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Technical Support

Thank vou lor purchasing this Virgin Interactive Entertianment product. To get the
maost out of this and all our ot |1l:rga|mt:5 take ill.l'h'ilﬁti'l.._'..lh‘ ol the ﬁi“uwing pn‘:-t']l.ltl support:
Il you have & modem yvou may call our bulletin board service, 24 hours a day, 7 days
aweek. The number in the UK is 0171 408 2022,

Please try our bulletin board or Fax for the lastest customer services. ]l‘}'nu need [ur-

ther assistance with this product you may telephone our technical support hotline.

Technical support : 0171 368 2266

BBS: 0171 468 2022

Fax: 0171 468 20035

Email: customer_support@vie.co.uk
WAV www.vie.co.uk/vie

"‘_1.'{II.I do Iuh'pfn:-m: |'!IL‘£!HL‘ Iy sitting in [rant ui'_ruur computer (1l pt.m:;il*llt} and with
apen and paper. Or you can write to:

Customer Services Department

Virgin Interactive Entertainment (Europe) Lid
2 Kensington Square

London WS 5RB

This product is guaranteed for a period determined by the law ol the country of
manulacture or purchase. Viegin Interactive Entertainment (Europe) Litd. reserves
the right at all times to make improvements in the product deseribed in this manual,
atany time and without notice. Other than required under English law, Virgin Inter-
active Entertainment (Europe) Lid. makes no warranties expressed or implied, with
respect to this product or this manual, their quality or their litness lor any particular
purpose. This does not affect vour statutory rights.

This [u'n{luut s exempl from classilication under UK law. In accordance with the
Video Standards Council Code ol Practice it is considered suitable lor viewing I:a_v

the age range(s) indicated.
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Epilepsy Warning

A very small pereentage ol individuals may experience epileptic seizures when
exposed to certain light patterns or llashing lights. Exposure to certain light pat-
terns on backgrounds on a television sereen or while plaving computer games may
induce an epileptic seizure in these individuals. Certain conditions may induce
undetected epileptic symptoms in persons who have no histary ol prior seizures or
epilepsy. I you, ar anyone in your lamily, has an epileptic condition, consult your
doctor prior to playing. 1l you experience any ol the [ollowing symptoms while play-
ing a computer game; dizziness, altered vision, eve or muscle twitches, loss of aware-
ness, disorientation, any involuntary movement, or convulsions, immediately discon-

tinue use and consult your doctor belore resuming play.
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to answer. People who play role-playing games need more than some
pretty graphics and nonstop action to whet their claymores: they want depth
and character and wit and drama. They want the thickest. most involving
novel that they've ever read translated 1o their 15" screen, with themselves as
the hero. That's why I love people who play role-plaving games. They're so
reavinahle.

During the years between the release of Awna and the publication of
Daggerfall, we've danced around the answer to the question, "What's the
stary ol Daggerfall?" We've said we haven't the time to go into it, that we
don't want the competition to find out, that we're still ironing out some
details, that it might have something to do with this or maybe with that. The
truth s simply this: we don 't kunow wet.

When players ask what the story to Daggerfall is, 1 imagine Macheth
asking what the story to Jachetl is belore the play begins. You are the pro-
tagonist, the hero ol the game —the story is what you decide to make i,
There are gtlin:__'. to be loils 1o your character: |Jl:ll-I}iL‘ who will Iry o stop
some ol your more grandiose goals, and people whe are there to help il
serves them. But it is your aims and ambitions that lrame the story. Alter all,
role-playing games are plays in which the stars are members ol the audience.
Given a large, well-appointed stage, a supporting cast ol improvisationalists,
and an alert backstage crew, they are capable of anything. And the best thing
we game designers and programmers can do is give you what you want, and
get out of your way,

You have a challenge ahead of you in Daggerfall, in more ways than one.
This is a pame designed to encourage exploration and reward curiosity.
There are opportunities to do great and heroic deeds, and, likewise, possibili-

ties ol indulging in less ... virtuous activities. You are not required to follow




a path ol righteousness nor & path of depravity, but both roads and everything in
between are open to you—just like in real lile. Unlike real life, you can switch ol
potentially olfensive scenarios il you wish by using our ChildGuard feature. Who
says virtual reality can’t be better than reality?

In the world of computer role-playing games, it is considerably more dillicult to
ereate a book with blank pages than one where the story is complete. Daggerfull is
a hearttelt group eltort by all the programmers, writers, artists, and designers who
worked on this project. Special thanks are merited by a group of our dearest
Iriends (and harshest eritics) who have the oflicial title of “beta testers,” but who
contributed to everything from writing [ables lor the bookstores to designing shop
“..“(] L’t'lﬁl.lL' in'l-l.'l'il-ll-fl. ;"l.n{i. “I.'l:““rﬁﬂ'. we '“-'ﬂulll not Ilil\'f I'“'Iﬂ"“'“ “-'11-“' L“I'L'Clil.‘ﬂl ||'"i.Il
Elder Scrolls needed to take without the lenters, posts, and lE|u[11mne calls Irom the
[ans of Arena.

And so we turn the question back to you, "What's the story?" 1t is not lor us to
answer. Follow YOur own spirit and tell your own story in your own way, We Impu

on [_\-" Lo II.L‘I.F.I Yolu mHI{E il a"l'lH’.

The “Replay the Save Game” Strategy

Most computer gamers use the save game to maximise their playing ability. Any-
time something goes wrong, they return to a saved game and replay it until they get
it right. The final history of their game looks like an endless streak ol lucky breaks
and perfect choices.

Role-playing is not about playing the perfect game. It is about building a character
and creating a story. Bethesda Soltworks has worked very hard 1o make The Elder
Serolle: Daggerfall & game that does not require players to replay their mistakes. All
adversity can be overcome, excepting anly the character's actual death. In Faet, you
will never see some of the most interesting aspects of the game unless you play
through your mistakes.

Il vour character dies, gets locked in a dungeon, or some other truly catastrophic
event takes place, by all means return to your last saved game and replay it. Fow-
ever, il your character is caught pickpocketing, if a quest goes wrong, or some other
mundane mishap oceurs, let it play out. You may be surprised by what happens next.
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himsell Emperor. Many up]m:crd his claim and were crushed beneath
his migl‘lt like sputtering sparks ol lame. The vear alter his conquest, when
Septim was crowned lirst Lmperor ol Tamriel, he declared also the lmginning
ol a new era, the third era of Tamriel. But this is all ancient history to you.

——

You were born in 3E 375, during the veign ol the rwenty-lirst Emperor of
Tamriel, Uriel Septim V1L The civilisation that Tiber Septim forced onta the
subjects ol his Empire has nearly fallen: as The Elder Scrolls predicted, the
bloody wheel has nearly turned all the way back 10 anarchy., Some call it the
whim ol Jephre the Storvteller who eralis (ate for his divine amusement.
Others say that the unworthy heirs ol Tiber allowed their vassal kings 100
much liberty or lacked their ancestors” military genius. A [ew look 10 the
character ol the people ol the Arena of Tamriel and remark that no one could
create i lasting empire in such a place — Tiber must have had supernatural
aid to accomplish what he did. Such theorising is best lelt 1o the Scrollkeepers
of the Imperial Citv or the Psijics of the Isle of Artaeum. Tamriel is what it is.

The current Emperor is no stranger to you. You have helped him in the
past, and know he considers vou a loval subject, perhaps even a lriend. Trust
is a hard prize to win [rom Urtel Septim. e trusted his last Imperial
Battlemage, the power-mad Jagar Tharn, and it nearly destroyed him. His

")
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current Imperial Battlemage, Ocato of Firsthold, long ol the Elder Council,
has alone earned the position ol the Emperor's conlidante and ehiel advisor

When the Emperor summoned vou to his audience chamber, you were not
surprised that he asked you to arrive alier midnight. You were accustomed to seeing
the Emperor at unusual hours, Sometimes it seemed that, to the Emperor, you were
an unusually cralted weapon to be drawn in secrecy, away from the inquisitive eves
ol the oflicial court. A trusted guard escorted you down the gilded marble halls of the
Imperial Palace to the Emperor's audience chamber. Along the way, you passed
ancient tapestries and sculpture acquired by Tiber Septim or one of his equilly
avaricious descendants.

Uriel Septim greeted you formally, in utrer
darkness, as Ocato lit a single candle, emanating
the barest illumination. This was to be an unusu-
ally surveptitious meeting, even lor the cautious
Uriel Septim,

“Please excuse the gloom,” he began, with a
:inh:mnit_‘f.' hit yvou had never heard belore from him,
“but none may know of our meeting. The nature of
my trouble is darker still. [ts subject is King
%7 Lysandus of Daggerfall, a man who died overa
+ ¥ vearago, honourably, on the hield of bartle.”

} You started to respond, but were silenced.
} &7 It was peculiar of the Emperor not to allow
you any questions or comments, He almost
seemed to be alraid ol too much inquiry into this
particular allair
Without pause, the Emperor continued.
“Me was as great and as loval a subject, ally, and
[viend 1o me as you are. [ did grieve for him ... but
Y Inow hear his spirit will not rest. It haunts his
Y lormer kingdom crying for revenge. | do not
i know why such a good and loyval man would be
1 so cursed, but perhaps you could find the rea-
son. You could close the marble jaws ol Obliv-
ion and put his soul to peace. [ask this of you
i as your Emperor, and also as your friend.”
i’, "I have one other lesser request. Several
years ago, | sent a letter to Lysandus’ Queen
Mynisera. She now inlorms me that she never

e Lge

received it. The message was ol a ... sentimental

and personal nature. Il you would find the letter,
and destroy it, | would be most relicved.”
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The letter is more important than that, you remember instinctively thinking. But
again, you were not given leave to ask any questions. The Emperor's dismissal was
Iriendly, but absolute: “Now, my champion, rest well tonight, lor tomorrow you sail
lor the kingdom ol Daggerfall.”

You pucked lightly, lor you understood the nature ol the vovage ahead. The
Emperor meant to send you on a small, anonymous sailing cralt down the Yrinthi
River to the Bjoulsae River, and Irom there across lliac Bay to Daggertall. All three
bodies ol water, the Yrinthi, the Bjoulsae, and liac Bay, were notoriously inlested
wiih pirﬂluﬁ. -:u‘ttl iny ﬂﬁh’.‘lllﬂ|i[!u51_\'-lli:lf'l'll‘i!h,'li t‘mH 'I.'.'{H.IIII :1-!:L'-‘.1 o lI'E cﬂl'lsprii'unual_\'
well-delended.

Your voyage was uneventlul, which made the weeks ol travel to the Hiac Bay seem
even longer. You still had a thousand questions about the meaning of your mission:
how were you to exorcise the spirit ol King Lysandus, what was the signilicance
of the Emperor’s letter, and where that lener might be. Recognising the futility of
pondering these unanswerable thoughts, vou concentrated instead on recalling all
vou knew ol Dagzerfall and the liac Bay area.

You knew of the war that had claimed Lysandus. Called the War of Betony, it was
an internecine struggle between the Kingdom ol Daggerfall and the Kingdom ol
Sentinel. The battle was over a small, but politically significant, island at the western
edge ol the Bay, near the Abecean Sea. At the Final bautle of the war, the bloody Battle
ol Cryngaine Field, both kings were killed. In Sentinel, the king's widow, Akorithi,
took the thrane, regent until her children reached their majority. In Daggerlall,
Lysandus was succeeded by his son, Gothryd. But Daggerfall won the war and
possession ol the island ol Betony.

Gnt]u'yd s hirst act as |-;in;:r was to make ollicial peace with Sentinel, and to MArry
Princess Aubk-1 of Sentinel as a bond. You do not know whether this union has

proven wise.

The third major power in the liac Bay, besides Daggerfall and Sentinel, is the
Kingdom of Wayrest, ruled by elderly King Eadwyre and his wile. She was the
legendary lormer Queen ol Mournhold, Barenziah. Both have children of nearly the
same age [rom previous marriages, and though vou do not know the particulars, you
recall hearing rumours that there exists a dispute over the succession. 1t would cer-
I:1i|1|_r be wm‘th_\,'um' while to take a trip to Wayrest. |t is said to be a I{ingilum ol
areat treasures, where the merchant classes have made their land rich l::j.' trade.

Your ship sailed past the ancient stone walls of Wayrest, and the Bjoulsae widened
imnto the brelliant eXpilise ol the lliac Bay. Your eyes lifted trom the water to the sky.
To the west: utter darkness—clouds boiling with ferce intensity obliterated the sun.
You did not know how soon the storm would arrive, and you considered sailing
back 1o the I.'ll'ult:ulcd harbour ol Wayrest. But, Wayrest's docks were not cheap; the
merchants could charge whatever they wished 1o travellers lleeing [rom pirates or
traders,

wd F
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Anticlere was not far up the coast, and there were bound to be other small fishing
villages where you could dock. Tt was hard to measure the distance to the storm —
perhaps it was out in the Abecean Sca and would dissipate before it crossed the Bay.

Unlortunately, the rain began a few miles west of the Isle of Balliera. Soon it was
so dark you could hardly see your boat. But you could feel it, grinding and cracking
every tfime a wave struck its side. The water had darkened to a blackish violet. Your
imagination was suddenly lilled with [ables of the monstrous creatures that lurked
beneath [hac Bay: weird tentacled beings, women with the bodies ol eels,
Hesh-eating fish... .

You pushed such fantasies away, and concentrated on the present danger. The
rain came out of the darkness like an endless barrage of spears. The sound of it
merged with the crashing ol the waves, the splintering of vour boat, and the high-
pitched how! of the wind. You were becoming deal as well as blind. You numbly
steered the ship in the direction that you hoped was naorth.

Your last thoughts were directed on an ink black shape, rising ahead ol you in the
deep gray sky — was it the side of a clill or a darker fury ol the storm? A blast of
water rushed over the side of the ship, carrying vou over. As you plunged into the
dark and foaming bay, vou saw your ship dive beneath the surface as il in imitation,
and something struck your head.

You came very near to death, but by sheer willpower vou won the struggle against

the vortex beneath the sea. The storm had intensilied to an unnatural tempest, like a
living thing at the command of a maleticent master. With desperate, [lailing hands,

vou gripped an outcropping ol rock and slowly, painlully, pulled yoursell toward the

cliff's edge. The waves crashed against the stone wall, cracking the very surface of
the precipice. Stones jarred loose [rom the clill and became deadly projectiles. As the
entire clill face began to slough into the sea, carrving you with it, you saw the small
cavern opening. You fell into the shelter.

Your eyes were adjusting to the cave’s gloom when you heard the blast behind you.

‘or a second you panicked. You were buried alive! Then you saw the tunnel —your
only way out.

WD e !
o~ >
F*I‘ .‘#‘vl P f‘*}:— :.: ‘31*-{\-“-‘;“‘-;_‘ * &" "



C]“"Hl‘ hﬂ s
of Dacjc]errnll

Arslan 11 Nulfas

! '
b3E319—<>— S
W = I1.l|.‘ll:.| l'hi't]

d. 31 377 /
Lysandus Mynisera
|]H;E3Ih1 —ry h l.'l._. I-l."

o 315403 \LL.‘nl.-llln
Gothryd

b IE38] —

Che

The Year (s 405
of the 3rd Lra.

-C"H._"' hi?ll.q{'.‘
ﬂr Sencinel

Cameron Akorithy
h.3E 368 — “"v--h 315369
i.]- 11 '“:".'l /‘v
-\-‘H""'n_
II'|.|.|1 =1 [-:L] hith |.]'|ntLln

<i> — h.3E 380 b, Je 392 h, 3 393

Pouse

* o F W ayrestT

'r..-'!l l:l|"|.'n.l ..t[]wvrc

b. 3E 368 “‘*-<:>f"’"h 3K 340
d. 3 392 ‘

Elysana
b. 31 389

""-..4<">..--"“"

HIIFI.‘I'IH"-I:I'I "11. MImag h1|~
b, 2F 893 \& |r 215 865

\ 11 II.'I---' !1"}]
elseth / "-'l.-.ur.'n.i}l

Iy, 315 a7 h h. SE 384

=~







(] = -

L =% I‘

II L 1
- .
g : i - -

_:?.__- _ : 'l‘“:. r
C;ett‘iﬁq Scarted e
- 5

.ll!
e b 1

%

&

hL.l.'l'['l.'” Wi [{t"l..,l'u \\'1'\..11' Wi o
buc Lrow wmor whato we may e

— Pawler

Starting Optionds

When Daggerfall is livst loaded, there arve three options:

Load Saved Game

[l you already have a character in the world of Daggerfall, and you want to continue
his or her adventures, select this opLon. It leads to the saved ame menu Lo choose
which story you wish to resume.

Start New Game

Select this option the first time vou play Daggertall, or any other time that vou want
1o Creale a new L‘hﬂrﬂﬂlt‘r ;lnll hﬂ:.:.ri" o MW HdIme,

Exit

Select this to leave the program and end vour adventuring lor now,

Character Generation

A role-playing game is all about assuming another persona. The lirst part of the
game, therelore, is dedicated 1o ereating this person who will be vour alter ego in the
world ol Daggerfall. Some people like to spend hours considering options and fid-
dling with statisties, while others want to jump into the game as quickly as possible
and develop their character as they play. Thus, there are short-cuts and long-cuts in
Character Generation, depending on vour taste and mood.
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It you picked the option Start New Game, you will be first asked to choose your
character's homeland. There are nine provinces ol Tamriel, and eight of them are
home to unique races. When you pick your character's homeland, vou are really

choosing the race ol your character.

