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Technical Support

Thank you lor purchasing this Virgin Interactive Entertainment product. To get the
most out ol this and all our other games take advantage ol the following product support:

If you have a modem you mav call our bulletin board service, 24 hours a day, 7 days
a week. The number in the UK is 0171 468 2022

Please try our bulletin board ar fax for the fastest customer services, If you need fur-
ther assistance with this product you may telephone ourtechnical support hotline.

Technical support : 0171 368 2266

BBS: 0171 468 2022

Fax: 0171 468 2003

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

Ifyou do telephone please be sitting in front of your computer (if possible) and with
apen and paper. Or you can write to:

Customer Services Department

Virgin Interactive Entertainment (Europe) Ltd
2 Kensington Square

London W8 5RB

This product is guaranieed for a period determined by the law of the country of
manufacture or purchase. Viegin Interactive Entertainment (Europe) Lid. reserves
the right at all times 1o make improvements in the product deseribed in this manual,
at any time and without notice. Other than required under English law, Virgin Inter-
active Entertainment (Europe) Ltd. makes no warranties expressed or implied, with
respect to this product or this manual, their quality or their litness for any particular
purpose. This does not affect your statutory rights. '

This produet is exempt from classification under UK law. In accordance with the
Video Standards Council Code of Practice it is considered suitable for viewing by
the age range(s) indicated.
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Epilepsy Warning

A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing lights. Exposure to certain light pat-
terns on backgrounds on a television screen orwhile playing computer games may
induce an epileptic seizure in these individuals. Certain conditions may induce
undetected epileptic symptoms in persons who have no history of prior seizures or
epilepsy. If you, or anyone in your family, has an epileptic condition, consult your
dactor prior 1o playing. 1f you experience any of the following symptoms while play-
ing a computer game: dizziness, altered vision, eye or muscle twitches, loss of aware-
Nness, {.!isol‘ieﬂlﬂn()“. c'll'l'\’ invﬂ!ulltar:\-' movement, or CCIT\\'UES.")TIS. imml.’[“fl'l’.'[.\' l'.li.’hlhun‘
tinue use and consult your doctor before resuming play.
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to answer: People who play role-plaving games need more than some
pretty graphics and nonstop action to:whet their clz aymores: they want depth
and character and wit and drama. They want lhu thickest. most involving
novel that lhe'\' ve ever read translated to their 15" screen, with themselves as
the hero. That's why 1 love people who play role-plaving games. They're so
requonirhle.

During the years between the release of Arena and the publication of
Daggerfall, we've danced around the answer to the question, "What's the
stary of 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 mavhe with that. The
truth is simply this: we don t know ver.

When players ask what the story to Dagaerfall is, | timagine Macbeth
asking what the story to JHacheth is before the play begins. You are the pro-
tagonist, the hero of the game —the story is what you decide to make it
There are going to be foils to vour character: people who will try 10 stop
some of your more grandiose goals, and puupie whe are there to help it it
serves them. But it is your aims and ambitions that lrame the stary. Alier all,
role-playing games are plays in which the stars are members ol the audience.
Given a large, well-appointed stage, a supporting cast of 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 u!‘.\'mn Wiy,

You have a challenge ahead of you in Daggerfall, in more ways than one,
This is a game designed 1o encourage exploration and reward curiosity.
There are opportunities to do great and herow deeds, and, likewise, puss‘\bi]i-
ties of indulging in less ... virtuous activities. You are not required to follow
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a path of righteousness nor a path of depravity, but both roads and everything in

between are apen to you—just like in real life. Unlike real life, you can switch off
potentially offensive scenarios if 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 difficult to
create a book with blank pages than one where the story is complete. Daggerfall is
a heartfelt group effort by all the programmers, writers, artists, and designers who
worlked on this project. Special thanks are merited by a group of our dearest
friends (and harshest critics) who have the official title of “beta testers,” but who
contributed to everything from writing lables for the bookstores to designing shop
and castle interiars. And, of course, we would not have known what direction the
Elder Scrolls needed 1o take without the letters, posts, and telephone calls from the
fans of Arena.

And sowe turn the question back to you, “What's the story?" 1t is not for us fo

answer. Follow your own spirit and tell your own story in your own way. We hope
on l_\.r o heip you malke it real.

The “Replay the Save Game” Strategy

Mast computer gamers use the save game to maximise their plaving 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 of lucky breaks
and perfect choices.

Role-playing is not about playing the perfect game. 1t is about building a character
and creating a story. Bethesda Softworks has worked very hard 10 make Zibe £/der
Serolliz Daggerfall & game that does not require players to replay their mistakes. All
adversity can be overcome, excepting anly the character's actual death. In Fact, you
will never see some of the most interesting aspects of the game unless you play
through vour mistakes.

I your 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. How-
ever, il your character is caught pickpocketing, if a quest goes wrong, or some other
mundane mishap occurs, let it play out. You may be surprised by what happens next.
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n 2C 896 a noble \\nﬂ-im——kinq named CTiber Scpcim
rOse om The Turmoil u]c the civil wars thar

consumed the continent uf -Cm“ricL and }n-ucl.c\inmd

himsell Emperor. Manv opposed his claim and were crushed beneath
his might like sputtering sparks of lame. The year after his conquest, when
Septim was crowned first Emperor of Tamriel, he declared also the beginning
of a new era, the third era of Tamriel. But this is all ancient history 1o you.

You were born'in 3E 375, during the reign of the twenty-first Emperor of
Tampriel, Uriel Septim VI1. The civilisation that Tiber Septim forced onto the
subjects of his Empire has nearly fallen: as The Elder Serolls predicted, the
bloody wheel has nearly turned all the way back 10 anarchy. Some call it the
whim of Jephre the Storvieller who erafts fate for his divine amusement.
Otherssay that the unworthy heirs of Tibar allowed their vassal kings too
much liberty or lacked their ancestors” militaiy genius. A few look to the
character of the people of the Arena of Tamriel and remark that no one could
create d lasting empire in such a place — Tiber must have had supernatural
aid o accomplish what he did. Such theorising is best left 1o the Scrolllceepers
of the Imperial City 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 friend. Trust
is a hard prize to win from Uriel Septim. He trusted his last Imperial
Battlemage, the power-mad Jagar Tharn, and it nearly destroyed him. His

un)
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current Imperial Battlemage, Ocato of Firsthold, long of the Elder Council,
has alone earned the position of the Emperor's confidante and chiel advisor.

When the Emperor summoned you to his audience chamber, you were not
surprised that he asked you o arrive after 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 official 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 equally
avaricious descendants,

Uriel Septim greeted you formally, in urter

darkness, as Ocato lit a single candle, emanating

the barest illumination. This was to be an unusu- |
ally surreptitious meeting, even for the cautious |

Uriel Septim.

“Please excuse the gloom,” he began, with a I
solemnity that you had never heard before from him,
“but none may know of our meeting, The nature of
my trouble is darker still. Irs subject is King
Lysandus of Daggertall, a man who died overa
year ago, honourably, on the field of barle.”

You started to respond, but were silenced.
[t was peculiar of the Emperor not to allow
you any questions or comments, He almost
seemed to be afraid of too much inguiry into this
particular afair,
Without pause, the Emperor continued.
“He was as great and as loyal a subject. ally, and
[riend to me as you are. I did grieve for him ... but
I now hiear his spirit will not rest. It haunts his
former kingdom crying for revenge. I donot
know why such a good and loyal man would be
so cursed, but perhaps you could find the rea-
son. You could close the marble jaws of Obliv-
ion and put his soul to peace. 1 ask this of you
as your Emperor, and also as your friend.”

"1 have one other lesser request, Several
years ago, [ sent a letter to Lysandus” Queen
Mymisera. She now informs me that she never
received it. The message was of a ... sentimental
and personal nature, Il you would find the letter,
and destroy it, [ would be most relieved.”
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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
friendly, but absolute: “Now, my champion, rest well tonight, for tomorrow you sail
tor the kingdom of Daggerfall.”

You packed lightly, lor you understood the nature of the vovage ahead. The
Emperormeant 1o send you on a small, anonymous sailing craft down the Yrinthi
River to the Bjoulsae River, and from there across lliac Bay to Daggerfall. All three
bhodies of water, the Yrinthi, the Bjoulsae, and Iliac Bay, were notoriously infested
with pirates, and any ostentatiously-decarated craft would need 1o be conspicuously
well-delended.

Your voyage was uneventful, which made the weeks of travel 1o the Tlia¢ Bay seem
l even longer. You still had a thousand questions abour the meaning of your mission:
how were you to exorcise the spirit of King Lysandus, what was the significance
f of the Emperor's levter and where that lener might be. Recognising the futility of
pondering these unanswerable thoughts, vou concentrared instead on recalling all
I you knew ol Daggerfall and the lliac Bay area.

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

Gothryd's first act as king was to make official peace with Sentinel, and to marry
Princess Aubk-i of Sentinel as a bond. You do not know whether this union has
proven wise.

The third major power in the lliac Bay, besides Daggertall and Sentinel, is the
Kingdom of Wayrest, ruled by elderly King Eadwyre and his wife. She was the
legendary former Qucen of Mournhold, Barenziah. Both have children of near ly the
same age from prev: 10us mdrrmgt.s and lhmsgh vou do not know the parllcu|.1r'- you
recall hearing rumours that there exists a dispute over the succession. It would cer-
tainly be worth your while to take a trip to Wayrest. It is said to be a kingdom of
great treasures, where the merchant classes have made their land rich by trade.

Your ship sailed past the ancient stone walls of Wayrest, and the Bjoulsae widened
info the brilliant expanse of the [liae Bay. Your eyes lifted from the water 1o the sky.
To the west: utter darkness —clouds boiling with fierce intensity obliterated the sun,
You did not know how soon the storm would arrive, and you considered sailing
back 1o the protected harbour of Wayrest. But, Wayrest's docks were not cheap; the
merchants could charge whatever they wished to travellers fleeing from pirates or
traders.



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

Unfortunately, the rain began a few miles west of the Isle of Balfiera. Soon it was
so dark you could hardly see your boat. But you could feel it, grinding and eracking
every time a wave struck its side. The water had darkened to a blackish violet. Your
imagination was suddenly filled with fables of the monstrous creatures that lurked
beneath lac Ba_v: weird tentacled beings, women with the bodies of 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 craﬁhlng of the waves, the -.p|||'|lel mg Ory(}ur boat, and the hlgh-
pitched howl of the wind. You were becoming deal as well as blind. You numbly
steered the ship in the direction that you hoped was north.

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

You came very near to death, but by sheer willpower you won the struggle against
the vortex beneath the sea. The storm had intensified to an unnatural tempest, like a
living thing at the command of a maleticent master. With desperate, flailing hands,
you gripped an outcropping of rock and slowly, painfully, pulled yourself toward the
clitfs edge The waves crashed against the stone wall, cracking the very surface of
the PI’ECIPILL‘ Stones jarred loose from the cliff and became deadly projectiles. As the
entire clilf face began to slough into the sea, carrving you with it, you saw the small
cavern opening. You fell into the shelter.

Your eves were adjusting to the cave’s gloom when you heard the blast behind you.
For asecond you panicked. You were buried alive! Then vou saw the tunnel —your
only way out.
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Starting Options

When Daggerfall is lirst loaded, there are three options:

Load Saved Game

IF' you already have a character in the world of Daggerfall, and you want to continue
his or her adventures, select this option. 1t leads 1o the saved game menu to choose
which story vou wish to resume.

T
Start New Game
Select this option the first time you play Daggerfadll, or any other time that you want
to create a new character and begin a new zame.
Exit

Select this to leave the program and end your adventuring for now.

Character Generation

A role-playing game is all about assuming another persona. The first part of the
game, therefore, is dedicated to creating this person who will be your alter ego in the
world of Daggerfall. Some people like to spend hours considering options and fid-
dling with statistics, 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-cutsin

Character Generation, depending on your taste and mood.
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IF you picked the option Start New Game, you will be first asked to choose your
character’s homeland. There are nine provinces of Tamriel, and eight of them are
home to unique races. When you pick your character's homeland, you are really
choosing the race of your character.

Click on the provinee you wish to be vour homeland. The Impenal Province, hav-

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

Imperial Province

Blewe

Valenwood

f.’w'\f-v..‘r ."nd.l'c;fcnuu,-:

R ace De _-ccr-.‘} Wion

Race

“!I\‘. I';m \lli"lls

The citizens of Skyrim are a tall and Fair-

haired people. Strong, willlul, and hardy,

Nords are famous for their resistance to

eold, even m.u__-'il al Frost, and are known for ]

their PrOWEss as WArrors ]

i

Elsweyr Khajiit Descended from the great cats of the deserr, |

the Khajiit are an agile, lllh‘”ly\‘nl. and

hardy people; Some chase to decorate their

Faces in the ~=_\'Ig- ol their feline anc eslors,

and most all, given the inclination, make

excellent thieves due 1o their climbing

alnlines,

IRl
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Race

Race Dr:s:ra‘f:n'un

Hammerfell

Redguards

The most naturally talented wirriors in
Tamriel, the dark Redguards of Hammertell
seem to have been ereated For bartle. In
additian to their allinity for weaporiry, Red-
gun.ri]s are blessed with I‘nanl_\‘ constitutions
and quickness of Toot,

Bretons

Highly intelligent and willful, the Bretons
have & natural bond with the lorces ol mag-
icka. Many great sorcerers have come out of
High Rack, and even the humblest Bretan
can boast a high resistance o the destructive
powers of magicka.

Argonians

The strange reptilian people of Black Marsh
seem equally comlortable in the warer —
surely no other race of Tamriel can swim
laster or lor longer than Argonians. An
intelligent. quick-footed, and agile people,
Argomians often train in magery and
thievery.

Wood Elves

The finest archers in Tamriel, the Wood
Elves of Valenwood are nimble and as quick
asthe wind. Because of their curious
natures and natural a.gi“l‘\'. Woad Elves
often become thieves,

Sumurset Isle

The tall, golden-skinned High Elves are easily
equil to Bretons in sorcerous abiliny due o
their high intelligence. force of will, and
agility. They are more susceptible 1o spells
than the peaple of High Roc k, bt by their

nature are t'nmplt‘m[\' Immune to ]1.1:11['\':;1! 101,

Morrowind

Dark Elves

The dusky, fire-eyed Dark Elves of
Morrowind are a strong, intelligent, and
quick-footed people. They are legendary
sorcerers and warriors, witha prowess with
sword and bow rivalling that of the Red-
ruards and Wood Elves.

