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INTRODUCTION

of a city builtaround the towering Imperial Palace.
Now, trouble has been no strangerto the reign of this

emperor, and It is hardly surprising that it should end with
troubleas well. In Arena and Daggerjalf, Septim's reign was
plagued by treachery and dissension. InMorrowind, the riseof
Dagoth Ur!ohook that fiercely Independent Dark Elf province
to its roots.

And in ObJMon, Cyrodiil mort' and more resembles Rome
Before the fall. The deathsof the emperorand his acknowl­
edged heirs have lowered the natural barriers between Tamriel
and the Daedrk homeland-a savage parallel planeof
existence known as Oblivion-and the armies of Mehrunes

Dagon haw embarked on a war to claim Iamrtel, You'll soon
learn that Kvatch, a cityin western Cyrodiil, hasalready been
virtually destroyed bya vast siege machine. Before long. others
will be threatened by the appearance of fiery gateways and
attendant Deedra near their walls.

These immortal creatures have longbeen a source of fasci­
nation. hope, and somenmes terror to the people of Iamriel.
Conjurers summon Daedra as servants and watchdogs. Others
seek to court favor by worshipping.at shrinesto 15 Daedra
lcrds-c-usually found In the distant wilderness. And every so
often a mortal conspires with a Daedrir prince to meddle in
earthly affairs.

Dagon in particular has a longhistory of meddling. In
Daggerjafl, he helped Imperial battlemage lagarTharn seize
power. InBattlfSpire, that training college for battlemages was
betrayed to his forces. And in Oblivion, he's no longer content
with playing the gray eminence behind the throne.

Why? Well, Ina mannerof speaking, because this god ·like
enlity can't do his nasty thing In hisown house. Imagine being
the Lord of Destruction and forced 10 live in a realm where you
can't destroy anything in a permanent sense. ([very loose

Z PYtI.. " OnotcJAL G...... GutIM:

Well, hereyou are. Aprisoner about to be set free.
You owe your freedom to Tarnrlel's emperor-ceven asthe

emperor is losing hts own. One last time, Uriel Septirn VII hils
peered Into the dark well of destiny-and found a stranger
staring back at him.

And twl stranger's Iuture Is lnextrtcably bound up with the
futureof a nation.

You're an ordinaryperson who, whether through the
alignment of the stars (as the emperor suggests) or simple
dumb luck. isstandtngat a crossroads in history wheregreat
forres converge and push an ordinary person to greatdeeds.

And who's to say that your ordinary person won't need a
little help?

The Cider Scrolls IV: Oblivion finds you tfavt'lingwithin the
Iamrtetic Empire's "Imperial Provtncer-cotherwise known as
Cyrodul. Named for a dynasty that included three early
emperors, it's iI great green dogteg that stretrhes from Anvil on
the Abecean Sea in the west, to Cheydinhal in the longshadow
of the varus Mountains In the east, and south down the Niben
waterway to Lcyawiin and Topal Bay. Roughly at its center, on
an tsland in Lake Rumare. Is the Imperial City-a stone wheel

z
Q
I­
U
:::>
o
Ii!
I­
Z



Daedricsoul slips down the cosmic drain and is eventually
rerycled.) In comparatively fragileTamrlel. Dagon's basest
instincts-hisonly instincts, we suspert-ccan gel a real
workout. Here, people die and do not come back. Even
emperors can be removed. Cities can be blasted into ruins. A
whole ctviliJation potentia lly laid waste.

The taskof plotting the broad strokes of Cyrodiil's response
falls to the late emperor's illet:itimale son, Martin . and Iauttre,
the chiefof the Blades. the royal bodygua rds. Butyou are the
chief instrument that theywield in the game's central
campa~n-a desperate struggle whosecost may at length
include the livesof friends and allies. Again and aga in, you'll
take the battle into Oblivion in an effort 10 removethe gates'

anchors and thus the galesthemselves from Iamriel.
And yet, however desperate, that story will unfold al a pace

you establish. Thewartakesplace across a large, vibrant world,
and not everything in that world is bent to the service of that
struggle.

for instance, there art' fivelines of
sequential quests. You can be a combatant
in the Imperia l City's Arena, work your
way up the ladder and try to displace the
current grand champion. You can join
any of four guilds-each of which is
having Its own crisis. Awea kened
Fighters Guild Is facing competition
from a newly formed mercenary
outfit.The banning of the black
art of necromancy has set off a
struggle between the Mages
Guildand organized
Necromancers. The Thieves Guild is
under pressure from a zealous (if
overmatchedltmpertat Iegicn
captain. And eventuallythe
Dark Brotherhood is going to
have some "personnel issues."

You also can perform isolated quests found in your travels­
most based in the capital or its satelli te cities (the
"Miscellaneous" quests) or in small communitiesthat dot the
countryside (the "Settlement" quests). You can do the bidding
of Dacd rlcprinces (though not Dagon himself; he's "out of the
office"). An advanced charactercan perform the "Master
Trainer" quests to boostskills to their maximum.

And. off the beaten track, you'll find other things (0 do,
with Iinle or no direction from the game,and other places to
go. Some have elements of stories, although many have stories
written onlyin gold, darkness, and blood. Every dark hole in
the ground should be considertd itsown adventure. How you
get to those d.a rt holes is up to you .

You won't find public transportation in Cyrodiil. (The one
beat rkfe you'll take is...unexpertec.l However, you can buy
and ride horsesand fast-travel between cities. You won't often
have to ask for dlrertlons, While on a Quest, you'll usually
know where you'll' goingthanks to compassand map markers.

And knowing where 10 go is a help, because Oblivion is
always in motion. It movesintemally--constantlyadjusting
challenges and rewards to your character's level. And the game
world is in molion as welL The non-player characters have their
own routines. Many get up and go to work, go out for dinner

afterward, and then go home. Anumber visit neighbors or
other cities. Some of them do things that are

unexpected. Th ink of every person as a sma ll
mystery. You never knowwhat you'Jl find.

And away we go.



CHARACTER CLASSES. CHOOSING YOUR RACE,
SEX, ABILITIES, SKILLS, AND BIRTHSIGN

Armorer, Athlrlics, Blade. Bloc k,
Blunt, H,!nd -_to-H a n_~ , .ll'avy Annor
Alchemy. Alteration, rcnjaratton.
Destruction, Illusion, Mysticism.
Restoration
Acrobatics, Ughi Armor, Marksman,
MmanWe, St>curity. Sneak.
Sperchcra ft

Skills

Power-leveling is less important than
gettingthe rlght skill perks quickly.

Combat

1. All seven skills should come from one specialization.
That is, you must pick one of the three spedattzatlons-;
combat, mage. or stealth-s-and all seven skills you
choose should be the seven skills of that spenafizatlon.
Why? Because every major skill in your custom class's
chosen specialization starts with a +10 bonus (]5
instead of 2S).

Specialization

Stealth

RULES FOR CREATING A SYSTEM~

OPTIMIZED CUSTOM CLASS

Here are the rules for creating a system-opthnlzed custom
class. All these rules have important and common exceptions­
but you have to understand them in order to break them.

The Passing Lane
If you don't carr about the details, and you trust our
painstakingly constructed recommendations. skip ahead to
the MModel Characters" section at the end of the chapter.
Picka model that appeals 10you, make your character
based on Ihat model, and start playing.

BASIC CONCEPTS OF

CHARACTER DESIGN

Read your ObfiYion manual. Come back herewhen you under­
stand what "race," "character class," "spertauzatton,"
"attributes," "skills." "mastery," and "skill perks" arc. We'll
wait foryou...

. ..Welcome back.
Our most important choices are the seven major skills and

the race of our character. The seven major skills WI' choose
start withhigh scores (25 instead of 5 for a minor skill), and
we want them highso we canget to the (001skill perks as fast
as possible.

You can optimize yourcharacter for efficiency and power, or
for role-playing charm and style. First, weshow you how to
make a character thai works well with the system. later, we tell
you to ignore our stuffy, rules-and-mechan ics-focusedanalysis
and satisfy your inner barbarian.

This is not breezy doubleta lk. Really. The best approach is
first to build a system-cptirnlzed rough draft, then customize
that rough draft wilh the personal role-playing touches that
make a fun character you can love and cherish through many
hours of gameptay

The end of the chapter shows several models of efficient
rough drafls thai exploit the system's distinctive features. We
Invite you to take thoseand accessorize them with bits of role­
playing bling to create your idea l character.

InObliv;on, you defi ne yourself by race, class, and bhthsfgn. In
the lntroductton, youselecta race when youstart. later you
get a choice of bjrthslgn and class. Finally, at the end of the
introduction, youget a chance to review and revise all the
choices made during introductory garneptay,

All archetype c1aS5("!, (that is, the standard classes offered in
the game'sintroduction) have drawbacks. They have skills you
cando wlthcut. or poor matches of skills withattributes, or
poor matches between skills and specializations, or all three.

Therefore, when given the chance at the end of the intro­
duction. makeyour own custom class. At this time, also revise
your selertton of a birthsign 10 best complement yourcustom
class design. Be sure to save yourgame, This chapter gives you
the information and analysis you need to make the right
choices in creatingyour custom class and in choosing your
birthsign.

Your Most Important Saved Game
At the end of Oblivion 's tntrodurtlcn . Just before you leave
the sewers, youget an opportunity to revise aUyour
character choices. Save your game at .his poin!. and make
sure you never delete tu
From this saved game, you canalways create a completely
new character and Mart the game over witha new character
concept. If youdon't preserve this save-game poinl, you
have 10 go all the way through the introduction again to
make a new, differcnt character.



To SPECIALIZE. OR NOT TO
SPECI ALIZE: THAT Is THE QUESTION

You ran do without Speechcraft. There aff relatfvely
few places where Speechrraft cha llen~l-s arr;blQcking
puzzles, and you can get around them with spells,
scrolls, bribes, or alterilaiiv~ paths. Or pick an Imperial
racecharacter and you COlO solve virtually ali of your. .
Disposition-based quest challenges with the voice of
the Emperor ability. ':-:'t •

Illusion is a fun spetlmllege. but yOU don't get the"cool
.t: spells until Journeyman 1I';'I'el, 'and practiclng lot..of less­

cool spells to get to the cool spells will dimyourenthu- :
stasm for the project. Moreover, since Mrrcantile.
Speerhcraft, and lIIusioE;l are all governed by, '
Personality; forgoing these three skills together means
you never need [0 spend a class attribute choice on
Personality:

If you have Blunt, you don't need Blade. And if you
have' Blade;iYou don't need Blunt. Focusing011 one
melee weapon type is always more efficient.