Click on the province you wish to be your homeland. The Imperial Province, hav-

ing no indigenous race, cannot be chosen. The details on the provinces and their

native PEU[JIL‘ lallow:

Morrowind

Im ptria] Province

Cumurset
Isle

,"t

Glsweyr
Valenwood
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Skyrim Nords I'he citizens of Skyrim are a tall and Fair- i

haired people. Strong, willtul, and hardy, %

Nords are lamous lor their resistance (o EI

colil, even um;_ﬂi_'.'ﬂ brust, ill‘ll1 are |{ nown lor %

their JIrowWess as WALTIOrS. é

= ]':]hwu'\'r |'“miiil Descended from the greal vals ol the desert,

the Khajittare an agzile, mtelligent, and i

§ |1.'1r|'|_‘|. Eu.‘npltr. Some chose to decorate their

3 Laces in the style ol their leline ancestors,

and most all, It__ri*.‘vrl the iru:“n:tl!'un. n1.'||f.-.: %

i excellent thieves due o their elimbing :

alnlines. :

il
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Hammerfell Redguards The mast naturally talented warriors

Tamriel, the dark |~’.1.*1|l__rtm|‘n]:a of Hammertel|
S0 Lo ]I;.u'u:' lu'm‘l u'ru.';tl-.,':l ﬂll' |I1IHIL‘ |.l:|

addition to their allinity for weaponry, Red-

:LIL[:LIT|.~: are blessed wath |1:m|_x' consiitutions

ElE

T Er ey

il and quickness ol Taot,

o I :

High Rock Bretons Highly intelligent and willlul, the Bretons
2

hawve a natural bond with the lorces ol mag-

ik, Many great sorcerers have come out ol
|'|i;_:[| Rock, and even the humblest Bretan
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powers of magicka.

Black Marsh Argonians The strange repiilian people of Tlick Marsh
seem equally combortabile in the water —
b“ﬂ..‘]_\' s ﬂlhl;.'r Fale ﬂr. rI:.‘Irl'l'rhil..‘l Cdamn -i"."'.'i‘l'”

lister or lor ]unr:'w than .".l":__-nni.'mh. \n

mtelligent, guick-footed, and agile people,
Argonians often train in magery and
thievery. i

Valenwood Wood Elves The finest archers in Tamriel, the Woad
Elves ol Vilenwood wre mmble and as quick
as the wind. Because of their curious
mutures and natural d_".;”inl_\', Woaoil Elves
alten become thieves.

Sumurset Isle High Elves The tall, g¢'||t|m*l|-5[~'.i|‘.t1q:u| ! Iigh Elvesare t'.l:*”_"n'
L*'.]Imi to Dretons in sorceros "I'i“'."" due 1o

their high inte
.i;rli“l_\.n 1|‘|1L'_'L' AT ITIOTY SHUS 1'[Hi|4[r fo spwe
than the people of High Roclk, bur by thes

izence, lorce ol will, and

5

mirure are t'l'!II'IIIlI.'IL'l"q' ill'l mune o iHlTill_'l':*.'llil .

[ e e e [ [

Morrowind Dark Elves The dusky, firc-eved Dark Elves ol
Morrowind are a strong, intelligent, and
quick-tonted people. They are legendary
sorcerers and warriors, with a prowess with
swortl and bow rivalling that of the Red-
vuards and Wood Elves.
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After choosing a homelind, you will be asked to pick a gender, and then your
character's "class.” Your character's class is the Equiva}ﬂnt ol occupation and pl’lil-ﬂﬁ-
aphy. It is the framework for your skills and strengths as well as what you consider
important and worthwhile. There are eighteen classes from which to choose; and if
you want to personalise the character even more, you can create a custom class.

A character’s class should be selected with great care. I you are not sure what
class best suits you, take advantage ol the next character generation option.

|HOU(D YOU) LIKE TO: i .
e S "2_1.._'?_"‘_"'_

Choose fron a izt of possible

clozses (o ply. You can also

SYeatel \vour cun  custon
icharoctar closs b choosing I

Lthis opton?
L_T'—l_’l—aq_——_—‘-——l:ﬁh—-
il & — i T T
Generate Wour characters clazs
By nns\m'-ni ten qusstions
10 ﬂ‘ltﬂl’“inﬁ the 'l:l'ﬂ"'f- H':'ﬂ
ﬂ'\.ﬂ"ﬂ-“h!t t!'.'l' "l"ﬂ'“‘

Choose from a list of possible classes to play

This first option yields a list of all the eizhteen character classes. Double-click on
one of them to pick it as your own,

The last entry on the scroll is the
Custom option, il vou decide you want to
personalise your own umque character
class. For details on creating a
custom character class, see the sec-
tion "Custom Class Generation” alter the
Character Generation section.

Generate your character's ﬁ% e
class by answering ten
questions

This second option starts a set of ten questions
that will determine the character class you are
best suited to play. You can, of course, choose
to answer the questions in the persona of
vour champion, instead of you, the player.
Use the result only as a guideline. You da not
have to select this class as the one you wish
() pla:-.'.
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Thieves:

Crime most certainly pavs. Ask any thiel. The thielis the most versatile criminal class,
capable ol any skuldugzery and sham. For thieflv skills, a high agility is essential, and
intelligence and speed are also very important. A freelance thiel may hind the tde of
the law overwhelming, but a member ol the Thieves Guild will have evened the odds.
Ol course, working against the odds is often the very spice the thiel desires.

Primary Skillo: Pickpacketing, Stealth, Short Blade

AMagor Skille: Backstabbing, Climbing, Lockpicking

Burglars:

A good burglar can strip a palace 1o us loundations without waling a soul. Let the
vulgar delinquents mug and kill for their gold — the burglar is agile, silent, and cun-
ous as a cat, Sometimes it is the challenge ol a supposedly insurmountable lock ar a
tireless guard that sets their blood to burn. Mare olten, it is simple greed. High
agility, sharp intelligence, and speed mark the successiul burglar.

Primary Skill: Lockpicking, Stealth, Climbing

Magor Sklle: Mercantile, Dodging, Running

Assassins:

This is the business-like attitude ol the assassin: we are the merchants whose com-
modity is death. Cold-blooded and eflicient, the assassin is trained 1o find weakness
and to commit murder lor a prolit. The Dark Brotherhood is larzely composed of
assussins, and casts a hostile eve on Treelancers in the hield. Suill, a strong, u.:._tilt‘. and
quicklooted solo assassin can have a long, bloody, and lucrative carcer.

Primary Skills: Critical Striking, Backsiabbing, Stealth

Magor Skills: Short Blade, Long Blade, Blunt Weapon

Rogues
l.‘:t[l.lﬂ'. [rirts II‘IiEl. Hl'll.l WAITIOr, rogues do naol avoid L'uﬂ'llml ILLL most of the other
thielly classes. Alter all, it is olten ellicacious to beat a few heads to zet o the gold. To
this end. rogues are trained in a variety ol weapons in addition to thewr thiefly skills. A
strong arm 1s as important as nimble fingers to a rogue, and speedy teet may be most
important ol all. No one gets in and out ol as much trouble as a rogue.
Primary Skills: Long Blade, Climbing, Axe

Mapor Skille: Pickpocketing, Backstabbing, Streenwise



Acrobats

An experienced acrobat is as difficult to hit or hold as a drop of quicksilver. Dexter-
ous to a superhuman desree, acrobats are remarkable leapers, climbers, dodgers,
runners, and tumblers. Not surprisingly, agility and speed are the most important
attributes tor acrobats.

Primary Skillo: Jumping, Dodging, Running

Major Skills: Climbing, Hand-to-Hand, Stealth

Bards

The common bard seen entertaining in taverns is a wandering storyteller, a singer, a
dancer, an all-around performer. Some who have mastered these diverse skills have
taken to enterprises other than amusement. The bard may be considered a "jack of

all trades,” for, in addition to the traditional thiefly skills, bards are trained in social

and magical skills. Azility and intelligence are essential for all bards.

Promary Skalls: Streetwise, Etiquette, Pickpocketing
Major Skills: Stealth, Backstabbing, Critical Striking

Warriors

In a sense, the warrior is the standard against which
all classes are judged in terms of strength and versatil-
ity. As the name suggests, a warrior's milieu is physi-
cal combat, They are the ultimate fighters— capable
ol using any weapon, any armour, and any shield.
Strength and endurance are the most essential
attributes for warriors, though agility is also an
important lactor in combut.

—
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Primary Skidlv: Axe, Long Blade, Blunt Weapon
Major Skills: Hand-to-Hand, Archery, Short Blade
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Knights

Knights are the warriors elite, but their sphere is not

warlare alone. They are men and women of honour
and breeding, the force of chivalry in a savage land.
Like warriors, knights have high strength and
endurance, but they rely on their high personalities
in social situations.

-
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Primary Skils: Long Blade, Etiquette, Blunt Weapon
Magor Skille: Axe, Archery, Short Blade
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Rangers

Even as civilisation slowly wins its battle with the wilderness, the woodland war-
riors of Tamriel, the rangers, are unchallenged in their environment. Rangers are
1ardly savages. They are supremely adaptive lighting men and women. sometimes
hardl; ges. They premely adaptive fighting d tim
guardians of the [orest, sometimes protectors of travellers. Whatever the individual
goal, it behoves a ranger to have great strength and endurance.

Primary Skillv: Long Blade, Axe, Clim bing
Mapor Skill: Swimming, Blunt Weapon, Critical Striking

Archers

Archers are specialist warriors whose weapon ol choice is the bow. Warriors who
prefer close melee have called the archer’s long-distance attack dishonourable, but
to the archer, efficiency is most important. Thu}' cannot waste their arrow shots as
conventional warriors can waste their strikes. High strength gives arrows more
power, but high agﬂil}' IS even more important lor the archer.

Primary Skills: Archery, Hand-to-Hand, Dodging

Major Skills: Axe, Blunt Weapon, Critical Striking

Monks

Monks owe their martial artistry to their superhuman mental discipline, Their bod-
ies and the weapons the‘v wield are one, and such confining annoyances as shields
and armour mErEL',' get in the WLy Pt'mny monks even choose to reject con ventional
weapons, relying on their hands and leet alone 1o devastating eflect. Strength,
endurance, and willpower are important attributes for monks.

Primary Skille: Hand-to-Hand, Critical Striking, Dadging

Magor Skills: Swimming, Medical, Blunt Weapon

Barbarians
The true savage warriors ol Tamriel, barbarians hail from the wastelands, where
Dnl_y the strongest and hardiest survive. What thu_'l.' may be |ar:king in social Nnesse,
bﬂrbarians maore than Enuntcrbahncu wilh t'huir buttlu prnwusa. Bﬂrhm'ianﬁ h:we
very I‘ligI‘J strength and endurance, and the |1ig|1l:5t starting health bonus ul'an}'
E-tzmciard c{mracter class.
Primary Skilly: Blunt Weapon, Long Blade, Axe
Major Sklls: Hand-to-Hand, Short Blade, Running

Mages
Thaumarurgists, mystics, enchanters, conjurers — all great specialist spellcasters
are, at their core, mages. Mages spend years studying the six schools of magicka,
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combining and juxtaposing them to create ellects beyond the ken. Intelligence is
important for mages, as their spells are powered by magicka “pools” based on intelli-
gence. A high willpower is necessary lor spells to be successfully cast.

Prinuary Skills: Mysticism, Alteration, Thaumaturgy

Major Skl Musion, Destruction, Restoration

SDI'C erers

Surcerers are much like mages, but with important dillerences. They do not regener-
ate magicka naturally within their bodies, but absorh it from the spells of others.
Their total magicka “pool”is much greater than the mage's — indeed, they have the
greatest magical potential of any of the standard character elasses. Like their brother
mages, sorcerers must have high intelligence and high willpower.

Pramary Stlls: Mysticism, Alteration, Thaumaturgy

Hagor Skille: Destruction, Restoration, Huston

Healers
A sub-set o mages, healers are specialists in the School ol Restoration. Their powers
tend to be very strong lor defence, but weaker in oflence. High intelligence and
willpower are essential for healers, as they are lor all spellcasters.
Pramary Skills; Restoration, Medical, Dodging e Y

Major Skédl: Thaumaturgy, Mysticism, Alteration

' es ‘ﬂ by A
Battlemag
The antithesis of the healer is the battlemage, whose €% ’g
credo comes from the Schoal ol Destruction, Offensive '

spells come naturally 1o battlemages, as delensive
spells come to healers, Intelligence and
willpower are important attributes lor
battlemages.

Primary Skdlo: Destruction, Long
Blade, Short Blade

Magor Skille: Thavmaturgy, Dodging, Mysti-
CISim

Spellswords

Spellswords are the warrior-mages of Tamricl,
powerlul class able to draw on both the inex-
plicable forces of magicka and the less exotic,

/0




more dependable weaponry. There are few men and women more versatile than
spellswords. The class demands not only high intelligence and willpower, but high
strength and endurance.

Primary Skilly: Axe, Long Sword, Running

Major Skells: Destruction, Blunt Weapon, Alteration

Nightblades
Possibly the most leared class of all is the nightblade. They possess many of the skills
and philosophy of the thielly classes, combined with the powers of the mage. Their
natural agility and stealth, and their mastery ol the School of lusion, means night-
blades are seldom seen, though their hand is certainly felr. Effective nightblades
have high agility as well as high intelligence and willpower.
Primary Skills: Nlusion, Stealth, Dadging
Magor Skille: Thaumaturgy, Pickpocketing, Lockpicking
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Alter choosing a class to play, vou have the option of taking charge of your charac-
ter's biography or letting us create a story for vou. Again, this is a question ol personal
prelerence. You may to choose the extra involvement or get to the game quickly.

Fast Start
Select this il you want to skip past the twelve biographical questions about your
character’s idiosyncrasies—prejudices, talents, special equipment, enemies, Iriends,
and other details that make a character unique. The program will randomly pick



answers to the twelve quuslinn:«n You will still have a |1;1C|4;:.rr{1untl story, ljuryml will
not have to pick all of the details yoursell.

Choose Your Character's Career Path

Select this option il you want control over vour character’s background story. You
will answer a series ol multiple-choice questions, and each wil

influence one or
more of the following: starting skill levels, attributes, inventory, reputation, allilia-
tions, special abilities, and weaknesses. You might even create background Iriends
and enemies who ey have cameo dppearances in the game.

The next sereen enables vou to name vour character. Any name will do, prr.-'ridf:lt
that it is no longer than thirty-one characters. Simply click on the top panel labelled
"Name" and type vour character's name. Then click the red OK button in the bot-
tom right-hand corner when vou are linished.

The next screen allows you to pick vour character's face from choices determined
by your chosen race and gender. Cycle through the possibilities using the PREVI-
OUS and NEXT buttons, and when you have picked a suitable face, click on the
red OK button in the bottom right-hand corner.

A



The next screen shows your final attribute scores based on your class, race, and
background. All attributes range from | to 100, with 50 being the average score lor
a character. There is a box to the right of your attributes with a random number of
bonus points. These can be used to add a [ew points to selected attributes. Click on

the attribute you want to raise to bring the bonus box to that attribute, and click on
the top arrow of the bonus box to transfer bonus points to that attribute. If you
decide that you have added too many, use the bortom arrow 1o remove atinbute

points, converting them back to bonus points. All your bonus points must be spent

belore clicking OK and going to the next and linal screen.
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B . n 4 .
(STR) damage you can cause in hand-to- | of damage you can inthict with
hand and weapon combat, and is | your hands or 2 weapon, The
E alactorin .-;Irun-t:t|1=ru|'.l.tml skills., |1ighrr the number. the more
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||.'||l1|1.'|gl' is added to a strike
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2 Intelligence Intellizence directly allects Spell Points: The amount ol
i (INT) how much magicka vou store lor | magicka vou have with which
i L‘uﬁling spells, and 1s a lactor n 1o sl :%|'H.'”=‘ Most classes have
e intelligence-related skills suchas | 172 their Intelligence in spell
1; negotiations and lockpicking. points —some clusses have
i magicka pools as high as three
= nimes their intelligence
ial |
Willpower Willpower directly allects Magic Delence: The penalty or
(WIL) your ability to successhully cast bonus vou have o resist an
and resist the ellects ol other opposing spelleasters spells.
spells.
- Agility Agility directly allects chances To Flit: The honus or penaliy to
S (AGI) al hitting an enemy witha WA Hon the adds ol successtully stnking
or spell, and ol avoiding an enemy's| an opponent.
e weapon or spell. T
% o A L To Delend: The bonus or penalty
i to yvour armour rating based on
E! vour mmbleness.
5
5 Speed Speed allects vour movement None
5 (SPD) vate and all speed related skalls.
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Endurance LEndurance directly affects Health: This number s added 1o
(END) vour number of health points and | your health points whenever you !
healing rate, anid is a lactor in rise in level, %
resisting poisons, spells, and i .
ookaitor B Fleal Mod: Modifier to health v
latigue. . i |
: recovered lor every hour ol rest. 7
L ] i M 5 ¥ _I
Personality Personality directly allects None '
(PER) ather people’s reactions 1o vou, g
vour odds of impressing them in
conversation, and is a factor in
|H:r.-'urm|il}wru."huc*ti shills, b
: | -
Luck (LUC) Luck has a small ellect on most None ‘
any action you perform, lrom
aiming an arrow to grilling a |Fﬂ
Thieves' Guild stooge.
L
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Reroll

[l you are not satishied with the attribute points as distributed, click the Reroll but-
ton and your attributes and bonus points will be recalculated. You can reroll as many
times as you like.