1l



After choosing a homeland, you will be asked to pick a gender, and then your
character’s “class.” Your character’s class is the equivalent of occupation and philos-
ophy. Itis 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.

.'\ LY harancr's L‘.I&L"’\j ShD'LI][i h(‘.‘ SEI({L‘I(H'I \\'ill'l _‘.:’I'L?(ll care. “‘_\’('IU arg not sure \-\u‘l‘h’!l

class best suits you, take ﬂ[l\'ﬂmagc of the next character gene raiion uplion,

! WOULD YOU UKE TO:

Vo r— v ——
Choose fron o 'list of possible |
cozzes to slav. You can also
reats your own  custon
chorocter clogz bv choosing

i R e ———

Generate vour characters class

By Ansudringd ten questions

to daterning the clasz most
ARatible o wou?

Choose from a list of possible classes to play

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

The last entry on the seroll is the
Custom option, il vou decide you want to
pel‘sunu“.\‘c yourown uniquc 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%

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
your champion, instead of you, the player
Use the result only as a guideline. You do not
have 1o select this class as the one you wish
to play.

12
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Standard Character Classes

Thieves:
Crime most certainly pavs. Ask any thief. The thief is the most versatile criminal class,
capable of any skulduggery and sham. For thiefly skills, a high agility is essential, and
intelligence and speed are also very important. A Freelance thief may find the tde of
the law overwhelming, but a member of the Thieves Guild will have evened the odds.
Of course, working against the odds is often the verv spice the thief desires.
Primary Skille: Pickpocketing, Stealth, Shor Blade
Major Skills: Backstabbing, Climbing, Lockpicking

Burglars:
A'good burglar can strip a palace to its loundations without wiking a soul. Let the
vulgar delinquents mug and kill for their gold — the burglar is agile, silent, and curi-
ous as a cat, Sometimes it is the challenge ol a supposedly insurmountable lock or a
tiveless guard that sets their blood ta burn. More often, it is simple greed. High
agility, sharp intelligence, and speed mark the successlul burglar.
Primary Skilly: Lockpicking, Stealth, Climbing
Mapor Skillo: Mercantile, Dodging, Running

Assassins:
his is the business-like attitude of the assassin: we are the merchants whose com-
modity is death. Cold-blooded and efficient, the assassin is trained to find weakness
and to commit murder for a prolit. The Dark Brotherhood is largely composed of
assassins, and casts a hostile eve on freelancers in the field. Still, a strong, agile, and
quicklooted solo assassin can have a long, bloody, and luerative career.
Primary Skilly: Critical Striking, Backstabbing, Stealth
Mafor Skills: Short Blade, Long Blade, Blunt Weapon

Rogues
Equal parts'thiel and warrior, rogues do not avoid combat like most of the other
thiefly classes. After all, it is often elficacious to beat a few heads to get to the gold. To
this end, rogues are trained in a variety of weapons in addition to their thiefly skills, A
strong arm is as important as nimble fingers to a rogue, and speedy feet may be most
important ol all. No one gets in and out of as much trouble as a rogue.
Primary Skills: Long Blade, Climbing, Axe
Magor Skilli: Pickpocketing, Backstabbing, Streetwise

B o’ B8 3%




Acrobats

An expenenced acrabat is as ditficult to hit or hold as a drop of quicksilver. Dexter-
ous to a superhuman dezree, acrobats are remarkable leapers, climbers, dodgers,
runners, and tumblers. Not surprisingly, agility and speed are the most important
attributes for acrobats.

Printary Skillo: Jumping, Dodging, Running

Mjor 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. Agility and intelligence are essential for all bards,

Primary Skills: Streerwise, Etiquette, Pickpacketing

Major Skilli: Stealth, Backstabbing, Critical Striking

Warriors

In a sense, the warrior is the standard against which
all classes are iudg(rd 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

of using any weapon, any armour, and any shield.
Strength and endurance are the most essential
attributes for warriors, though agility isalsoan
important factor in combat.

Primary Sklls: Axe, Long Blade, Blunt Weapon
Major Skills: Hand-to-Hand, Archery, Short Blade

L SERU AL

Knights

Knights are the warriors elite, but their sphere is not

i et

i i i T

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.

Primaiy Skell: Long Blade, Etiquette, Blunt Weapon
Major Skills: Axe, Archery, Short Blade

H
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Rangers
Even s civilisation slowly wins its battle with the wilderness, the woodland war-
riors of Tamriel, the rangers, are unchallenged in their environment. Rangers are
hardly savages, They are supremely adaptive fighting men and women, sometimes
guardians of the forest, sometimes protectors of travellers. Whatever the individual
goal, it behoves a ranger to have great strength and endurance.
Primary Skills: Long Blade, Axe, Climbing
Magor Skells; Swimming, Blunt Weapon, Critical Striking

Archers

Archers are specialist warriors whose weapon of choice is the bow. Warriors who
pr.cf'er close melee have called the archer’s |0ng-distanu: attack dishonourable, but
to the archer, efficiency is most important. They cannot waste their arrow shots as
conventional warriors can waste their strikes. High st rcngll‘n gi ves arrows more

\ power, but I'nigl'l agiiiry is even more important for the archer.

Primary Skilly: Archery, Hand+to-Hand, Dodging

Mayor Sklls: Axe, Blunt Weapon, Critical Striking

Monks

Monks owe their martial artistry to their superhuman mental discip“nc. Their bod-
ies and I:-i'ie weapons ﬂ'ley wield are one, and such L‘onﬁni_ng annayances as shie_lds
and armour merely get in the way. Many monks even choose to reject conventional
weapons, relying on their hands and feet alone to devastating eftect. Strength,
endurance, and willpower are important attributes for monks.

Primary Skills: Hand-to-Hand, Critical Striking, Dodging

Major Skills: Swimming, Medical, Blunt Weapon

Barbarians
The true savage warriors of Tamriel, barbarians hail from the wastelands, where
only the strongest and hardiest survive. What they may be lacking in social finesse,
barbarians more than counterbalance with their battle prowess. Barbarians have
very th stl'.erlg_th and endur‘ance. and the highest starting health bonus Ufan.\'
standard character class.
Primary Skilli: Blunt Weapon, Long Blade, Axe
Major Skills: Hand-10-Hand, Short Blade, Running

Mages

Thaumaturgists, mystics, enchanters, conjurers — all great specialist spellcasters
are, at their core, mages. Mages spend vears studying the six schools of magicka,

13
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combining and juxtaposing them to creaie eliccts hel\'uud the ken. ]ntuHigL-ncc is
important for mages, as their spells are powered by magicka “pools” based on intelli-
gence. A high willpower is necessary for spells to be successfully cast.

Primary Skills: Mysticism, Alteration, Thaumaturgy

Major Skilly: Musion, Destruction, Restoration

Sorcerers
Sorcerers are much like mages, but with important dilferences. They do not regener-
ate magicka paturally within their bodies, but absorb it from the spells of others,
Their total magicka “poal"is much greater than the mage’s — indeed, they have the
greatest magical potennial of any of the standard character classes. Like their brother
mages, sorcerers must have high intelligence and high willpower.
Pramary Skifly: Mysticism, Alteranon, Thaumaturiy !
Major Skills: Destruction, Restoration, Hlusion

Healers
A sub-set ol mages, healers are specialists in the School of Restoration. Their powers
tend 1o be very strong for defence, but weaker in offence. High intelligence and
wi]]po_wer areessential for healers, as l|‘|r:_\' are for all spc“caslcrs.

Primary Skilli; Regtoration, Medical, Dodging
HMajor Skill: Thaumaturgy, Mysticism; Alieration

Battlemages

The antithesis of the healer is the battlemage, whose
credo gomes from the School of Destruction. Offensive

spells come naturally to batilemages, as defensive
spells come to healers. Intelligence and

willpower are impartant attributes for m‘,
batilemages. Sreatdilit s I
attlemage: - g

Prigtary Skills: Destruction, Long

Blade. S"'ml't Hl.‘ulr i)
Alajor: Skillo: Thaumaturgy, Dodging, Mysti- ‘
Gism 3 f
,

Spellswords

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

/6
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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 Skills: Axe, Long Sword, Running

Major Skitls: Destruction, Blunt Weapon, Alteration

Nightblades

Possibly the most feared class of all is the nightblade. They possess many of the skills
and philosophy of the thiefly classes, combined with the powers of the mage. Their
natural agility and stealth, and their mastery of the School of 1llusion, means night-
blades are seldom seen, though their hand is certainly felr. Effective nightblades

have high agility as well as high intelligence and mlipu-.w[.

Primary Skiflls: Nusion, Stealth, Dodging
Major Skills: Thaumaturgy, Pickpocketing, Lockpicking

Cr'cat'inq A Bacl&qrc“luﬂd Stcu-]'

Fast start DV autenatically

sanerating vour characters
background 7

You will 'be able to adjust
storting attributes ond skills
ithin the charactar shast.

Choose Yol choractars
caraer path by  ansuering
tweive anportant caresr
decisions that will influence
character backaround ?
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After choosing a class 1o play, vou have the option of taking charge of your charac-
g piay: ] g geol)

ter's biography or letting us create a'story for vou. Again, thisis a question of personal

p:‘i.‘]lerence. You may 1o ¢ hoose the extra involvement or gel to the game <'|IJ-I{'. k i_\-'.

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



answers to the tw Ll'.'—.' l!lll_'xliil|1.~. You will ‘-llll have a h.u'kgruu“qi story, ],1:[ you \\'i“

not have to pick all of the details yoursell.

Choose Your Character’s Career Path

Select this option if you want control over your character’s background story. You

will answer a series of multiple-choice questions, and each will influence one or
maore tll Thl_’ ".[7“'.7‘-\ .III,L_'.' :~E.|T11I'I.‘:' \\l\"” ||.'\ ("\. .ll]]“||”.”\_’.\. |]]\ L_'!I“JI‘\'. IL_'}”_]'l;_L[I[(]H_ .:l“‘llial'

tions, special abilities, and weaknesses. You might even create background triends

and enemies who may have cameo appearances in the game.

The next sereen enables you to name your character. Any name will do, provided

that it is no longer than thirty-one characters. Simply click on the top panel labelled

"Name" and type your character’s name. Then click the red OK button in the bot-

tom right-hand corner when vou are finishes

The next sereen 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 NEX]

red OK button in the bottom right-hand corner.

buttons, and when you have picked a suitable face, click on the
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The next screen shows your final attribute scores based on your class, race, and
background. All attributes range from 1 to 100, with 50 being the average score for
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 few 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 bottom arrow to remove attribute
points, converting them back to bonus points. All your bonus points must be spent
before clicking OK and going to the next and final screen.

Accribuce

Descri prcion

(Dodificr

Strength altects how much
damage you can cause in hand-ro-
hand and weapon combat, and is
a lactor in strength-related skills:

Damage: Modilier to the amount
ol damage you can infhict with
your hands or 2 weapon. The
higher the number, the more
damage is added to a strike.

}ntE"igenct direct l_\' alfecrs

how much magicka you store for
casting spells, and isa factor in
in1e||igenw-rc!mw.l skills such as
negotiations and lockpicking.

Spell Points: The amount of
I'rli:git'ka you have with which
1o cast spells. Most classes have
112 their Intelligence in spell
points —some classes have
'ﬂ'liigl’n‘liii Pnnl:‘- as 11i"__'|1 as thr“.'l.'
times their intelligence.

Willpower
(WIL)

Willpower directly atfects
your ahi“t)' to successtully cast
and resist the effects ol other
spells.

Magic Defence: The penalty or
bonus you have to resist an
opposing spelleasters spells.

Agility directly aftects chances

o hitting an enemy with a weapon
or spell, and ol avoiding an enemy’s
weapon or spell.

To Hit: The bonus or penaliy 1o
the adids of syccesstully siriking
an vpponent.

Ta Defend: The bonus or penalty
to your armour rating based on
vour nimbleness.

Speed affects vour movement
vate and all speed relared skills.

Ni)]le
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Endurance Endurance directly affects Health: This number 1s added 1o
(END) your number of health pointsand | your health points whenever you
healing rate, and is a factor in rise in level.

resisting poisons, spells, and ‘e
SSLHIE ORI e Heal Mod: Modifier to health

fatigue. . :
e recovered for every hour ol rest.

Personality Personality directly alfecis None
(PER) ather people’s reactions to you,
vour odds of impressing them in
canversation, and isa factor in
personality-related skills,

Luck (LUC) Luck has a small effect on most None
any action you perform, from
unming an arrow to gl'i"iug i
“I‘h‘kl—'\'\‘s' Guilcl Sinﬂgf,

Reroll

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

Save Roll

IFyou are reasonably satisfied with your attribute points as distrib-
uted, butwant to trv your luck ata reroll, you may want to click / '
Save Roll first. The current distribution of points will / :.
be saved, and then later loaded back if you never : /
get that dream roll. If vou have j
aroll saved, and you click Save

RDH. tI'IE new. I'('I” \\’i“ I)E SH"Ed In

place of the old roll, so be careful. il ; e

Load Roll
If vou have a distribution of attribute
points saved from an earlier roll, click on
Load Roll to bring them back up &5

again. ’ / e A
F%"’\.ﬂ AR =y
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Alter finalising your major attributes, you are asked 10 do the same for your pri-

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

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

[k}”m\-’ing is a complete description of all the skills in Daggerfall:

n':&;‘l'i}Irﬁ.‘i 1

B -
Lnerning

Acoribuce

B

% Alteration WIL The Schoial of Alteration is one ol the %
% (School of avenues of magical study, This School %
‘LI Magic) concerns itsdlbwath magicka’s abuligy 10 =

G

compasition ol Any nlr|-_---' | .'-|\|.- the Sch il

chiange, often radically, the structure

ol Tusion, Alteration deals with acroal
change. not the appearance ol it. Slowfalling

Iz of the School

and Shield are two classic sps

ol Altevation. Buying, creating. and castung

-['t'“\ ot alteraton are Jiess 4 | i
m --.~|‘1'Hr\|m|||!-]ul|
Archery AGIT Characters skilled in Archery are lethall |

| _4&4@1&:}!?@@&@@@@%@@@@@@’- ERER

W II.|| '-u\-.'- .sll\l ArTOWS, \.||i|.

accuraie

Archen hl\ill 15 .llihlm.m.'.,l Vi heeked when

ever vou use a long bow or a short bow

Axe STR Characters with grear Axe skill are best i

striking targets and doing damage with all

hatcher-siyle, chopping

CAPONS §

Darttle axes and war axes

EREEREE B e e ]
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Accribuce

Descri }-rs. "

Backstabbing

AGI

An ungentlemanly but useful skill, Backstab-
bing is automatically checked whenever you
strike a target from behind. A successful
backstab delivers three times the normal dam-
age toa target. Getting behind a target aware
of your presence is quite a different challenge.