'.

Six of seven combat skills have
Strength and Endurance asgoverning
attributes,
Six of srveninage skills·ha...e
Intelligence and wutooweras
gcvemmgarmbutes._
rive of seven stealth skills have
Agility and Speed asgovl'rn ing
attributes.

Attributes Most Closely
Ma tchint Govemint
Attributes of Skills in that
Specialization

Combat

Sreatth

Specialization

2. Six of the seven skills should.have as theirgoverning
attributes the two attributes chosen foryourclass. And
the two attributes moser should mostclosely match
the govrrning attributes ofSkills in yourchosen special­
ization. Why? Because.when you'usea skill, 'you:
contribute 10bonuses to that. skill'sgoverning attribute
when you raise a level' And 'you wantyourattribute
'level-up bonuses in the attributes most usefulln your

,"- basic character concept-Strength and Endurance for
combat, Intelligence and Wlllpowfr forspellcastlng. and
Agility anrl Speed forsneaking and thieving. '

'i;
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PURE COMBAT. MAGE. AND STEALTH CONCEPTS

Those who wa nt characterswith a pure mage concept should
be happy. This is the only pure character concept that (an
satisfy all three rules because, bycontrast, both combat and
stealth have numerous skills you can do without The onlyskill
you cando without in the mage specialization (I llusion) is
actually a good skill that fits well with the concept, but It'salso
a perfectly reasonable plan to fill this slot with anyother
combat or stealth skill that fits your fancy.

Those who want characters with a pure melee fighter
concept will be less happy. They start with two skills they can
definitely do without (Athll't!cs and Hand-to-Handl, and they
can also do without either Blade or Blu nt. (Their consolation is
that they might as well pick some cool mage or stealth skills to
round out the roncept.l

Those who want characterswith a pure stealth concept will
also be less happy. They start with three skills they can
definitely do without (Acrobatks, Mercantile, and Spcechcra ftl,
<Their consolation is thaI they might as well pick some cool
mage or combat skills from to round out the roncept.l

In previous ElderScrolls games, the strongest character
concepts often depended on two or more spedafties.
Banlemagesand spellswcrds, for exa mple, were spetlcasters
with strong meleeskills; rughtbfades were spelfcasters with
..trong stealth skills; and rogues were fighters with strong
stealth skills.

Oblivion's drsign adds greatersystem incentives for
characters foc used on combat, spellrastlng, or stealth.
Characters with multiple specia lties may still be the most fun
to play in Obfivioll , but theystart significa ntlyweaker than
characters focused on a single class of specialized skills.

Skills Governed by the
Att ribute .
Bladl', Blunt, Hand-to-nand

_,Alchelny; ConJurat-ion: Mysticism
Altl'raUon, nestrurtton. nestorauon
Block, Ma~ksman, Sneak __ ..;
Acrobatia , Athletics, U~ht Armor
Armorer. Bleck, Hl'avy Arriior '._
lII usion-'- Me~rCant i le; Speedt craft ,.,...

Attribut e
Strength
Intelligen ce
willpower
Agility
Speed
Endurance
Personal ify-

J. Replan' unnecessary skills with other skills you like. The
first limeyou play, concentrate on the most useful and
fun skills. Then, when Y.9U'W played a while and reallze
you've only scratched the surlaceofObfi"io/l's

- profoundlydeepgameplaY. youcan go.back and savor '
these other skills.: s v ' '.,
You cando withoutAcrobatiCs and A'lhletia. MarkSmen
can occasionally hop tosafe perrhes and murder
enemles ln the exterior, btl(~'Hely in dungeons where it
counts. And Athfetlcs i5 nO) 1elp at all in combat,
([xcrption: Ifyour role-playinj(conccpt isa'cheerful I

explorer who loves runningaround the worldithen -
these skills may be perfectIor you.) " , .$l,~-

~~. " ' .. -,' e- -.., ;. •..•
Hand-to-Hand is fun, but this-skill unfortunatelyCdnnot
take aJ~cn1age Qfllie:.ffi,aJ;JY ~el.1 nligitaL.weap~ns r '.

found In loot l i ke '~he '{)ffi'e r~lti~k s~i1f~fa~;So Harid~ ,
to-Hand is second-rate.asa prkna~ attack!i.kill. Of,yolJ 'R
style yourselt as. a martlat .1i15'mastet;'ybu'It-"WanfdJis'
skill regardless.) _j.,.. :.-@,!~ tt;" .~:, .,.4;;~: ::::'$ - .'

" __ '''''....~:;,;. ~-: -.~- t, ,"S . -.:.

~:yo iJ can do ~ithout MerraIJ1,(e:)lisrgo dean,PiIla _.~~~:
cl)uple ofexira dungeon{~ and then~ 'mJ~e upJor::':

~:~ Ihe cool deah YOU'll n"!J{_~:~ ., ~,;="".,?-:: ,~.~~~:



SPLIT-SPECIALIZATION CONCEPTS Level Up Fast with Skills Vou (an 00 Without!

Since they reallyhaven't much choice, the bestmelee and
stealth concepts tend to pick up skills outside their special­
lzaticn, thus creatingsplit-specialization characters, like
battlemeges or spell sneaks. And a pure mage concept, though
in theorya very powerfulclass, is greatlystrengthened with at
least one attack skill like Blade or Blunt.

Furthermore, spllt-spedalizatlon concepts are more fun
because they lntrodure you to more aspects of Obli vion
gameplay. Everyone should have fun with stealth and
Marksman sneakattacks, or with block-and-counter melee
combat, or with magecraft and making pofscns. Asplit-special­
Izancn concept may start weaker than a pure specialization
one, but the variety of skills and gameplay options makes for a
richer expenenre.

Most of our model characters are split-specialization ones.
We offer concept models for each of the three purespecializa­
tions, but in the notes, you'll see why we're happyto swap a
couple of +10 starting skillbonuses for more interesting and
usefulskills.

It may seem great to level up fastand get more Health and
attributes. But since your enemies are al.'iO leveling lip when
you level up, this isat besta mixed blessing. In Obfivion, it
is much reeler to gain a new skill mastery perk than to
level up.

However, if you want to power-level, take Athleticsand
run all the ttme. And takeAcrcbatlrs and hop all the time.
Take Destruction and casta cheap Destruction spell
constantly wherever you go. Take Armorer, spend allyour
cash on repair hammers, and repair every weapon and
piece of armor you see, whether you arcgoing 10 pick il up
or not. And repair yourweapons and armorafter every
combat.

Using this strategy with Athletics, Acrobatics.
Destruction , Armorer. an armorskill, all attackskill , and
Block, you will maximize yoursktlts' uses per unit lime
ratioand pop through IC\/(Ils lIke <I birthday balloon.

RACE, SEX, AND ATTRIBUTES

Nord Redguard Breton tmperlal Wood Elf High [If Dark [If Khajlit Artonian 0"
Attribute M F M F M F M F M F M F M F M F M F M F

Strength 50 SO 10' 40' ~':' 30' .. .. '0 ' 0 ' 0 '0 .. .. 4<r 30' .. .. 4S 45.
Intell igence '0 ' 0 '0 '0 SO SO .. .. .. .. SO 50 .. .. .. .. .." 50" 3D' W'

-

wnlpower 30' 40' '0 '0 SO SO ' 0" .." '0 ' 0 .. .. ' 0 '0 ' 0 ' 0 ' 0" 40· SO' 4'i'-Agility .. .. .. 40 30 30 ' 0 3!! _ 50 50 40 .. 40 .. SO SO SO" .." ..l1 ...lS
ill Speed .... .. .. 30' 40' 40· ' 0· 50 50 30' W' SO 50 .. .. 50· ... 30 30

~ Induranre SO' 40' 50 50 30 30 .. .. ... '0· 40' 30' ..' ' 0· 30' 40' ' 0 ' 0 SO SO
luck 50 50 50 50 SO ~O 50 SO 50 50 50 50 SO 50 SO 50 50 SO 'i0 50

£1 Personahry 30 ' 0 30' 40' .. .. 50 SO 30· ..' .. .. ,0- ... .. .. ' 0 ' 0 30' 25'

ATTRIBUTES ACCORDING TO RACE AND SEX

_.___ ____"___ __ J
The (ollowlng tablesummarizes attributes available according to race and sex. Attribu tes
differing according to sex in a race have asterisks to highlight significant choices.

Sadly, only three races offer females with power designadvantages. AWood Elf with a
pure thiefconcept featuring Speechcraft. Mercantile, and Illusion should choosea female,
even at the dire cost of desperately needed Health derived from the male's higher
Endurance score. AKhajiit thief might flip a coin, male or female, given a choice of trading
Strength (carrying capacity and damage-dealing) for Endurance (desperately needed
Health). And with the most pronouncedsexual dimorphism among Tamriel 's races,
Argoniilns designed for spellcasting rather than stealth or combat will definitely be female
characters.

In all other cases. to maximizea given race choice for its best-suited character role, pick
the male. Where the stats differ between these sexes, the malegets the better benefit from
the differenc e.



R A C E S
The following table details the races and their specials and skill
bonuses. Notes recommend which racesarc suitable for rerta ln
character concepts and analyzethe valueof racial specials.

RACES ACCORDING TO SPECIALS AND SKILL BONUSES

Reconlme·nded forstraiih fiihters~- ­
Very goodskill bonuses: Comma nd
Creature isgood for problem-solving.
Wood [ Ifhas exceptional attributes
for stealth roles.