Save Roll

H'_\'uu are reasnnat::»[j.' satished withynur Hllrihulu pﬂints is {Iiﬁlﬁb—

. ¥
uted, but want to Iy yvour luck ata rern”.ynu may wanl to click / '

Save Roll lirst. The current distribution nl'pnints will / :

-
]
4 4
]
-
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be saved, and then later loaded back ii'ynu never b §

get that dream roll. I vou have
aroll saved, and you click Save
Roll; the new roll will be saved in~ Y
place of the old roll, so be carelul.

Load Roll

IF vou have a distribution of attribute
points saved trom an carlier roll, click on

Load Roll to bring them back up o'a R ) Ve

again. g % ;
' ‘ Al %
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Alter finalising your major attributes, you are asked 1o do the same lor your pri-

mary, major, and minor skills. Each skill has a governing attribute which acts as the

skill's upper limit and is factored into some equations when the skill is used. The

[ollowing is a complete description of all the skills in Daggerfall:

=]

Skill
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Alteration

Magic)

(School ol

WIL

The Schoal ol Aleration 1s one ol the s1x
avenues ol magical study, This Schonl
concerns itsell with magicka’s ability 1o
change, olten radically, the structure and
compasiion ol any alject. Unlike the School
o I”il'ﬂllll. 1'||tll:l‘.1t'l<.1l!| |[1.'.1.[- wll|1 .1I'I:|:.||
change, not the appearince ol it. Slowlalling
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ol Alteration. Buving, ceeating, anil castung

-IH.'“'- ol alteration are less UN] wnsive lor
marges shilled i this path

."u*i;:hur}
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accurate with bows and arvows. Your
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Crove rning Descripcion
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Acirib icc

Backstabbing AGI An ungentlemanly but useful skill, Baclstab-
nng 1s automatically checked whenever you
strike a target [rom behind. A successiul
backstab delivers three times the normal dam-
age to a target. Gerting behind a target aware
ol your presence is quite a different challenge.

Blunt STR Your Blunt Weapon skill is checked
Weapan whenever you attack a target with any heavy,
clubbing weapon such as a mace or a stafl, T
better you are, the more likely vou are to hit
and the more damage you are likely to inflict.

e

| Climbing STR Your Climbing skill is automatically and con-
tinually checked whenever you attempt to
scale any surtace, I you slip, your Climbing
skill is again checked as you attempt to regain
a handhold. Catburglars and dungeon delvers
should invest time into developing this skill,

R e Y

Critical AGI A character whois skilled in Critical
Striking Strilking knows how to inflict the greates
amount of damage to any target. This does
not translare as greater accuracy; burila suc-
cesstul hit is scored, a veritable explosion of
damage will result. Assassins and other busi-
ness-like predators favour this skill.

Destruction WIL The School of Destruction is one of the
(School of six avenues of magical study, This School is
Magic) concerned with the purely destructive capabili-
ties of magicka, evident in spells like Fireball
and Acidic Field. Buying, creating, and casting
a spell devised to harm or destroy a target is
ess expensive tor mages skilled in this path,

SR AR T

e

Dn{]gillg SPD Before smmul‘hing strikes you, whether it be
a spell, an arrow, or the business end of a
clavmore, your Dodging skill is automati-
cally checked to see if the blow strikes home.

|
|

Shield spells and good armour are excellent
detenses, but the first and best defence is
avoidance, And dodging is just that.
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5 Etiquelle PER Characters skilled in t.‘T.II..]lIIHlt.‘ are L']mrmmg. %
! mannerly, witty, and deferential —the dar- E
i lings of high society. Nobles and merchams |8
i are won over by this behaviour and are more QE
:.ﬁ |1|m|_-.* 10 c|mmphm vou as “onc ol our own, L
Sulucling the POLITE tone while in E
: lliuluguu dumm:tlil:iln_!.' uses this skill. @
B
Hand- AGI Chiaracters with great Hand-1o-Hind skill are IE
to-Hand marttal artists, -..*upulﬂ:: nl'pun-_'hing and kick- E
5 INg tirgets with great accuracy and n].'unugu. .E
E
,: Iusion WIL The School of Hlusion is one of the six avenues
.é (Schoaol ullmngiriﬂ EII:L[\'. This Schoal works with
i ol Magic) magicka in its capacity to camoulliage, illumi-
3 nite. or obseure without changing an object s
i structure. Invisibility and Light are twoof the
i School's most basic spells. Buying, ereating, EJ
; andl casting aspell ol illumination are less %
q expensive lor mages shilled in this parh E
| 5
o Jumping TR The more a character is skilled at Jumping, E
i the turther and higher he or she can leap. This B
i skill s checked aumomancally whenever vou
'.1 hit the Ju mp 1“.‘_1.' ar strike the :'iglll—nmuw-
g buttan while the left-mouse-button 1s
= depressed.
=
_: Languages INT Some monsters can be pacihied without resort-
E-:I g to spells and swords. Flowever, the chirac-
G ter must be able to h’pﬂ.—'.lji the creature's lan-
I guage. The tollowing languages are available as
E skills: Centaurian, Daedne, []m;uu.ll’rimni.-|1.
iz Harpy, Impish, Nymph, Oraish, Spriggan
-
il Lockpicking AGI Your Lockpicking skill is checked whenever .
‘ Vou attempt (o |'-i-.'li the lock on a dooror a ]"'
1 chest.
|
ILI Long Blade STR Characters with great Long Blade skill are e
o best at striking trgets and inflicting damage |8
B with all long-bladed, slashing weapons such &
E il5 -:|al'|.'mun:5‘ ||_1ng':n'.'r.!r-.i:a. Ilﬂli |hl.t.||:.'|..-. ,
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Medical

INT

Characters with good medical skills are able
to diagnose and treat wounds and diseases
auaelly and elfeenvely, The skill is automari-
cilly exerosed when vou rest, aperating on
e .'|:;'.-cu|n|n1in|| tha IIL'J.llI'I.':l,‘i'I-'I.I :-'Juufl.yrnl
treat vour injueies, This vesults ina higher

|Il‘ql|i1l£{ rale 'A"ﬁ']lilt‘ .‘-ll‘l."rl;llj;!.

Mercantile

PR

"1.".'||l-|11.-\'|.-|"1.'1:-1| attempt to |1.‘|z._:g_|-.- with mer-
chants over prices or discern the matrleel
vitlue al apy item, your Mercantle slall auto-

|1141Ii|.'.|”._-.' COMes iInlo ]rl.'lj.'.
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Mysticism
(Schoal
nfﬁ"mgii:}

EEIEM

WIL

The School of Mysticism is one ol the

six aventes of magical studys This School
-.'.‘n[u-l'iln-.-nl:- with the most arcane asprects ol
magdelea and] expanding these “accidents”
o uselul il eclecte range of spells
Because the forces being manipulated by
Mystivism are dangerous and unknown, the
spell elfeats are purposelully specific. They
melude Far Silence and Soul Trap among
miny others, Buying, ereating, and easting

:-c;wi s ol mystictsm are less u::-.;]wn.-iivu bar

1II.'IE!,"~. ';-l-..II"L"ll il'l- t|1i.- l_“o:]u.'l'.lllll:llhll |‘|.II|L
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E’iclipntiwling

Your Prckpocketing skill is automancally
checked '.r|1l:|'u.'~.-|.-|‘_\'u|| altempl to sneik
an item oll another person or engage in 4
lintle shopliliing. Not surprisingly. those

with a higher Piekpocketing skill ger cangl

||.'.-.:-'~ n!|'| .

=1

(School
ol M.‘lgiri

=M=z
-

Restoration

WIL

The School of Restoration is one ol the six
avenues af maical study. This School s
devated 1o the salubirious and soothing pow-
ers ol magicka, evident in spells like Cure
orsan .'Il1l.1 'l-l'n"'!-'- ”'mhl. Hﬂ.l"'-.'-lrlg+ cieating,
anl 1.'.|nli|‘|,l__' i n|n_'|| devised to heal i Targel are

less 1"~:]n:n.-'r!.'u.' Lor mages <liilled 0 this |:-.'ll|1.

Hunuiﬂg

SIPD

You can move [aster by holding down the
run kev while moving., How much faster you
v depends upon vour Runnimg slall.
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Short Blade STR Characters with great Short Blade skill are

best ar siriking rargets and doing damage
with all short-bladed, hl;lllll]llg WEAPNs

1l [

FIJL‘.[I s LIHEEL‘I"F. Lanlos, fl.!'llf 51'II:II'I :i"-‘l-'Hl'l.!:-'u.

Stealth AGI When vou .'l|1|:|'|.'1'.u:1i any of her creature at

| il TR TR i

hall speed or less, your Stealth skill is auto-

matically checked o see il they notice vou.
Other factors come into play, including the
hulkiness u!'.l.'mln|¢11||i|‘1g. the Iig._hl. and the

creartire s perception. || vou are sul Hiciently
stealthy, they won't notice you.

Streetwise PER Characters considered Streetwise know all
the slang, attitude, and tone needed 1o be
|'u:i|u:i:t|.'¢.| h_'u,' the |'|'ingu5 1'll1zam‘ivt:|.'. Uniler-

| A T o o P s o e e o W R BT

world lgures and peasants tend 1o respond

T | o] [

lnﬂ ter Lo punplu w|m mlupl I|n:i|' :-[_'..'h-.
Hrlurting the BLUNT tone while in dia-
[HEIH_‘illllllll'.l-"ltiL'-'l]l_'L' LIses I|f|.-‘- hii”[

_CHAE

Swimming END A better Swimming skill gives vou more
_-:|'=L~1::| .'mt.l umhll'.‘lru'r in I|‘|l.' water h alsp

Ei=hatEl

i |

enables vou 1o hold your breath longer.
Argonians have a natura
but they can improve their abilities with
this slkill.

jES
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il

ﬁ Thaumaturgy WIL The School of Thaumaturey s one of
m (School the six avenues ol Mg il r-llrllg.'.

of Magic) This School concentrines on
exposing or manipulating
lnown torces and olyects ¢
within therr natural laws, (V]
[t is evident in spells hike \'1_
Levitation and Detection, '
No Thavmatureical spell can
permianently chiange the
appearance or structure ol
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EL
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force or abject. Buying,

creating, and casting spells

i ",
i ol alteration are less
5 expensive lor mages
eilled in this |'r.'|1r|.
mE
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Primary skills are the most important skills — they are the ones you probably use
the most often, the ones in which you excel, and the ones you can improve most cas-
s. Fol-
lowing your Minor skills are all the other skills, the ones not considered important to
vour character class. They are referred to as Miscellaneous skills.

ily. Second in importance are your Major skills, followed by your Minor skil

If' you wish, in the course of the game, you can even improve your Miscellaneous
skills and become quite an expert given time. However, they will never be as easy to
improve as your Primary, Major, and even your Minor skills.

Asin the previous menu, click on the skill you wish to enhance with bonus points.
Use the left and right arrows on the bonus box to distribute all your bonus points.
Then click on the red OK button in the bottom right-hand corner when
satishied with the distribution.
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The final screen in character generation is your last chance to make any changes
to your character. Look over your attribute scores and skill points carefully. If you
leel that you must change something more than a few points in this skill or that
attribute, pick the Restart button 1o begin character
generation again.

Otherwise, pi{:k the red OK button in the bottom lelt-hand corner and imlrncy on
to Daggerfall.




Character Generation Option:

—
Custom Class (eneracion

IF you want to make a character who is truly vour own creation, consider the Cus-
tom Class Generator. This is available 1:_\* L'huusing "Custom,” the lust "class” choice
listed.

Name

lZvery class must have a name. Remember that this is your name lor yvour class,
not [or your character, and it cannot be longer than thirtv-one characters.
For Example:
Lwant o play a opy in Dagiertall, wo @ elick on the line marked "Claw Name " and type tn
the word 1:!;{1,.'. =

STR, INT, WIL, AGI, SPD, END, PER, LUC

lZvery class has strengths and weaknesses. Adjust the minimum attributes for your
custom class by adding points to more important attributes and subtracting them
from the less essential attributes,

You cannot add more points than vou subtract. Remember these are the minimum
requirements lor a member ol your custom class, not lor vour character itsell. So
though thev will influence the attributes ol vour character, they will not equal yvour
character's attributes.

For example:

Spres need bigher than average peroonality weores o charm and befuddle, vo 1 eleck on
my PER vecore and add 13 potnts ta dt, making the minenum personality for a spy 65.
Speew alvo need a litke bigher willpower to stand up to torture, vo T add 3 porndas to WHL
Nowe [ need to wubtvact 2 ;m.r'n.".'_!i'r ey ather altridutes.

Spreat rely on wibw ratber than on wlrong arm tacttcs, vo oabtract 7 poata from ny STR
total. Becawoe Lam nol planning on being a opelleaster; 1 feel confident tn lovering my
clit o diaoe f'.'rh'f"f"{}fr.f.r:'c' deore, S dondiract J'lli.}'ﬂra'.!}h'.'_.l".lfﬂm INT. The other attributes —
agdily, wpeed, endurance, and luck, all weem almost av eovential to wpies ao pervonality and
willpower: Reluetantly, [oubtricl 3 pointo frone LUC, and decide to work agawmal fale.

Primary, Major, and Minor Skills
Click on an empty square to bring up the list of all possible skills available in
f}er..;{:;:'{'ﬁ:."f. Scroll down the list and double-click on the skill that vou wish to add to
that square. No square should be lelt empity.

Take your time choosing a skill. A class is delined by its skills more than by any-



thing else, so choose wisely. 1l you are unsure ol the definition of a skill, right-click
on it to get a text description. 1l you are still not certain, look it up in the Skills sec-
tion ol this manual.

Remember, the skills you do not pick are still going to be available for your charac-
ter as Miscellaneous skills, they are just going to be more dillicult to improve than
vour other skills.

Forexample:
! firal ehaove the Primary wkdlls for my apy cliave, BACKSTABBING, STEALTH, and
CLIMBING all come to mind av approprate. ETIQUETTE, STREETW/ISE, and
DODGING are almoat au tmportant, wo 1 choose them aw Magor okidllo. Finally 1 pick
CRITICAL-STRIKING, LOCKPICKING, PICKPOCKETING, SHORTBLADE,
LONGBLADE, and ARCHERY aa the Menor okeilly. Some :{,I"Hf?r atherafeillo aloo ook
helpful, but T huow Tl need these twelie.

Maximum Health Points Per Level

Add or subtract Irom the delault value of 8 to increase or decrease your character’s
health increase per level. Note that increasing this number will increase the difficulty
lor your character class to advance to the next level. The dagger on the chart Skill
Advancement for Class shows the relative dilliculty of this advancement.

For reference, warriors are the norm, represented by the dagger at the middle posi-
tion on the chart. Mages generally advance more slowly, so their dagrer would
appear higher. Thieves advance more quickly. so their dagger would be lower.

[Important note: A maximum health point per level score of 12 means that when-
ever your character increases a level, he or she will earn between | and 12 health
points, [t does not mean that the character class will automatically receive the maxi-
mum 12 health points at a level increase.

For example:
Spreat ey to aveid combat, oo tn the tntereat of letting thent advance faoter; I decide to
decreave the maximun bealth pointo per level 1o 6 rather than 8.

Help
Select this if vou wanr on-line help with the character generation system. You will
s, class name, health points per level, spe-

be given a list of help topics: general, skil
cial advantages, special disadvantages and edit repurations.

Edit Special Advantages

Select this to give your character class special abilities, those little perks like the
barbarians’ rapid regeneration and the sorcerers’ ability to absorb magicka lrom
spells cast at them. Adding any ol these abilities increases the difliculty ol raising to
the next level in a character’s class. Some increase the difliculty by more than others.
The delinitions of the special advantages lollow:




-._’; rwcial Class
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Resistance to

<Harmful Agent>

Bl EE e e EE R E]

Members of a character class possessing Resistance are more
capible ol resisting the harmful eltects of paralysis, raw mageka.,
poison, lire, lrost, shock, or disease.

[l vou choose to be highly resistant in light or darkness, your
resistance will only work in those circumstances. General resistance,
on the other hand, makes it much more dilheult lor o class to rise in
level than lighiness or darkness powered resistance.

ey
B

Immunity to
<Harmful Agent>

SR EEREEEEE
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capitble ol resisting the harmiul elfects of paralysis, raw magicka,
poison, lire, lrost, shock, ar disease.
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immunity will only work in those circumstances, General immunity,
on the other hand, makes it much more ditlicult lor a class to rise in
than lightness or darkness powered immuniy.
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Iir Darkneas
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Members of a character class possessing Spell Absorption are
miven a chance uqnu] to the average ol their |"'- '+ WIL./2 of
automatically absorbing the magicka of a spell cast ar them and
adding it 1o their own magicka reserves.

Iy vou choose to have '."upL” r‘L[J-mrpuuu I Iighl ar d;irlctlusﬁ.}'uur
power will only work in those circumstances. General Spell Absorp-
tion, on the other hand, makes it much more dillicult tor a ¢lass o
rise 1n level than lightness or darkness powered Spell Absorprion,

Rapid Healing
General
In Llfq.ﬂr.'
In Darkness

Members of a character class possessing Rapid Healing are
able to vegain their lost health capidly while sleeping.