Blunt
Weapon

Your Blunt Weapon skill is checked

whenever you attack a target with any heavy,
clubbing weapon such as a mace or a staff. The
better you are, the more likely vou are to hit
and the more damage you are likely to inflict.

Climbing

Your Climbing skill is auromatically and con-
tinvally checked whenever you attempt to
scale any surface, If 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,

Critical
Striking

A character who is skilled in Critical
Striking knows how to inflict the greatest
amount of damage to any target. This does
not translate as greater accuracy; but if a suc-
cessful hit is scored, a veritable explosion of
damage will result, Assassins and other busi-
ness-like predators favour this skill,

Destruction
(School of
Magic)

The School of Destruction is one of the

sin avenues of magical study, This School is
concerned with the purely destructive capabili-
ties of magicka, evident in spells like Fireball
and Acidic Field, Buying, creating, and casting
aspell devised to harm or destroy a target is
less expensive for mages skilled in this path,

Dodging

Before something strikes you, whether it be
aspell, anarrow, or the business end of a
claymore, your Dodging skill is automati-
L'.‘i"_\' checked to see if the blow strikes home.
Shield spells and good armour are excellent
defenses, but the firstand best defence is
avoidance. And dodging is just that.




Skill

G erning
Accribuce

D:scr-fp(ism

Etiquette

PER

Characters skilled in t"lil] uette are ¢ ]1.‘.1‘|n|ng.
mannerly, witty, and deferennial —the dar-
lings of high socicty. Nobles and merchants
are won over h'v this behaviour and are more
likelv ro champion vou as "ane of our own.”
Selecting the POLITE tone while in
dialogue automatically uses this shill

Characters with great Hand-10- Hand skill are
martial artists, ca}‘uﬂ)ic ol pu nchmg and kick-
ing targets with great accuracy and dumage.

Ilusion

(Schoal
of Magic)

The School of Hlusion is one of the six avenues
of magical study. This School works with
mal.gis‘ka in its capaciy to camouflage, illumi-
nate, or obsoure without changing an object’s
structure. Invisibility and. Light are two of the
School's most baste spells. Buying, creating,
and casting a spell of llumination are less
expensive for mages skilled in this path

The more a character is skilled at Jumping,
the turther and higher he or she can leap. This
skill is checked automancally whenever you
hit the Jump key or strike the right-mouse-
button while the left-mouse-button is
depressed.

Some monsters can be pacified without resort-
ing to spells and swords. However, the charac-
ter must be able tospeak the creature’s lan-
guage, The following languages are available as
skills: Centaurian, Daednic, Dragon. Glantish,
Harpy, Impish, Nymph. Orcish, Spriggan

Your Lockpicking skill is checked whenever
youattempt to pit‘k the lack on a dooror a
chest.

Characters with great Long Blade skill are
best at stnking targets and inflicting damage
with all long-bladed, slashing weapons such
as claymores, longswords, and katanas.
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Acoribuce

INT

acters with good medical skills are able
to diagnose and trear wounds and diseases
quickly and eflectively, The skill is automati-
cally exercised when vou rest, aperating on
rlw assUmpron Ihnl |':ui']]re o s]et‘p. ou
treat your injurics, This results in g higher

hl.'a'lh]'l:_l_' rate \\']'Iilt‘ ‘.-lt!l’_'pil'lg.

Mercantile

Whenever you attempt (o haggle with mer-
chants aver prices or discern the marker
value of any item, your Mercantile skill auto-
I‘I'Iulil.'.ln_\ comes into 1-1'.‘1‘\'.

Mysticism
(Schoal
Ul’l“.r.lg"lc)

The School of Mysticism is one of the
six avenues of magical study. This School
ments with the most arcane aspects off
lliiLgir1\u and vxp.tm“rlg these "accidents”
into a uselul il eclectic range of spells
Because the forces being manipulated by
Mysticism are dangerous and unknown, the
spell effucts are purposelully specific. They
include Far Silence and Soul Trap among
many others. Buying, creadting, and casting
spells ol mysticism are less expensive for
mages skilled in this experimental path.

Pickpocketing

Your Pickpocketing skill is automatically
checked whenever you attempt to sneak

an item ofbanother person or engage in a
little shoplitiing. Not surprisingly. those
with a higher Pickpocketing skill get caunght

less olter.

Restoration

(School
of hhlgf('}

The School of Restaration is ane ol the six
avenues llr" azg 'ii[ hll.lli_\. ”IIS s('h{)l,[ i?‘u

L
devoted 1o the salubrious and soothing pow-

er's ni'nmgil.‘kn. evident in s|n-||.~ like Cure
Poison and Troll’s Blood, Buyving, ereating,
and casting a spell devised to heal a tavger are
I{“!—AQ l"[\L’“hivl‘ El“' mages '.‘I‘i"l.'ll i“ th\s P;'ll |1.

Running

You can move faster by holding down the
run ke while moving. How much faster you
muave depends upon your Running skill.
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Short Blade

STR

Characters with great Short Blade skill are
best at striking targets and doing damage
with all short-bladed, stabbing weapans
such as daggers: tantos, and short swards.

When vou approach any other creature at
hall speed or less, your Stealth skill is auto-
matically checked 1o see if they notice you.
Other factors come into play; including the
bulkiness of your clothing, the light, and the
ereartire’s perception. |F yvou are sufficiently
stealthy, they won't notice you.

Streerwise

Characters considered Streetwise know all
the slang, attitude, and tone needed 1o be
respected by the fringes of society. Undler-
world figures and peasants tend to respand
betier 1o people who adopi their siyvle.
Selecting the BLUNT tone while in dia-
l()guc ;1ulnmatiuii”l\u' uses this skill.

Abetter Swimming skill gives you more
speed and endurance in the water. Italso
enables you 1o hold your breath longer.
Argonians have a natural advaniage in this,
but they can improve their abilities with

this skill.

Thaumaturgy
(School

of Magic)

The School ol Thaumaturgy is one of
the six avenues of magical study,
This School concentrates an
exposing or manipulating
known forces and objects
within their natural laws,

Itis evident in spells like
Levitation and Detection,

No Thaumaturgical spell can
permanently change the
appearance or structure of a
force or objeet. Buying,
creating, and casting spells

ol alteration are less

expensive for miges

skilled in this path,




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 eas-
ily. Secand in importance are your Major skills, followed by your Minor skills. Fol-
lowing your Minor skills are all the other skills, the ones not considered important to
vour character class. They are referred ro as Miscellaneous skills.

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

Asin the previous meny, elick 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.

PROASOT e T

BEETART

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. I you
feel that you must change something more than a few points in this skill or that
attribute, pick the Restart button to begin character
generation again.

Otherwise, pu]-: the red OK button in the bottom left-hand corner and ]mn'ney on
Lo J’J.:I.-f_.-,k'r,.':f(’t".




Character Generation Option:

Custom Class Genemz:ion

If you want to make a character who is truly your own creation, consider the Cus-
tom Class Generator. This is available by choosing "Custom,” the last “class” choice
listed.

Name

Every class must have a name. Remember that this is your name for your class,
not for your character, and it cannot be longer than thirty-one characters.
For Example:
Lwant to play a spy in Dagaerfall, wo 1 elick on the line marked "Cliw Name ™ and type in
theword “upy.”

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

Every 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 éssential atiributes,

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

Forexample:

Spiew nzed bigher than average personality scores to charm and befude, wo 1 click on
my PER weore and add 13 pountis to if, making the minimum personality for a spy 63,
Spiea also need a little bigher willpower to stand wp to torture, a0l add 3 points to WL
Nowl need to wubtract 20 points from my other abtributes.

Spieus rely on b vather than on wrong arm tactice, wo Loubiract 7 potnta from ny STR
total. Becawwe {am not planning on betry a spelleaster; 1 feel confident in lowering my
el s base intelligence ocore. So Loabtract 10 pointa from INT. The other attributes —
agidity, speed, endurance, and luck, all seem almostas esential to apiea ao peraonality and
u'f'!{wln.'.': f\’x'/m'fm.'!z'_v. [ btract 5 potiths Trom LUC, and decide to work againal fate.

Primary, Major, and Minor Skills
Click on an empty square to bring up the list of all possible skills available in
Daggerfall. Seroll down the list and double-click on the skill that you wish to add to
that square. No square should be left empty.

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




thing else, so choose wisely. If you are unsure of the definition of a skill, right-click
on it to get a text deseription. If you are still not certain, look it up in the Skills sec-
tion of 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 difficult to improve than
vour other skills.

Forcxample:
I firat chone the Prinmary wkills for my apy claws. BACKSTABBING, STEALTH, and
CLIMBING all come to mind ar appropriate. EXTQUETTE, STREETWISE, and
DODGING are almoot aa important, s 1 chooe them aw Magor wkdlls. Fenally 1 pick
CRITICAL-STRIKING, LOCKPICKING, PICKPOCKETING, SHORTBLADE,
LONGBILADE, and ARCHERY aa the Minor akilly. Some of the otherakills also look
bﬂiﬂrgﬁ:ﬂ buit 1 ko Tl need theae bvelve.

Maximum Health Points Per Level

Add or subtract from the default value of 8 to increase or decrease your character’s
health increase per level. Note that increasing this number will increase the difficulty
tor your character tlass to advance to the next level, The dagger on the chart Skill
Adyancement 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 dagger 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 1 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.

Forexample:
Sptea tev to avord combal, v tn the intereat of letting them advance faoter, 1 decide to
decrease the maximum bealth points per level to 6 rather than 8,

Help

Select this if you want on-line help with the character generation system. You will
be given a list of help topics: general, skills, class name, health points per level, spe-
cial advantages, special disadvantages and edit reputations.

Edit Special Advantages
Seleet this 10 give your character class special abilities, those little perks like the
barbarians’ rapid regeneration and the sorcerers ability to absorb magicka from
spells cast at them. Adding any of these abilities inereases the difficulty of raising to
the next level in a character’s elass, Some increase the difficulty by more than others,
The delinitions of the special advantages follow:




S}xc:’af. Class
Ay ancage
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Resistance to
<Harmful Agent>

Members of a character class possessing Resistance are more
capable of resisting the harmful effects of paralysis, raw magicka,
poison, lire, frost, shock, or disease,

[Fyou 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 difficult lor a class to rise in
level than lightness or darkness powered resistance.

[mmunity to

<Harmful Agent>

Members of a character class possessing Immunity are more
capable of resisting the harmful effects of paralysis, raw magicka,
poison, fire, frost, shock, or disease.

Ir’\‘u“ (.'I-Imﬁﬂ to ha\"l-' an ;T“mun;[_\' il‘t [ighl ar dal'l-‘[ll!ES,_\'ﬂuF
immunity will only work in those circumstances, General immunity,
on the other hand, makes it much more difficult for a class to rise in
level than lightness or darkness powered immumity.

Spell Absorption
Greneral
In Light
In Darkness

Members of a character class possessing Spell Absorption are
given a chance equal to the average of their INT + WIL/ 2 of
automatically absorbing the magicka of a spell cast ar them and
adding it to their own magicka reserves.

1f vou choose to have Spell Absorption in light or darkness, vour |
power will only work in those circumstances. General Spell Absorp-
tion, on the other hand, makes it much more diflicult for a class ro
rise in Jevel than lightness or darkness powered Spell Absorprion,

Rapid Healing

General
I Liight
In Darkness

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

IF vou choose to have Rapid Healing in light or darkness, your
power will only work while sleeping in those circumstances, Gen-
cral Rapid Healing, on the ather hand, makes it much more dithi-
cult for a class to rise in level than lighmess ordarkness ]10\.'.'cred

Rapid Healing.

Regenerate Health
General
In Light
In Darkness
While fmmeraed
in Water

Members of a character class possessing Health Regeneration

-are able to regain lost health levels over rime without pausing to rest.

If vou choose to have Regenerate Health in light or darkness or
while immersed in water, your power will only work in those cir-
cumstances. General Health Regeneration, on the other hand,
makes it much more difficult for a class to rise in level than ligh-
ness, darkness, or water powered Regenerarion.

Bonus to Hit
Undead
Daedra
Humanoidu
Aninals

Members of a character class possessing a Bonus to Hit are
hetter at I%|1ﬁng certain types ol enemies and hind that their blows
strike more often and inflict more damage.




.Spn:in[ Class
A;ﬁuncmfc

n‘ﬁl WCion

Athleticism

Members of a character class possessing Athleticism find that
their stamina deercases much less than other classes while swim-
ming, running, and doing other strenuous activities.

Increased Magery
x Intell,
in Spell Pra
2x dniell.
in Spell P
1. 75x Intelligence
in Spell Pto
1.5 Intelligence
in Spell Pt
fnltff::yrnﬂ
in Spell Pta

Members of a character class possessing Increased Magery
have greater magicka reserves than other classes.

In comparison, most classes possess one-hall’ their intelligence
in spell points. OF course, it is also important to have skill in one
or more schools of magic in order to cast spells,

Adrenaline Rush

Members of a character class possessing Adrenaline Rush
have s burst of increased ability in a varety of combat-related
skills when they are near death from health point loss,

Expertise In:
Sbort Blade
Long Blade
Hand-to-Hand
Axe
Blum
Arebery

Members o a character class possessing Expertise in a
particular weapon type inflict more damage and strike more
often with their chosen weaponry than other classes.