NotesSkill Bonuses
Alchemy +5, Athletics +10, Blade
+5, Hand-to-Hand +5, Illusion +5,
Myificism +5, Security + 10

Specials
gestst Disease (magnitude 75.
constant), Resist Poison (magnitude
100, constanu. Water Breathing
(constant)

Argonlan
Race

Weak skill bonuses and weak specials.
Suitable only for 1l1ardloversand
certain role-playin,;! concepts. Choose
a male for a stealth or combat role, J
fema le for a spellcasting role.-_.- ------ ~ -- ---.-. ----- ---._- .-..----_._-_._- --_.-..._--- -_._- -------_.• ---_. -- - -.._- - - ..-.--

Breton Fortified Maximum Magicka Alchemy +5, Alteration +5. Recommended for rcnservafive,
(magnitude 50, constant), Resist Conjuration '"10, Illusion +5, defensive speucasters. Good, balanced
Magkka (ma~n i l ude SO, constantl, My~lidsm +10, nestorarton -+ 10 package of spedals.A Breton has
Shield (magnitude 50, duration 60 mars!inally betterattributes for a pure
once a day) snellcaster role than the High [If.

which isslightly bettersuited for
nrraslnnal melees.

~-_.__._. -_.- ----_. ---- _.- - -- -- -- --------- --- ------.- --- -~-----_.- -_._.. ..~ --,.- ~..~ -~_.- ---- _...,..-.-
Dark Elf Summon Ghost (duration 60 ence a Athletics +5. Blade +10, Blunt +5, Recommended for balllem,lge roles.

day), Resist Fire (magnitude 75, Destruction +10, Light Armor +5, The summoned Ghon is a Level l
ccnsu nn Marksman +5, Mysticism +5 creature. wimpy 10start and useless

as you raise levels. but the Ore
reststanre is significant against annoy­
ances like Scamps. well-rounded but

_________ ~ ,. • ... • . ._~~~~e_p~ ion~t~~~les. 4 __ _ _ __

High Elf Fortified Maximum Magicka Alchemy +5, Alleratlon +10, Recommended for offensive, go-for-
(magnilude 100, ronstanu: Conjuration +5, Destruction +10, broke spellcasters. Very aggressive and
Wea kness to Fire, Frost, and Shock Illusion +5, Mysticism +10 risky to combine with Apprenlice
tmagnrtude 25. constant); Resist birthslgn for very high maximum
msease (magnitude 75, constant) MiI.I!icka and very high vulnerability to

speTlcils ting enemies. Choose a High
[ Ifover the Breton for slightlybetter
melee attributes.

I~p;ri-"I - '- ' - --- "AbsO~b-rat igu; (~;g~~~d-e-ioO~ ----- BliI-d;-~"5.Blu-nt' -tiH~~i-i(;ii.~n-d---U~disti~guish~d~~il[ b~;~;~'I~d--
oncea day), Charm (magnitude 30, +5, Heavy Annor +5, Mercantile Starof the West is useless. but see the
once a day) +10. Speechcraft +10 sidebar ' voice of the Emperor:

Avoidingthe Persuasion M ini·Ga me.~

Undistj ngui~hed attributes unlessyou
lovespeeeherart, Mercantile, and
Illusion skills. .-- _._._-------- ---- _.----- ----_. -~ ----- ---_. - - _.-_.__.- _.- -_.-. _._--_.- _.__.__._--- - _._- - _._-_. ----,-

Khajiit Demoralize (magnitude 100, once a Acrobatics+10, AthlelJcs +5, Blade Recommended with reservations for
day), Night-Eye (duration 30, +5. Hand-to-Hand +10, light Armor thief concepts. Wood Elf isa better
unlimited usesn +5, Security +5, Sneak +5 choice for Marksman sneakattacks.

Demoralize is occasiona lly useful. but
Nighl-Eye is ideal for sneaks.
Acreptable attributesfor a thief role.

N~;d' ------ ---F~;tD;~ag~ (i~~~h~ ~ag~ lt~d-:507- - A-;';'~;rr ~-5:Blade+10:Bloc-k'+5,- ---Rec~~me-nd;d fo;mer~-fiihi;~n,; ·
once a day), 5hield (magnitude 30, Blunt +10, Heavy Annor +10, Orehas better skill bonuses, while the
duration 60. once a day), Resist Restoration +5 Nord has exceptional attributes for a

____________ •__~r~~_('.?~~n_i~u~: ?~.'_c_o~sta~~ • . . .~~r: !~~~~t_~~:. • _
Ore Berserk (Fortify Health 20. Fortify Armorer +10, Block +10, Blunt Recommended for melee fighters. Best

Fatigue 200, Fortify Strength SO, +10, Hand-to-Hand +5, Heavy skillbonuses, and Berserk is cool.
Drain Agility 100: duration60. once a Anuor +10 Attributes are slgnificilntly Inferior to
day). Resist MaglCka (magnitude 25) Nordor Redguard for a puremelee role.

--- _.- -.------_._-_.- - --- -_.-- - - _ . -- --_._-- ---,---- --...._~ ... ""'---. --- .--------- -- •.- -. - - - - -- -_.- -- --
Rrdguard Adrenaline Rush (Fortify Agility 50, Athletics +10, Blade +10, Blunt Recommendedfor melee fighters. Fair

FortifySpeed SO, Fortify Strength +10, light Annor +5, HeavyAnnor skill bonuses. spectacular Adrenaline
50. Fortify Endurance 50, Fortify +5, Merca ntile +5 Rush, Redguard has exceptiona l
Health 25; duration60), Resist attributes for a pure combat role.
person(magnitude 75), Resist
Disease (magnitude 75)

Wood-El( ' -- -.- --Com mand Crei ture 1m.lgn~ud;io.' ---"'A(robali(s-is: "Aic"hem; -+-10:- ........ -
duration 60, once a day), Resist Alteration +5, light Armor +5,
DIsease (magnitude 75) Marksm.ln +10, Sneak +10
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The Imperial's "Voice of the Emperor" magnitude 30Charm
will solve many Peeuaslon challenges, and stacked with
Alluring Gale (Novice, magnitude +12 Disposition), a spell
anyOrecan cast, Voice of the Emperor will solve even the
most stubborn OlspmlllonbasCd rhatlcnges. Those few il
won'tsolve can be solved (by wiIards) with additional
Slacking of Seductive Charm (Apprentice, magnitude +24)
and Voice of Rapture (journeyman, magnitude j'36l or (by
bloated pIUIOUdIS) wilh a ludtdous application of bribes.

Voice of the Emperon
Ayoidln~ the Persu asion Mini-Game

The Wood [If receives +10 bonuses for Alchemy, Marksman,
and Sneak-an excellent combination for a ranged killer. The
Journeyman Alrhemy perk of Idenlifying three effects of ingre­
dients grea tly enhances potion mdklng and. most importantly
for a Marksman, polson making. Afemale is definitely a better
choice ifSpeerhrraft. Mercantile, and/or Illusion are desired
for a pure Ihief concept.

This gives us dear best race rhokes for three common
character concepts. Orr for melee fighter, Breton or High [If

for mage, and Wood Elf forstealth fighler. Alas. there is no
clear best race choice for another familiar character comepl­
the thief.

Onlyone rare offers any bonuses OIl all for the 1W0 most
important thievingskills-Sneak and Security-and the Khajllt
+S bonuses for eac h arc nOlhing to rheer about. The Khajiit
also lacks any bonuses at all for magicsupport, while lhe
Wood Elf has bonuses for both Alchemyand Alteration. A
Wood Elf is thus a netter foundation for a thief but if you
choose the Khajilt, either a male or female will be suitable,

Another popular characterconrept is the fighter-mage. fIT

battlernage. Only the Da rk Elf has + 10 bonuses for both a
melee skill and a magic skill (Blade and Destruction), and the
other skill bonuses are wen-suited to a mixed melee and spell­
casting role. The Oark [If has acceptableattributes for the
battlemage role. plus excellent Speed foradding Ughl
Armor skill.

1. MilximiLr r~lpid acquisition of desirable Journeyman
perks in key major skills.

2. Choose races wilh highattribute SCOrl'Sto matrh the
governing attrtbutesof skills needed fur the character
concept . Fur example, a fighter concept needs an alldck
skill like Blade, Blunt, and/or Hand-to.Hand. Strength Is
the governing: attribute for theseskHls, and Nords have
base Sln'ngthof SO. the highest available. Therefore,
Nords are desirable for-a character with a fighter
concept.

3. Choose racial abililies that suit your character concept .

4. Choose raclal abilities that solve Sllrdftc short-or long
term problems encountered during adwnturlng,

~ . Choose racia l abilities that are atleast occJslona lty
useful.

6. Avoid "ICf'S with abililirs of lhnlted value.

The Orr alone receives +10skill bonuses In fourskills­
Armorrr, Block, Blunt, and Heavy Armor- all crltlra l rombat
skills wilh deslrabtc skill perks: the best of any race. In
partkulat, the Armorer Jou rneyman perk of ll'pairing magic
wcapons and armor lets you repair them as soon as you start
finding them in 1001 (OI l level 3).

Both Redguards and Nards have significa ntly superior
attnbutcs for a purr melee role, but the Orc's early nrress 10
va luable skill perks both feels cool and adds significa nt effcc­
livenr<.s to combat. Mall'S of these faces arr always better
suitrd to the pure melee concept.

The Rt'dguard receives +10 bonuses in threegood skUls, but.
unfortunately, you(an only usc Blunt orBlade al anytime. so
theseskills advance more slowly than the Ore's four combat
skills, whirh may all be practiced OIl the same tlrne.

when spellrasters reach Journeyman level, they gain MCe$!;
to new spells, th e Breton and High Elf receive +10skill
bonuses in three spell colleges. That gives the Breton early
.l(Cl'SSfa the very lJo;eful Bound Bow, Bound Cuirass, Bound
Mact', and Summon Dremora spells in Conjuration. The Wgh
Elfgains access 10 Open Average lock InAlleration, along with
many new Destrurtton spells, some quite potent and with Mea
effects, like Flrehall, Hail Storm. and Shocki ng Burst. Bretons
have belief attributes for it purespellraster role but all' weak
on slar1lng Health, whereas High £Ives are somewhat tougher
in ocraslcnat melee siluallons. Malesof these races are always
better suited 10 pure spctkaster concepts.

Ihe Brelon's Bound Bow in particula r Is beuer than an Elven
Bow. weighs nothing, and never suffers from wear.Since you
won't begin to see Elven weapons In 1001 until you reach level
9, d Bound Bnw gives J Marksman spectallst a delicious edge at
lowrr levels.