Il vou choose to have Rapid Healing in light or darkness, vour
power will only worl while sleeping in those circumstances, Gen-
eral Rapid Healing, on the other hand, makes it much more ditfi-
cult for a elass ro rise in level than lightness or darkness powered

Rapid Healing.
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Regenerate Health
Creneral
It Light
In Darkneasy
While Tvimerved

it Witker

Members ol a character class possessing Health Regeneration "
are able to regain lost health levels over time without pausing to rest. |3
Il vou ¢ hoose to have Regenerate Health in light or darkness or
while immersed in water, yvour power will only work in those cir-
cumstances. General Health Regeneranion, on the other hand,
makes it much more dilhicult for a class to rse in level than light-
ness, darkness, or water powered Regeneration.

Bonus to Hit
[ lsideisd)
Daredra
Humanirich
Andrreads
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Members of a character class pnsﬁﬂﬂsing a Bonus to Hit are

hetter at lighting certain types ol enemies and lind that their blows
strilke more olten and inllict more damage.
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Ffl 5} ecial Class
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2 Athleticism Members ol a character elass possessing Athlenicism find that

Illl.."ll' :iliilﬂi]'lii lli.'l'l'l_‘.l'ii_‘ﬁ I:I'll:IEl'I IL',E!i tl'tﬂl'l llllli:l' EIEL‘EEI'_"S 'L"i'i'l“t!‘ 5“’5 -

ming, runnimg, a.l".il llﬂ-lﬂ.{.{ l.“]ll.."l' strenuous acthvines.

[ncreased Magery
Jx Intell,
in Spell Pra
2x Intell,
int Spell Pra
1.73x Intelligence
in Spell Pro
Lix ffr.".:'.-"l"if-,rmrr
in -‘I:I'I'H Pt
fn.l'r”r:._;rurr

in J'}'pf.l’f Hta

Members ol a character eliss possessing Increased Magery
huve greater magicka reserves than other classes.
II'I Cim i:lil['i!-'.ﬂ'l'l. miist l"IIL‘;:;["_'; FH‘.I,"*'-HEEF- {1||L‘-[|-'J.I|II Illt‘;r iﬂtﬂl“gl!ﬂl.:l:

in spell points. OF course, it is also important to have skill in one

or more schools of n‘mgit‘ in order to cast :apl.*“!:.
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Adrenaline Rush

CIEEEEE

Members ol a character class possessing Adrenaline Rush
have i burst of increased abiliny in a varery of combyt-related
skills when they are near death from health point loss.

iREE =

Expertise In:
Short Blade
Long Blade
Hand-to-Hand
Axre

Bliirt

Muembers ol a character class Tm:{:.c:-&ing E.x[u*l‘:isc mni
particular weapon type nllict more damage and sirike more

I R

often with their chosen wea ponry than other classes,

Climate Survival
Mountain

Devert

:l..:"rr

Foreat
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Far example:

Members of a character class !u‘Jl:-'-:-.||::v11~..i|'t;jr Climate Survival

abilities are experts in the terrain of their choosing. They are able
10 pass thi uugh such terram r.l:-.il_v. with little lear nl'gcning lost,

meehing the native monsters, or lni::_-xing |.‘I|-'.l|:l."_‘- ol interest.
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Lot tempted by Athlettcam and Expertioe tin Short Blade, but I decide inmtead on Adrena-
ltne Rl Near deall experiences are whal wpies bave for break fuadl.,

Edit Special Disadvantages

Select this to Zive your character class spucia] disad vantages, like the thieves'

armour restrictions and the sorcerers’ inahilit_‘r 1o regenerate magicka.




Why would you want to give your beloved new character class any kind of disad-
antage? You may not want to, but adding additional health levels and special abili-
ties makes it more and more dillicult for a character class to increase in level, I the
dagger is high on the Skill Advancement for Class, vou may want to add a few dis-
abilities to yvour character class so members can rise in level easily,
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il to Regenerate erate spent spell points, albeit slowlv. Characters who cannor regen-
5 Spell Pes erate spell poims are severely limited in the practical aspects of spell
General casting, but may replenish spent magicka with certain potions and
5 T Light spell absorption spells and abilines,
J In Darkucas Some characters may only beancapilile of magicka regencration
5 in “ghl ar ||Il.l'|-'. Nness, ;nu[ Ihr,'!iu lli:i;tt'l'l.':lnlil.":'u:- Lil.l II.‘E-.‘: Lo ;IH!II-'H".'U
i ¢lass advancement potential than the general inability 1o regenerate.
Damage An unusual and I!'l.".-i-T!"i:i..'Ii‘-'L'iEi.':i;'Illi“I_\'. damage from sunlight or

From Sunfiylt
From Hﬁfy Places

lrom ]u:rl:.' places may severely limit a characters alility to have a
normal lite. While the damage the character sullers minally is lighy,
practically unnoticeable ar first, it continues tor as long as the char-
acter remains at the lethal locanon,

|'||||_‘l.' pl.‘h‘ﬂs are .iu!'mmi as any :il]l‘inu or IL’HII!l{‘.

On the other hanl, damage ram sunhght or holy places 1s
Jimdvimtn;._l'u thiu ru:.ii”‘\' ]mh:u.-i charneter elasses wlhich nngln

HIl'IL"H‘u'iFL‘ never |'It|".'il.['ll.'l.' ill It"‘t'l.'].'-. { s Ihii‘i one "-"»'ith il iilFl.

Phobia A character with a phu'nin has an acute lear ol somet |mn_:. anid E
. . * ; i
Undead that lear causes the character to reac 1i+u||_-. when fad ing the anath- g
‘{?m?m ) ema [t is more dillicult 1o strke .-1.tt'-.|.-,~::~|u[l_1,-. o il lict LLmLu_,-'n:. antl EI:
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Light-powered
Magery
Unalde to cant
trt darkereas
Lowered canting
inn darkeas

BiL

A chiracter cliss with light-powered magery may have severe
limitations on its magic use at pight, in dungeons, or nside bulidings.
The light-powered mage may be entirely unable o cast spells, or Hind
that ::-pulls have o [l.'n:!um'_'l.' to lzzle or ‘-\lll'lu al |l::~':-'~|.'l' t'.i]l.lt'iT_‘.'.

Darkness-powered
Magery
[ Trralile tor cant
i f::yﬂ.!'
Lowered eaoting
in fght
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A character class with darkness-powerel] magery may have
severe mitations on its m.‘ngiu use LII.H'I.H:.:* ||n-1|+1_'|.' outdoors. The

l!.’lf‘l-’.HL‘EF+“1H‘|'I..'FL'1.| Mz lllil_‘l..’ |IL' L'IIHII'L‘I"'L' 1.|rl;1.|1ll.' Ty Uaasd hllt‘]l'?. ]|

hind that spells have a tendency 1o lizzle or work an lesser capacity,

(A HEAET Bl T R [ e i

R o e e e

gzl HE R IR HIEHR NG




HE

-S'.t weinl Class

Dﬁ:‘-‘nrﬁ-n " E*an.'

e TR T e T T YR T e DO [ B [

el ol [ e e B e e R R e R R R T

Dfﬁ nicion

IR R e R e

Forbidden e : :
Weapanry Being torbidden a type ol weaponry simply means that the
Shaort ﬂfﬂt}f character class cannot use or L'L]Uip any ol i certain cilegory
i Long Blade ol armament. The character ity ]tLI_‘l,' ar sell the forbidden
! L L] *
i Axe Weapans, may carry them in iventory torever, but ll'n:_\‘ may
i m{"”f ““IIF”” never be actually used.
i Misxile Weapon
il . ; .
; W ance A character with low tolerance lor a certain dangerous agent
ow Tolerance i L
- Paralyaits usually takes maximum damage [rom exposure to it, and can
& Rawdlayicka seldom absorb E[JL‘“,‘E or other etfects that use the agent,
Peatoon
Fire
4 Frout
2 Shoek
Diseine

izl

Critical Weakness

Paralyeis
Raw Magicka
P

Fire

Froet

Shock

Divease

A character having a erincal weakness to any dangerous agent
would be smart to avoid the allergen at all costs. Thereis a
chance that contact would instantly kill the character, and even

il it does nol, the character has fil e chance ulxcnlning out ol the
experience unscathed.

This s another ol 't
will indeed lmlp characters rise i level quickly, but ar a real cost.

e disadvantages 1o be wary of choosing. I

Forbidden Armour

Type
Leather
Chain
Plate

Many character classes are lorbidden armour or may only
wear specihic types ol armour. Like forbidden weaponry, char-
acters with lorbidden armour may still possess the prohibited
helmets and pauldrons, they just cannot equip or use them.

LlELIEAEE

Forbidden Shield

Like torbidden weaponey and lorbidden armour, characters

EE R

Type who are lorbidden shields may still possess, buy, and sell them,
Buckler thew Him'p Y Cannor equip or use certam Iypes ol shield.

Round Shield : E :

Kite Shield
Tower Shield

Forbidden Characters who are lorbidden a certain material cannot use or
Materials equip any item that is made of that material, whether it be a

f:"’-"” WERPOIT, i shield, armour, or any other type ol item. The charac-
':,{""f ter may possess items ol the forbidden material, he or she simply |2
WM ErE i
Eloen miy nol use them. I
Dwarven E
Oreish %
.I'ﬁfirrr'a" E
Adamantivm i
Lbony :
Daedric %
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For example:
Becatwe T added Adrenaline Rush to my apy class, I noteced the dagger on Skl A\dvancement for
Claws bag riven well above the middle point of the chart. 1 decide that it s important enough that wy
apry character rise uickly in levels that 1l consider adding some divadvantages o the cliu.
| convidered restricting armaour becae aptes are supposed to be more like lightly dressed thieves
than bulking warriors, but then I changed my mind. After all, I may want to émperoonate a hulk-
tng warrior one day, Instead, 1ebooe the Inability to Regencrate Spell Potnto an General Dand-
vantage. Stre, it be nice to have that apell point reserve jal tn cave, but it docant really go with
my character concept. Beatdes, when 1 wce the dagger plunge dowen the Skil Advancentent for Clin
chart, I know I've made the vight decesion.,

Edit Reputations WP RERTTATIONSEINT )

Clicking on the Edit Reputations button brings up the
Reputations chart. From here, you can adjust your
custom class reputations with certain very general
groups. You are in effect determining which people like
or respect your character class, and which people will
have nothing to do with a member of that class.
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At its default value, all soctal groups are of one mind
about your new class: they do not think about you at all.
In order to balance new classes, il you improve your

standing with one or more groups, you must worsen
your reputation equally with one or more other groups. You must adjust your
reputations all around until your average reputation with all groups equals zero.

For example:
Spica are generally admired by the typical Underivorld gangoter for theer vavour-fucre, oo Tadd 3
poists fo my starting reputation among Underworl. 1 thought abod giving nwsell a couple of
poist for my reputation with Nobdity, snee they re the peaple wha employ sptes most often, bt |
dectded agatnat it. Nobles may respect and rely i wpees in their affairs, bl they don 't like b see
unemployed uptea hanging aronnd theer court, So 1 decided that thit balanced their feelings about
aptea b arieond zero,
Peavants and weholars seldom emplay apics and don’t bave mueh need to we them, Thal leaves
Merchanto, Merchants would probably ot be averse b asing apies, bt few of them can affond s,
Amaong aur atber actinties, we ve the peaple who let the nobles know which merchants are cheattng
them. That vornda (ike qod enonigh reason o give wea =3 anttéal reputation with Herchant,

When you have completed vour custom character class, click the red OK button in
the bottom right-hand corner of the screen to continue character generation, as out-
lined above.
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Mouse Controls

ﬂl{.l{lft' I-L"I-LL l"'ﬂ:-'- L EL'*I"I*IPLC'L'I.'I.T C'I-I-:':EL""I"I‘IIiEﬂL"LI.,' inter-

FE\.CL'. d..l:-:,i:ﬂ'll Cau ci"lﬂl..":':l.' "h'l'l"l-iu.,’]"'l I-{E'1'5 L"u'li'i MWILUSC l"'tlf'

oS 'I."IL'T' M "h\'l"il..'l"' rl.l.'l"-'l..'l..-ill..*'i"IS. (.-;"IE'T'I:.' arc CyemM ocwo

different approaches to using the mouse. The default interface is the
one used in Arena. Some of the kevs have

een uh:{ngﬂt]. so even il you }:L‘t}'i.*{l
Arena, read on. This manual assumes you are using the delault Arena mouse
intertace and the delau

L ]-.'.{!_‘l.' assiZniments.

Cursor Based Interlace (default)
When yvour mouse is in the top portion of the screen, showing the world of
Daggerlall, it assumes the shape ol either an arrow or an X. Holding down

lI‘.H_" II:.'“ Mol se Ill]”llﬂ "n"l-']'l..lli.' Tl‘ll:.' cursor i.':-'r an arrow moves T1'IL' l.'Ilﬂl'l'lL'H"l' ill |i'lil|

same direction. The closer the arrow is to the |:1|=:{*.- ol the screen, the laster the

>3



character moves. Your character's Running skill and Speed attribute determines
yvour maximum rate ol movement.

Lett clicking when the cursoris an X interacts with whatever the X is on. This is
how your character talks, opens doors, picks pockets, pulls levers, etc. Exactly what
htlppens {Jepf:nda on the mmleymu* characteris in and what Lvpe ol uhin:-t:t the cursor
15 O,

Il you do nat have & weapon out, right clicking will activate an object, even in the
areas where the cursor is 4 movement arrow. However, il you have a weapon out, it
swings the weapon. Holding down the shilt key while right clicking will work any-
where on the sereen even i you have a weapon out.

To look around, hold down the ALT key and move the mouse. When you release
the ALT key, your viewing angle will be locked in place. With this system it is possi-
ble to be looking to the left while moving forward. To re-centre the view, hit HOME
or click the left mouse button while holding down the ALT key.

View Based Interlace

This view based interface uses the mouse to control where your character is look-
ing. As you move the mouse left, the character turns lelt. If you pull the mouse
toward you, your character looks up into the sky. To move, hold down the appropri-
ate direction key. For instance, the up arrow key moves your character in the direc-
tion he is lacing. Speed is constant, unless you choose to run or sneak.

Pressing the spacebar will interact with whatever is exactly in the centre of the
screen. This is how your character talks, opens doors, picks pockets, pulls levers,
et cetera. Exact |_1.' what hiippt:ns l.|l:|1L'nL15 upon the mode your character is in and
what ype nllnhierl the cursor is on. Spf.:Hs are atwa":.fs cast at the centre of the screen.

This interface works best when the key-
board 1s used for non-movement func-
tions. Pressing the ENTER key will
Ireeze the view and allow the mouse to
move the cursor. Thisis the un]‘\; way to
get the cursor to the icons at the bottom

of the screen. It also allows vou to aim
spe”s ar positions not at the centre ol the sereen.

The view based interface moves your
character at a constant speed. Since their 4
are times when vou may want to move ‘
slowly, there is a sneak key, Itis only avail-
able when you are using the view based inter-
face. Holding down the sneak key while mov-
ing forces your character to move slowly
(40% of Hull :-‘-|‘|ut:-:i Je
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The Icons

1. Character Portrait. Clicking this brings up vour character sheet. (Also I5 key)

2. Health. The higher the green bar is on vour health button, the closer you are to
puuh health.

5. Fatique. The higher the red bar is on your fatizue button, the more refreshed and
alert you are.

4. Magicka. The higher the blue bar is on your magicka button, the more “full” of
magicka you are.

5. Options. Clicking this brings up your Options screen. See Options section for all
leatures. (Also ESC key)

IO o ] T T T T T e R T A T A [ 7 [ e o [ [ e e e e A A e e e e el 1 B O R M P T )
R.-:-r
leon Conmmand D::::q.'riprh:ln
Sunburat: Clicking on this brings up your Spellbook,
[ram which you can casl all your 5|1EJ|5.
U Wianed: CHL'hEHg on this hrlngt-; up your list ol lnetgiui!l
items. From the |i:~'.l._1.'uu can use any ol your nmgic;ﬂ E
items that are uqufppud and ru.‘u[_\;.
Picking Fingers: Steal a
i . i : ’ - i
C[lrkmg on this %
button scrolls E
A
& [0 4 new ||l:|:|'-
2 Grabbing Hand: Grab or use : | =
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tem
- (see Mouse E
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Legs: Clicking on this displays a menu with lour
options: wagan, horse, loat, exit. Riding ina
wagon ;||[mn.f5_t'm|r character 10 CIrmy many
objects and not get tired as quickly. To use any-
thing in the wagon, it must be transferred to your
person. Riding on a horse allows your character to
move laster and not get tired as quickly. When
vour character is on a horse or wagon, he cannot
enter a building or dungeon.

Bago: Clicking on this brings vou to your inventory
screen. (See Inventory)

Map: Lelt-clicking on this bhrings up vour current
Automap (See Automap). Right-clicking on this

brings up vour Travel Map (See Travel Map)

Crowed Sworda: Clicking an this readies vour
weapon [or combat (See Combat). Il you have no
weapon equipped, your hists will appear lor hand-to-
hand combat. Important note: il you walk around
with a weapon out or vour hands clenched in fists,
|u.'n].1|v~ will gunuru“_v not want to talk 10 vou,

Camp Fire: Clicking on this allows vou to rest. Rest-
g from time to time is important, becavse it helps
yau regain lost health, fatigue, and spell points.

Choose where you rest carelully: vagrancy is a erime

in most towns, and many creatures in dungeons con-
sicler a sleeping champion a very special delicacy.