Climate Survival
MHowntain

Devert

Sea

Foreat

For example:

Members of a character class possessing Climate Survival
abilities are experts in the terrain of their choosing: They are able
1o pass through such terrain casily, with little lear of getting lost,
meeting the native monsters, or missing places ol interest.

L templed by Athleticion and Expertise in Short Blade, but 1 decide inatead on Adrena-

line Ruh. Near dealh éxpertences are what upics bave for breakfinaf,

Edit Special Disadvantages
Select this to give your character class special disadvantages, like the thieves’
armour restrictions and the sorcerers” inability 1o regenerate magicka.

>0




Why would you want 1o give your beloved new character class any kind of disad-
vantage? You may not want to, but adding additional health levelsand special abili-
ties makes it more and more dillicult for a character classto increase in level. If the
dagger is high on the Skill Advancement for Class, you may want to add a few dis-
abilities to your character class so members can rise in level easily,

The following disadvantages are available:

-Sp_ccfal Class
Dimd\nntnqc

Dc-ﬁm‘rhm

In Darknes

Most character classes, even traditional non-spelliasters, regen-
erate spent spell points; albeit slowly. Characters who canner regen-
erate spell points are severely limited in the practical aspecis of spell
casting, but may replenish spent magicka with cersain potions and
spell absorption spellsand abilites.

Some characters may only be incapabile of magicka regeneration
in light or darkness, and these disadvaniages do less 1o improve
class advancement patential than the general inability 1o regenerate.

Damage
From Sunlight
From Holy Places

An unusual and restrictive disability, damage from sunlight or
fram holy places may severely limit a character’s ability 1o have a
normal lite. While the dkln'ag\: the character sutters Illlll.'t“_\ 18 “f_:hl.
pmctiu‘n”j' unnonicenble ar first, i continyes loras long as the « hae-
acter rematis at the lethal location.

Holy places are defined as any shrine or temple.

On the other hantl, damage from sunlight or haly plices i 2
(i‘}s-’.ll:l\"linm.g'l_‘ that re&dl_\' i‘lt"p's character classes which mlgh'l
atherwise never advance in levels. Use this one with caution,

Phobia
Undead
Dacdea
Humanoid
Animals

A Cha]'.].\_rcr \-\‘i[.h a Phc\bia ]‘!EI.S an acufe I.['EHI ol Sl'ln‘['tl]ln‘}_'“ .'Uji-l
that fear causes the character to react badly when facing the anath-
ema. Itis more difficult to steke successtully. 1o inflicr damage, and
to defend onesell praperly when fighting one’s worst lear.

Light-powered
Magery
Unable to cant
int darkness
Lawered casting
in darkness

A character class with light-powered magery miy have severe
limitations on its magic use at night, in dungeons, or inside buildings.
The light-powered mage may be entirely unable to cast spells, or find
tharspells have a rendency 1o fizzle or work at lesser capacity.

Darkness-powered

Magery

Unabie to caut
i leght

Linered caating
dnt dight

A character class with darkness-powered magery may have
severe limitations on its magic use during the day outdoors, The
darkness-powered mage may be entirely unable w cast spells, or
tind that spells have a tendency to Frzzle or wark a lesser capacity.




Special Class
Disads ancage

Dcff niTion

Forbidden
Weaponry
Short Blade

Blunt Weapun
Missile Weapon

Being forbidden a type of weaponry simply means that the
character class cannot use orequip any of a certain category
of armament. The character may buy or sell the Forbidden
weapons, may carry them in inventory lorever, but they may
never he at:hla"_v used.

Low Tolerance
Paralyis
Raw tfagicka
Poiuon
Fire
Froat
Shock
Disease

A chavacter with low talerance for a certain dangerons agent
usually takes maximum damage [rom exposure 1o it, and can
seldom absorb spells or other effects that use the agent.

Critical Weakness
Paralyis
Raw Magicka
Poivon
Fire
Frost
Shock

Procase

A character having a critical weakness to any dangerous agent
would be smart toavoid the allergen at all costs. There is a
chance that contact would instantly kill the character, and even
il it does nol, the character has little chance of coming out of the
experience unscathed.

This is anather of the disadvantages 1o be wary of choosing. It
will indeed help characters rise in level quickly, but at a real cost.

Forbidden Armour

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

Forbidden Shield
Type

Buckler

Round Shield

Kite Shield

Tower Shicld

Like forbidden weaponry and lorbidden armour, characters
who are forbidden shields may still possess, buy. and sell them,
they simply cannot equip or use certain types of shield.

Forbidden
Materials
Iron
Steel
Silver
Elven
Dwarven
Um'..b
Mithet!
Adamantium
Lbany
anciﬂ'.t

Characters whoare forbidden a certain material cannot use or
equip any item that is made of that matesial, whether it be a
weapon, a shield, armour, or any other type of item., The charac-
ter may possess items of the forbidden material, he or she ssmply
may not use them.




Forexample:
Beeane Fiadded Adrenaline Resh to my apy class, Enoticed the dagaer on Skill Advancement for
Clasd bao risen well above the middle paint of the chart. 1 decide that it’s important enough that iy
apy character vie quickly in levels that I'll convider adding some disadvantages o the class.
[ comsidered restricting armaur becaiwoe apies are sappoied to be more lke lghtly dresied thieves
than bulking warriors, but then [ changed niy mind. After all, I may want to émpersonate a bulk-
ing warrior one day. fnatead, 1 choove the Inabelity to Regenerate Spell Pointa tn Ceneral Divad-
vantage. Sure, it D be.nice to have that wpell point reserve fuat tn cave, but it doesnEreally go with
my character concept, Beatdes, when 1 ace the dagaer plurge down the Skill Advancement for Clizss
chart, I know I've made the right decigion.

Edit Reputations TR wevtvamons:
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 peaple will
have nothing to do with a member of that class.

&
)
E}
(v}

At its default value, all social groups are of one mind
about vour 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 generilly admired by the typical Underivorld gangater for their vavoir-faire; oo Fadd 5
poinite tomy wlirting reputation among Undericorld. 1 thought about giving nyself a conple of
points for iy reputateon with Nobelity, vince they re the people wha employ spics most often. but I
| decided againat it. Nobles may respect and rely on spies tn theiraffairs, but they don t like o see
unemployed apica banging around thetr caurt. So I decived that ther balanced theer feelings about
aptea to arnd zero,
| Poasants anducholars seldonm emplay wpico and don | bive mach need to wse thent. Thut leaves
| Merchants. Mevebants woudd probably not be averae to wsing apics, but fese of then can afford w.
Amang our otberactivitics, we re the people who let the nobles know which nerchants are cheating
theon. That wounds like quod enough reason to give wo a -3 iniléal repatation with Merchanta,

When you have completed your custom character class, click the red OK button in
the bottom right-hand corner of the screen 1o continue character generation, as out-

lined above.

'
b |
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interface and the default key assignments.

Cursor Based Interface (default)

When vour mouse 1s in the lop portion ol the screen, showing the world ol

[ }dgl'__l_'”.'..\". it assumes the ‘]lu.!,-vru\ either an arrow or an X. Holdh

the lelt meuse button while the cursor 1s an arrow moves the ¢l

same direction. The closer the arrow 12 to the a‘lié_'-' ol the screen,




character moves, Your character’s Running skill and Speed attribute derermines
your maximum rate of movement.

Left clicking when the cursor isan X interacts with whatever the X is on. This is
how your character talks, opens doors, picks pockers, pulls levers, etc. Exactly what
happens depends on the made your character is in and what type of object the cursor
ison,

If youdo net have a weapon out, right elicking will activate an object, even in the

areas where the cursor is a movement arrow. However, il you have a weapon out, it
swings the weapon. Holding down the shift key while right clicking will work any-

WI'IL"I'E‘ on [h[‘ soreen even iflIUUll 1\{!\'(' el \'i'{!;lpol'l 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 Interface

This view based interface uses the mouse to control where your character is look-
ing. As you move the mouse left; the character turns left. 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 isfacing. Speed is constant, unless you choose to run or sneak.

Pr&ising the spacehar will interact with whatever is cxai:t]__v in the centre of the
sereen. This is how your character talks, opens doors, picks por:]cel:s. pu“s levers,
et cetera, Exaﬂ[\‘ what happcns dcpcnds upon the mode your character is in and
what type of nhiet‘l the cursor is on. SpeHs are alwa_ys cast at the centre of the screen.

This interface works best when the key-
board is used for non-movement func-
tions. Pressing the ENTER key will
freeze the view and allow the mouse to
move the cursor. Thisis the only way to
get the cursor ta the icons at the bottom
of the screen. It a

so allows you to aim
spells at positions not at the centre of the sereen:

The view based interface moves your
character at a constant speed. Since their
are fimes when Vou may want to move
slowly; there is a sneak key. It is only-avail-
able when vou are using the view based inter-
face. Holding down the sneak key while mov-
ing forces your character to move slurw|_v

(40% of full speed).
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The Icons

—9

0 -

1. Character Portrait. Clicking this brings up vour character sheet. (Also F5 key)

2. Health. The higher the green bar is on your health button, the closer you are 1o
pt‘itl( health.

3. Fatigue. The higher the red bar is on your fatigue button, the more refreshed and

alert you are.

e

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

=

. Options. Clicking this brings up your Options screen. See Options section for all
features. (Also ESC l;ey\
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Key

Commeand

chcripﬂm‘|

Lege: Clicking on this displays & menu with four
options: wagon, horse, foat, exit. Riding in a
wagon allows vour character to carry many
objects and not get tired as quickly. To use any-
thing in the wagon, it must be transterred to your
person. Riding on a horse allows your character to
move faster and not get tired as quickly. When
vour character is on a horse or wagon, he cannot

enterra building or dungeon.

Bage: Clicking on this brings you to your inventory
sereen. (See Inventory)

Map: Leli-clicking on this hrings up your current
Automap (See Automap). Right-clicking on this
brings up your Travel Map (See Travel Map)

Crowed Swords: Clicking on this readies vour
weapon [or combat (See Combat). If you have no
weapon equipped, your lists will appear for hand-to-
hand combat, Important note: if you walk around
with a weapon out-or your hands clenched in fists,
peaple will generally not want to talk to vou,

Camp Fire: Clicking on this allows you to rest. Rest-
ing from time to time is important, because it helps
vou regain lost health, fatigue, and spell points.
Choose where you rest carefully: vagrancy is a crime
in most towns, and many creatures in du Ngeons con-
sider a sleeping champion a very special delicacy.

Compass. This performs as a wraditional COMpAass,
CHCL(.ing on it l)rings 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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t’E‘j[‘;’( Clicked { Dode R esule

Person | Steal Picks the person s pockets il yous

]

character 1s ¢ ||hi‘ Enouel
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(‘il,ll.‘i‘l.l.lll-. f"\:.u!\llll.u onversation 1t yvou naractet

is close '._'IIlJULl'.

Look Describes the person

R SR EREEEEE

Door Steal Picks the lock if v

L'HIIL:!l.ll

Grab Opens the door il your character is ¢los

gnoug h

Look or Talk |\'¢-F-n| ts it the door iz locked.

Treasure chest, Steal or Grab \llows your character to take any items.

11\'.111 ;mil\. - £ of1 f =T .
e Look or Talk [ Jes ||‘1:'-!lnw.-||_n--.l

Buildings \l modes Describes the building.,
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Combat

. 1 L : .
Sooner or ||11L‘I',‘\'('1U are going to have a l\g,ht. That is just a Fact of hie. In 1

fall, only a peculiar few people lead lives of quiet desperation. The rest brawl



Combat has been designed to be quick and simple, so memonise these few instruc-
tions and bits of advice. When a nest of harpies is ripping your flesh 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 qualily —be sure
to have your favourite weapon in hand. Pull out your readied weapon by clicking on
the Crossed Swords [con or pressing the A key. You may find talking to people very
difficult when you have a weapon raised,

When the Fight Begins
Toatrike with a weapon:
1. Take a swing at your target by holding down the right-mouse-button and
swinging the mouse in the direction you wish the weapon to follow.

2. Keep swinging until your foe is destroyed, or you decide that a strategic
withdrawal is in order.
To fire a wpell:

1. Open vour spellbook by pressing the backspace key.
2. Cast a spell by double-clicking on the desired spell in the spellbook.

&

. 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,
spells are always fired at the centre
of the screen.

e

. Torecast the same spell,
press Q.

To cancel a spell you
readied, press E.

en

Important Note on Combat
Skeilla

There are a number of com-
bat-related skills, from dodg-
ing to eritical striking to archery
to backstabbing. A are activated antomatically.
You will always attempt to dodge any

40
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Accack

Diagonal Slash
to the Left or Right

Horizontal Cut 1o
the Left or Right

Vertical Chop
Up or Down

Thrust Forward

Special Note on Archery

| With most weapons, “swinging” the mouse will effectively stab or slash at a
ciose-ran‘ge opponent, A bow requires t:ﬂting a shot with more precision, and is
handled similarly to liring a spell like a fireball or an icebolt. When a bow is readied,
it is aimed in the direction of the X the movement arrows torm at the centre of the
sereen. A right click of the mouse fires an arrow in that direction. In the View
Based in[el‘face. arrows are edwa-ys r]l‘etl at the centre of llw screern.

Special Note on Swings:

Adjusnncn(

Increased da mage
potent ial

Base damage potential

Much inereased
damage potential

Much decreased
damage potential

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

] 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 after it has fallen.

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

A Ad;'l tsCmens

Verv dillicult to
strike

Base skill needed 1o
strike

Very difhicult ta
strike

Very casy to strike



Swimming, Climbing, €3 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 of water or cast a levitation spell, you may
also choose to go up and down, ‘

There are several other movement controls for your character. You can make him
run; ju.mp. and crawl. When he is in the water, he can swim on the surface using the
normal keys to move forward, backward, left or right. To go underwater, hold down
PAGEDOWN. To resurface, hold down PAGEUP: The same keys work when vour
character is levifating.

Rey

Conmmand (Mosement Dcﬁcri}l:ion

Jump The faster your character is moving, the further
he will jump. If he is not moving, he will jump
straight up. Jumping will also work by pressin
the right mouse button.

Crouch This 1s good tor entering small tunnels or
pi-:|cing treasure up olf the groum‘]. Your
character moves more 510\«'1_\-' when crouched.