In Judging the comparative merits of the races. Iry to achieve
the following oblecttves for character creation. in order of
diminishing priority:

8 ;.jP" I" . O" "KlIlI. G."'E GUIDI:
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The Zen of Choice: An Easlern Perspective on
Choosing a Riu
An ancien! Chinese philosopher.. .r forge I who... once said.
"Fasting at the Feast of Power refreshes the Spirit and
Senses." That is. there's more happiness in picking the right
race than in picking the most powerful and effkient race.

Picka rare and sex thai you'll enjoy looking at earn time
)'pu open your menus and earh timeyou return from a
break in play to seeyourcharacter displayed in vanity
mode. Pick a race and sex that Ieel right. Be free. Bewho
you want to be.

Don't sweat the det.iils of picking race, SfX. and
birthsign for maximum power. Wegiveyou the information
and analysis so you (an make Informed choices. but let
)lOut heart direct your final dt'fisiom. Sowhat trYOUT
R.edguard sorcerer isa little slower to level or has to work a
little harderto defeat an enemy? SowtL.1t if your High Elf
warner has to KUIT)' and heal a little more than an Ore
wamorz Ihereare many ways inOblivion to build and
equipyourcberarter to face dif'fkull challenges. Thusdoes
your character earn Ihegreater glory. And, best of all.
you've done II yourway.

BIRTHSIGNS

The following table lists all the birthslgns and features in
declining order of desirability. Notes give a quick thumbnail
assessment of each blrthslgn's merits and limitations.

or course, a bnthslgn's desirability depends on how it fits
yourcharacter concept, and sample matchups of racesand
birthsigns for certain familiar character concepts All' given in
the "Model (hiuacters" section.

The Mage and Apprentice blrthslgns are at the top of the
chart because maximum Magicka is the mostdifficult
component of a hlgh-Ievrl character 10 raise to usefullevels
late in the game. Many players whostart witha non-spell­
castingcharacter concept decide Ihey'd liketo explore the
abundant rbarms of spellcastinggameptay at a laterstage in
the game. but find themselves permanently crippled by low
maximum Magicka scores, which preventthem from casting
Ihe most juicy and enterta jnlng spells,

Anyone stlrting with a rombat or stealth specialization who
may want 10experience the complete glorious spectrum of
Oblivion gameplay at a tater stage in the game is advised to
start with the Mage bhthsjgn. regardless of startingcharacter
concept, just so he or she can haveboatloads of fun casting
'ipells when the character's level is in the late teens and
twenties.

BIRTHSIGNS

Thief ~ - Agility~+fl( sPrr-a+-l 0'-fua(+10---- -~-

Shadow-- - _•• --~ lnvisl b il ftY (duration-(,0) once ~-daY- - _. - ~ ---

Magc M",glcU, +so
Ajiprenticr- - - - ·MiiiclU-+-l(X(Wt ifneis-ro-";",¥ck.1 lfK1\-- ---- --.-
wa7riOr- - • -Strrngr-h-'; fO~ [ndurJii["i';fo- ------ ------

Notes
Spelk"'ste( essenuat;relublc.
Spt'lIa'iterts.~nilJl;-.lggr~iyt.~ _. - -- • - -- " ~ ~-

Ptrfrct til (or fiihlers: at1rib'uiibOnuses-.a-re "iiwaYs-i --­
safe tN1.
Best fil forgrnrrdlstta lth gaiTiepliyor for~ gencrillst. ~ -

U~fu lforpmbirm":wiviiig; eitre-nleii polen(for ihir-(
and assasstn qut"\ts; usefuloften and at ", II levels.

lover------ -Par.1IYie-(iiJ-ucll.-d-orjlio-n-(0) andloSe- iiOp(ihilsof -- - USl'fu(for pii.Jbrem~sOrvl rig; pottiil;usefulortrn-",nd---
fallgue once a day "'I ant evets.

Rilu jl- - · ----,1.l·; iiire ilealth"(rnagnlludl'-iO<(jnstant-j oncea daY, Turn- - · U'il'fu(forprobTl'ln'":wivirig; jJiiieiii: usefufoften-andai --
Undead (magnitude tOO. duration 30) atl levels.

To";er--- - -- - _••ojiin-Av;.r,igciOik-onci i diy,-RenectDam-agr"---._- - - - -uSrfu(ror probfem":s-ofvlng; potent.bill paSsiVr and- - - -
(magnitude S;duration 120) subtle; 1I'>('lul often and "'I all lewls .

Serprrii· --- -. - Foot Cife(i'i~ allaton[e~olKea l!ay=l5a-mage Hr-alih U~fu(forproblrm--:Wi"lnt"We,ik;rarely-usrful. but "'I
(touch. magnitude 3. dur"'l ion 10), Dispel(magnilude 90). aurewis.
Cure Polson. Dam",ge Faligue (~If. magnitudl.' 100)

AITonicf,- - - -Miiicka-.;fsO~Spt'l(AtMrPtioii SO'\.-no ~'iiirka· --- ~ -- .SPeil(~-Sleressentlal:dicri,-resi()riniUJaifckaIs:1-tl,iii-
regenerancn surking chore.

iidY·- -- ----Willpower.; 10.-rndur..nre-:;10 - -- ~ -. ---- -.-- - _. - - - ~ Ail~liUlt iJllJlusesireaiW",ys-; Sol febft~ hui less-u-";fui --
man warner unless your characterconcept mixesmany
wtllpc....'1."( · i1ndIndutance-based ~kills.

Strer--------Spffl1 " io- -. -- --0- ----- - - - - - -- - - -- -. - -- --Aiiiiliu,e bOiiuses ire:1iw",ys i sate bet~ bui~oiitY- ­

gm.ems Acrobatics, Athll.'tKS. and ughl Armor,and
only light Armor is particularly useful.

iOrd- - - - - _. --- - R~orr Htalth~ (dutiliOnlS~niignltude 6CWi",iiimto -- •-Hei!sPilfIs powerfuCat lOW leYdS: linliins usiofui into· -
Firr 25'- anmelime high IM is. bUI comeswilh a permanent weakness.

Usefulfor character concept without Rl.'SIoratioll.

Birthslgn features



RECOMMENDED CHOICES

The first four recommended btrthslgns provide attribute
bonuses-always a safe bet. Shadow isa ramy: a btrthslgn
with a once-a-day feature for which it isworth forgoing the
ever-actfve effects of attribute bonuses.

Mdge: Choose Mdge £lve.r Apprentice for your speltcaster if
you plan to do the Mages Guild faction quests and the
Main Quest, and hunt a lot In Necromancer and Conjurer
dungeons, because the Apprentice weakness to Magicka will
kill you when you're fighting the spellrastlng creatures,
spetkasters. and their spellcastlng summonings in these
quests and dungeons.

Apprentice: Choose the Apprentice over the Mage foryour
spelfcaster ifyou plan a broader campaign, with many
Miscellaneous quests and freeform dungeon-loctlng. where
the proportion of spellcastlng enemies to ncn-spellcasttng
enemies is more favorable to you. And alsoselect the
Apprentice if pure power isyour lust , because thoseexira
SO Magida points make spelfcasting a lot more fun ... if
you're willing to put up with the extra prepand hassle
when fighting Necromancers, Conjurors, Scamps. Imps, and
Oremora .

Warrior: This is the best choice for any melee specialist,
and essenttallf relying on the Heavy Armor skill (heavy
armor and great weapons weigh a ton, the best heavy
armor and great weapons weigh extra tons, and you'lI need
lots of strength to carry it all).

Thief: This is the best choice fora stealth specialist. Pick
this ifyou want your btnhslgn choice to give your Sneak.
Marksman, and Security skills added punch in every aspect
ofyour quest and free form gameplay

Shadow: This is a good choice fora stealth specialist with
particular interest ingreasing the most difficult issues in
the Thieves Guild and Dark Brotherhood quests. Invisibility
is alsoa more dramatic, entertaining toythan attribute
bonuses. However, many players overlook or forget once-a­
day powers, so Thief is usually a betterbel.

WORTHY ALTERNATIVES---------------
These have the virtue of being active features. fun to play with,
while attribute bonuses work quietly and joylessly behind the
scenes. But once-a-day abilities get forgotten and overlooked,
while attribute bonuses are always working foryou.

lover: Paratynng enemies is hugely entertaining, a fine
equalizer against the occasional super-tough enemy boss.
Arddentatly passing out when you cast this power with
depleted Fatigue isalso good fora laugh.

Ritual: Getting 200 points of Health back all at once will
solve a lot of ugly boss confrontation problems. But the
once-a-day factor isweak.

Tower. Reflect Damage isthe rare feature that works
against the greatest threat to survival-multiple enemies
fighting you all at once. But its effects aresubtleand
passive, and just not a lotof fun to play with.

Serpent: In theory, it's fun to poison an enemy. But the
total effect is modest, and worse yet, It lakes too long to
get the full benefit.

Atronach: This birthslgn hasthe biggest character creation
attribute benefit in the game, but it'ssaddled with painful
liabilities. It's not worth the hassle of forgoing Magicka
regeneration for 40 hours ofgameplay

L1dy: Attribute bonuses are always worthwhile, but these
are useful only ifyou're specializing in skills from two
separate specializations (always weaker than a character
that focuses within onespecialization). Nonetheless.
despite itsoverall low rating. it's an ideal choice for some
unusual character concepts.

Steed: An attribute bonus of +20 is a great benefit, but the
attribute governs only one important skill (light Armor).

lord: This btrthsfgn hasa decent benefit burdened with a
permanent weakness. Ritual gives a betterRestore Health
benefit, with noaccompanying weakness, but only onceper
day, lord is a good choice forcharacter concepts without a
Restoration skill, especially for Dark Elves who are not
bothered much by the weakness to fire.
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COMBAT-STEALTH WARR IOR­
AMBUSHER

SKILLS

Block
Armorrr
Hr~ Armor
Blade
Marbmin
SlH'ak
Ught Annor

ATTRIBUTES
Ow Attributes

Attributl! B." s.w Bonus
Slrr nglh SO 0
Intelligence 10 0
WlIIpowrr 10 0
A,gllity 40 10
Speed 40 0
Endurance SO 10
,uck SO 0
PersonJlity 10_ 0
Health 120 0
Magickol so 0
Fatigue 200 0

====.....-----

This spllt-speciallzatton design has inevitable weaknesses. The
attributes are strong, but it wlll be a long time before the

stealth skills reach their va luable foumeyman perks. The
skirmisher has the Strength level 10 carry heavy armor

at lower levels, but he'll need to switch to light armor
as the wright of heavy armor outpaces hisability to
raise his Strength to carry lt. Nonetheless, he should

be able 10 sneak-and-shoot and meleeeffectively.
He'll advance levels slowly. however, and his

sneak-and-shoot will develop slowly. A
Redguard male would have identical
attributes but weaker skill bonuses. A
Dark Elf would be another possibility in
thts role, but the +5 Marksman bonus
is small potatoes, while the
Redguard's Adrrnaline Rush is a

spectacular once-a-day tool.