Compaw, This performs as a traditional compass.
Clicking on it brings up information on your current
location, the time of day, and the date. Time is shown
by a 24-hour clock. 3:00p.m. is 15:00.
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Sooner or later, Vou are going to have a I'hu__rhl. That is just a Fact of lile. In Dagger-
fall, un[‘.‘ i pl:L‘l.l“IIr few puﬂplc lead lives ni‘quim i|-.3.~:[.1ur;ui-:m. The rest brawl.
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Combat has been designed to be quick and simple, so memorise these lew instruc-
tions and bits of advice. When a nest of harpies is ripping your llesh into bite-sized
morsels, you are going to want to know what to do fast.

Before the Fight

When travelling in potentially dangerous areas —and most places qualify —be sure
to have your favourite weapon in hand. Pull out your readied weapon by elicking on
the Crossed Swords Icon or pressing the A key. You may lind talking to peaple very
difficult when you have a weapon raised.

When the Fight Begins
Toratrike with a weapon:
l. Takea St'.'in,g al your target lJ_*Il.r huh]ing down the right-mnuse-l"-ullun and

swinging the mouse in the direction vou wish the weapon to [ollow.
gIing e I

2. Keep swinging until your foe is destroved, or you decide that a strategic
withdrawal is in order.

'ﬂ:ﬁ}? (1 .r;r:_'!"a":
|. Open your spellbook by pressing the backspace key.
2. Cast a spell by double-clicking on the desired spell in the spellhnnh.

3. Ifthe spell is directional, such as a fireball, aim the X cursor in the direction
you want the spell to go and click your left-mouse
button. In the View Based interface,

2
spells are always fired at the centre A5 A
. Tl it .
of the screen. {7 / \
4. To recast the same spell, ’ e 2 2

press Q.

5. To cancel a spell you
readied, press L.

Important Note on Combat
Skills
There are a number ol com-
bat-related skills, lrom dodg-
ing to critical striking to archery
to backstabbing. A/ are activated avtomatically.
You will always attempt to dodge any /5

40




r"'

opponent’s blow and to strike your opponent accurately, causing as much hurt as
you possibly can. You are playing lor keeps.

Special Note on Archery

With most weapons, “swinging” the mouse will ellectively staly or slash ar a
E]use-r‘ungc opponent. A bow requires tiaking a shot with more precision, and is
handled similarly to liring a spell like a liveball or an icebolt. When a bow is readied.
it 1s aimed in the direction ol the X the movement arrows torm at the centre ol the
screen. A right click of the mouse [ires an arrow in that direction. In the View
Based interface, arrows are always lired at the centre of the screen.

‘ Obviously, you cannot use your bow once you have used all your arrows. You can
retrieve any arrows that struck a living (or dead, but active) target by searching the
body alter it has fallen.

Special Note on Swings:

When striking an opponent, it is important to be aware that how you swing vour
weapon makes a dillerence, both in the potential damage you may inllict and the
likelihood that your blow will connect. Use the chart below when planning your
attacks, and keep in mind your skill at wielding the weapon.

&

Dﬂn‘lﬂt)‘ﬂ’.‘ A Atfju:ri"nu:ﬂi‘
Adjusr nICe

EE e T

Diagonal Slash Increased damage Verv dillicult to
to the Lelt or Right — potential strike

Sl

Hornzontal Cut to Base -.|;J.|n.'u_:rr.- putcn[iﬁl Base skill needed 1o
the Lelt or Righl strke

Vertical C]mp Much increased Very dithicult to
Lip or Down r|:m1.'=:gu pnh:nli:ﬂ strilke

%
%
5

el

Thrust Forward Much decreased Very casy to strike
damage potential
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Swimming, Climbing, e5 Levitation:
Vertical Movement

In a few special circumstances, your movement is not limited 1o the directions on a
compass; when you dive into a deep pool ol water or cast a levitation spell, you may
also choose 1o go up and down.

There are several other movement controls [or your character. You can make him
cun, jump, and crawl. When he is in the water, he can swim on the surtace using the

nurm:ﬂ |1'.l.*".'5 O move |i:|‘w:1rl.l. |.ILIL'|-E\'I.'H]'I_I. l.'“ or 1"|g|11. Tn Zo umlunv:nun lmlrf tluwn
PAGEDOWN. To resurlace, hold down PAGEUP. The same |{u:..rs work when your

character is levitating.

R-J.'."l'

Command (TDovemens D{'ﬁ‘ril AT TAR

J Jumyp The faster your character is moving, the lurther

he will jump. 1 heis not moving, he will jump
| r.'l.i:__[ht (R -II_III'lI‘.t.I.I':__E wi” ;II:-‘-n wnr'li |1_1.' IIl'ESSiI'IE

the riglu mouse button.

D Croweh This is zood lor entering small tunnels or

piu:|~:ing treasure up oll the gl'ﬂll:1:.1. Your

L'Il;ll'iil;lur maoves more :iltm'l‘\.' w|1::l| {‘!'Hl.ll..'.]‘li.'l'l.

P Run Hold this button down to move laster, OF i
L'lmrsu._\.'nul*t'h:lr;u‘lt'r will gel tired much more Eﬁ
quickly il he runs constantly. :

= Float up Used anly when swimming ar levitating. ﬁ

s 5

M : M - B [ [ E

== l'loat down Used only when swimming or levitating. 5

Ccmmts E:!

E 3
= i
il
Sneak/ 111 the delault, cursor based, intertace, hold i %
= it -
‘”% Look around  down to look around. Beware! It does not 5
m C i'i.'u'u__fu the direction Vou are moving, You can
é move lorward while |unlii11g siduwa}'s. In the :
% view based interface, your character moves at E
2 40% of his full-speed. E
il E
j 3
e R e TR E]
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Swimming
When vou dive into a pool of deep water, you may sink or tloat, depending on your
swimming skill and the degree 1o which vou are encumbered. Wearing a tull suit ol
Daedric plate armour is guaranteed to sink the mightiest swimmer. There may be lit-
tle choice but to drop your weightier items to avoid drowning.
There are, ol course, certain lorces ol nature that may make this movement more
dithicult.

When you are submerged underwater, a vellow bar appears on the right-hand side
ol'the sereen, This represents your breath. Almost immediately, the bar begins to
drop. When you are almost out of breath, the bar turns ved. When it disappears alto-

sether, you drown.

Climbing

“irst move up next to a wall or other surface. To begin climbing, try to move lor-
ward through the wall. Alter a moment, you will begin climbing. Hold down the
mouse button and move forward. You will notice that vou slip and slide down occa-
sionally. How olten this happens depends upon your Climbing skill. Itis possible to
[all all the way down and be injured. You must have a rope equipped to climb down.

Move lorward and you will slow |‘1.' slide down.
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Levitating
Levitating can get you into as much trouble as elimbing. But so long as you
observe the H]IL‘]I ellect icon in the Lop left-hand corner al your sareen, you do not
need to lear [ulling. Thus, you can release the PAGE UP and PAGE DOWN but-
tons even in mid air. When the icon begins to blink, the spell duration is running out
ilnd_l.'uu should l.*itlwr IIE’HL'L‘I'III to a sale |uL‘-‘|1iu|1 Or recast vour ||:t'iluﬁun :a|n:”.

Dialogue

There is piunt_‘.' ol cambat, &[w” creation, and travel ing n I};lggurlhm but the heart
of the game is Dialogue. Through Dialogue, you are able to gather information,

receive quests, make Iriends and enemies, givu inlormation to others, and much more.
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To spealc 1o someone, seleet the Word Balloon icon (vou may have to zo through
the Graly, Look At, and Pick icons to get to1t), and click on the subject with the X

aursor. IF the person does not want to speak to you, you will be siven a message to
that effect. If the person is willing to talk, you will be brought 1o the Dialogue menu.
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Tell Me About / Any News
Tamriel is not a static world. Political allegiances shift, nations succumb to lamine
and |J|.1ﬂ11L. commerce rises and [alls. The best way for vou to find out about these

events is to read the postings at the gates ol major towns, or to ask, "Any News? P

The Tell Me About button is used in conjunction with Locations, People, and
Things. You can hear rumours about anything related to any of the quests you cur-
rently have active. Sometimes you can even gain information that will direct you in

your (uest.

Where s ...
Select this when looking for directions to a specilic place in the arca.

|I1 l‘.:llilt'l [4] u‘ll‘l‘l]ﬂu[u VOur sentence, youw |H h.u 10 L]“u:rnw d prerson, I[Hn" |md-
[Inn or wml«. L]ILL on II'IL" .l|J|1lniu1.uc |-.m unlcl Calegary, .m|| SCr I:I” I|1m=.|=r|1 t1u
dlilhltlmhwﬂ ||:-l unlllj.'nu come to i.]u: Lu_ru uui Lor w |m h vou want to get |||r+:1tmn::.
Click on that keyword.

Select a tone lor your comment.

Click the OKAY button when vou are satislied with your sentence.

Tone

Polite: Select this 1o use vour Enquette skill to impress vour target with zrace an
courtesy. Certain social types respond better to this conversational style than oth-
ers, and, il'your skill does not measure up, you are likely to fall flat on your crass-

Nness,

Normal: This is the delault Tone setting, and uses vour straight Personality attribute.
Your comments are unlikely to be as colourtul as polite ar blunt tones, and you
will probably not impress your target, On the other hand, you are not likely 1o
olfend cither. Il your Personality attribute is higher than your Etiquette and
Streetwise skills, Normal is probably the right conversational gambit for you.

Blunt: Sclect this to use vour Streetwise skill and adopt a slang-filled. casual hue to
your conversation. | your target is of a lower-class, urban background, he or she
is likely to warm up to this style. Also some nobles may ind it charming it deliv-
ered convincinely. 1l you do not pull it ofl'well, however, you may olfend or at

least appear very silly.

Copy Comment to Notebook
Select this button when yvou wish 1o have something copied to your natebook.
Only the NPC's current comment will be copied, in the lormat, “Sth Mid Year, 3E
407: Galerion Strac told me, ‘Listen ta what | say, the ores are not the barbarians

we think ||1t.-_x' are.




Goodbye

Select this button to exit [rom conversation.

Optiond
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Clicking on the OPTIONS button on your character bar or pressing the ESC key
l}l‘iﬂg‘ﬁ vou to your Options menu. From here yvou can do the !‘nllnwing:

) SAVE game: Brings up the saved game screen, where you may save your cur-
rent game in one ol 6 slots,

2) LOAD game: Brings up the saved game screen, where you may load a new
game to replace the current game.

3) Exit Game: Exits you from the game.

4) Sound: Lets you adjust the sound eflects and music volumes independently.

§5) Full Screen: Removes the character status bar and action icons from the walk-
around screen. Returning to the options bar and clicking this button brings back
the character status bar and action icons.

6) Controls: This is where you can reassign the keypresses for most game [unc-
tions and choose between two dillerent mouse interfaces.

7). Head Bobbing: Your character will no longer bob up and down while moving.

1

8) Continue: Exits you from the Options menu and back to the game.

Automap

Lett-clicking on the Map icon on your character sheet brings up your Automap,
which shows your immediate surroundings.

There are two kinds of Automap: one that appears when vou are indoors, and one
that appears when you are outdoors,

16




In the corner is a shape representing the shape ol the dungeon. North is up. The
blue dot is where you entered. The red dot is where you are.

The Indoor Map isa 3D orthogonal representation ol the dungeon you are in.
Because the dungeons may include all varieties of slopes, spiral hallways, staircases
on top of staircases, and other features that make map-reading dithicult, there are
two modes that can be used to view a structure from within.

T e alm STl o

- ==

The “Top-Down" mode is the default mode for the indoor automap. The arrow
represents your current position, pointing in the direction you are lacing. '|'|1u.\'c“m-.'
arrow keys allow you to rotate or move the map to allord you a better view, The
upstairs/downstairs arrows zoom in and out.

Cl icking on the red grid llring:;_vuu to the ™ F'L'rs}u'.cli*.'t:" mode.

The "Perspective” mode represents the building as il it were a model, making corri-
dor 1wig|'|15. dnﬂnvn_\'s. subtle bends, and over-under passes u.'tsi]y recognisable. The
".'E”l‘.l"-'-' AI'TOWS rotate or move IT'tL- n"-m|L-|. aml Ihu upﬁluir.-'. ;md dn'-.vn:ﬂ uil':a ATTOWS
move you to dillerent levels ol the map.

Clicking on the red grid returns you to the “Top-Down” mode.

-4 /




Travel Map
~ Right-clicking on the Map icon an vour character sheet brings up vour
Travel Map.
Although it is possible to wall to any location in the 1liac Bay, this may take hours
ol real ime, so it is olten |1|'L'1L'1':111]1: to "last-rravel,”
Click on the region you are interested in visiting. Your own region blinks.

Once you get a close-up ol the region, move your cursor over the dots to see the
names of cach ol them. [t can be diflicult to get the arrow onto these dots. Clicking
the right mouse button on the map will blow it up even further. Selecting FIND will
allow vou to type in the name ol'a place and have it located lor you. In most cases
you only need to type in the [irst part of a place name to get a match, Click the I'M
AT button to see where your character is currently located.

The four map [ugvmi items also act as lilters. C-Hl:!ciﬂg on one ol them hides that

Lype nE'pL'u.‘u on the map. C-Hl:i{ing an It again reveals them. Most ruginns n

Dageerlall have hundreds ol map locations. Late in the game, these lliers will
ob | s

l':l't‘l.:tll'll e Very 1'III ] I"'..'.
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Travel Options
Alter a location is selected, press the OKAY button on the Travel Options menu to
begin your trip.
You have a variety ol optians which will effect your speed, Fatigue fram the trip,
and the odds ol aveiding wandering beasties.
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These info boxes show your name. race, cluss, level, experience points earned /
experience points to go to the next level, and total gold. Lelt-click in this box to
change vour name.

This button shows your current latigue level over your possibile “relreshed”
latizue level.

This button shows your current health level over your possible “unhurt™ health
level. Clicking on it shows any diseases you may have contracted.

This shows how many pounds over max encumbrance your character is
carrying

Clicking on this and holding down the mouse button shows you i list ol
organisations ol which you are a member.

Skills: Clicking on Primary, Major, Minor, or Miscellaneous and holding down
the mouse button shows vou a list of skills of that type, expertise in each, and the
attribute that most allects it.

Clicking on this brings vou to the inventory screen.




8. Clicking on this brings you to your loghook.

9. Clicking on this exits you Irom your character sheet.

10. Your basic attributes are listed here. Clicking on one of these scores and holding
down the button gives you more information on the attribute.

I'l. Clicking on this brings vou to vour spellbook menu.

12. Clicking on this brings you to your notebook.

The Inventory Sheet

The inventory sereen is used to move your belongings. It shows three basic places
where objects might be located. These are: on your body (4), in your backpack (6), or
on the ground (9). First vou have to decide what vou wiant to do with your itEm—]ﬁ{‘]-:
1 up, [ll'l_']lF} i, equip it, ete. This is where the column of buttons comes in. For Exampiﬂ.
i you want to equip an item that is currently on the ground, select EQUIP, then click
on that item. Every item you click on (on the ground or in your backpack) will be

t:q'uip;'u:d 1|T1l't];.'uu switch to INFO, REMOVE, or whatever.

I-“r;1 r."._l-
A LR :
It!.-' li " 1

- l.___-...

I Click on this to access your inventory of weapons and armour.
2. Any magical jewellry you are currently wearing is displayed in these boxes.

3. Chck onthisto access vour inventory ol Inngh‘.‘il Items.

i
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4. Shows the WeAPONs, armour, and L‘Inlhing‘t'uu have uquippml. Also shows the
armour rating [or cach region of your body.

5. Click on this to access your inventory of clothing and other sundry items,

6. Thisis yourinventory. The image here is either vour backpack or a wagon,
indicating which inventory yvou are examining.

7. These boxes show icons representing equipment currently in inventory.
8. Click on this to access yvour inventory ol potion ingredients.
9. Thisis the "ground.” It will show a treasure chest, dead body, store shell, ee,

10. These boxes show icons representing items thar are not currently in your inven-
tory, such as those [rom treasure piles.

Wagon:
Works with the other modes. When not in a shop, the wagon and its cargo appearin
the right-hand column. You can now move items between your character and the
wagon, In simps. the u‘ngun'ﬁ CArgo appeirs in the left-hand column, ;l||rn'.-mg you to
place purchased items directly in the wagon.

Info:
Displays information about any item you select.

Equip:
Places an item on the character. 11an item on the ground cannot be worn, 1t is
transferred to your character’s inventory. The right-mouse-button will act [ike the
remove mode (see below).

Remove:
Removes a selected object from the figure. Selecting an object in the inventory gets
rid of it altogether by putting it on the ground. Selecting an object on the ground
transfers the object to your inventory. In this made, the right-mouse-button will act
like the equip mode (see above).

SEI_E{:I:
r‘i”nwsynll 10 Pilﬁt{ items to be Emugl‘ﬂ. sold, 11'[!:1il'1.,'1i. ar identified. When hll_‘n'il'lj__j.
sclected tems are moved to vour inventory, but kept highlighted. You can try
them on belore buying them. In the three other modes, selected items are moved
to “the ground" (right-hand column). Clicking an item in that column returns it
When yvou have picked everything you want, ¢lick on the BUY, SELL, RIEPAIR,
or IDENTIFY button. Only alter the transaction has been conlirmed will it be
linally transferred.

Clear:
Returns all items selected for purchase, sale, repair, or identilication.

Use:
Mostly for triggering magical items. However, there are other items that can be used,
such as letters and books. Selecting an item on the zround does nothing.

e
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Buy:
The shop owner olfers you a price lor all the items you have selected. 1l you accept
it, they are transferred to your inventory. I WAGON has been selected, they end
up in your character’s wagon.