Hold this button down to move laster. OF
course, vour character will get tired much more

quickly if he runs constantly.

Float up Used only when swimming or levitating.

Float down Used only when swimming or levitating,

Sneak/ In the default, cursor based, interface, hold it

Look around  down to look around. Beware! It does not

change the direction you are moving. You can
maove forward while looking sideways. In the
view based interface, your character moves at

40U of ks !-LIH-SI}E‘E(I.

L




b\\-’l mming

\\ i!{“.\'(i{ld{‘- l'||||"\'|||("‘|"|'|l'\.';“‘.||l'-r-l\_|‘||i|‘-|'..\ '|||1'.|‘| i.!'l.l-! 'E";' ndll ou
swimming skill and the e to which vou are encumbered. Wearir 1ol
Daedric plate armour is guaranteed to sink the mightiest swimmer I v bee lit
tle choice but to drop your weightier items to avoid drowning

'l‘hl'['l’ are, ol caurse, certam lorces ol nature that may make this moven W
1]“.“LII|].

I
W |h-r-l'.-m are subir .‘._-\1-7!0'& lrai appears on th it-Hand side
lll.ll‘li‘ soreen [ iI;‘l 'i'l""\l':’”‘*_'.‘.’l“‘l'l'l_'\'.‘l » \l”\"“‘ I||'I-':\_li,i.l["!.',|i A " ns o
drop. When you are almost out of breath, the bar turns red, When it disappears alto-
:_!1'|i11‘|. _".'l‘ll -[I‘:‘\'. n
Ve .
Climbing
First move up next toa wall or other surface. To begin elimbing, trv to move for-
ward through the wall. Alter a moment, you will begin climbing. | {old down th
mouse }Jl”llrn .H'|\| move |LH"\'.'|‘i‘ { \‘l‘“ W 'i” notice ||]\'H VO "l L} ) ol
sionally. How often this happens depends upon your Climbing skill. It s to
fall all the way down and be injured. You must have a rope equipped to climb down
.\"h}\'l: |~H".\';1I'-.‘ (ITHI _\'UII W |l| slow E\ ~||1]‘,- ll\l“.'l'l
3




T
Levitating
&
Levitating can get vou into as much trouble as « limbing. But so long as you
observe the ‘-1|!['|J eltect icon inthe top left-hand corner of vour sereen, vou do net

r fulling. Thus, you can release the PAGE UP and PAGE DOWN but-

ir. When the icon begins to blink, the spell duration is running out

nead 1o e

ons even in s

and you should either descend to a safe location or recast vour levitation spell.

Dialogue

| rerfall, but the heart

There is plenty of combat spell creation, and ll'.l\i.'lljll:'_l' i [

of the game is Dialogue. Through Dialogue, you are able to gather information,

TeCeIvVe quests, mi | e e -'|-|> .-.!I-'l enemies, give mtormation [Ul!l!]l_‘l':i,dllll II'tLM_h maore,

e e— o
Quite, Can weu !a. L] NE
whard | hight dind POLITE
Dnmnc;vs l-m | nomMAL

1L BLUNT

1 -
|Lﬂdv Andyctor's Mad - <4 Singls, You'd find it
(o e 2 fp oo e vy
(Barpan Phartacy JRnsiny
I:Ir':: L x indeed, Ara vou faniliar
I .
|Daggerial’s Bast
Hiditinal faents?

10F coursa M9 halp wou,
Just 90 o0t of whore
ware standing.

To speal 1 someone, select the Word Balloon icon (vou may have to go through

lht-' (;i'.l|i. Look At, and Pic ! cons toget toat), .'H'hi chck on I|1|; ElliriL‘L'l with l!'lc X

CUrsorn, H !.E-ﬂ S0N does not want o ‘pt'[\l-’. o you, you \\'l“ IFL‘ givena !lll_‘\\""-".lgt_’ (18]

o talk. vou will be brought to the Dialogue menu.

Il:ul \‘”1.‘\3 I!.Ill' [METSON 15 '.\i.-llll.'.'
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Tell Me About / Any News

Tamriel is not a static world. Political allegiances shifl, nations succumb to famine
and plague, commerce rises and falls. The best way for you to find out about these
events is to read the postings at the gates of major towns, or toask, "Any News?”

The Tell Me About button is used in conjunction with Locations, People, and
Thi ngs. You can hear rumours about an_\'li‘ling related to any of the quests you cur-
rently have active. Sometimes you can even gain information that will direct you in
your quest.

Where Is ...
| Select this when looking for directions 1o°a specific place in the area.

In order to complete your sentence, you will have to choose a person, thing, loca-
tion or work. Click on the appropriate keyword category, and scroll through the
alphabetical list until you come to the keyword for which you want to get directions.
Click on that keywaord.

Select atone for your comment,

Click the OKAY button when vou are satisfied with vour sentence.

Tone
Polite: Select this 1o use your Etiquette skill to impress your target with grace and
courtesy. Certain social types respond better to this conversational siyle than oth-
ers; and, il your skill does not measure up, you are likely to Fall flat on your crass-
ness.

Normal: This is the default Tone setting, and uses your straight Personality attribute,
i Your comments are unlikely to be as colourful as polite or blunt tones, and you
will probably not impress your target, On the other hand, you are not likely to
offend either. If your Personality autribute is higher than your Etiquette and
Streetwise skills, Normal is probably the right conversational gambit for you.

\ Blunt: Select this 1o use vour Streetwise skill and adopt a slang-filled. casual hue to
your conversation. If your target is of a lower-class, urban background, he or she
is likely to warm up 10 this style. Also some nobles may find it charming if defiv-
ered convineingly. 11 you do not pullivoft well, however, you may oftend or at
least appear very silly.

Copy Comment to Notebook |
Select this buttan when you wish to have something copied to your noteboolk.
Only the NPC's current comment will be copied, in the format, “S8th Mid Year, 5E
| 407: Galerion Strae told me. ‘Listen 1o what | say, the ores are not the barbarians
| we think they are.”
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Goodbye

Select this button to exit from conversation.

Options

—

T LOAD
GAME || GAME

e MUSIC
'HEAD EOBEING.

CONTINLUE

Clicking on the OPTIONS button on your character bar or pressing the ESC key

brings you to your Options menu. From here vou can do the following:

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

2) LOAD game: Brings up the saved game sereen, 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 effects and music volumes ind(-pcndenrl.v.

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

6) Controls: This is where vou can reassign the keypresses for most game func-
tions and choose between two different mouse interfaces,

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

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 you are indoors, and one

Il].’il! appears w }Ih‘ll you are 'Tlll(lulll'tu
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In the corner is a s|1.|!'-c r'vpl'cwn!it'ﬂ__' the ‘*ll.‘;]u- ol the -h:ngrun. North is up.
blue dot is where you entered. The red dot is where you are.

The Indoor Map isa 3D orthogonal representation of 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

wao IT'\L\LIL‘S- l}ml can I'IL’ Usw] to.view a structure from within.

The “Tap-Down" mode is the default mode tor the indoor automap. The arrow
represents your current position, pointing in the direction you are facing. The yellow
arrow keys allow you to rotate or move the map to allord you a better view. The
upstairs/downstairs arrows zoom in and aut

Clicking on the red grid brings vou to the “Pergpective” mode.

The "Perspective” mode represents the building as il it were a model, making com-
ii(ll‘ hvlglllh. (]n(ll'\\-‘:i_\‘,-.. _~ul:r\v lwlh]:\. Jmil o\ u’l"Llllnl-:'F |rasses cd.‘&ll_\ I'ed llg:‘ni"-\.l!ilr'. .l-hl’
_\'t‘"m.\ arrows rotate or move the model, and the Uupstairs and downstairs arrows
move you to different levels of the map

C.]ig']\'ing on the red gl"h| returns you to the “Top-Dow n" mode




Travel Map
I{ié]!r—'lil |\'|1]E,j on [l”' \1h'||’ won on .\.‘,1”. l'ihl['\l\ tenr \;hl‘\" !”"H]gi ”i!.\-"“”'
Travel Map
Although it is possible to walk to any location in the Iliac Bay, this may take hours
of real time, so it is olten prelerable to “fasi=travel.”
Click on the region you are interested in visiting, Your own region blinks:

Onee you get a close-up ol the region, move your cursor over the dots to see the
names ol each of them. [t can be difticult 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 of a place and have it located for you. In most cases
youonly need to type in the first part of a place name to get a match. Click the I'M
AT button to see where vour character is currently located.

The four map legend items also act as filters. Clicking on ane of them hides that
type of place on the map. Clicking on it again reveals them. Most regions in
Daggerfall have hundreds of map locations. Latein the game, these filiers will

IJI.‘& Ome v l‘!'_‘. |].|f'i-' E_\

-H’tur =t
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[ SRR
‘Travel Options
After a location is selected, pressthe OKAY button on the Travel Opiions menu to
begin your trip.
You have a variety ol options which will effect your speed, Latigue rom the trip,
and the odds of avoiding wandering beasties.
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MAME : Yagnair
RACE: Braton 2 B

IEALTH: 25723
SHNCIIMDRANCE ga/lss |
AFFILINTIONS,

SKILLS! &
PRIMARY
MAJOR
HNOB
MISCELLANEOUS

— —n,

IHUENTORY| SEELLBOO

These info boxes show your name, race, class, level, experience points earned
u.\'pcricnw ]min[n- togoiol \u' next |n el, and rotal ;ﬁ.rl-‘l. Lelt-clic kin l||..~. box to
cham:_n‘ NOUr name

This button shows vour current fatigue level over your possible “reli eshed
fatigue level

This button shows vour current health les ¢l over your possible ' unhurt” health
|t¢\‘r.‘l. C]i('king on it &-]1'»\\ S any diseases you may have contracted

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

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

Skills: L‘“u'l\‘ing on Primary, Major, Minor, or Miscéllaneous and holding down
the mouse button shows you a list of skills of that type; expertise in each, and the

artribute that most alfects it

Clicking on this brings vou to the inventory screen



2 ' 1
8. C l'u'l-'.li'l_ on ths !Hlllj_“i Vvou o your |H~_-'|:\n.‘l..

9 Chickar g

On :ll'l‘- exXns _'\'-Ell ‘i'!}\]] YVOUri |'|.=l','|:,'!|}{' :\I]L’L'T,

1. Your basic atributes are listed here. Clic Lérlf:' on'one of these scores and hn|-iing

down the bution gives you more information on the attribute.

11. Clicking o

l"":H_‘\‘; vou toy U'l]l':\]‘L H!!I]Ul\ menu

P | 1
12 € I!I'l\IIIL. on this brings vou 1o 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 ||n1|\ (4), in your backpack (6), or
on the ground (9). First vou have to decide what you want to do with your item — pick
it up; drop it, equip it, ete. This is where the column of buttons comes in. For example,
ill_\ ou want to equip an iem l]lixl 15 x'll!'.r'vnl\‘\ on 1|h' L_J_n-l:lh|, select ]“(,:)LJI‘ l]\en LlILL
on that item. Ex ery Iilk’mllt\k! "li\"\ on {an the g sund or i your bac Lp‘u lcfl W 1” lle

witch to INFO, REMOVE, or whatever.

equipped until vo

ST | .
I, Click on this to ace £88 Your imventory of wedpons .Hll‘ AITIOLT,

20 Anymagical jewellry vou are currently wearing is displayed in these boxes.

3. Click on this to ace ess your inventory ol magical items.




4. Shows the weapons, armour, and clothing you have equipped. Also shows the
armour rating for each region of your bady.

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 you are examining.

7. These boxes show icons representing equipment currently in inventory.
8. Click on this to access your inventory of potion ingredients.
9. This is the "ground.” It will show a treasure chest, dead body, store shell, c1c.

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

Wagon:
Works with the other mades. When not in a shop, the wagon and its cargo appear in
the right-hand column. You can now move items between your character and the
wagon. |n shaps, the wagon's cargo appears in the lefi-hand column, allowing you 10
place purchased items directly in the wagon.

Info:
‘Displays information about any item you select.

Equip:
Places an'item on the character. 1f an item on the ground cannot be worn, itis
transferred to your character’s inventory. The right-mouse-button will act like the
rremove 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 mode, the right-mouse-button will act
like the equip mode (see above).

Select:
Allows you to pick items to be bought, sold. repaired, or identified. When buying,
selected items are moved to your inventory, but kepr highlighted. You can try
them on before 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 you have picked eveivthing vou want, click on the BUY, SELL, REPAIR,
or IDENTIFY button. Only after the transaction has been confirmed will it be
finally transferred.

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

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

wdr
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Buy:
The shop owner offers you a price lor all the items you have selected. If you accept
it, they are transferred to your inventory. If 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 teying to shoplift them. Be careful. There are stiff penalties for theft in most
cities in Tampiel.

Sell:
The shop owner offers you a price for all the items you have selected. If you accept
it they are transferred from your inventory.
The shop owner gives you a price and how long it will take him to repair the things
you selected. If you accept his offer; the things will be removed from your charac-
ter. Come back to the shop to get them when the time is up.

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

Exit:

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

Experience

One the biggest differences between Daggerfill and other role-playing games
(including Arena ), is the method for tabulating experience. It never made sense to us
that a thief became a better thief after 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 to make level increases coincide with class-related
skill increases. 1f a thief practices and uses his backstabbing, lockpicking, climbing,
and pickpm'kt‘l ing skills, he will become a better thief,

When you rest, all of the skills you used (even if you failed), and all the skills you
pragticed at a guild or some other training hall, are examined. Current level and spe-
citl class-related factors make an increase more or less likely. Your class’ Primary
skills are easiest to 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 vour character, use the skills listed in these
two categories. The more you use them, the faster they will increase, and the quicker
you will gain levels.




Whenever you increase in level, you also increase your total number of health
points. You are also given bonus points to increase your ability scores. There are
a variety of 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

nﬂ'] Times in The geune "t'l.l will want o l‘u)‘. sell
or rc],vair t]'aincls_ This is done in the various 5]\0[.!5 ;'F

Dmﬁcr‘f-nu. Scu.inc, C\I'N.“l r—cl,u\ivin'uf icoms works as

it does in most games. Click on the proprictor, and select the appropriate
menu option. Buying works a little differently.