.~

.it- SlIII Spm,liution .." '""...;or Slill "W ..." "'". V.I.
81uIII " - 10 _ 10 .-
Heavy Armor " +10 +10 .-
Block " +10 +10 .-
Armorer " +10 +10 4~_

Blade 2S +10 0 JS
Restoration 2S _0 0 "_
Alchemy 2S 0 0 "

uass Attributes Birtllslgll nart
Attribute Itu t Bu e B.." "'"" Y.lur
SIrf-ngth .- 10 10 ss
Inlelligenu 30 0 0 30
WUl~r SO 0 0 SO

~gi1ity lS 0 0 lS
S,"", '0 0 0 30-
EndurAnce SO 10 10 29 _

'''''' SO 0 0 SO
lTnonil ity 30 0 0 30
Ht i lth 140 0 0 140
Mlgic:k.I eo 0 0 sc
ril i~ '20 0 0 '20

PURE COMBAT WARRIOR WITH
MAGIC SUPPORT

SKILLS

MODEL CHARACTERS

Aconservative and reliable design, thischaracter Is dose to
the wa rrior ideal. Although youshouldn't take both Blunt
and Blade, the decent Bladestart value makes Blade
magic ftems you find useful for backup, Warriors get
hurt a 101 and can USl Bestoration a lot. Alchemy
turns all those ingredients into potions you can sell,
and maktng poisons is fun and useful. Berserk is a
useful problem-solver, and the Warrior birthsign's
attribute bonusesare blue-chip investments.

ATTRIBUTES

t he following model characters combine races and blrthslgns
into ideal character designs. Use Ihem orr the rack or tailor
them to your play style and role-playingtastes.
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ATTRIBUTES
a~-" Attributes Blrth.lIg" St~rt

Attribute RJee B.ue
"'"~

Bonus V~lue

S l r~ngth 30 0 0 30
Intelligenc.e 50 10 0 60
Willpower 40 10 10 60
Agil ity 40 0 0 40
Speed 30 0 0 30
Endurance .. 0 10 2-.°_
Luck 50 0 0 50
Personality 40 0 Q 40
H l'~lt h 100 0 0 100
MJgicka 120 100 0 120
Faligue IIRJ 0 0 ISO

SKILLS
lI~jorSkill Spediliu tlon RJ(f Surt

M~lor Skill Bnt Bonus Bonus V~lllt

Alchemy l.S +10 +5 4{)

Al teration 25 +10 +10 4S
Conjur.l!iOIl .25 +10 +S 4()

p estruction 25 +10 +10 tS_
Illusion 15 +.10 +5 40
Mystids~ 25 +10 +10 4L-
Blade 25 ° 0 2S

This character is a spetlraster withstrong Destruction spells
who(an also survive long enough In melee to finish off
enemies with the enchanted blades he'll create. the Bound
Blades he'llsummon, and the magic blades he finds In looL

1F===================ffi Shifting to Blade gives
him time to regenerate
Magicka for his next spell
attacks. II 's a fun , active,
riskymage play style.

(Ju s Attributts Blrthslgn SO"
Attribllie !tau B.ue ,,,~ Bonus Villit
Strr llgth 40 0 0 40
Intelligence SO 10 0 60
WIlI(llIWN SO 10 0 60
Agili ty 30 0 0 30
S",,,," 30 0 0 10
Endura nce 30 0 0 lQ-
l uck SO 0 0 SO
Pl'oo nality 40 0 0 40
Health 60 0 0 60
Magirkd '''' SO 100 170
fatigue 160 0 0 160

Major Skill Speci~linlion R.u Start
M<llor Skill .... ,,,~ Bonus Value
Akhrmy 2S . 10 ' S 40
Al t!'fAtlon 2S ' 10 ' S 40
COlljur,,!ion 2S . 10 . 10 ' S
Q~tru(tiUIl 2S ' 10 0 35
Illusion 2S "0 . 5 40
Mysli~!tl 2S . 10 . 10 ~-
Restoration 2S ' 10 ' 10 45

SKILLS

ATTRIBUTES

12 P RI MA g.,.~ .... G "Ml GUlCH:

Avery strong pure mage. wilh few weaknesses. The Breton
resistance to Magicka compensates partially for the terrible
weakness to Magjeka for the btrthsjgn. Illusion was chosen over

Blade because a start va lue i"....~""~""""~""......""lIof 40 is pretty close to I ~

gettingthe Journeyman
spells that areso sweet for
this skill. The pure mage.
however, lacks the attack
and armor skills needed 10
exploit the magical items
found in mid-game and
tate-game loot, and dies
when he lets more than
one or two enemiesget
close to him.
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~=.,.;,PURE STEALTH THIEF

ct.H All ribuln Bll1lWtn '"rt
d~u Atttl buln Birthilg. SWt Attrlbult Ru t Bnr II:!1nus Bonus Valut__

AttrllHrtt R.Ut Bne
""~

Bonus Valur li l tt'nglh lO 0 0 30
Strength 30 0 0 lO I nl rlligelJ(~ 40 0 U 40-

' 0InlJ>l1IgI'Jlu ,. 40 0 0 40 Willpower 30 0 0
WlUp(J~er 30 0 0 lO AgUlly su 10 0 60
f.g il it)'

~
SO 10 10 70_ ~ lll'ed 40 lO 0 SO

5pt'r( SO 10 10 10 Endurance 40 0 0 40
t nduranre 40 0 0 ~O - ,.., \0 0 0 SO
l uck 10 0 10 60 1'1'IWnalilY 40 0 0 40
Personality lO 0 0 lO Ilr allh HO 0 0 HO-Health HO 0 0 HO M"llickil HO 0 0 HO- -
Magieb 80 __ 0 0 HO Fatigue' lSI> 0 0 1\0

Foltigur 170 - 0 0 110
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M.uksmJn 25 -+- 10
Snl.'ak 2'> ... 10
Security 25 +10
Ughl Armor 25 -+ 10
M('rIdnl i!£' 2S -+ 10
5JH'l.'(hm fl 25 +10
lIIuslon 1S 0

Our lootsweeper is opttm lzed to breeze through the Thieves
Guild and ()'lrk Urothcrhood quest lines wllh fly ing colors,
making friends and rlch profits In the process. The Shadow
blrthsign's long-duration Invisibilily solves 111051 key quest
pmblcrns. She won't start allYfights she can't fin ish quickly

______________ and qUil'lIy, and she'll
,. - have to go around father

than through any creature
that hasn't got a va luable
ingredient drop. We've
rhosen a female for better
st.1rting Health and an
easier early game, bill
we'll miss the Khajiil
male's better Strength and
hlgher Encumbrance
limils when we need to
make double trips to
carry all her 1001 froma
dungeon.

••!of UlII Sprd. llll!lon
~IMSklll But aonllSMajor SkiD Sp«uliutilHl IlMr Sun

.ajorSkill !We 80nllS BonllS yalue
M.OOmall 2S + l Q. +10 4')
Sneak 25 +10 +10 45
ughl.A,rmor _.25:...... +10 +5 40
Alch_emy 15 0 t 10 35
I.IIl/sion _] 5_ 0 0 25
Iunjuration 2') _ 0 0 25
Blade 15 0 0 25

This bushwhacker is a bunter and a looter, not a Ihlef. Ranged
sneak attacksand one-shot kills are his bread and buller.
Alchemy lets hIm make poisons to add punch to his rauged
attacks. With l1lusion , he can frenzy enernles into killing each
other and (an supplement

his stealth skills ~ilh . 1iI\~~~~~~lll
Chameleon. Conjuration
gives him Bound Blades
and especia lly the Bound
Bow, in addition to low­
power summcnings. When
all else fail s, he stands and
fights witha blade. This is
a slow-paced, deliberate
predator, without any of
the wealth.harvesting
abilitiesof a true thief.



SAMPLE NAMES FOR TAMRIEL'S RACES
R~ce Milt Female

"pstlll Spf(Uilililtloa .... SO"
"jorSkln .... ..... ...... Y...

""'''''''on 15 ." " 0 "Conjuration 15 0 0 15
lIIusioo 15 0 0 15
,,!~~an 15 0 S lO
~nI'a k 15 0 0 15
Bl.ldr 15 0 . ' 0 jS
Ughl Armor 15 0 ' S ...

SKILLS

TheIlfetaker is built for the rong run, because a mix of skills from
all three specialties gets little help from starting skill bonuses or
race bonuses. Further, since he'sa spcjtcaster, the birthsign must
be reserved 10give him the Magicka reservoir to support the high
Magicka costsof spells from late-game spell lists. He should
advance through the MagesGuild r _ ::;:; 1

to quality for access to item ~ , I
enchantment. and fIt'lI need to II
enchant the Damage Bows., I

Damage Blades, and the
Chameleon rings that will make
hissneakattacks first -shotdeadly.
Alchemy mightbe a better choice
than Conjuration, with potions
and poisons.but Conjuration will
bea greater comfort in theearly
game with its handy Skeletons
and Zombiesand cheap and
effectiveBound Dagger.