Steal:
Is only available when you are selecting items to buy. Clicking on STEAL means
you are trying to shoplift them. Be careful. There are still’ penalties for thelt in most
cities in Tamrel,

Sell:
The shop awner offers you a price [or all the items you have selected. If vou accept
it, they are translerred from your inventory.

Repair:
The shop owner gives you a price and how long it will take him to repair the things
you selected. Il you accept his offer; the things will be removed from vour charac-
ter. Come back to the shop to get them when the time is up.

Identily:
The shop owner offers you a price and a time to identily all the items vou have
selected. IF you accept it, they are transferred [rom vour inventory. Come back to
the shop when the time is up to reclaim your character’s items.

Lexit:
In a shop, returns all items to their original locations.

Lxperience

One the biggest differences between Daggerfall and other role-playing games
(including Arena ), is the method [or tabulating experience. It never made sense to us
that a thief became a better thief alter killing a troll, but he would never become bet-
ter at lockpicking, no matter how much he practiced, until he killed another troll.

With this in mind, we decided 1o make level increases coincide with class-related
skill increases. 11 a thiel practices and uses his backstabbing, lockpicking, climbing,
:md pickpm‘lauling ﬁlLi[lh. ]11: u‘m |.n..'|.'nmi: i |:|L‘[[EI‘ IE'I:H:E

When you rest, all of the skills you used (even if you failed), and all the skills you
practiced at & guild or some other training hall, are examined. Current level and spe-
cial class-related lactors make an increase more or less likely. Your class’ Primary
skills are easiest 1o increase; Miscellaneous skills are the hardest.

Your character’s level is related to his Primary and Major skills. As these rise, so
does his level. To make the most out of your character, use the skills listed in these
two categories. The more vou use them, the faster they will increase, and the quicker
vou will zain levels.




Whenever you increase in level, you also increase vour total number of health
points. You are also given bonus points to increase your ability scores. There are
a variety ol other benefits that come with higher levels, These should become
apparent during the game.
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The Shops of Daggerfall

Buying, Selling, and Repairing

cu-u]' COUNCS N rhc' c]nrm: ]*uu wil.l. WOALe o l‘*u]‘ .-H:U.
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it does in most games. Click on the proprictor, and select the appropriate

=,

Dnu.cr 'nl.L. SCLLh'I{. and repairing icoms works as
) ] I |

menu option. Buying works a little dillerently.

Each shop has shelves and cabinets [ull of goods. To buy an item, vou must
click on the shell, not the proprictor. The screen switches to your inventory,
and vou see the shell'in the right-hand column. withits roods listed below. Be
sure to check out the different shelves and cabinets in the store. They may
have dilferent items in them.

SE|EcIing items [rom the shelves will transler them Lo vour im'unluq.'. on il
appropriate, allow you to try them on. Each item remains highlighted until it is
actually purchased. Once you have selected everything you want to buy, click on
the BUY button. The proprictor will offer you i price, which vou can either
accept or reject. There is no interactive haggling. The ollered price is calculated
from your character’s skill in mercantile negotiation, the shop keeper's skills, and
the usual lactors of quality and type ol item. I'vour character has good people

skills and good mercantile skills, he will always get a good price.

Exploring the Iliac Bay

Slwﬂps_ Guilds, Caverns, DaLacc::.

n.nr:l OEhCT‘ CL‘HT‘!'IT‘IL""H LL‘h: E‘LLC':::

Shops

The merchants ol the Hhac Bay tend 1o be :-:|1+.~fi.'n|iﬁ!5: gunphrn]cur:&. weapon-

smiths, tailors, and alchemists, to name but a lew. There are, ol course,




general stores and pawn shops for your "one stop shopping” convenience, but the
best deals and highest quality are usually found at the specialty stores.
L8 I o - l u

Not all types of stores are found in all locations. Tiny lishing villages have little
need tor alchemists, In larger cities, there are usually merchants ol all descriptions.
Value, selection, and quality may vary widely [vom one store to the next, so
shop around.

Runmmhu:‘. thu :-'|m]'|1~'.t'u|}rl' ~.~.-I|I |u.'. I'h'l|1|.l_\' 1 ]mm”l: I‘L'p:i[rﬁ aml |_'-u‘1.' murchiuldisu
Frnm you. (In Ilw ullwl‘ hﬂmi. ilh_‘k’t'IU waant o l'.itl.'r 5:.111wt]1ing. go L0 Hw 5|1:.'|*-.’1::-‘-. nol
Ll‘IL‘ 5]1 upliuu[wr.

Guilds

Guilds may have services open to the public, bur they are dilferent from shops in
that one must join a guild in order 1o take advantage ol all of its ministrations, The
Mages' Guild, the Fighters' Guild, and the various knightly orders and temples may
all tall under the general category ol "guild.” Inquiring ol people on the street will
reveal more speeific intarmation about individual guilds.

[F you decide you wish to join a 511'||t|. anyone there will be willing to sign vou up —
if you are deserving. Your worthiness will be assessed and vou will either be offered
membership, or told !.-..'|l_v you re Enu“g__'.ﬂ:]n‘. IF voure willing to work atit, you can
join any guild you wish.

Alter joining a guild, you will be expected 1o serve the guild's interests. This may
mean completing quests or studying to become a better guildmember. The reward
lor this work is promation within the guild. As you work your way up through the
guild’s ranks, you will be given more rights and responsibilities. Many guilds ofter
training in certain skills the guild considers important. There is one person in each
of these guilds who must be visited 1o receive training.

There are some guilds that operate more surpeptitiously, The Thieves' Guild and
the Assassins” Guild, are illegal organisations throughout Tamriel. One does not
approach them lor membership. A promising thiel or assassin is sought out and
given an invitation to join. Once ollered, the invitation is seldom declined. The
thieves and assassins do not take rejection very well,

Taverns
Il you do not own a house, the next most civilised place to rest and recuperate is
lhl:' lm.’il| Livernrn, 'l'li-.*l't::.'uu Can gul o l'oom wilh I'Elutivr |1|’i1.‘:u'_!..‘. |1in':': i ”ugﬂn ﬂf-:i]t:.
enjoy the bard's versilications, and chat with the pub regulars. Some ol the greatest
adventures have had their starts in :-:mnt-:_'l.'. noIsy taverns.
The innliuupur handles most of the waork at the inn, so he is the one you will want
to talk with [rst.
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Banks

At some point in the game, you will have more money and items than you can
carry. It's time to visit a bank. You can deposit unlimited money at the bank. Each
region has its own bank, so keep track of which regions you open accounts in. Every
town bank within a region has complete access to your funds.

A bank can issue a letter of credit. Gold is heavy. Some of the things you will want
to buy are too expensive lor actual gold coins, even il you load up vour wagon! The
bank will issue a letter of credit (lora small [ee), which weighs next 1o nothing. All
shops in Daggerfall will accept letters of credit, and even mive you change with
another letter ol credit il necessary.

Banks can also sell houses and ships to your character. These are both wondertul
places to store surplus items, Ships have the added bonus ol allowing your character
to travel by sea without cost. Of course, houses and ships are hideously expensive.

Palaces

The ruler of a particular region usually lives in the capitol city, which is more often
than not named alter the region itsell. Thus, il vou want to talk to the king of Dag-
gerlall, go to the capitol city Daggerfall in the kingdom of Daggerfull. Of course, not
just anyone is admitted to the roval presence. Rulers can be quite fickle, so don't give
up il you're rebulled once.

[Kings, queens, dukes, duchesses, counts, countesses. barons, baronesses, lords,
and ladies are the official power structure of the Tiac Bay. A wise adventurer will
lind & patron or patroness and build up the relationship by completing quests. All
partnerships must have a start, and sometimes it takes a little humility 1o begin an
alliance.

Other Locations

The really unusual places, witches
covens, forgotten gravevards, wiz-
ard's laboratories, harpy nests, gf{:-?iu
and other forlorn locales are not :
lound in the standard maps ol the ?} :
bay. They can be found by EH}‘II{}—
ration and luck, by linding secret and

arcane maps, or by receiving directions [rom
other people. While many of these crypts and
caverns boast untold treasure, they
also hold the promise ol death for the
unwary and underprepared.



Weaponry

Equipment stores, smithies, and locked storerooms of palaces house weapons ol vir-
tually every size and shape. Before picking a lavourite armament, consider your best
combat skills, the metal used in its construction, and its overall quality. Some
weapons require two hands to be properly wielded, so shields and additional
weapons must be sacked.
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Longsword
Battle Axe
Iatani
Clavmaore
Wirhammer
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Armour

Armour Rating is a number representing how ditficult it is for someone to hit you.
A high agility gives you an ability to avoid strikes. That, coupled with an abundance
ofarmour (so you might not [eel someone striking you), are ways to increase your
Armour Rating.

There are seven types of armour, and twelve kinds of material from which this

armour may be wrought,

Typed of Armour
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Ar'lﬂuul‘ fT)ﬂE‘E‘r‘Eﬂ[ !-'?..l."l.l'.-.l"l"l'll.}
Leather Thinand light — pertect lor thieves,
Chain Faiely thinund light. Cheap alternative 1o
plate.
lron Poor keghis armour. Heavier and more

|br'illfr: 1l|.'m stewl,

Steel The standard, Strong and Fairly light

Silver Same wuighl und !-'|II'I_'I1:T'1II as steel, but

somme monsters lear to touch 1

: Elven Slightly heavier amd stronger than steel

I [ Dwiarven Feavier but stronger than Flven.,

Oreish Rarely lound. Heavier than Dwarven and
almost wice as strong.
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Adamantium A litde heavier than Oveish, but twice as
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I=bony Very rare, heavy, and almost impossibile 1o IQ
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Daedric The relined form ol Ehany. Too heavy for ﬁ

all bur the strongest., i
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Magic

Tamrel is a land rich in magic. Magic in iis raw lorm 1s called ll‘rilEiL‘IiiL All }.n:np]r:
have a certain amount ol it and it 1s as much a part ol them as blood and bone. Given
skill and a sullicient amount of stored eneray, this magicka can be spun into an
lects.

almost limitless tapestry ol ¢

Because of its potency, training in the arcane arts is only ollicially done in Mages'
Guilds. Unollicially, many other organisations, Ivom certain knightly orders and
Thieves’ Guilds to the Necromancers, train their members in magical skills.
However, the Mages' Guilds are the acknowledged masters ol magic.

0>



While it is possible to achieve virtually any ellect through magic, certain standard
spells are most popular and can be purchased at most any Mages Guild. For someone
desirous ol a unique spell, the Spellmaker is available at the Mages Guilds once you
have risen to the proper rank..

The Circinates of Standard Spells
The lollowing spells are available at all Mages Guilds.

Depending on your own level and skill with certain colleges ol magic, actual casting
costs, spell strengths, and probabilities of spell success will vary.

Spc‘u Name L‘;u\ ot o 8 11 g Schoc -f,f;.;)

Acidie Field Destruction
Caster surrounded hj.' a medium-level L|:m‘|;|g,f: aura, nl]l-ctim_: all who come
within range.

Balyna's Antidote Restoration

Medium-level chance ol curing caster ol paralysis, poison, and mundane dis-

Cdses.
Banish Daedra Mysticism
Medium-level chance of transporting dacdra target back to the plane of
Oblivion.
Chameleon 1lusion
Il caster does not move, he or she is mostly camoullaged, as peran lnviability '
spell.
Charisma Restoration

Temporarily boosts caster’s Personality attribute.

Cure Disecase Restoration

High-level chance ol curing caster of mundane diseases.

Cure Poison Restoration

High-level chance of curing caster ol poisons.

Enm‘g:,' l.eech estruction/Kestoration

Transters stamina from target to caster with a successlul strike.

IFar Silence Mysticism
Creates asphere ol silence around i target, making spell-casting impossible
for the duration.
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Feet ol Notorgo Restoration
Temporarily boosts caster’s Speed attribute.

IFire Storm Destruction
Creates a hery aura arou nd easter, du]ivuring medium-level L!HHIH,E:L' to all
within its boundaries.

Fireball Destruction
[Fires a ball of Hame at a single warger, delivering medium to |1ig|1-|u-.'ui
damage.

IFlare Hlusion

Creates an aura of light around caster, making visibility higher.

Force Bolt Destruction/Alieration
IFires a ball of energy at a single target, delivering high-level damage and &
chanoe ol paralysis.

Fortitude Restoration

Temporarily hoosts caster’s Endurance attribute.

I'ree Action Alteration/Restoration
High-level chance ol curing, and creating an immunity to, paralysis tor the
duration ol the :-‘-[ml].

Ghost Form |]|usimw'rh:iutiiiil'ul'g*.f
Turns caster invisible and weightless, as per the spells Znvaility and
Levitation.
I God’s Fire [Destruction

I [Fires o ball ullenurgx-' ala :-'.in:_.:lu:- larget, 1|u|i1.'ur[ng very hig‘h-h:-.'u] |1.'||n;|.=:rc'.-.

Hand of Sleep Destruction/Alteration

Destroys stamina [rom a target with a successtul strike.

Hand ol Decay L Jestruction
Low to medium-level chance ol L]isintegrating a target wi h a successhul
strike.

Harbour Air Destruction

Surrounds caster with a frost-based damage aura, delivering medium- 1o

|‘|]}_:|1-|m*l:i l]:lmage.
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Heal Restoration

Heals low- 1o medium-level wounds of caster.

Holy Word Mysticism
Low= to medium-level chance of dispelling undead (zombies, skeletons,
ghosts, wraiths, et cetera).

[ce Storm Destruction
Fires ball of frost which explodes on contact, delivering medium-level damage
to all within range.

Ice Bolt Destruction

fires ball of frost which inllicts medium- to high-level damage to a single target.

Invisibility Huston
Medium-level chance of causing caster to vanish.

Iron Will Restoration
Temporarily boosts caster’s Willpower attribute.

Jack of Trades Restoration
Temporanly boosts caster’s Luck atiribute,

Jumping Alteration/Restoration
Temporanly boosts caster’s Jumping skill.

Levitate Thaumaturgy
Causes caster to become weightless and able to [loat in any direction for the
duration.

Light Husion

Creates a sphere ol light around caster, improving visibility lor the duration.

Lightning Destruction
Fires ball of lightning at a single targer, delivering high-level damage.

Magicka Leech Destruction/Restoration
Transters inherent magicka energy [rom a target 1o the caster on a successlul
strike.

Medusa's Gaze AMteration

Medium- to high-level chance of paralysing a target on a successful strike.
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Nimbleness Restoration

Temporarily boosts caster’s Agility attribute.

Notorgo's Curse Destruction/Alteration

Slows i targel with a successiul strike 1:"4.‘ L|:'.|11:|.¢_.rin;:r F-|'H:u|l.

Null Magicka Mysticism
Creates an anti-magicka sphere around caster, with a high-level chance
ol removing all magie.

Open Mysticism

Medium-level chance al unlocking a mundane or magically-locked door

Orc Strcngth [{estoration
Temporarily hoosts caster’s Strength attribute

Paralysis Alteration
Medium-level chance ol immobilising a target lor the duration ol the spell.

Remedy Restoration

Low-to medium-level chance ol curing caster ol mundane discases.
Resist Cold Alteration

Improves caster’s chance ol resisting spells based on the [rost element.

Resist Shock Alteration
[mproves caster's chance of resisting ::pu”:- based on the shock or liz_zhtning
L'|L-munl5.

Resist Fire Alleration

Improves caster's chunce ol resisting spells based on the live element.

Resist Poison Alteranion
|m;}rm'u5 caster's chanee ol resisting sfu:H!-a based on the POISOn or acid
ulun‘tunts.

Sanctuary Hlusion

Creates a powerlul invistbility on the caster which will not Lide even il the

caster weaves ol her 5[JL‘[ L

Shadow Form [lusion
Improves the caster’s abiliy to hide in the shadows, moving imvisibly in
dark places.

)¢
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Shalidor's Mirror Thaumaturgy

Medium-chance ol rellecting spells fired at caster back to the AEressor mage.

Shield Alteration
Creates a temporary shield around caster, L‘HPHEJ[L‘ nf:lhmrhing :J;unugu meant
lor the caster.

Shock Destruction

Shocks the next creature struck by the caster with lightning-based medium-
level damage.

Silence Mysticism
Quicts the next creature struck by the caster, making spellcasting impossible
for the duration.

Sleep Destruction/Alteration

F:tliguvs a larget with a successlul strike [rom the caster.

Slowlallin g Alteration

Slows the descent ol a caster when |h”i|‘|g_. so little d.‘lm:ige 15 taken on impﬂcl.

Soul Trap Mysticism
Holds the soul ol a target, so when the host body dies, the soul can be storec
lor enchantments.

Spell f"th.'-;m'plinn Restoration
Creates a sphurt: around caster to LIiS[]-L‘["EL‘ tur‘getud S[_‘I-EHS. I‘L-pIr;*nishing the
CASLETS reserves,

Spell Drain Alteration/Destruction

Drains magicka [rom a target on a successlul strike.