Each shop has shelves and cabinets full of goods. To buy an item, you must
click an the shell. not the proprietor. The screen switches to your inventory,
and you see the shelfin the right-hand column, with its goods listed below. Be
sure to check out the different shelves and cabinetsin the store. They may
have different items in them.

Selecting items from the shelves will teanster them to your inventory, or, il
appropriate, allow you to try them on. Fach item remains highlighted until it is
actually purchased. Once you have selected everything you want to buy, click on
the BUY buttan. The proprietor will offer you a price, which vou can either
accept or reject. There is no interactive haggling. The offered price is caleulated
from your character’s skill in mercantile negotiation, the shop keeper's skills, and
the usual [actors of quality and type ol item. If your character has good people
skills and grmd mercantile skills, he will always geta goncl price.

Exploring the Iliac Bay
5}10!.'--5. Guil.cls. Caverns, Dcu'.cu:c::

C\ncl OTI‘\CT‘ Cammon LOCC\LCE:

Shops

The merchants of the lhac Bay tend to be specialists: gem-brokers, weapon-
smiths, tailors, and alchemists, to name but a few. 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.

Not all types of stores are found in all locations: Tiny lishing villages have little
need for alchemists, In larger cities, there are usually merchants of all deseriptions.
Value, selection; and quality may vary widely from one store to the next; so
shop around.

Remember, the shopkeeper will be happy 10 handle repairs and buy merchandise
trom yow. On the other hand, if vou want to buy something, go to the shelves; not

the sh opkecpe L.

Guilds

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

IFyou decide you wish to join a guild, anyone there will be willing to sign vou up —
ifyou are deserving. Your worthiness will be assessed and vou will either be offered
membership, or told why vou're ingligible. If you're willing to work a1 it, you can
join any guild you wish.

After joining a guild, you will be expected 1o serve the guild's interests. This may
mean completing quests or siudving 1o become a better guildmember, The reward
Jor this work is promotion within the guild. As you work your way up through the
guild’s ranks, you will be given more rights and responsibilities. Many guilds offer
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 surreptitiously, The Thieves' Guild and
the Assassins” Guild, are illegal organisations throughout Tamriel. One does not
approach them for membership. A promising thiel or assassin is sought out and
given an invitation to join. Once offered, the invitation is seldom declined. The
thieves and assassins do not take rejection very well,

Taverns
IFyou do not own a house, the next most eivilised place to rest and recuperate is
the local tavern. There youcan get a room with relative privacy, have a llagon of ale,
enjoy the bard's versifications, and char with the pub regulars. Some of the greatest
adventures have had their starts in smoky, noisy taverns.

The innkeeper handles most of the work at the inn, so he is the one you will want

to talk with first.
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Banks

At some pomnt in the game, you will have more money and items than you can
carry. It's time to visita 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 4 vegion 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 for actual gold coins, even il you load up your swagon! The
bank will issue a letter of credit (for a small fee), which weighs next to nothing. All
shops in Daggerfall will accept letters of credit, and even give you change with
another letter of credit il necessary.

Banks can also sell houses and ships to your characrer. These are both wonderful
iplaces to store surplus items. Ships have the added bonus of 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 ity which is more often
than not named after the region itsell. Thus, if you want to talk to the king of Dag-
gerfall, go to the capirol city Daggerfall in the kingdom of Daggerfall. Of course, not
just anyone is admitted to the roval presence. Rulers can be quite fickle, so don’t give
up il you're rebulfed once,

Kings, queens, dukes, duchesses, counts, countesses. barons, baronesses, lords,
and ladies are the official power structure of the lliac Bav. A wise adventurer will
find a patron or patroness and build up the relationship by completing quests. All
partnerships must have a start, and sometimes it takes a little humility to beginan
alliance.

Other Locations

The rea“}' Ullllsual Pla{!es. \\’irl: h(’:“-
covens, }brgﬁttcn grﬂ\'e_\’al'ds. \Vi?_'
ard's laboratories, harpy nests,
and other forlorn locales are not
found in the standard maps of the
l’)ay- Tl‘le.\' can be {Dund l-)‘\ &,\'p]i‘}—
ration and luck, by linding secret and
arcane maps, or by receiving directions from
other people. While many of these crypts and
caverns boast untold treasure, they
also hold the promise ol death for the
unwary and underprepared.
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Weaponry

Equipment stores, smithies, and locked storerooms of palaces house weapons of vir-
tually every size and shape. Before picking & favourite 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.

Wea pon Dan age DPand|s) Descri pTion

Diageer |6 One A double-edged, six-inch to
foot-long blade

Tanto A short stabbing spike, less
than a laot n lenglh.

Shortsworsd A sword with a two foat-long

double-edged blade.

Stall A long pole. elfective asa
cluby

Shont Bow 2 A three- 10 four-foot-1all bow,
used with arrows

Wakizashi A sword with a three foot-
long single-edied blade

Broadsword A long but broad-bladed,
double-edged sword

Mace Awar clubwith a spiked ball
an its head

Long Dow 211 Two A live- to six-foot-tall bow,
used with arrows

Wir Axe A short-handled hatchet with
a single-sided blade

Saber y Asword with a slightly
curved, single-edged blade




Weapon Dcutch

Morningstar 214
Longsword

Dattle Axe

Ratan:

Clavmore

Wiarhammer

Di-Katina

mctnl (} 'Pc

Il'{ an

Steel

Silver®
Elven
[warven
Oweish
Mitliral
Adamantium
Ebhon y

Daedric

I-)ru‘)rﬂ."‘}

Tw (4]

Descri P(&.‘n

A rod chained 1o a heavy,
spﬂml metal ball

A sword with a Hve-Toot-long
double-edged blade

A short-handled hatcher with
double-headed blade

A lour foor-lang single-edged

sword

A sword with & double-edged.
five-Toat-long blade

A heavy miller, effective nsa

bludzeon

A sword with a live-foot-long,
Fil‘lg]t‘-t'l [gmi lliinlu

 Niote: Some creaturcs, such aw werewolves, can mu’_v.[rc barmed /!_v vilver weapon.
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Armour

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

There are seven types of armoun and twelve kinds of material from which this
armour may be wrought.

Types of Armour

Armour [_.)ica‘ L’r-ui‘ccﬁ'uﬂ

Helm Head

Right Pauldron Iligh[ shoulder
and arm

Lett Pauldron Lett shoulder
and arm

Cuirass Chest and
back

Gauntlets Hands

Greaves Waist and

upper legs

Bur (159 Ll'i\'-'_t'l‘ |(‘g*~

and leet
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Ao (1 acerial
Leather

Chain

Iron

Steel

Silver

Elven
Dwarven

Orcish

Mithril

Adamantium

Ebeny

Daedric

[ldi"inq

Thinand light — perfect for thieves.

Fairly thinand light. Cheap alternative to
plate.

Paar knight's armour. Heavier and more
hirittle than steel,

The standard, Slf'(mg ancl I'iairlj.' |ighT

Same weight and strength as steel, but
some monsters lear ta wuch i

Slightly heavier and stronger than steel
Heavier but srronger than Elven.

Rarely lound. Heavier than Dwarven and
almost twice as strong.

Lighter thin Orcish, but signilicantly more
resilient,

Alintle heavier than Ovash, but twice as

strong.

Very rare, heavy, and almost impossible to
plerce.

The refined torm of Ehony. Too heavy for
all bur Ii’lu strongest.

R e e e e e e

Magic

Tamriel is a land rich in magic. Magic in its raw form is called magicka. All people
have a certain amount of it, and it is as much a part of them as blood and bone. Given
skill and a sufficient amount of stored energy, this magicka can be spun into an
almost limitless tapestry of effects.

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



While it is possible to achieve virtually any effect through magic, certain standard
spells are most popular and can be purchased at most any Mages Guild. For someone
desirous of 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 following spells are available at all Mages Guilds.

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

S_lel Nesme c;o\'cr-m’nq .S‘:fu!ol{s}

Acidic Field Desiruction
Caster surrounded by a medium-level damage aura, affecting all who come
within range.

Balyna's Antidote Restoration
Medium-level chance of curing caster of paralysis, poison, and mundane dis-
cases.

Banish Daedra Mysticism
Medium-level chance of transporting daedra target back to the plane of
Oblivion.

Chameleon lusion
If caster does not move, he or she is mostly camouflaged, as per an fnvisbility
spell.

Charisma Restoration

Temporarily boosts caster's Personality attribute,
Cure Disease Restoration
High-level chance of curing caster of mundane diseases.
Cure Poison Restoration

High-level chance of curing castér of poisons.

Energy Leech Destruction/Restoration
Transters stamina from target to caster with a successtul strike.

Far Silence Mysticism

Creates a sphere ol silence around a target, making spell-casting impossible
tor the diiration.




r E |

S‘pcli Name Governi ng School(s)

Feet of Notorgo Restoration
Temporarily boosts caster's Speed attribute.

Fire Storm Destruction
Creates a liery aura around caster, delivering medium-level damage to all
within its boundaries.

Fireball Destruction
Fires a ball of flame at a single target, delivering medium to high-level
damage.

Flare Hlusion

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

Force Bolt Destruction/Alteration
Fires a ball of energy at a single target, delivering high-level damage and a
change of paralysis.

Fortitude Restoration

Temporarily boosts caster’s Endurance atiribute,

Free Action Alteration/Restoration
High-level chance of curing, and creating an immunity to, paralysis lor the
duration of the spell.

Ghost Form Hlusion/Thaumaturgy
Turns caster invisible and weightless, as per the spells Javaidlity and
Lewitation.
God's Fire Destruction
Fires a ball ol encray at a single targer, delivering very high-level damage.
&) 5 & g very hig
Hand of Sleep Destruction/Alteration
Destroys stamina [rom a target with a successtul strike.
| Hand of Decay Destruction
Low to medium-level chance of disintegrating a target with a successtul
strike.
Harbour Air Destruction

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

high-level damage.
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Heal Restoration
Heals low- to medium-level svounds of caster:

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

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

Ice Bolt Destruction

Fires ball of frost which inflicts medium- 10 high-level damage 1o a single target.

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

Iron Will Restoration
Temporarily boosts caster's Willpower attribute.

Jack of Trades Restoration

Temporarily boosts caster's Luck attribute.

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

Levitate Thaumaturgy
Causes caster to become weightless and able to float in any direction for the
duration,
Light [lusion
Creates a sphere of light around caster, improving visibility for the duration.
Lightning Destruction
Fires ball of lightning at a single targer, delivering high-level damage.
Magicka Leech Destruction/Restoration
Transters inherent magicka energy from a target to the caster on a suocessful
strike.
Medusa's Gaze Alteration

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




S‘uell Neanre Govcmvi " Scfuu'[(s}

Nimbleness Restoration
Temporarily boosts caster's Agility attribute.

Notorgo's Curse Destruction/Alteration
Slows a target with a successful strike by damaging Speed.

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

Open Mysticism

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

Orc Strength Restoration
Temporarily boosts caster’s Strength attribute

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

Remedy Restoration

Low- to medium-level chance of curing caster of mundane diseases.
Resist Cold Alteration

Improves caster's chance of resisting spells based on the [rost element.

Resist Shock Alteration
Improves caster’s chance of resisting spells based on the shocl or lightning
elements.

Resist Fire Alteration

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

Resist Poison Alteration
Improves caster’s chance of resisting spc”s based on the poison or acid
elements,

Sanctuary Hlusion

Creates a powerlul invisibility on the caster which will not Lade even il the
caster weaves other spells.

Shadow Form Husion
Improves the caster’s ability to hide in the shadows, moving invisibly in
dark places.
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Shalidor's Mirror Thaumaturgy
Medium-chance of rellecting spells fired at caster back to the aggressor mage.

Shield Alteration
Creates a temporary shield around caster, capable of absorbing damage meant
for the caster.

Shock Destruction

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

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

Sleep Destruction/Alteration
Fatigues a target with a successtul strike [rom the caster.

Slowfalling Alteration
Slows the descent of a caster when falling, solittle damage is taken on impact,

Soul Trap Mysticism
Holds the soul of & target, so when the host body dies, the soul can be stored
for enchantments.

Spell Absorption Restoration
Creates a sphere around caster to disperse targeted spells, replenishing the
caster’s reserves.

Spell Drain Alteration/Destruction

Drains magicka from a targer on a successful strike.

Spell Resistance Restoration/Alteration/Thaumaturgy
Creates a sphere to dilure and disperse low-level spells targeted at caster.

Spell Shield Restoration/Alteration/Thaumaturgy
Creates a sphere to dilute and disperse low- to medium-level spells targeted
at caster.

Spell Reflection Thaumaturgy/Mysticism
Creates a sphere around caster to reflect targeted spells back toward their
source.
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Sphere of Negation Destruction
Creates a sphere around the caster which may disintegrate any sentient form
trapped in its radius.

Spider Touch Alteration
Paralyzes target successlully touched by the caster.

Stamina Restoration

Replenishes lost stamina, invigorating the tived caster.

Strength Leech Restoration/Destruction

Transters Strength atiribute points from target to caster on a successlul strike,

Toxic Cloud Destruction

Fires a ball of acid at a single target, inflicting medium-level damage,

Troll's Blood Restoration

Regenerates caster’s health continuously while spell is active.

Vampiric Touch Restoration/Destruction
Translers health from a target to the caster by touch.

Water Breathing Alteration
Allows the easter to breath in an underwater environment for the duration of
the spell.

Water Walking Alteration/Thaumaturgy

Allows the caster to walk on the surface of water for the duration of the spell.

Wildfire Destruction
Fires a ball of lame at a single target, inflicting medium-level damage and
then low-level damage as the fire continues to burn,

Wisdom Restoration

Tempararily boosts caster’s Intelligence attribute.

Wizard Rend Alteration/Mysticism
Medium-level chance ol paralysing and sileneing target successlully struck,

Wizard Lock Mysticism
Holds door securely locked for the duration of the spell.

Wizard's Fire Destruction
Fires a ball of Name at a single target, inflicting low- 1o medinm-level damage,

Y



The SpellMaker
Creating a spell requires only knowledge of a few rules:
I. Every spell must have a name.
2. No more than three effects can be applied to any one spell.