MAGE

ATTRIBU T E S

Dilrk Elf

o~

OIU Attri"lIttS Blrt!ls/fl SO"
Attrlbutt ll.Ietllw ..... ..... V~11It

Sll'ffigth eo 0 0 ...
Inltltigtna ... '0 0 SO
Wlllpowtr 30 0 0 30
Agility ... '0 0 SO
Sp«d SO 0 0 SO
Indurance ... 0 0 ...
luck SO 0 0 SO
Prrson.l lity lO 0 0 lO
Hr.1llh so '- , so
M.lgieu 100 u 100 100
r~ligul' 160 0 n 160

Argon~n Brm-Seel, Gold-Hwt. ~m-u, R;rvrn-Bilrr, HultTflap.1, £fft"k-Wa, Silver·Tail Amuh-An, FIll-Singer, (huHi,
_____ . ':'u_I?S..!i~~ri, ~J~-~,_J_~-~et~S_ _ . !r"Jong~~AlmI , (~~n~-~l"tU~.W~~.._D_~~_ _ _

Bm on tuenne R.lmis, Claude Emard, sergt Artole, u samir Uo.Ise Brigrne , EliQ M.lrlt , aabeneven. Anelh.'Jurard,
u rtan. M.lthias r te rme. Aldin vncan. Afady 000.11,Alben Vel'Ofl iqul' tunne, Yolande ranene.Alison Derre, £Ivira

___~ ._ . __ ._J.e ~~k: ~~,!S!. ~~iI_n~~,.~d~~~~!,~e!.- __. _~ ___ ~ ~~I!n.e, ~~~~t;,f!k~~~_E!!"rd __•• ~ __
R.ll ,n Hlaalu, B.'lilis Uervu, Sa rel Velana~s, Galvon Uilthilla Alor, Dravona RaLis, filst' AIl'Ielh, Melis!
gedoran. I ndarrelvanm. Neven Hlaram, Arv.ls Drevan, naren. Varona Netas, VoldSf'.l Glryon, arevasu Heran.

___ ___ ___ ___ •~!,!s~~e!a_"-.O~ ~i!r_n.I !I.£I,!r~~ ,_ ~!'2!~t.Se~h!~I! __ ~ Mone~...s~ !.e!' ~ l?~v21!a_~~!-~.!1 r'!. P!l'}_~a_n. ,••_'•.•'.
High [ If Erandut, Sindcrion, Aicantar, Nerren, VillFnir, Nelacar, FilJrc, MIl', Ncnya, Al.lnwe, Aranande. Nuralanya ,
____ __ _ ~ • ~'!.iI!l~i~ ~ ~"..n)'~~,_AJ~a_n~~,_~a_ra_"!~ __• _. __ • _. _. _~ ~ ~ _~!len~n-, _N2ry~~_Ess.JJT~ ....F]s_t_~I~e... __• ~ _
Impen.ll HaMrel Iarol, Gerich M05lin,Wariel RilCh, jesan Gen",rd, Alrssla Annus, otana janch. Rum~ Cav~ j n , Jrru

Carody Marillin, S4'l'VI'rm Victrb:. B.'lssus Modius, Ortavtan Trossan, Allima U M, Sdlonb Viri.l, N.lrcksa rausta.
__________ ~r..",~u_~ ~i!r~ ~~!I~'!,J)~~_Vl~ • ~ . y~~ ~!f!li~,. L~u~~_Af~ ~~linJ!!ep~~ . . . ~ ~ _
Khitjiil R.1'min-Oilr. R.1 'j;ur, S'rnh~. R.1 'f~rruk, MiI 'jh.ld, RI'l.1ym, Hilreyil. Nist!a, Roshir.J , rsamuse. SVil l1iI. Bashi.linilra,
___ ___ • ~'?-'~'..h~,~K.h~~,X~~a~~:..~iI! ~ ~~~ssi, ~~~~,~'.!~h~ . _~ ._~ _
Nord Hans Hilrd-Hands. Rib rd the Rude r,Vi/fred, Hl"nrik the JonI1il tilt Wild, Genru(le Wt athef.(ock, Britte, TIlde

Harrier, Broder the BLlCk, Erich. Mikkd the wanderer, the fair. Riku Hearth.Healer; Chilflone, Karoline, Agnil
Peter, Axel. Eric: Snowmane Grrydoak, Rebel.kit, Mia the Inn

-- -Bci..rol iro-olug,-B~.vtirO--N;uul~ sharag gt(;GhilSh'- -- -- B",~ui gra~Gtmth, -Migitlnh·ira ·s~iriu~: Morgagra:-~
Khmg gra.Shurkul, Shu~k gro-Aruk. ourgub gro- Nar, Yildbig gra.crazcb. Mutta gfOl·Shag, Snaggra·
ArgUffi U, Y.lg gra.G.1mul, Shaggro-Ghola, Rog-du gro· Oluk. Khmg gra- Namor, Gramal gr~-BoLirz, Lurzgra-
Ogrmh. lumbur gro-Mm g Sh.ltul, Narzush gra·UIgalt

R;dg~~ ~i ---- _. "( iI-rl-o; ,-A';-~;, -J;I;;I ~c;~i, -K~;;~·M~~~~~,A;;I~ B r~~d~n~--- -Nlch·; I; ':Sie~;. -K~~.lh~ R;shida: Bri;~;:-A~g;l i~~T.l-sh;,~-
_ _____ _ ••_ ~y!-:.e~!r_a~~ __, ~. • .• • ~:I~~_T:~n.!1~.:.?!,:n~_ _• ~ • _
Wood Ell Eglnor, Thrangor, Aranarlh, Thoron, Aragorm, 8regor. (,mven, Manrel, Taragall, Idrollan, Bralhel, (e lwarn,

Ar.ldroth. Gelrbor, Amlolas, [dhrl.as Elthin, Rilldn, Adandel, Ivt'rfin
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EQUIPMENT

Combat is a way of life in Cyrodiil. Whether it be against
Bandits, Goblins, or even the occasiona l city guard, sooneror
later, combat is inevitable. We give specific tips and tricks for
making yourcombat experience more rewarding as you forge
into the depthsof the darkestdungeons in Oblivion.
Depending on how you decide to play, you may wish 10 incor­
poratesome or all of our tips into yourcombat repertoire. The
beauty of Oblivion is that you're not forced info any specific
combat style. Whether you favor ranged combat or like to clash
with creatures up dose and personal. the gameallows you
to develop yourown techniques.

This chaptercovers propermethods of equipping oneself.
tips forvarious combat types, and then somegeneral advice.
Certain archetypes will not mesh with allof the suggestions we
provide, soyou have to determine which recommendations
bestsuityour personal style.

• Carrying the properweapon isyour primary concern. Make
sure that the weapon you have chosen complements your
play style. Ifyou never intend to get into melee, don't
bother loading up with an array of blades: all you're
doing isweighing: yourself down unnecessarily. Conversely,
a warrior shouldn't be burdened with hundreds of arrows.
Carrying capacity is at a premium In Oblivion. so
choose wisely.

• Daggers allow you 10 carry a shield and are extremely fast
weapons. but their reach isquite short {barely longer than

Nothing canend a dungeon romp faster than reaching foryour
pack and finding you forgot to bringsomevital romponern
with you. Rushing from dungeon to dungeon Is a surefire WilY

of getting yourself killed. It Is easy and quick to fast-travel to
anycity in Cyrodiil and properly equipyourcharacter. Taking a
few extra steps before your next expedition out into the wild
can significantly increase yourchance of survival .

~- ~- - ---.~

INTRODUCTION

...Greywyn's blade glinted in the dim greenish light
oj the Welhynd Stones. The bedraggled assassin was
crouched behind a pillar, listening to the footfalls oj
the Bandits making their way through the main
burial chamber. Onf!' hand was clutching his short­
sword, the other nursing the blood-soaked wound on
his side. He had broken the cardinal rule oj the
assassin by allowing his presence to be discovered.
The assault into the Ayleld ruIn had been going
according to plan. Slaying thefirst Bandits with his
trusty bow was easy for if master oj the shadows, and
Greywyn had been able to sneak into the second level
oj the ancient complex with no further resistance.

But then, on a ledge high abo"e the burIal chamber,
he had missed it: a simple pressure plate hidden in
the wbite-stene rock. Using his uncanny dodging
abilities, Greywyn had rolled awayJrom the hail oj
dartsJrom the long-unused trap, but if was too late;
the damage was done. The Bandits that had set up
camp here heard the stone plate rumble to life, and
his position was compromised. The Bandits loosed a
volley oJ arrows, and onefound its mark in Greywyn's
side. Pain eJtplodedJrom the wound, and Greywyn
Jell two stories to the ground.

Fortunately, he had tumbled as he Jell and was on
hlsJeet a moment after he had landed, just as his
master had taught him so many years ago. The
Bandits dropped their bows and drew their blades,
lookingJor the intruder. Using his shadow teachings,
Greywyn did the only thing he could-he hid in the
darkness and hoped that the Bandits couldn't find
him. But now they were drawing closer, and Greywyn
hnew this was the time to fece them. Giving if silent
prayer to the Night Mother, he stood and yelled a
battle cry as he prepared to face hisjate.••.



PURE

This is the character who likes to run up and whale away at
enemies In melee, never afraid of toe-to-toe combat. Every
fight is a slugfest ending in simply more damage done to the
target than sustained. Be it with a one-bander and a shield or a
massive two-hander, the joh getsdone in brute force fashion.

• When fightingopponents with weak melee attacks
(Skeletons. Ba ndits,or Goblins, for exa mple), try to stand
as close to themas you can to maximize your reach. This
type of enemy tends to maneuverquite a bit, so make sure
you keep them in your sights (thtrd-person mode can help
with this), Walch your Fatigue level, especially Ifyou have
toggled auto-run, Too much maneuvering with thai feature
on can drain it alarmingly fast. Reverse the drain with
Restore Fatigue potions or even raw ingredients. Never be
afraid to block with your shield; the damage dealt from
theseenemies isn't usually bad enough to wea r it down
quickly.

• Aga inst opponents with strongmelee attacks (Ogresor
Trolls, for exa mple). dodge their slower attacks by backing
off when theyswing, then answer witha few quick strikes.
It's easier to anticipate when these enemies are going to
strike, so you have a little time 10 outmaneuver them. In
some cases, your shield will allowquite a bit of damage to
go through from the powerful blows, puttingyou in
jeopardy, so don't waste too much time trying to block each
and every melee attack. The key is to takethe foe down
quickly, or you willsoon succumb to the damage.