Spell Resistance I{uslnmliunfﬂlt-:uutinnﬂ"humnatul'g}'

Creates a sphere to dilute and 1|i:-:|h:r:-zu low-level 5|u?ll_~; I;u*gulml al caster,

Spell Shield Restoration/Alteration/Thaumaturgy
Creates a sphere to dilute and disperse low- to medinm-level spells targeted

At caster,

Spe" Rellection Thaumat llrgyh"-l:-,fsti[:isn1
Creates a ::|1|wr|: around caster to rellect 1:1rgeted :~'.|:ne||s back toward their
source.




an:'u Namre L,uﬂ Crer rn'u)} 'f'mu{{-.
thul'l:' ol Negation [estruction

Creates a sphere around the caster which may disintegrate any sentient lorm
trapped i its radius,

Spider Touch Alteration

dl -ll‘n LS hll'“’EI successl IJI["I.' Lo I'Il’._'ti ll"l.' ||'H.,‘I caster

Stamina Restoration

HEJ]]EH‘;ShuH lost stamina, invigorating the tived castor,

Strength Leech Restoration/Destruction

Translers Strength attribute points from target to caster on o successhul strike.

Toxic Cloud [Jestruction

Fires a ball of acid at a single 1arger, innirling medium-level damage.

Troll's Blood Restoration

Regenerates caster's health continuously while spell is acnive.

Vﬂrnpirir Touch Restoranon/Destruction

Translers health [rom a target to the caster |1_1.' toueh.

Water Breathing Alteration

caster to II'I'L‘HT]\ 111 3t Umh-m'utur Enrirunmunt lur ||||3 L|ur;lt'iun ol

the spell.

Water “"nlliing Alteration/T |mL|1lth|tul,

."l]]ﬂ"l-"-'.ﬁ |i'IL‘ caster o "h"b'il”i on t]'ll.' 51.11"“1'1.‘ {1|: wialter fl}t' II'IL' L:ll.il'illil.'ll'l ol IIIL' !:'i]‘.IL"”.

Wildlire Destruction
Fires a ball of lame at a single targer, mllicting medium-level damage and
then low-level damage as the Hire continues to burn.

Wisdom Restorion

Temporarily boosts caster’s |n|-.-|ﬂ:._z;um:l: attribute.

Vizard Rend .\|1t:|‘.'liil.lm’J“}'::l IC1S11]

Medium-level chance of paralysing and silencing target successlully struck.

Vizard Lock J.ﬁ""l*\'ﬁ LHCISm

Holds door securely locked lor the duration of the spell.

Wizard's Fire [ Yestruction

Fires a ball of Mame at a single targer, inllicting low- to medivm-level diumage.

HY




The SpellMaker

Creating a spell requires only knowledge of a lew rules:
l. Every spell must have a name.
2. No more than three ellects can be applied to any one spell.

3. Editing "Add Effect” gives your spell its power; selecting one of the Elements
"Fire,” "Frost.” " Electricity,” " Poison," and " Magicka” selects the element that
the spell utilises; selecting one ol the Target Types “By Touch,” “Caster Only,”
"Target at Range,” "Explosion around Caster,” or "Explosion at Range” allows
vou to select the area vou wish the spell to allect.

4, Click the "Buy Spf:”" button to inseribe the new !i]‘.lL‘" Lo your 5]'-1-|||Jnu'[-:.

For example:

Ymperia the Nighthlade comea tnto the Aages Guild, whaken from a recent encounteraith a
Fire Atronach. She wanto to be better prepared, wo wbe goca to the SpelliHaker and creates a
apell wbe names “Arowach Protection.”

She welects the A Effects battin Lo create the well...

(= 5
—iy

SEELL ST
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v Buy current apell

1. Create new upell

5 it from Spell Maker

b, Target typea: caler only, by toweh, larget al range,
explovion aroad cawler; and explovion af range

7o Alemento: Fore, Froot, Electeicitu, Poon, Hagika
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Effects:

Clicking the "Add Efteet” button brings up a list of Spell Effects available. Once an
effect has been selected, the [ollowing menu appears.
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Not all spell effects use every parameter listed below. A scroll appeiars over the menu
riving a briel description of the effect and the parameters needed 1o define the spell.

Duration:

Duration describes how long the spell remains active alter it is cast, The lirst
box shows the spell’s base duration in seconds. The second box shows how
many additional seconds are added 1o the spell’s duration it the caster is higher
than first level, The last box shows the number of levels beyvond the first level
the caster must be to gain the additional seconds of effect duration.

Chance

Chance describes the odds, lor cach spelleasiing attempt, that the spell will be
successlully cast. The lirst box shows the spell’s base chance as a percentage.
The second box shows the additional chance added 1o the spell's base chance il
the caster is higher than lirst level. The last box shows the number o levels
beyond the lirst level the caster must be to add the additional chance 1o the
base chance.

HMagnitude

Magnitude relers to the amount of power behind a spell. This can mean a vari-
ety of things — depending on the ellect—Irom amount of damage a spell deliv-
ers (o the intensity ol the light created.

The first two boxes shows the range of the spell’s base magnitude properly
read as "a random number between the first value and the second value.” The
next two boxes show the range ol additional points of magnitude (again, "a
random number between the lirst value and the second value.”) added to the

71




spell’s base magnitude il the caster is higher than first level. The last box shows
the number of levels bevond the fiest level the caster must be to 1ake the addi-
tional points ol elfect magnitude.

Cout
Shows the 5|‘u.:” puinl L'a-'nst:ing cost ol the 5{11:”.
Lxit

Returns you to the SpellMaker,

For Example:

A Defensive Spell

Ymperia looka through the list of Spell Fffechs, and finds Shield, Thes, whe thik, ta it
bt whe nece ’:'s-*_,"hr ber battle with the Feve Atvomach. She selevts thes and ﬁq.}fml ﬁ!:u{?}w il
the panameters for the Shield effect.

Recalling thal cach wtrike of the Fire Mvonach burt Yimperia w bot, whe deciden that whield
wtrength, whieh o tramdated aw magnitude, sbodd be very bigh. Ao a base magnitude, whe
make he range 20-100. She o 3th lbevel vight wow and whe wantu the damage abworption to
be at leasl an average of 70 potnty, v sbe makes the tnereave per fevel 1010 10 pointa. At fifth
level, the abield will abvorb between 70 and 130 health piinto; at wixth level, the whield will
absorly betiveen 8O and 160 bealth potnts, and v on.

If whe doea nothing about the spell, et will laot one wecond, plus an additional
vecond for every one of ber levelo, That s vecombs, which 't a long

time. On the other band, whe really wanto the ohield v whe can orvive
long enongh to euny and vhe quesses
wbe docon t need much more

than ten vecond of immunity to

get a bead wtart. She changes the
addittonal duration to read two
weconeds, wheeh means that al Jifth
."n':'f. e J'J"I'H uffw Lot for eleven
decondhe, AL aexth level, et will Lt
thirleen weconds ... Leas, f tho mavi-
s danutge abwrption o reached
e She wbhiers at the thought.

Yimperta fincrbes berapell offect,
;.IJ"L‘J:'.- an o o represent the
wpell when i 6 active, ane by
the -*;-‘r'-"f'.

An Offenive Spell

Ypera powt wanls to il the Pire
Ateonach with vometbing that whe
Fentons e s r'r'ﬂ'ft{ u_rj'rir}f_if le feel.
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Furrowing ber brow, whe decides o name the newe opell “Die Mronacl Dee Die,” From the Add
Fffects menu, whe chooves the effect Damtaige, and Health under that. There i only one para-
meler ander Damage Health : magnitude. Sbe figurea that “Die Atronach Die Die " vhould
inflict al leant fifty pointa of damage al fifth level, wo e leaves the bave magndude at 1o ]
ol bt tnereaves the magnilic tnereave o 1010 10 point, Now, abe knoww that the wpell
well antomatically inflict fifty-one pointo of damage at ber precent lecel, At vexth level, it will
inflict aixly-one potils,

She ;r.{w‘w the new .lﬁe.'.t"f :ﬂi’-.‘-’ and t about o fw_u il when whe remembery vime | af:?::{-;.- @it
the Fire Atranach. Forone thing, the Atronach wav able to burt ber without even touching her
— there wav an aura of fire thal warrounded bim, an awra whe was nol eager to re-enler. She
changes the range of the upell to "Target at Range " rather than "By Touch. ™ It would cont
mare to bay and to caol, hul abie wes ot tndereated i getling clinie enanegly to an Aironach to
touch it. The other thing whe remenbers w i book that wai that Feve Atronachs are fed by
beat, Would that imply that frout doco move damage o them? She velecto the Element

“Frt " tnatead of the defanlt "Raw Magicka,” and by the opell,

Casting Spells

To cast a spell, click the Sunburst “cast” icon or press the C key. This brings up your

ﬁpu”hunli. Now double-click on the 5pu-| you wish to cast, and the :-'|'-u|[ is activated.

I the SE}L'” casts al a range, a message will dApper Iu:”h‘@j’ﬂﬂ to click any mouse
button when you wish to cast the spell. The spell will be cast in the direction of your
A cursor,

[ the spell has a duration, an icon representing the spell will appear in the upper-
left-hand corner ol the screen lor as long as the spell is active. When the spell is
about to end, the icon will begin blinking to warm vou.

PotionMaker

Potions are like one-shot ﬁp-:”::. Certamn IL‘mp[us. g:u”d:i. and nr::r;lni:émiul:a oasl
access to PotionMakers ol their own. No SIOUP ZIVES non-members right:a to use the
PotionMaker. To use the PotionMaker, Vol have to join a gui]:] that ollers access to

one, and work your way up through their ranks.

On the lelt-hand side ol the sereen are all the sundry ingredients you have in your
inventory under the category Ingredients. [ vou are in a guild that sells additional
ingredients, l|1-.:‘1.f too will appearin the list, but tlll:_'-.' will cost an addinonal amount to
use. Keep your eye on the cost button to make certain vou are not over-stretching

Vour purse. C“ching on an item sends it to the cauldron an the I‘ighl.

Click the RECIPE button 1o bring up recipes for any potions you know how ro
make. Ol course, you can choose to adjust the ingredients a recipe calls tor and "mix
vour own.” The results can be a weaker or stronger version of the potion you were
creating, or a dillerent result altogether.




Once you have all the ingrmliulm;ynu want in the eauldron, press the MIX button,
ami;fnu will create a bottle ol a potion.

The more you ;'ul;i_\' with the PotionMaker, the ill..‘IT.l:I'_".'nu will hecome at creating
the exact potion you want. But _vnu're ZoIng {o have to male some mistakes first.
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Magical Items

There are thousands ol nms_:iq_.ﬂ irems avatlable, from Rings al |n'.'i:~".i|:niﬁt_\.r o
Greaves ol Ore Strcnglh, Many ol these are available at .-"'.'l:tges* Guilds at great
expense. There are even some unique magira] items, called Artifacts, that may not he

hnugl‘ut at any price. Keep vour ear out lor rumours ahout them.

To use a muginil iem in vour inventory, click on the Wand icon. This l.ll'iﬂg'.-i up a
list of all available magical ems. Double-click on the item you wish to use and it will

Lu: activate |

Most magical items have a limited number of uses — once this limit has been
reached, the item breaks and is useless. To avoid this, it is wise to bring your
I‘Emgic‘.‘ii iems 10 1o i gum| WEApons or anmour store to EH: i-lh:t:t' Hn[! rEl.‘hm‘__EL‘{I !'I'I:in‘l
Hme Lo time.

There are also ways of creating unique magical items ol vour own, but this is a rare
and dangerous seeret guarded by Mages' Guilds and certain temples. [t involves a
spucinl]_a' trained cralter enchanting an item with certain spells, :I{I{Iing side ettectsl
necessiry, even binding the spirits ol powerful creatures into items. It takes great
skill and wisdom to ereate a magical item, to balince its power. The Guild 1s wise not
to allow amateur IMIZes access to the pnwurllltl ltemMaker

Like the Potion Miker, no guild gives non-members or even neonates access 1o a
privilege as versatile and unforgiving as the ltemMaleer. In essence, the ltemMaker

allows you 1o enchant items [rom your inventory.

—
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[temMaker
The lollowing principles should be understood before the TtemMaker can be used:

1. Most mundane items have a certain natural enchantment potential. a limit to
how much magicka can be stored in their structure.

2, This enchantment potential can be increased by adding certain anti-magics or
side ellects 1o the item. A ring, lor L*:-c:uﬂ]l]u. citn store a ]ﬁghur‘lm'd firchall
5|:u:11 than 1t nurm:l”j.* could contain il a sitle-ellect 1s added to'it that makes the
ring unnaturally heavy.

e

Certain spirits can be bound to an item using the ltemMaker o increase the
enchantment potential of an item. These spirits bring certain magics and side-
ellects with them that cannot be removed [rom the item without removing
the spirit.

SR
N ADG IO (FECTS]

To enchant an item, first lind the item in vour inventory. You can scroll through the
items using the arrow buttons. Click on Weapans and Armour, Magic Ttems, Cloth-
ing and Misc., or Ingredients to view ttems ol dilterent categories in your inventory.
When you find the item yvou wish 1o enchant, a leli-click picks it up and drops it in
the box to the le

t ol the inventory list. It has now been selected for enchantment,

The information box in the upper lelt-hand corner ol the ltemMaker shows the
item’s inherent Enchantment Points. The cost ol the enchantment, including the pur-
chase price for certain spells and spirits, is tabulated in the Total Cost field. If you
click on the Name field, vou can rename the item, so an enchanted ring can become
“The Ring ol Regeneration” or “The Unholy Ring," depending on your taste.

Il the enchantment point total exceeds the enchantment point potential, you have
two choices. Either remove some spells or enchantments to bring the enchantment
point tatal down, or select a side-ellect or two to increase the enchantment point
potential.




WiH HANE:Bad of thal THAEONS & ARHOR

'_'i‘-ﬁfilﬁﬁﬂ" | 5 Hﬁﬁimm Y ENCHANT

TOTAL COSTI0 : ] CLOTRNG & HISC ' ITEH
= '_'_':.iul.i --‘t:""lu o

g g

‘fﬁ-.ﬁ:m“;nr

eV \nIn Bicy
-.n..:.l' FiFy KL

o | L L e
el sl :-'.::.1 il
Jh!ll' .-.

e L |
bt e Wl
PRt et

-
P e e E b
= s ] -
EEE -
Y e -
St i - il
R = pm
B e St

ool | i ! Sl i

s

(ADDEONIRS || T ACOSKE (HELCTS]

P - = = —— o

[t is possible in the [temMaker 1o create some very powerlul, very bizarre items.
For good or lor bad, there are few salety mLL]hmhnh when it comes to enc hanting

an item, Consider what you have made ';uull|||1.' |n.fuu:¢fulnm_. the Enchant lmuun
q.H!I.TLI I.JI :nlfm" yvour ¢ ll..‘d!li}l'l LD |||L-

Reputation

RL‘['.'I.II:!.IIIJI‘I s crucial in Daggertall. Even il social opinion is not your primary
motivation, it behoves you o lh: aware ol the connections between your words

and actions and other people’s, There is little that happens in the fmv without
a reason,

[ yvou q;n.-r:ri VOUT fime attac 1-:|n__ EVery moving -.|:-.1|1;. and m-.u|I1n" every mis-
|urtlllmlr: who lalls into 1||.1]uuu1. with vou, you w il soon discover how unpﬂpllLu'
sociopaths like voursell get treated. Likewise, treating people with respect earns
respect lor you, The golden rule is practiced all ov r (1. bay.

You are not, however, the only creature capable ol making allies and enemies. A
person is seldom a hermit, but olten a member of an order or a ruild with interested
[riends and loes. Word can move like a raging river, and some Li'l-.ll'II'lLi‘s may be hid-
den to you. The SIFANZer you jusl umlhml may be third cousin to the lmmn. anl
vour stock with his lores hip may plummet nnlluu‘&hh Your reputation with the
neonates at the Fighters” Guild may have preceded you, and they may greet you with
a compliment the lirst time vou speak with them.

Reputation altects nearly every single aspect of Daggerfull; Irom store prices tojail
sentences, from inlormation access to mrning |"r-:|tunti;tf. You will not be asked to do

70




sensitive and extremely rewarding diplomatic work il @ ruler does not trust you;
and guilds will eject vou [rom their charters if you are woo much of'a boar. The
rewards [or developing a trusting relationship with a bay resident are almost
without measure.

liverything changes, and Iriendships can be brittle things. The baron will not
always need the Dark Brotherhood, and the Dark Brotherhoaod may someday need
vou. As inany other aspect of life in the bay, think belore you act, ask questions ol
lot of dillerent people, and remember that sometimes it 1s more important to have
lun than be popular.

Bedstiary

There are more than ﬁﬁy varieties ol
adversaries that VOu may face in the

COursa ol l'||,'l_'!I.II+ il.';_l ventures.

It is il'}:p[lrlant to note that while all
ol the ereatures listed below are, by
nature, antagonistic to human beings
igl:l‘ll. and
several are capable ol more than

and elves, many are intel

iust [renzied combat.

Studies ol several creatures ol the
lliae Bay region have shown mdividual lan-
suages and cultures, some rivalling our own for
sophistication. Learning their languages
may be the lirst step toward under-
standing these wild beings. Who
liﬁ[.’l“’ﬁ wl‘l:ﬂ sccrels un]{nuwn 1y
civilised Tamrielans these creatures have
been privy to?

Diplomacy is seldom possible with these
*Monsters,” perhaps due to barriers other than
language. In such cases, a ready blade is
the cm!_v longue, and talk is blood,

Listed below are some ol the
creatures vou will be secing. These are
nol m:ue:‘-:s:tri[y the least nor most
powerful —merely a healthy sampling

ol the variety.
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4 Rats i -~
i{cgillm' urban pests are nol waorth munt'inning. Ti'll:_‘l..'
are usually more [rghtened ol adventurers than vice

versa. There exist, however, giant varieties that are

- —- the sharks ol their swamps and sewers. Their streng| h ___v i
- lies in their ffrm‘.lly. the size ol their pm:ks. and the viru- -
f \ lence of the disease transmitted by their bites. A seasoned, v
-l .