3. Editing "Add Eftect” gives your spell its power; selecting one of the Elements

"Five,”"Frost,” "Electricity,” “Poison, " and “Magicka selects the element that
the spell utilises; selecting one of the Target Types "By Touch,” “Caster Only,”
"Target at Range,” " Explosion around Caster,” or “ Explosion at Range” allows

you to seélect the area you wish the spell to affect.

A (.‘t'u'l-\ 1llc ”Bu\‘ S “:”.. i;ml(m (8] in:‘-uriln- I|w new § 1\'“ o your s w“inlnl\.
LY I ; I

For ('.\.'{H”I[JJ(('.'

Yimperia the Nightblade contea into the Mages Gadld, sbaken from a recent encounterwith a
Fire Atronach She ivants tohe better prepared, s she gocs to the Spelltaker andéreatesa
apell wbe mames “Alvonach Protection.”

Shewelect the AW Effects batton to creare the apell...

Al J-f-':'ﬂi'd'f
2 feon seleetor

. By ctnreitt .J,M'ﬁ

1. .I'|'rH’('H('Il'|'!’('I!f‘I

5. Bxdt from S/J.-/."J)'m('rr

Faspel typeas eapteronly, by toweh, target ul rnge,

=

explovion atound coater; and explooton al eange
7. Aileminta: Fire, Froot, Blecteicity, Powon, Magika
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Effects:
Clicking the “Add Effect” button brings up a list of Spell Effects available. Once an
effect has been selected, the following menu appears.

Not all spe“ eflects use every parameter listed below. A scroll appesrs over the menu
giving a brief deseription of the effect and the parameters needed 1o define the spell.

Duration:

Duration describes how long the spell pemains active after it is cast. The first
box shows the spell s base duration in seconds. The second box shows how
many additional seconds ave added to the spell’s duration it the caster is higher
than first level. The last box shows the number of levels beyond the First level
the caster must be to gain the additional seconds of elfect duration.

Chance

Chance describes the odds, lor each spellcasting attempt, that the spell will be
successlully cast. The first box shows the spell’s base chance as a percenitage.
The second box shows the additional chance added 1o the spell's base chance il
ast box shows the number of levels

the caster is higher than first level. The
I'Jl.’_'\'ﬂﬁl.'i the bhiest level the caster must be to add the additional chance to the

base chance.
Magnitude

Magnitude refers to the amount of power behind a spell. This can mean a vari-
ety of things —depending on the effect —[rom amount of damage a spell deliv-
ers to the intensity of 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 of additional points of magnitude (again, “a

!'Ell'i[il.!l'l‘l number l']l-.‘f\\'E‘t‘I'l lI'I€‘ “I‘S! E‘i’tlUL‘ -‘dl‘lll II'I\‘ éit‘\‘ﬂlh'] \'L«{JU\?A-II ﬂ(‘JL‘I(’(] to t{'!c
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spell’s base magnitude it the caster is higher than first level, The last box shows
the number of levels bevond the lirst level the caster must be to take the addi-
tional pointsof effect magnitude.

Cost

Shows the spe“ puinl casti ng cost of the Spe”.

Exit

Returns you to the SpellMaker,

For Example:

A Defensive Spell

Ymperia looks theough the linaf Spell Effects, and finda Shield. This, wbe thinke, ia just
webat the needed Jor ber battle with the Fire Atronach, She selects this and begims lpoking at
the paraineiecs fir the Shicld effect.

Recalling thal cach strike of the Fire Atronach burt Yimperia wlot, abe deciden that ubicl)
abrengtly, which s tranidated ao magndide, whondd be veey bigh. Ao a bade nagnitude, ol
makes Ube range 20-100. She i 3th level rght aow and whe want the damage abworption to
be at leasl am average of T0 poinki, s b sakes the iicreave per level 10 to 10 posaits. A fifth
level, the sbield will abworh bebween T0and 150 bealth pountd ad vt feved, the wbield will
aboord betiveen S0aud 160 bealth pointy, and s on.

I he doca tiotbing about the upelly it will et one vecond, ples an additional
wecond fuor everyone of ber levelos Thit s siv secomddy, which et a long
tirmies Oh the other band, whe really wants the vhield so whe canuurvive
long ertowgh to vun, and whe quesves

whe docn tneed maeh mare

than terwscconds of inmandly lo
geta head wtart. She rﬁmwﬂ' the
additional duration to read two
wecond, which means that al fifth
lecel, the upell will lavt for eleven
wecond. Atwinth level. it will last
thivteen accondh ... Lews, if the maxi-
e damage abwmrplion & reached
we She whudders at the thought.
Yinperta findrhes berapell effects,
pfi'a(‘.' an foon o reprevent the
wpell wihen d1 v active, and bigs
the apell,

An Offenuive Spcﬂ

Yinperta nowt warths fo bt the Fire
Atronack with vortetbing that whe
Keatonpsr el eeally gotng te fecl.

1




O

Fuarronving ber oy whe decides o namie the newe apell “Die Atvomach Die die,” Erom:the Add
Effects menay abe chooen the effect Damage, and Health under that, There wonlyone para-
metercnder Damige Health : magndtude. Sbe figuree that *Die Atronach Die Dre " should
dnflictat feant fifty poinie of dasmage at fifth level, ao whe leaves the bave magnitude at 1o 1
paint, but fncreases the magnitud tnereave to 100010 pointa. Now, wbe knowy that the spell
well awtomatecally inflict fifty-onme poinko of darmige at ber present level, At secth level, i will
tnflict wixty-one pointy.

She .ur,('ay# the new .lp:rff.q;ﬁfl'd and o aboat to b 1y i when whe remembens vome Mun‘q.» about
the Five Aronach Forone thing, the Atronach was able to burt ber without even touching bor
— there wao an aura of fire that wurrounded bim, an aura whe wasnot cager to re-enler. She
changes the range of the spell to “Target al Range " ratber than “By Touck.” It would cost
e do "'Jr.r_yr and to.caaty bl wbe wav not intereoted r}?'.qn’f.'}rlu clwe (.'w.'.q!& toan Atronach to
towwch it. The ather thing whe remembery & a book that wwid that Fire Atronachs are fed by
beat, Worl that imply that froot docs move damage bo them? She selecta the Element

“Frot " tnatead rgf.*f){ :J(_f:mff 'Tfmr.r!.[ﬂy:] ka, " and bu e the .lp"f A

Casting Spells

To cast a spell, click the Sunburst “cast"icon or press the C key. This brings up your
memmnk Now double-click on the spell you wish to cast, and the spell is act wated.

If the spell casts at a range, a message will appear relling you to click any mouse
button when you wish ta cast the spell. The spell will be cast in the direction of your
X cursor.

If the spell has a duration, an icon representing the spell will appear in the upper-
left-hand corner ol the sereen for as long as the spell is active. When the spell s
about o end, the icon will begin blinking 10 warm you.

PotionMaker

Pations are like one-shot spc”s. Certain tcmp_ies. g‘LIilds. and nrg:misati_uns. hoast
access to Potion Makers of their own. No group gives non-members rights to use the
PotionMaker. To use the PotionMaker, vou have to join a guild that offers access to
ane, and work your way up through their ranks.

On the leli-hand side of the screen are all the sundry ingredients you have in your
inventory under the category Ingredients. If you are in a guild that sells additional
ingredients, they too will appear in the list, but they will cost an additional amount to
use. Keep your eye on the cost button to make certain you are not over-stretching
vour purse: Clicking on an item sends it to the cauldron on the right.

Click the RECIPE button 10 bring up recipes for any potions you know how to
make. Of course, vou can choose to adjust the ingredients a recipe calls for and “mix
vour awn.” The results can be a weaker or stronger version of the porion you were
creating, or a different result altogether.

>~
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Once you all the ingredients you want in the cauldron. press the MIX bution,

and you will ereate a bottle of a potion

l ]I‘.' more ‘.Ill 5}:\' PotionMaler, iin_' |.l\'[|r_"t'l\<-LI W I“ l.'l.-: ome at ¢ t't'il[il'lr::

vou want. But you're going to have to make some mistakes first.

(10534 PORT TCARIILS
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f\’lag‘ica| Items

e - - : 8
chr{-:n'-_ thousands of 1 cal irems: as :li|.'=.l'r'

. from Rings o [ny isibility to

Greaves of Ore Str Many of these are available ar \‘mgr.\ Guilds at great

expense even some IIiiil]IIlZ magic al items, called Artifacts, that may not be

l]flLl'.‘.I“[ dal Any price }.“.l'l'l'l VOUTr ear oul tor mumours L\lTU!ii |!!LI“

To use & magical item in vour inventory, click on the Wand icon. This brings up a

list of all available magical tems. Double-click on the item you wish to use and 1t wall
e activated

Most tems have a limited number of uses — once this limit has been
ree fem breaksa | s |I-r'|.4'--. ]n .nul-! :Eil..\. il 15 ;>~-- 18] lrr'ii!"’ your

magic .-_] Hems in

ons or armour store to be fixed and recharged from

fime to fims

TllL‘I'r" Are also Ways of « "!‘-I!II‘.'__-' unigue |1!.1§IIL..I.| iI\'H\_\ ol Vour own bt l]ll.\ I8 4 rare
.l[l\J l_l.ll.,: rous secret .:'II\'.E'J.Jlnl ||'. .\1.'1_"L'§‘ ( ;l!ill_l* .m\l dertain [1_1II|le'~, Jl I!i\n['.'t'\ a
specially trained cralter enchanting an item with certain spells, adding side effects i
HECeSSAryY, evi ] 5|||__- lilc‘w}lll:|‘-1\|.]Il!\\t.'1fl[|\I'L'\HIHI\"-’[!lnl!\'lﬂ\. ]li.ll\\'.\ areal

skill and wi e a magical item, to balance its power. The Guild is wise not

114} allow amateur m Les ACCess to |hl' pow 1'1'h|| ltem \‘1.1|(L'|

[_||,|- l|1:- Ponion \l.\:t a1, no ,_-[:lH Fives non-members or even neonites Access Lo i

‘nee, the I]L'[]\-\‘ull\l.'l'

vilege as versat

le and unforgiving as the ItemMaker, In esse

allows vou 1o enchant

s [rom your inventor,



ItemMaker
The |':)Howing |)i‘im'i|l|t5 -;lmu](] 1:\- |||}<ic1':‘.lnml ln‘“lll‘ 1'1(' |lt“m,\3'|akvr ¢an be !1\‘:.‘11:

I. Most mundane items have a certain natural enchantment potential, a limit 1o

how much magicka can be stored in their structure.

This enchantment potential can be increased by adding certain anti-magics or

side elfects to the item. A ring, for example, can store a higher-level firvball
spell than it normally could contain if a side-ellect is added to'it that mukes the
ring unnaturally heavy.

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

T To EE
ERCRANTED

Toenchant an item, first [ind the item in your inventory. You can scroll throw the

items using the arrow buttons. Click on Weapons and Armour, Magic ltems, Cloth-
ing and Misc., or Ingredients to view items of different categories in your inventory.
When you find the item you wish to enchant, a lefi-click picks it up and drops itin

the box 1o the left of the inventory list. It has now been selected for enchantment.

The information box in the upper left-hand corner of the IremMaker 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. I vou
click on the Name field, you can rename the item, soan enchanted ring can become

“The Ring of Regeneration” or “The Unholy Ring," depending on your taste.

If'the enchantment point total exceeds the enchantment point potential, you have
two choices. Either remove some spells or enchantments to bring the enchantment
puint tatal down, or select a side-elfect or two to increase the enchantment pont

potential.



ITEN WAMEFIad of the Boast
CURRINT GOLDE0000

ENCHANT
ITEM

It is possible in the Item Maker to create some ver powertul, very bizarre items,

For good or for bad, there are few sale ty mec |1.m|-m\ when it comes to enchanting
an item, Consider what you have made careful

v hefore clicking the Enchant batton
and bringing your creation to lite.

Reputation

R-‘.’pll[n!m:: 15 crucl in Dago

serfall. Even if soeial opinion is not your primary

motivation, it behoves vou to be aware of the connections between your words
and actions and other people’s. There is little that happens in the l».w without
4 reasort,

It you spend vour time attacking every moving shape and insulting ey erny mis-
tortunate who falls into dialogue with vou, vou will soon discover how unpepular
S0C iup;xll'l\' like yvoursell

wet treated. Likewise, treating people with respect earns

respect lor yvou. Thi l(l;ll( n'rule is practiced all ov vrthl bay.
You are not, however, the only Creature ¢ ap.':iﬂv ol nml\in; allies and enemies. A
person 15 seldom a hermit but olten a member ol an order or a "llii | \\'illi inferested

friends and foes. Word can move like a raging river, and some channels may be hid-
dcn L0 you, Thi stranger you |l|~L |r'.»|l|[‘ ll may be thind <ousm fo lht !mrun .Lml
Jour stock with | his |cm[\|np may [‘lLIHN'Il\‘I noticeah |\ Your |'rpL|.|£ll|m‘| \\'11]1 1}1&‘
neonates at the .‘_11 ers’ Guild may have preceded vou, and they m: 1y greet yvou with
a compliment the first time you speak with them,

Reputation affects nearly every single aspect of Daggerfill; from store prices to jail

sentences, from information access to ear ning potential, You will not be as

I.‘(I o I'-“'l




sensitive and extremely rewarding diplomatic work if & ruler does not trust vou:
and guilds will eject you from their charters if vou are too much ol a boar. The
rewards lordeveloping a trusting relationship with a bay resident are almost
without measure.

Everything changes, and [riendships can be britile things. The baron will not
always need the Dark Brotherhoad, and the Dark Brot hu hood may someday need
you. As inany other aspect of lie in the bay, think before vou act, ask questions of &
Inl of (I;l}erl.m )u)plc. ;lm:l remernber ll'l-ﬂ sometimes it is more I]‘I‘I]‘Iﬂl‘!nnt to have
fun than be popular.

Bestiary

There are more than fifty varieties ol
adversaries that you may face in the

course ol your adventures.

|t is important to note that while all
ol the creatures listed below are, by
nature, antagonistic to human beings
anr_l clves, many are in!L-Higem. and
several are capable of more than
just [renzied combat.

Studies of several creatures of the
lliac Bay region have shown individual lan-
guages and cultures; some rivalling our own for
sophistication. Learning their languages
may be the first step toward under-
standing these wild beings. Who
Tknows what secrets unknown to
civilised Tamrielans these creatures have
been privy to?