• Even though perceived as weak, casters should not be
underestimated. These are the most maneuverable of the
101, so keep after them and never let them out of your sight
(again, third-person mode may help). Keep the power
attacks to a mi nimum and keep striking them as rapidly as
you can. They have less health than non-casters. so you will
stilt do significant damage this way. Taking time to do
power attacks and block will justgive them the time they
need to unleash a nasty spell. If possi ble, work them into a
corner where theycannot easily escape. If you are
concerned by their touch spells (some of which do far more
damage than ranged ones), make yourselfsomeSilence

Don't hoard potions. Use them. There are
plenty to find in the world, and they're not
so difficult to make even if Alchemy isn't a
major skill in your character type.

COMBAT STRATEGIES

a punch), which makes stealth kills and power attacks
significantly more difficult.

• Most other one-handed weapons allow you to carry a shield;
unlike daggers, theygenerally have reasonable speed and
reach, and theydeala decent amoun t of darnage. If you
wish to be cautious. this is the best all-around combination.

•"we-handed weapons have numerous benefits bot just as
many pitfalls. On the plus side, you will have an extremely
long reach. making It tough for some opponents to get near
you, and allowing you to deal a huge amount of damage.
Power attacks from these behemoths areespecia lly devas­
tating. However, these weapons are quite slow, obviously
don't allow the use of a shield. and never get the sneak
attack bonus for stealth. Because of this, unless you fa vor
maneuvering quite a bit in combat (more on this later).
invest in some heavyarmor, as you will essentia lly become
a walking target dummy.

• Abow is the thinking player's weapon. You should carefully
approach all targetsand be in steatth mode for the first
shot, and then do your best to stayat long range. Also,
always check your arrow supply before you venture out.
Consider bringing SD-l00 arrows wit h you at all times.

• Make SUrf' your weapon. shield, and armor are in good
repair at all times. Some dungeons barely make a dent in
this equipment, but most make you wish you were a full­
lime blacksm ith. Always keep a supplyof repair hammers,
and hotkey them. This allows easy on-the-fly repairwhen
you are unable to travel back to a town.

• Don't underestimate the power of alchemy. Use the
simplest, easy-to-obtain ingredients to make all sortsof
potions. Taking a brace of Damage Fatigue potionswith
you can be invaluable. Just pepper the opponent with
arrows or blows with this poison applied,and down they
go. Aknocked-down opponent is a vulnerable one. Other
suggestions Include Damage Health, Silence, Burden, and.
of course, Para lyze.

You must apply different strategies to different opponents to
keep yoursel f aliveand to killyour foesas soon as possible, Of
course. these strategiesare entirelydependent on your play
style, so choose whatever advice you fee l complements your
skills. Combat strategiescan be easily broken unotwo grcups.
pure melee and marksman.



potions ahead of timeand poison yourweapon with one
(or simply cast it before melee begins ifyou have it
available).

When facing off against all enemy spell­
casterwho canalso summon, completely
ignore the summoned creature and go for
the raster. Ifyou don't, you'll be fighting
an endless supply of them as your Health
dwindles.

• Casters are a different kind of animal for marksmen.
Opening with a good poisoned stealth shot can mean the
difference between a quick and a long battle. Use terrain to
your advantage; interpose as much of it as youcan between
you and the caster while you are reloading. If the casteris a
summoner, you can always use the summoned creature
itself as cover. Often. the casterwill hit the summoned
creature in the back when youdo this.Try to go for the
casterand ignore the summoned creature. Afew well­
placed shots from a decent sharpshooter will quftkly end a
caster's life.

:IMARKSMAN TIPS AND TRICKS J
The name of the game is keep-away for this character type.
Sharpsbccters rarely like 10 gel into melee, instead preferring
10 tum the enemy into a pincushion of arrows from a safe
dlstanre. Usually lightly armored and quick, the marksman can
be just as deadly as a pure melee character if played correctly.

You can most likely implement many of the following sugges­
lions during your time in Cyrodiil. Always choose what besl
complements yourcharacter type,and don't be afraid to
experiment.

I
• When fighting opponents with weak melee attacks (like

Skeletons, Bandits, or Goblins), lakeyour timeand open
up witha stealth shot if possible. This might be all you
need (especially ifyou've pre-poisoned the shot with
Damage Health). Terrain permitting, run at them after
you've fired one or twodecent shotsand engage in melee
when they are at about 25 percent Health. Arrows are
sometimes scarce illdungeons, and you can carry only a
limited number, so there is no reason to waste them on
theseenemies. Ifyou have plenty of room. however, and
you are very lightly armored. attempt to back off and finish
them ranged if you wish.

• Against opponents withstrongmelee attacks (such as Ogres
or Trolls), definitely open witha poisoned stealthshot if
possible. 00 the bestyou can to back off and keep firing as
much as you can. Never be afraid to run away. Use any sort
of Chameleon or Invisibility enhancement to do so. Heal up
and return to the fight and finish them off.These are
probably the most dangerous opponents for yourclass of
fighting. Getting into melee with these can be deadly (as
you are likely Iighlly armored), Keep plenty of healing
potions handy (and hotkey them immediately). They are
faster to use then Restoration spells.

SKILL PERKS

• TheJourneyman perkof Hand-to-Hand. Blade, and Blunt
skills is Disarm. Ifyou lise this perk, make sureyou keep
several points in mind: Read quickly! As soonas you
disarm the opponent, pick up that weapon. Make sureyou
have room in your inventory to pick up a disarmed weapon.
Nothing makes you feel more foolish than picking up
something that puts you over your weight limit and sticks
you in place.

when you're dlsarmlng multiple opponents
and a few uf them die. they tend to drop
their weapons. making the Disarm
maneuver less usdul on the ones that
remain . When you grabJ disarmed
weapon, ycurvkttm will simply match J

fallen comrade's instead , and you wasted
lime using the Disarm perk for lIothing.

• The Expert perk of Hand-to-Hand, Blade, and Blunt skills Is
Knockdown. Becareful using thls perk; it takes spilt-second
timing to execute quickly and successfully. Because it's

~.



essentially a backward power attack, an advantage of the
Knockdown is thai you'll be less likely to get hit byan
enemy's counterattack. Ifyour Knockdown issuccessful,
immediately charge the fa llen enemy and swing like crazy.
Don'tbotherwith power attacks at this lime. Get as many
good solid blows in as you ran, Knockdown blows to the
legs of youropponents tend to knock them higher into the
air than torso hits, which can push the enemy farther back.
Remember thai enemies take the same falling damage as
you do, so use Knockdown near the edge of a cliff or on a
ledge.

o Using Sneak allows you access 10 a "harkstabblng" bonus.
This admlntsters exira damage Ifyouattack an enemy with
a one-handed melee or bow weapon while undetected and
sneaking. Technically, this attack doesn't have 10 come from
behind , though you'll naturally have a much betterchance
of avoiding detection ifyou remain out of the victim's line
of sight. The perks for Sneak vary the amountof damage
you do when successful, so this isa favorable skill 10 build
up. The best is the Master perk, which allows a stealth
attack as if the opponent isn't wearing annorl

Putting together skill perks can resultin
devastatlng "combos." Performing these
combos in the correct orderdeals
tremendousdamage 10 your opponent. For
example:
• Block. Knockdown, then Para lyze
o Shield Bash, then Paralyze
o Block, Dtsarm. Knockdown
o Block, Shit-Id Bash, Knockdown

o The key 10 successful sniping in a darkcave is picking the
enemy out from the darkness. Enemies often wander about,
making them easier 10 pick out. so wail patiently to scan a
large space for movement when you enter. Learn and use
the Night·Eye spell to purdarkareasand the enemies in
bright, sharp contrast.

o Ifyou nerd an edge in a bow fight (archer versus archer),
keep the Detect life spell handy. While undercover, you
can track an enemy moving to a better firing position.

o When arrows strike, a small cloud of debris and dust on
many surfaces marks the pointof impact. Use Ihistelltale
sign to adjust youraim for those long-distance shots.

o Use animating doorsto block incoming arrows during
ranged combat. Ifyoustand in a doorway and activate the
doorjust before the enemy fires. youare likely to
completely block the shot. This has the added advantage of
giving yousomefree amrnunilion-simply pluck arrows
from the doorand send them back to the shooter!

RANGED COMBAT

o The Master perkof Hand-to-Hand, Blade, and Blunt skills Is
Paralyze. Ifyou can land the Paralyze maneuver success­
fully, you've pretty much won the combat Theenemy will
Ireeze and fall down, staying down longer than from a
Knockdown. Immediately close and fast-attack as much as
possible. As with Knockdowns, don't botherwith power
attacks. Gel as many good, solid blows in as youcan. A
word of warning: Since Paralyze is executed bya forward
power attack, failure 10 immobilize Ihe enemy leaves you
very vulnerable for a few moments, Choose the limes for
this attack wisely.

o TheJourneyman perkof Acrobatics is Dodge. Never
discount this highly useful perk. This isa great way 10 avoid
ranged spells and enemy arrows, or even to give you a
quick way to get to cover Inan emergency (such as when a
marksman runsout of arrows or when you need to heall.
Yes, it Is possible to roll right out of melee and give
yourself a chance to put somedistance between yourself
and yourenemy. Some clever sharpshooters caneven use it
to takea shot, roll behind cover, peek out and takeanother
shot, and so on.

o The Expert perk of Block is Shield Bash. For those Ihat use
the "sword and board" method of fighting (a one-bander
and a shield), this is a great perk. It is used like a counter­
attack; after a block youcan bash the enemy and cause a
stagger. Not quite as effective as a full Knockdown. the
stagger still leaves the enemy vulnerable for a moment and
spoils a planned attack (especially useful against spell­
casters). As withsimilar combat perks (Knockdown and
Paralyze), move in for a few ' free" strtkes as soonas the
bash lands for some major damage.
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• In a pinch, don't forget that you (an blocka melee attack
with your bow. This will reduce the bow's condition, but it
cou ld save you from a potentially fatal blow. This may also
give you a moment to switch weapons after the opponent
has struck.

~ If you (an readily cast Invisibili ty. and stealth is your game.
use this simple strategyagainst tougher opponents: Takea
stea lth shot for the extra damage. then run back and cast
Invisibility. Reposition yourself and follow up with another
stealth bowshot. Rinse and repeat as needed.

o Don't forget to poison those arrows! Many useful negative
effects (an be applied to an arrow to assist you against all
typesof opponents.