4\’ well-armoured adventurer can pass through swarms of s
" the little beasts in relative safety. but underestimating -~ ,Lg_?t
'-:"}J.‘F- their brute cunning can be the last mistake that the less %

J experienced will ever make.
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% Imps

A ['he u'mgml ]mps have mMysterious orngins,
LR s 1l - iy . .

& (b, Some say that they are little hiends from }.
_;:i“- * Oblivion, servants ol the great Daedra Princes that X

= have been sent to Tamriel as nuisances or in some darker t‘.',.h‘JE
¥ "i: i mission. Others say that they are like the Atronachs or -~ 7 Y-
3 ¥, golems, creatures created from magicka as familiars or \-{“{‘-
L Ny e * L = -
o) o COMpinions 1o puwurl ul sorcerers. The truth may be that § W-
5y X both theories are correct, or that Imps are something A T
else entirely. Whatever their history, Imps are mischie-
vous creatures, capable ol casting minor but painful
spells ol pure magicka. They are certainly intelligent
M 3 and speak their own language, and they are cralty “ v
! enough that they know when to fight and when to (ee. ""“F
¥ & B
|
-+ T
R Spriggans 4 \‘:‘
w Py ey ¥
=% Luckily for adventurers, these strange woodland faieykin -
-~ are shy and reclusive, for they make very dangerous ene- ]
=i AN - mies, The old Nordic tales tell of the immortal Spriggan, > .;" £
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£ who grow larger and mightier every time they fall.
While in actuality Spriggans are not immortal, they

are virtually impossible to kill. 3
Even i they are struck down, they will regenerate . {; '
and arise to fight again. And the legend of the Sprig- | e .
gan growing larger and more powerful in each incar- "
nation is indeed truc. i
- g
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Lycanthropes X
E 34
I'hese cursed creatures are men by day, completely "y
s L] L] - X . 1] L] t -
indistinguishable [rom “normal” men, and savage 4
; - . by
hall-beast predators when the moon is full. At least oy, :?"
two lycanthropes are commaon to the Hhac Bay envi- S oA
rons: the werewoll and the wereboar. The werewall is Y w
only found in the woodlands of High Rock and rarely in v "1] g e;:
the jungles of Hammerlell, but the wereboar is found o "'{‘
" everywhere, and is the more fearsome opponent. Neither s }
"'.f,, seems to be l:ﬂpahh:r ol'a Ilmught bu_vum! bloodlust, and Y i ¢
'!'ﬁ-f-i- both are impervious to common weaponry. Their claws are \ o
i : e >}
G keen as razors and are somehow capuh[u ol transmitting AP
S K the dreaded lycanthropy to those it strikes. While lycan- A 1
thropy is a relatively simple disease for most temples o
treat, few who survive a wereboar attack are |'t|-tf:|_'-.' todo
more than be thanklul and rest lor several days. "Tis ironic
3,",,-_# to count your blessings when you have just been cursed. o ¥
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to an Ore, he or she is not 1aking notes about the
details. Ores are among the most common encoun-
ters around the lliac Bay, particularly around the

southern hall' ol the Wrothgaran Mountains, )

' They are a consistently savage group, ready lora W o =
Hght no matter the odds. Some vather eccentric researchers -
have suggested thit the Ores have a culture as ancient and ¥4
sophisticated as ours, and that their seeming mindless barbar- :‘k" n;
ity 15 somehow related to rites of passage or tests ol courage. =¥ 41“-‘

Itis hi,'-_!_h['-' [i|u:]j.' that these researchers have never [elt the _;{'_ﬂ.
sting ol an ore captain’s barbed axe. SV
- =14 ‘ 2

T4

Slaughterfishes J %
One ol nature’s most adaptable ': *'3-.’ :
predators is the Slaughterlish of the ;_‘)_QI-.
liac Bay, Averaging six leet in length, with thousands of J=
poisonous needlethin weeth, the Slaughterfish have inlested - "f'}".{f
practically every large body of water in the region. -'*;i"?;_

Unlucky ssimmers have found that even deep inland lakes M7
and underground rivers hide deadly schools. Slaughterfish X 27¥

are attracted 1w the taste ol bloody water, so injured adven- ‘1
turers are advised ro bathe only in small pools ol water.

“?'. x Centaurs w ¥
)I:r Ee : Centaurs are :ll‘ll.'il:li'll and ln_'-,'sluriu_us creatures, = :
3 - aliernately worshipped and {1&5{11:-‘.1:1{. Legends ol s
¢ - their exploits range [rom the epic to the X\ 3

» - |]m'm‘.~g|‘ap[ﬁc. perhaps lor no better reason Sl 1.9
| than that they have varied |]E|‘5n|m|itic:-‘. The Council \
- = ol Artacum have called the Centaurs "true lollowers ~ 'Y,
N ol the Old Ways" of Tamriel, relerring to the complex sys- A

—o tem of ancestor worship that Artaeum itsell espouses. All -~
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that one can certainly say about Centaurs is that in hattle, h
there are lew who are r.:qua].
L -
, > Harpies 2x
oy SRS 0
»of the sreat trasic stories told § 1 .
One of the great tragic stores told i north- ~
ern Hammertell 1s of the zroup ol eruel and -
e ; \ S~
beautilul witches who were (ranslormed (or - Y
translormed themselves, the lugeml 1s somew hat o ; 'ﬁ

murky) into hideous, deranged hall-breed Harpies, 4}. 3
Whatever the truth is behind the |L'g+:mi. the el

HHI'].‘IiL"S are a true threat to life and commerce ‘Jhlg 5"
along the Iliac Bay. Thev nest in abandoned ruins, mating x _r_h"__"'
with and then IJL'EII'I.J:‘,‘:IHE the unlortunate human males / ,?i.:, -
lht‘_'_\' caplure, While their mamacal nature makes them H';E" .
somewhat less-than-brlliant tacticians, their 5|mq: talons . *:F .
and [renzied behaviour often foree kingdoms o abandon X 2
lands to their use. Still, some say that the Harpies have . r-:J.{‘
some knowledeze passed on to them [rom their human lore- _* -t:_r.{“(‘
mulhurs: ]-:mm'ledgl: lhl.‘_\' miy giw. bt not l'.l‘l.:i_'i}’. iy S
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4 Dreughs 7
o s
‘ e : — I M
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the Dreughs are said to be the remnants ol a once-

oreat civilisation that Hourshed in the Hhace Bay ]ung
'w helore the 1st Fra. Thnugh IIIL‘:'.' have some humanoid
characteristics, 1t 1s hard 1o give credence to the [L*f._u:u-;.l

153 when one views the tentacles and the claws ol the mis- :

Al 4 o shapen beasts. There is certain evidence that the Dreughs 4\ e
> *_‘ may have amphibian qualities, for they can be found in > 4
' waterways lar inland lrom their bavside origins. It is i
5 v unlikely that the creatures themselves will offer insizhr 1o D £
e their origins, lor Dreughs are violently hostile 1o all who - o
A invade their watery domain, WY
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The peasants have colouriul
terms lor Daedra: liends, unclean

~ spirits, the evil ones, the Dark

Princes, the gods ol torment, the infernal

ones, and, most commonly, demons. Those
\ who wish to understand or battle these n::g himarish
beings, rather than live in fear, prefer the more circum-

spect term, Daedra. Itis nearly impossible to say anything
delinitive about Daedra, despite thousands ol yeurs of
scholarship devoted to their nature. Their reputation as
cruel, amoral geniuses of destruction seems to be mostly
deserved, but il they ave true evil, our delinition of evil may
need revision to include the complexity ol their natures.
Dacdra appear to have a well-organized hierarchy, and the
ones tound in our world are doubtless the weakest of the
lot, OF course, the Fire Daedra, the Frost Daedra, the

Seducer, or the Daedra Lord are among the most danger-

2O ous creatures in Tamriel, but there is certainly something
™ -
AL T greater out there in the world they call Oblivion. Perhaps
-’:[1"3' X we are already doomed to fall beneath their fire.
5,
- Vampires
v Cruel, cunning, and immortal predators, vampires hunt
iR the night, sometimes singly, sometimes in packs. Their '*"’
T powers and strength are certainly the stull ol legends — >
.* L L- ] ¥ . . 4--.. +‘
and there are said o be creatures called Vampire Ancients
S who are to Vampires as Vampires are to common man. £\ %
= ) 4 Vampires are virtually immune to physical harm and are W ¢
‘ capable ui'f::lslirtg a variety ol powerlul 5[1::‘“5. not the 1%
i\ least ol which curses the victim with the dread disease ) g
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vampirism. Like lycanthropy, vampirism can be easily cured
in its early stages, but there is no known cure lor undeath =

besides death itsell. Probably, the most horrilving thing m
about Vampires is their normaley: you can never tell if some-

: e
one is a Vampire until you feel the langs at your nuc.h. iI 0 it
what degree they have taken advantage ol this and inlil- o
trated human society is best left unimagined. ‘e
3 S
D e | -‘-E' -.-_#
ragons - 5
ag ‘_}}‘ e
The fairly common dragonling is a worthy opponent lor Y
any adventurer. [t is capable of casting a number of power- | ¥
e [ L4 - Ty i '_.*..II *
[ul spells and healing itsell in combat. Those who speak e T
their language tell us that beneath a veneer ol maddening WL
riddles and non sequiturs are minds ol great wisdom. R
& = L] L s l"- -.
Despite all their merits, dragonlings are less grand than o T
their lineage would suggest. Explorers, sages, and X A
archivists have argued lor centuries over whether the great . ,:-??
dragons of legends still live, il'in fact they ever existed. The — <.5°
people of the Alik'r Desert insist that their vast plain of \ T’_r =
sand is home to a multitude ol the Great Wyrms. Granting ;iw
the nomads their propensity tor tall tales, il there were a e
lorsaken land where the zreat Dragons still {Ty undis-
) turbed, it would indeed be the Alik'r Desert.
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GLossav]‘

Akatosh: The God ol Time, usually |'t:|.1r|.-5emi3{] asa tlr;i.,-:-nn.

Akorithi: Queen of Sentinel. She is the widow of Cameron, who was killed a the
end of the War ol Betony. Her two sons are Lhotun and Greklith. Her eldest child is
Aubk-i, the Queen ol Daggerlall.

Artilact: A very rare, very powerlul, unique magical item.
Arkay: The God of the Cycle of Birth and Death.
Aubk-i: Queen of Daggerlall and consort of King Gothryvd. Her parents are Queen

Akorithi of Sentinel and the late King Cameron. Her brothers are Lhotun

and Greklith.

Barenziah: Queen of Wayrest, and lormer Queen of Mournhold (a kingdom in the
prmrh'u:t.- ol Morrowind). C-I.Il'l"l:l'll!l‘.’ married to 'E'*.mhﬂ.'_'.'r . Barenziah has two chil-
dren by a previous marriage, Helseth and Morgiah.

Blades: A legendary group of swordsmen, with unknown allegiunce and power.

Bretons: The “native” people of High Rock, characterised by relatively light skin
and straight or wavy hair:

Cameron: Late King of Sentinel. Cameron was killed in the Battle of Cryngaine Field
by the new King ol Daggerfall, Gothrvd. His widow is Akorithi, Queen ol Sentinel.
His children are Greklith, Lhotun, and Aubk-i, the current Queen ol Daggerfall.
Class: A character’s occupation. There are eizhteen standard classes in Daggerfall,
not including the custom clisses possible.

Daggerfall: A kingdom in southwestern High Rock. 1t is ruled by King Gothryd
and Queen Aubk-i [rom their palace in the capitol city, also called Daggertall.

icially

Dark Brotherhood: An assassination zuild, prohibited by lasw, but unol
sanctioned by the many powers that unollicially use their services. The leader ol the
Dark Brotherhood is supposedly called the Night Mother.

Dibella: The Goddess al Beauty.

Eadwyre: King of Wayrest. His lirst wile was Carolyna, with whom he had a
daughter, Elysana. Alter Queen Carolyna's death, Eadwyre married Barenzial,
larmer Queen ol Mournhald.

Elysana: Princess of Wayrest. Elysanacis the only child of King Eadwyre and his
late wile Queen Carolyni.

Gortwog: King ol Orsinium and leader ol the orcs.

Gothryd: King of Daggerfall. His Father, Lysandus, was killed ar the end ol the War
ol Betony. His wile is Aubk-i, lormer Princess of Sentinel. His mother is Mynisera
and his grandmother is Nullaga.

]
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Greklith: Prince of Sentinel. Greklith is the second child of Queen Akorithi and the |
late King Cameron, and is the heir to the kingdom.

Helseth: Prince of Wayrest. First child o Queen Barenziah and the late King Sym-
machus, He has since bieen adopted by his steplather, Eadwyre.

Hammerlell: One of the nine provinces of the Empire of Tamriel, traditionally the

home of the Redguard people. Among the kingdoms that make up the province of
Flammertellis the kingdom of Sentinel.

High Rock: One of the nine provinces ol the Empire of Tamriel, traditionally the
home of the Breton people. Amang the kingdoms that make up the province of High
Rock are the kingdoms of Daggerfall and Wayrest.

lliac Bay: Central body of water separating the provinees of High Rock and Ham-
merfell.

[temMaker: A system available to members ol the 1\1:@:5' Guild (and other guﬂda_’!
'Eirlw.' which items may’ be enchanted.

Julianos: The God of Wisdom.

Lhotun: Prince of Sentinel. Lhotun is the third child of Queen Akorithi and the late
[King Cameron.

Lysandus: Lare King of Daggerfall, Lysandus was killed under mysterious circum-
stances at the beginning ol the Battle ol Cryngaine Field, at the end of the War of
Betony. His widow is Mynisera, the Dowager Queen of Daggerfall, His son and
successar is Gothryd, current King of Daggerfull. Lysandus’ mother is Nulfaga, the
so-called Mad Witch.

Mages' Guild: An alliance of spellcasters. Guildhalls are found in most every capitol
city in Tamriel.

Magicka: The raw encrzy from which mages and others fashion spells. Magicka is
usually measured in “spell points” in sentient creatures, and “enchantment points” n
nonsentient creatures. Most humans have a limited amount ol magicka (1/2 Intelli-
gence in “spell paints”) which continuously regenerates itsell. True Mages have 2x
their Tnlu”iguncc n .~1|nu|] p[:—inrs. and Snrct;rurﬁ have 3x their |ntc|“gunce ill_spu“
points (though they are unable to regenerate magicka naturally),

Mara: The Mother Goddess and Goddess of Love.

Morgiah: Princess of Wayrest. Morgiah is the second child of Queen Barenziah and
the ite King Symmachus, She has since been adopted by Eadwyre, her stepfather.

Mymisera: Dowager Queen of Daggerfall. Mynisera is the widow of King Lysandus
andimother ol King Go hrv.

Necromancers: J\ Zroup ol l'cm-g:ult:- 5!.11:“1::15[1:!‘5. notorious in Tamriel for their evil
deeds. Their supposed leader is called the King of Warms.
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Nullaga: Dowager Queen of Daggerfall, sometimes called the Mad Witch. Nulfaga
is the grandmother ol the current king ol Daggerlall, but apparently went mad at the
time ol her son Lysandus’ death and retired to the Wrathgarian Mountains.

Orsinium: The legendary homeland of the ores. The original Orsinium was
destroyed four thousand years ago, bur King Gortwog is attempting to rebuild it

PotionMaker: A system available at the Mages' Guild (and some other zuilds)
which allows members to create custom potions.

Redguards: The “native” people of Hammerlell, who areived in Tamriel in the mid-
dle of the st Era, more than three thousand yvears ago. Redguards are characterised
by relatively dark skin, and wavy or curly hair:

Schools of Magicka: The six major avenues of magical research: alteration, restora-
tion, thaumaturgy, illusion, destruction, and mysticism. For a description of each, see
the Skills section.

Sentinel: A kingdom in northern Hammerfell, on a peninsula in the Hine Day.

Queen Akorithi, the widow ol the late king Cameron, rules [rom the apitol city, also
called Sentinel. Akorithi's daughter is the Queen of Dagaerfall, Auble-i,

SpellMaker: The system that allows members of the Mages Guild 1o create custom

spells.

Stendarr: The God of Mercy and Compassion,

Thieves’ Guild: A hierarchical arrangement ol thieves, lences, procurement special-
ists, planners, and enlorcers. Though officially an illegal organisation. |
generally tolerated by the kings and queens of Tamriel.

1e Guild 15

Underking: A possibly mythical entity who has been the subject of horror stories lor
hundreds of years. A group ol mages and undead ereatures wander the land, claim-
ing to be Agents of the Underking.

Uriel Septim VII: The Emperor ol Tamriel, and liege lord of all of the kings and
queens ol the land. His forebearer, Tiber Septim, conquered the continent more than
lour hundred years ago, ushering in the 3rd era of history.

Wayrest: A kingdom at the mouth of the Bjoulsae River in High Rock. [King Fal-
wyre and Queen Barenziah rule the land [rom their capitol, also called Wayrest.
Eadwyre has one child, Elvsana, [rom a previous marriage. Barenziah has two chil-

dren, Helseth and f'i'lnl'giuh. [rom her |'u'|:1.'iuu:-' Marriage,

Zen (sometimes Zenithar or Z'en): The God ol Work and Commerce.
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