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Bring up Creator , With no group selected: 

Bring up Chooser . Make creature current group CLICK on creature in game 

Multi-select SHIFT-CLICK in Chooser Clear group binding CTRL-NUMBER (1 – 9) 

Multi-create SHIFT-CLICK on ground while in Creator With a group selected: 

Add to current group SHIFT-CLICK on creature in game Perform default action SHIFT-CLICK on creature in game 

Toggle from group CTRL-CLICK on creature in game Move group (and Avatar) SHIFT-CLICK on ground 

Select CTRL-CLICK and drag box around creatures Bind group to number CTRL-NUMBER (1 – 9) 

Select bound group NUMBER (1 – 9)   
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COMMAND PARAMETERS AND  NOTES 

DebugMode x x is 0 (disable) or 1 (enable); allows players to access DM console commands 

dn x  
 

n is an integer value specifying which die to roll (must be 2, 3, 4, 6, 8, 10, 12, 20, or 100), and x is an integer value specifying 
the number of dice to roll. For example, typing d6 4 rolls four six-sided dice. The x parameter is optional. 

hidepartynames Hides the names of party members displayed on the partybar GUI. 

makesafe Moves the player to a safe location, meaning a valid location in the area (ie. not in walls or on other creatures). 

setchatbuffersize x x is an integer value indicating how many lines the chat window's buffer should be. 

showpartynames Shows the names of party members displayed on the partybar GUI. 

unlockcamera x x is 0 (disable) or 1 (enable) 

���������	
�������
��������	��
�

COMMAND PARAMETERS AND  NOTES 

dm_allspells x x is an integer value of either 0 or 1. 

dm_enablecombatdebugging x x is an integer value of either 0 or 1. 

dm_getfactionreputation faction1 faction2  faction1 and faction2 are the names of factions.  

dm_getmodulevarfloat varname 
dm_getmodulevarint varname 
dm_getmodulevarobject varname 
dm_getmodulevarstring varname 
dm_getmodulevarvector varname 

varname is the name of the variable to get. 

dm_gettime Displays the current game time of the module on screen. 

dm_getvarfloat varname 
dm_getvarint varname 
dm_getvarobject varname  
dm_getvarstring varname 
dm_getvarvector varname 

varname is the name of the variable to get. 

dm_givegold x x is an integer value indicating the amount of gold to give. 

dm_givelevel x x is an integer value indicating the number of experience levels to give. 

dm_giveXP x x is an integer value indicating the amount of experience points to give. 

dm_god Makes the currently-possessed creature invulnerable. 

dm_heal Restores the currently-possessed creature back to full hitpoints. 

dm_jumptopoint x y area x and y are floating point values indicating the coordinates in the area you wish to jump to.  
area is the area tag of the area you wish to jump to. 

dm_levelup Advances the currently-possessed creature by one level of experience. 

dm_modifyage x x is an integer value indicating the amount to adjust the age by. 

dm_modifyattackbase x 
dm_modifysavefortitude x 
dm_modifysavereflex x 
dm_modifysavewill x 

x is an integer value indicating the amount to adjust the base attack bonus by. 

dm_modifyCHA x 
dm_modifyCON x 
dm_modifyDEX x 
dm_modifyINT x 
dm_modifySTR x 
dm_modifyWIS x 

x is an integer value indicating the amount to adjust the skill by. 

dm_modifyspellresistance x x is an integer value indicating the amount to adjust the spell resistance by. 

dm_movetoarea area area is the tag of the area to move to. 
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http://www.razorwise.com/dmfi.html 

 
“Dungeon Master’s Quick Reference Sheet” by Jason Robinson (dmfi@slightlysilly.net) and the DM-Friendly Initiative (DMFI) 
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dm_runscript script script is the name of the script to run. 

dm_setage x x is an integer value indicating the value to set the age to. 

dm_setattackbase x x is an integer value indicating the value to set the base attack bonus to. 

dm_setCHA x 
dm_setCON x 
dm_setDEX x 
dm_setINT x 
dm_setSTR x 
dm_setWIS x 

x is an integer value indicating the value to set the ability score to. 

dm_setCR x x is an integer value indicating the challenge rating. 

dm_setfaction x x is the name of the faction to set the target to. 

dm_setfactiondefender 
dm_setfactionenemy 

The target you click will have its faction set to one specified. (“enemy” refers to the “hostile” faction) 

dm_setfactionreputation faction1 faction2 faction1 and faction2 are the names of factions.  

dm_setmodulevarfloat varname value 
dm_setmodulevarint varname value 
dm_setmodulevarobject varname value 
dm_setmodulevarstring varname value 

varname is the name of the variable to set. 
value is an appropriate value that varname will be set to.  

dm_setmodulevarvector varname x y z varname is the name of the variable to set.  
x, y, and z are floating point values indicating the components of the vector.  

dm_setspellresistance x x is an integer value indicating the value to set the spell resistance to. 

dm_settime h m s ms h is the hour to set the time to.  
m is the minutes to set the time to.  
s is the seconds to set the time to.  
ms is the milliseconds to set the time to.  

dm_setvarfloat varname value 
dm_setvarint varname value 
dm_setvarobject varname value 
dm_setvarstring varname value 

varname is the name of the variable to set.  
value is an appropriate value that varname will be set to. 

dm_setvarvector varname x y z varname is the name of the variable to set.  
x, y, and z are floating point values indicating the components of the vector. 

dm_showarea Reveals all the tiles in the current area by removing the 'fog of war'. 

dm_spawncreature creature creature is the resref (blueprint name) of the creature to spawn in. 

SetAppearance value value is an integer indicating the desired appearance (using the appearance.2da index) 

Console commands can be used at any point during game play. Simply hit the tilde (~) key and type in your command. You can also enter console 
commands into the chat window by prefacing them with a double pound (“##”). All console commands are case-sensitive. Commands that initiate 
targeting mode are marked with a crosshair (    ) in the list above. 
 
The usage of each command requires typing the command followed by zero or more parameters. The parameters are indicated in italics. If there is 
nothing shown following the command, it requires no parameters. 
 
To map a command to the quickbar, right-click in the quickbar slot to bring up the radial menu, then select the “Assign Command” option. Enter a label, 
then enter the command prefaced with a double pound (“##”). 
 
For example, right-click an empty quickbar button and select “Assign Command.” Type Camera in the “Enter Label” field and click “OK.” Then type 
##unlockcamera 1 into the “Input Command” prompt and click “OK” again. The resulting button should be labeled “Camera” and pressing it relaxes the 
camera angle and zoom settings. 
 
For more detailed information about the console commands, see <http://nwn.bioware.com/dms/commands.html>. 


