boy in the woods, he says you can keep the sword. It is powerful and grants the user freedom of movement so as not to be ensnared in spider webs.

The Soul Reaver – There is a sword in Baldur’s Gate 2 Shadows of Amn called the Soul Reaver +4, a two-handed greatsword. I don’t know where you find it though, and could only get the item by cheating for it. The code for the Soul Reaver is SW2HDEAT (Sword Two-Handed Death)… Cool, huh? This sword in the D&DTC is not based off that one in any way. It is quite simply the only curved, single-edged greatsword available to you, and it looks really cool…

Sarevok’s Sword of Chaos – In the very beginning of BG2 Shadows of Amn, you can find a genie in Irenicus’s dungeon that will give you a sword if you set him free. It turns out to be the sword of your half-brother Sarevok, whom you killed the in the first Baldur’s Gate. It is called the Sword of Chaos +2 (or was it 3?) and it is the most powerful weapon you’ll get in the beginning for free, until you get to the surface. Even then you’ll probably keep it for a while before it’s outdated.

Xan the Mage’s Moonblade – Xan is a depressed elven mage that you find in the first Baldur’s Gate in the mines of Nashkel. He is the proud owner of a magical sword that only he can use, a Moonblade. Moonblades are the most enchanted swords in the Dungeons and Dragons world, and, in fact, are almost nothing but magic. They can cut through metal like it isn’t even there and can cause extreme magical damage. In addition to this, a moonblade is the only blade larger than a dagger that a normal mage can use.

Angurvadal the Flame Tongue – Angurvadal, the Flame Tongue, was actually a longsword in BG2 Shadows of Amn that did flame damage as well as normal damage. In the Throne of Bhaal expansion, it can be upgraded to Angurvadal +5 by the Imp named Cespenar. It is my favorite weapon in any Baldur’s Gate game and I used it exclusively after I obtained it. 
The Executioner’s Axe – This is not a weapon in any Baldur’s Gate game. I just made this axe so that you can use an axe in melee instead of just swords. I originally intended to put the Wave Halberd (a powerful weapon in BG2) or some kind of battleaxe from BG2 like the Rifthome Axe… but after I made the axe and loked at it, it just said to me “I belong to a guy that cuts off people’s heads for a living”…

The Celestial Fury Katana – In Shadows of Amn, if your protagonist is good with katanas (or if you have Valygar in your party, who is also good with them) then you should get this sword. It can be found in the temple district in a locked up compound guarded by an evil wizard. Accept the wizard’s “challenge” and head upstairs to face the party of evil adventurers. Kick their butts. One of them has the only reward you’ll get for this fight, and it’s a good one: The Celestial Fury, an extremely powerful magical katana with a glowing golden blade.

OTHER ITEMS

Candle – This is a candle that burns wax and doesn’t seem to blow out when you run around.

Gnomish Infravision Goggles – These gnomish contraptions grant the human wearer temporary infravision such as most gnomes have naturally. This will allow you to see in the dark. The goggles need wax as fuel for them to work, by the way.

Candle Wax – The fuel that powers the two items above.

Healing Potion – Carry these around and swallow one quick when you’re feeling like you have a foot in the grave. They don’t taste good, but they do magically heal your injuries.

Healing Kit – These kits are too cumbersome to be carried about, so you must use it as soon as you obtain it, otherwise leave it there. They heal your wounds just like the potions.

Shield – These shields, when strapped to your arm, give a large bonus to your armor class. Too bad they aren’t visible on your character (rolls eyes).

Platemail – If you find some full plate mail lying around, best strap it on. It will raise your armor class to full.

Greater Restoration – Greater Restoration is actually a spell in Baldur’s Gate II that gets rid of bad spell effects like Level Drain. In this case, it is a pickup that looks like a suit of red armor. It will restore your health and armor to full.

Invincibility – This pickup looks like a suit of yellow armor. It grants the wearer temporary magical immunity to most damaging effects. Most weapons will just bounce off of you. Don’t jump off a cliff and expect it to break your fall, though.

Rapid Fire – This pickup is actually named after a feat called Rapid Reload you can get in Neverwinter Nights that makes your character able to reload their ranged weapons faster. This pickup has the same effect.

Mana Potions – Mana potions boost your magical energy so that you can cast more spells. Those Mundanes out there that have no magical knowledge will find them useless.

Divine Surge – Gives a divine spellcaster infinite magical energy for a short time. It looks like a blue cross.

Arcane Surge – Gives an arcane spellcaster infinite magical energy for a short time. It looks like a red moon and three yellow stars.

=================================================

THE MAGIC SPELLS (FORCE POWERS)

CANTRIPS – Cantrips are minor spells that almost anyone can cast. They are not very powerful, but are usually very useful in certain situtuations. The spells here are not technically Cantrips in Dungeons and Dragons terms, but they are in the D&DTC.

Levitate – Levitation is not an available spell in any Baldur’s Gate game or Neverwinter Nights. However, the Dungeons and Dragons books speak of it extensively, so it does exist. It is the replacement for Force Jump in the D&DTC.

Haste – Haste is available in all the Baldur’s Gate games. It simply causes the character to run faster. In D&DTC, it replaces Force Speed.

True Sight – True Sight is also in most Baldur’s Gate games. It allows the caster to see invisible people, as well as protects him from blindness spells. If you display the map with the TAB key while True Sight is activated, other players will be displayed on the map as red dots… very useful for finding a newbie or camper who is hiding… It replaces Force Seeing.

Disarm – Disarm is not really a spell in Baldur’s Gate, but I included it as the replacement for Fore Pull. It causes the targeted enemy’s weapon to fly from his grasp. The caster is then free to pick up the weapon for himself. This does not work if the target has armed with his magical greatsword or has cast Absorb Magic upon himself.