Diplomacy s seldom possible with these
“Monsters,” perhaps due 1o barriers other than
|a nguage. ln sLh“h cases, o I'L‘-‘H}.\' ]1].‘1{];? is
the only tongue, and 1alk is blood,

Listed below are some of the
creatures you will be seeing. These are
not necessarily the least nor most
powerful —merely a healthy sampling
ol the variety.




Regular urban pests are not worth mentioning. They
are usually more frightened of adventurers than vice
versa. There exist, however, giant varieties that are

the sharls of their swamps and sewers. Their strength
lies in their ferocity, the size of their packs, and the viru-
lence of the disease transmitted by their bites. A seasoned,
well-armoured adventurer can pass th rough swarms of
the little beasts in relative safety, but underestimating
their brute cunning can be the last mistake that the less

L"XTIE’I'iEﬂC.l‘.iI \\'i” everm {.IJLE.

Imps

The winged Imps have mysterious origins.

Some say that they are little fiends from

Oblivion, servants of the great Daedra Princes that

have been sent to Tamriel as nuisances or in some darker

mission. Others say that they are like the Atronachs or

gu|o|1la, creatures created from magicka as familiars or

companions to powerful sorcerers. The truth may be that
both theories are correct, or that Imps are something
else entirely. Whatever their history, Imps are mischie-
vous creatures, capable ol casting minor but painful
spells of pure magicka. They are certainly intelligent

¥ o and speak their own language, and they are crafty w ¥
» enough that they know when to fight and when to flee. -'4"*
- . % ‘
<+ Sorio -
¥ I = Spriggans A KT
i Luckily for adventurers, these strange woodland fairykin - ¥
= are shy and reclusive, for they make very dangerous ene- =
-5 mies. The old Nordic tales tell of the immortal Spriggan, A “




i who grow larger and mightier every time they fall,
While in actuality Spriggans are not immortal, they
are virtually impossible to kill.

Even if they are struck down, they will regenerate ( g
and arise to fight again. And the legend of the Sprig- | o
gan growing larger and more powerful in each incar-
nation isindeed true. e
:‘h\ i
Lycanthropes L ;\"
l These cursed creatures are men by day, completely 4.:";.
indistinguishable from “normal” men, and savage sl %
half-beast predators when the moon is full. At least .’.; g
two lycanthropes are common to the lliac Bay envi- F o
rons: the werewolf and the wereboar, The werewolfis ~ ** . 5
only found in the woodlands of High Rack and rarely in o RAcE
the jungles of Hammertell, but the wereboar is found ¥ .L%‘
everywhere, and is the more fearsome opponent. Neither v !‘ e
seems to be capable of a thought beyond bloodlust, and - o ¥
both are impervious to common weaponry. Their claws are \ ‘,F ¥
keen as razors and are somehow capable of transmitting e
‘| the dreaded lycanthropy to those it strikes. While lycan- A ‘
thropy is a relatively simple disease for most temples o :
treat, few who survive a wereboar attack are likely to do
more than be thankful and rest for several days. Tis ironic
¥ to count your blessings when you have just been cursed. w ¥
- 2
Sk O o

From a distance, an ore ITELY resem blea ial'gﬁ. squat,
muscular man — belore the tusks become
evident, and the green skin and the piggish

eyes are seen. Usually, when a viewer is that close




toan Ove, he or she is not taking notes about the
derails. Ores are among the most common encoun-
ters around the Iliac Bay, particularly around the

southern hall of the Wrothgarian Mountains, )
» . h
They are a consisteritly savage group, ready fora iy i
fight no matter the odds. Some rather eccentric researchers -
have suggcslcd that the Ores have a culture as ancient and o

sophisticated as ours, and that their seeming mindless barbar-
1[_\' is somehow related to rites ol passaize or tests of courage. =
Itas highly likely that these researchers have never felf the
sting ol an ore captain’s barbed axe.

Slaughterfishes

Oine of nature’s most adaptable
predators is the Slaughterfish of the
Iliac Bay. Averaging six [eet in length, with thousands of
poisonous needlethin weth, the Slaughterfish have infested ’%:-
practically every large body of water in the region. **‘?_‘
Unlucky swimmers have found that even deep inland lakes ¥ 7

and underground vivers hide deadly schools. Slaughterfish “\:“lf“ k

are attracted to the taste ol bloody wates, so injured adven- g
turers are advised 1o bathe only in small pools of water.
¥ x* Centaurs % ¥
)':’ s Centaurs are ancient and mysterious creatures, - R
alternately worshipped and despised. Legends of Al
* - their exploits range from the epic to the g 3
¥* i pornegraphic, perhaps for no better reason £ 4
| than that they have varied personalities. The Council
e i3 al Artaeum have called the Centaurs "true followers ~ &
% of the Old Ways" of Tamriel, referring to the complex sys- e
-4 tem of ancestor worship that Artaeum itselt espouses. All =
a«ﬁ,-f: N3 ¥ : S, \
1 -:».. *"{T“F :r b ¥, :-# "‘%:ﬂ{x“"é_ g‘n L T_.r-r
- £ - 4+ . N .k,ié-,,‘ d k,} “_::. A
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that one can Ccrlain!_\' say about Centaurs is that in hattle,
ihere are few who are equal.

* - Harpies

One of the great tragic stories told in north-
ern Hammerfell is of the group of cruel and
beautiful witches who were transformed (or
transformed themselves, the lezend is somewhat
murky) into hideous, deranged hall-breed Harpies,

Whatever the truth is behind the legend, the
Harpies are a true threat to life and commerce
along the lliac Bay. They nest in abandoned ruins, mating
withand then destroying the unfortunate human males
they capture. While their manmacal nature makes them
somewhat less-than-brilliant tacticians, their sharp talons
and [renzied behaviour often force kingdoms to abandon
lands to their use. Still, some say that the Harpies have
some knowledge passed on 1o them from their human fore-
mothers: knowledge thev may give, but not Freely.

r' Dreughs

Another of the so-called cursed races of Tamriel,
the Dreughs are said to be the remnants ol a once-
great civilisation that lourished in the iac Bay long

e before the Ist Era. Though thev have some humanoid
1:! = characteristics. it is hard 1o give credence to the legend
when one views the tentacles and the claws of the mis-
-“_— 3 shapen beasts. There is certain evidence that the Dreughs
* *_ may have amphibian qualities, for they can be found in
waterways Lur inland from their bayside origins. 1t is 1
- i
‘} 1||'|hl{v|'. t|ml the creatures themselves will offer m-nUhI to ¥ _“
%, o their origins, lfor Dreughs are violently hostile 1o all who -
4 invade their watery domain, =
{5 ?
‘j.fﬁa ‘h v :."fla.‘:-.'..?‘v A
’ vl b1
ol *3* 5 0 ”!n A4 % x‘u M“ €
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The peasants have colourful

terms for Daedra: liends, unclean
" spirits, the evil ones, the Dark
Princes, the gods of torment, the infernal

ones, and, most commonly, demons. Those
who wish to understand or bartle these nightmarish
beings, rather than live in fear, prefer the more circum-
spect term, Daedra, It is nearly impossible to say anything
definitive about Daedra, despite thousands of years of
scholarship devoted to their nature. Their reputation as
cruel, amoral geniuses of destruction seems to be mostly
deserved, but if they are true evil, our delinition of evil may
need revision to include the complexity of their natures.
Daedra appear to have a well-organized hierarchy, and the
ones found in our world are doubtless the weakest of the
lot. Of course, the Fire Daedra, the Frost Daedra, the
Seducer, or the Dacdra Lord are among the most danger-
ous creatures in Tamriel, but there is certainly something
greater out there in the world they call Oblivion: Perhaps
Wi are .'|||'uat|'\' doomed to fall beneath their fire.

_ Vampires
» Cruel, cunning, and immortal predators, vampires hunt
2 the night, sometimes singly, sometimes in packs. Their “t
‘T’ - powers and strength are certainly the stull of legends — L
v and there are said to be creatures called Vampire Ancients ol s
* /% who are to Vampires as Vampires are to common man. -\ i
»* & Vampires are virtually immune to physical harm and are & I 4
° capable of casting a variety of powerful spells, not the :
-3 4 least of which curses the victim with the dread disease ™.,
, e
S +
A -
- % a&\-l
'fﬁ.’:f 3 & v ! + v A .»-.ﬁ*-“
TN o T AR *’*f‘f‘:a "84 1;\“; v AT
. e AL v P - ; = 1"5- ?lt 4 ad T r,‘
TOUONRER AT . SN \
: *I' 1‘; < *u -y




vampirism. Like lycanthropy, vampirism can be easily cured

in its early stages, but there is no known cure tor undeath
besides death itself. Probably, the most horrilving thing m

about Vampires is their normalcy: yvou can never tell if some- v,
oneis a Vampire until you feel the fangs at your neck. To T
what degree they have taken advantage of this and infil- -
trated human society is best left unimagined. ¥, 9
Wiz
1A
Dragons p :
The tairly common dragonling is a worthy opponent for g N d
p A

any adventurer. It is capable of casting a number of power- | % 43
ful spells and healing itsell in combat. Those who speak +*/ *
their language tell us that beneath a veneer of maddening g %
riddles and non sequiturs are minds of great wisdom. g
Despite all their merits, dragonlings are less grand than i }.’
their lineage would suggest. Explorers, sages, and L
archivists have argued for centuries over whether the great =
dragons of legends still live, if in fact they ever existed. The <k A X
people of the Alik'r Desert insist that their vast plain'ol
sand is home to @ multitude of the Great Wyrms. Granting W
the nomads their propensity for tall tales, if there were a e
forsaken land where the great Dragons still fly undis-

turbed, it would indeed be the Alik'r Desert.
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Akatosh: The God of Time, usually represented as a dragon,

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

Artilact: A very rare, very powerful, unique magical item.

Arkay: The God of the Cycle of Birth and Death.

Aubk-i: Queen of Daggerfall and consort of King Gothryd. 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
province of Morrowind). Currently married to Eadwyre. Barenziah has two chil-
dren by a previous marriage, Helseth and Morgiah.

Blades: A ]cgcndaz}' group of swordsmen, with unknown .'t||c'g$im('u and power.
Bretons: The “native” people of High Rock, characterised by relatively light skin
and straight or wavy hait.

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

Daggerfall: A kingdom in southwestern High Rock. I is ruled by King Gothryd
and Queen Aubk-i from their palace in the capitol city, also called Daggertall.
Dark Brotherhood: An assassination guild, prohibited by law, but unofficially
sanctioned by the many powers that unofficially use their services. The leader of the
Dark Brotherhood is supposedly called the Night Mother.

Dibella: The Goddess ol Beaury.

Eadwyre: King of Wayrest. His first wile was Carolyna, with whom he had a
daughter, Elysana. After Queen Carolyna’s death, Eadwyre married Barenziah,
tormer Queen of Mournhald.

Elysana: Princess of Wayrest. Elysanais the only child of King Eadhwyre and his
late wife Queen Carolyna.

Gortwog: King ol Orsinium and leader of the orcs.

Gothryd: King of Daggerfall. His father, Lysandus, was killed ar the end of the War
of Betony. His wile is Aubk-i, former 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 of Queen Barenziah and the late King Sym-
machus, He has since been adopted by his stepfather, 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
Hammerfell is the kingdom of Sentinel.

High Rock: One of the nine provinces of the Empire of Tamiel, traditionally the

home of the Breton people. Among the kingdoms that make up the province of High
Rock ave the kingdoms of Daggerfall and Wayrest.

Hiac Bay: Central body of water separating the provinces of High Rock and Ham-
merfell,

ItemMaker: A system available to members of the Mages' Guild (and other guilds)
by 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: Late King of Daggerfall, Lysandus was killed under mysterious circum-
stances at the beginning of the Battle of Cryngaine Field, at the end of the War of
Betony. His widow is Mynisera, the Dowager Queen of Dageerfall. His son and
successar is Gothryd, current King of Daggerfall. Lysandus’ mother is Nulfaga, the
so-called Mid Witch, '

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

Magicka: The raw energy from which mages and others fashion spells. Magicka is
usually measured in "spell points” in sentient creatures, and “enchantment points”in
nonsentient creatures. Most humans have a limited amount of magicka (1/2 Intelli-
gence in “spell points”) which continuously regencrates itself. True Mages have 2x
their Intelligence in spell points, and Sorcerers have 3x their Intelligence in spell
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 late King Symmachus. She has since been adopted by Eadwyre, her steptather.
Mynisera: Dowager Queen of Daggerfall. Mynisera is the widow of King Lysandus
and mother of King Gothryd.

Necromancers: A group of renegade spellcasters, notorious in Tamriel for their evil
deeds. Their supposed leader is called the King of Worms.
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Nulfaga: Dowager Queen of Daggerfall, sometimes called the Mad Witch. Nulfaga
is the grandmother of the current king of Daggerfall, but apparently went mad at the
time of her son Lysandus’ death and retired to the Wrathgarian Mountains.
Orsinium: The legendary homeland of the orcs. The original Orsinium was
destroyed four thousand years ago, but King Gortwog is attempting to rebuild it
PotionMaker: A system available at the Mages’ Guild (and some other guilds)
which allows members to create custom potions.

Redguards: The “native” people of Hammerfell, who arcived in Tameiel in the mid-
dle of the Ist Era, more than three thousand years 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, T]:lal}ma.turgv. illusion, destruction, and mysticism. For a deseription of each, sec
the Skills section.

Sentinel: A kingdom in northern Hammertell, on a peninsula in the Hiac Bay.
Queen Akonthi, the widow of the late king Cameron, rules from the capitol city, also
called Sentinel, Akorithi's daughter is the Queen of Daggerfall, 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 of thieves, fences, procurement special-
ists, planners, and enforcers. Though officially an illegal organisation; the Guild is
generally tolerated by the kings and queens of Tamriel.

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

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

Wayrest: A kingdom at the mouth of the Bjoulsae River in High Rock. King Fad-
wyre and Queen Barenziah rule the land from their capitol, also callod Wayrest.
Eadwyre has one child, Elysana, froma previous marriage. Barenziah has two chil-
dren, Helseth and Morgiah, from her previous marriage,

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