DIVINE MAGIC – Divine magic is the form of magic used by clerics, paladins, druids, rangers, and anyone dual-classed or multi-classed to one of these. It is magic provided by the gods of Faerun, so you gain your spells as you level up instead of having to memorize them from scrolls. The divine spells in D&DTC are not really all divine spells in Dungeons and Dragons terms, but I just called them that.

Cure Wounds – This really is a divine spell in D&D terms. In most cases, it is “Cure Light Wounds” or “Cure Critical Wounds” or something. In the D&DTC, though, it’s just “Cure Wounds”. It heals you some, just like Force Healing.

Blinding –This is just the same as Force Blinding. It causes the target’s vision to be obscured by a bright, almost blinding light for a short time. This does not affect a person who has cast True Sight upon himself

Invisibility – Invisibility turns the caster invisible for a short while from all but magically enhanced sight or very perceptive warrior senses. True Sight can allow you to see an invisible person, and sharp warriors can still sense your presence with their hearing. This spell is the same as Force Persuasion.

Absorb Magic – I don’t know if there is a D&D spell called Absorb Magic, but there is Deflect Magic… in any case, this works the same as Force Absorb. It absorbs magic energy and makes you immune to disarm, shocking grasp, flamestrike, lightning bolt, and fireball.

Globe of Invulnerability – This spell is such a high level one that only a cleric with no points on any arcane spells or cantrips can cast it. This spell causes a round shield of magical energy to envelop the caster, making unenchanted weapons bounce harmlessly away. Enchanted greatswords or magically explosive arrows, however, can still harm the caster, as well as some spells. This spell replaces Force Protection.

ARCANE MAGIC – Arcane magic is the form of magic used by wizards, mages, sorcerers, bards, and anyone dual-classed or multi-classed to one of these. Their power comes from the world around them, and calling upon the innate powers that remain dormant unless activated by someone who knows how to mix certain components or chant certain words. Arcane mages must memorize their spells from scrolls, since the gods do not provide them. All of the Arcane spells in D&DTC are really D&D arcane.

Psychic Toss – There is no spell in D&D called psychic toss, but the D&D books do mention telekinesis used by some gifted wizards, drow, and creatures called illithids or mind flayers. This spell causes objects in the area to fly toward the targeted creature and harm them. Though it has the advantage of harming someone protected by Force Absorb, it has the disadvantage of not giving the caster a score, only lowering the score of the target, when it kills the enemy player. Objects tossed may also harm teammates or the caster himself if struck by them. This spell replaces Force Throw.

Shocking Grasp – Shocking grasp causes the wizard to create a force on the target’s throat that squeezes and strangles them until they either die or the spell expires. The targeted creature cannot move as well while being choked and their life force steadily drains… unless the target has cast Absorb Magic upon himself. This spell replaces Force Grip.

Lightning Bolt – Lightning bolt is a simple but deadly spell that fires a bolt of lighting from the caster’s hand. It then strikes the target, causing damage for as long as it is held there, or until the creature dies or the caster runs out of magic energy. The spell does not effect someone who has cast Absorb Magic upon himself. It replaces Force Lightning.

Fireball – Fireball is a classic Dungeons and Dragons spell, used extensively in every video game and many books. It causes an explosive ball of pure flame to fly from the caster’s hand and cause a blast in the area struck by it, harming anyone nearby. It also knocks them away from the blast, bashing them against walls and off cliffs. However, it does not harm the caster or anyone who has protected himself with Absorb Magic. This spell replaces Force Destruction.
Flame Strike – This spell is of such a high level that only a pure arcane caster with no points on any divine spells or cantrips can cast it. causes everyone in the caster’s visual radius to begin burning. Smoke rises from them and their health slowly drains down until the caster is killed, the target is killed, or the caster runs out of magic energy. Targets my be protected by Absorb Magic. This spell replaces Force Deadly Sight.

THE LEVELS

Every true Total Conversion includes new levels. I have not made any levels for the D&DTC yet, but I will. They will be downloadable separately. The only one I have planned currently is a multiplayer level called Candlekeep, the place that you (or I, or whoever is playing) start out in Baldur’s Gate 1. It will include a tavern, barracks, temple, castle, libraries (Canldkeep is a library fortress, after all), and an underground tomb and catacombs. Look for Candlekeep in the near future, probably from whatever site you obtained this TC.

CREDITS
Justin “Saber-Scorpion” Stebbins

That’s me. I did just about everything in this TC. There is a full BIO of me at my website that you can read, in the About Me section. My Zone name is Saber_Scorpion. A Jedi Knight level I’ve made, The Mos Espa RPG, can be downloaded at http://www.massassi.net. Visit my website at http://www.usaeast.com/scorpion or e-mail me at scorpion@usaeast.com
Ryan Stebbins (_R__Y__A__N_ formerly Saber_Ryan1)

That’s my brother. He helped with a few of the ideas, helped me to get 16 bit MAT files to work, and just generally helped me along the way, even if it was just to give his opinion, which I value highly. His Zone name is _R__Y__A__N_. The only level he has made so far for Jedi Knight is Saber Canyon, which you can download at http://www.massassi.net. Go to his website at http://www.usaeast.com/ryan or e-mail him at ryan@usaeast.com 

DSLS_DeathSythe

Thanks to DSLS_DeathSythe for replying to my message on the http://www.massassi.net forums and writing the wonderful sword toggle COG for me!

Everyone who ever had anything to do with the making of any D&D game

Lastly, I must thank everyone who ever had anything to do with the making of any Dungeons and Dragons game. This category includes people at such companies as Wizards of the Coast, BioWare, Black Isle, TSR, Snowblind, and Atari, among others… I’m sure you can find their official websites if you just search…