• Agreat time to attack an opponent is right afteryou
successfully block an attack on you and any limeyou see a
foe stagger backward, This moment can afford you one or
two quick extra attacks for significa nt damage.

• Ta kethe lime to watch for the enemy's powerattacks. If
you see your enemy winding up,you'll often have time 10
dodge the attack and even counter whileyour foe recovers
from the miss.

• Study and learn your enemy's fighting style. Each and every
creature has a unique fightingstyle. If you remember how
theytend to fight , you tan discoverthe holes in their
strategy. Exploiting an enemy's weaknessis the key to
victory.

If a fight isn't going your way, don't be
afraId to dial balk your ambitions by
yIelding. Grn.nlcd, euthennr bad guys will
Ignore- thisaction. But friendly and
,llllbiguously disposed opponents will
rheck their DIsposition and Aggrt'~lfln

levels and, if they wouldn't havestarred
this fight to begin with (whidl is likely),
they may stand down now. (You'll tmpruve
your rhanres ir you sheathe you r weepen.l

• Arrows make great items for settingoff traps. Always carry
a small bunch of them 10 CUi a tripwire or activate a Bandit
Cavepressure plate.

• Speakingof traps, if you find some untriggered ones in a
dungeon, use them to your adva ntage if they are near the
enemy. It isn't tremendously difficult to draw foes into their
own traps.

• Enchant your weapons and armor. Even the rudest
barbarian can complete the fi rsl seven Mages Guild Quests
and earn access to the Enchantment Maker at Arcane
University. (The Enchantment Maker Is covered in the
"Spellmakmg and Enchanting" rhapter and in the manual.)
Addingany sort of enchantment 10 weapons and annor ran
grea tly increase so many facets of combat. from adding raw
damage to absorbing health to disintegrating armor.

• When fleeing from combat, take the time to close
animatingdoors. This will significa ntlyslowopponents'
pursuit

• Don't underestimate wortcraft (picking up the raw ingre­
dients from the environment). Eating the raw ingredients
can mean the difference between life and death. Your key
to victorycould be underfoot during battle!

GENERAL

• Conjuringallies while hidden can distract a groupof
enemies, allowing you to draw Ihem away one by one in
the confusion or to sneak by to acquirea better position
from which to attack.
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INTRODUCTION ACQUIRING MAGIC
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SpecializationCity
Cheyrlinhal
Bruma- ­
Bravil
Anvii"
Chorml
Skjngrad
lcyawUn

GUILD SPECIALIZATIONS

Theguild chapters in the cities of Cyrodiil each focus on
different schools of magic. Mosl spells of that school can be
found in thai individual guild. Although the guild tries to pair
mages with similar magical interests together, it is not a hard
and fast rule. Althoughon the whole youwill fi nd spellsof an
individual school in a single guild hall, you may still nerd 10
broaden your search for a few of the harder-to-find incanta­
tions. In addition to their specialties, all of the gUild halls have
lower-level spells ava ilable for purchase bythosewho wish 10
experiment with Novice- and Apprentice-level magic.

The Mages Guild retains a centuries-old monopoly on the
leaching and adva ncement of magic. The guild has rojlerted
tomes, scrolls, and ancient knowledgeof the arcane for
hundreds of years. and no libraryof knowledge can even begin
10 match the combined learning of the guild. Because there is
no better source of magica l knowledge In the world, the guild
is willing to teach spells 10any citizen-ln exchange for a
sizable fee, of course. Fortunately Imperial law forbids the
guild from restrtcttngaccess 10 the spells 10guild members
only. Any Imperial citizen may seek training at the guild.

The Arune UnIversity

"Sheathe your swords. Lay yourshieldson
the ground. You willneed no weaponand
no armor, for the MagJcka within you will
be your guard and yourguide from this
day forward."
- Raminus Polus, to a group of Mages
Guild initiates

Magic 15an integra l component of the world of Tamriel. To the
people of the Imperial province, magic is not a matter of faith
but an undeniable truth. Magirka flows through everything and
everyone. Most warriors and advent urerswield someform of
magic, either from their own essence or through the Maglcka
of another embedded in their equipment. It will be an essentia l
tool during your time in Tamriel. It will keep you safe from
harm. aid you against your enemies, and light your path
through the dark cornersof Cyrodiil.

While nea rly anyone can cast a simple Flare at a few Rats, a
true master of the craft can bringdown entire armies with a
Flame Tempest. But magic, like any 1001, can be difficult to
master. The top sorcerersin Tamriel have studied the lunda­
menialsof magic and the universe for decades. and many still
struggle to reach the peaks of magical mastery. To add maglcal
might fa your arsenal, you must be prepared to studyas hard
as the great old masters. Your fellow casters will be yourallies
in your journey- the Mag~ Guild is an essential resource for
all who seekto unlock the massive power that magic cangrant.
You must search in every comer of Cyrodiil to find the long·
forgotten mysteries of magic.

The exceptions to the Mages Guild's control of magical
education are the Temples of the Nine Dlvlnes. The priests of
the temples are trained in the restorative arts and will happily



An adventurer's life is one of violence and bloodshed. However,
with the properapplrcatlon of your magiul skills. you will
always triumph over those whowish you harm. The most
Important thing to remember is that. unlike it brutish warrior
who must rely on sword-ann strength, an adventurer wilh it

strongknowledge of m.agic has options.
This versatility is the mage's greatest asset. Any novice can

cast a few nash Bolts at a Bandit, but when you first cast a
Weakness to Fire spell on thai 8andil, yougive yourself a
greater edge. Is a Zombie giving you trouble? Try casting Tum
Undead and following up with physical attacks as the fleshbag
runs from you. Awise mage usesall available tools.

typecan be created. allOWing the casterto practice with an
individual school of magic easily and often. Traveling is an
excellent lime lo practice. A low-duration life-detecting spell
cast ronnnuafty duringa journey on foot will surely raise your
knowledge of Mysticism by Ihe time you reach yourdesti­
nation. It is a good idea to rreate tow-cost practice spells for
each of the schools of magic that youstudy.

MAGIC AND COMBAT

R.1ther than the power of a particular spell, it is the
frequency with which you use magic thai governs your
advancement. Frequency of useconveys the knowledge of the
workings of magic. Just as a sword fighter gains skill through
practice and technique rather than the quality of the sword
that Is wielded . so 100 does a mage advance in hisor her
chosen an,

Inaddition 10 practice, magic can only be advanced when it
serves a purpose. lighting treeson fire and healing rocks will
never advance yourskills, no matter how entertaining it might
be. To learn something from the casting, the mage mustaffect
a target. Targets may be enemies or even the caster(incases
where the spells are beneficial).

However, there are reportsof mages so desperate to increase
theirdestructive power that they have created low-megnlrude
Destruction spells that will bum theirown flesh. These mages
seek greaterunderstanding of the mysteries of Destruction
magic by studying its effectsfirsthand. While a clever mage will
combine this practice with a shield against firedamage, not all
have access to such magic, and there are twisted casters
wandering the world. driven mad from the pain and sues of
theirdedication to the destructive arts.

Note that while not all mages lnmct suffering on theirown
bodies In the nameof learning. the ability to create spells via
the Mages Guild is invaluable to any caster wishing to advance
quickly through the magical ranks. low,power spells of any

ADVANCING

teach adventurers beneficial spells in exchange fora donation
to the temple. Seek out the priests of each temple to avail
yourn'lf of this service.

Although the guild can provide anyone with the knowledge to
cast spells. the onlyway to gain magical power Is through
practice and study. No student of the magICal arts ever reaches
Master level through talent alone. Thesurest method to
advance your magical ability and gainaccess to high-level
magic Is to tap into yourown Magick,) storesas often as
possible. Fortunately forambitious mages, some tricb (an be
employed to advance through the ranks faster.
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DEFENSIVE COMBAT

To take advantage of this versatility. an astute caster will
make frequent use of the hotkeys to provide fast access to a
Vilriety of speus. Switching frequently between spellswill help
you achievethe maximum effect and givt: you the edgeyou
need to overcome youropponents, Plan carefully when
d!lSigningyour hOlkl")'S. and always keep a healing spell handy
Remember that you can alsoassign potions to hotkeys. This
will ensurethat you have enough Magida to last through any
combat.

:I
The first lesson thatls taught to Imperial Battlemage Academy
candidates is the vital importance of staying light on one's fret.
Because armor limits the etrectbeness of your magic, many
practitioners of the arca ne ,UIS prefer to eschewarmor in favor
of lighter clothing. This keeps the mage mobile. allowing the
spells to be as effective as possible. Unfortunately, this leaves
the mage open to attack. For that reason, be sure to avoid
directconfrontauons with your enemies. While you may be
able to unravelthe fabric of your enemy's very being. a sword
will cleave you all the same ifyou are caught unaware, so stay
alert and keep yourdlstanre.

fortunately, Magicka can be woven into many protective
s,,(' I1 ~ to ensurea mdge's safety. Even mages that choose to
wea r armor would do well to make heavy use of the shield
spells, as they provide extra protection for both the armored
adventurer and the robe-wearing mage. Be sure to cast shield­
effect spells whenever you anticipate entering a conflict.
Allhough theycan cost you a heavy amount of Magick.1. they
often last through an entire battle. Krep an eye on your timers;
beingcaught in the fray when the shield spell expires could be
wry dangerous.

You must protect yourselfnot only from physica l damage
from swords, d ubs, and the fangs of creatures. but also from
the elemental damage of Daedra. Atronachs. and enemy spell­
casters. To keep yourself from beIng consumed In the fi re of an
enemy's Heat Blast. you can employ spells to ensure that you
will survive an elemental adversary that stands in your path.
Uke the shield spells. the elemental resistance spells are useful
to both armored and unarmored adventurers.

Never underestimate the value of hJving a companion to
fight alongside you. Acreature summoned with Conjuration
magic can dtstract enemies,giving you the freedom to
maneuver into the best position for an attark, Be wa rned:
Summoned (featureswill attack any enemythat they
encounter, If you're not careful. following your summoned
creature into combat could leaveyou overwhelmed with
enemies.

To defend yourself against enemy casters. use Mysticism 10

reflect their spellsback at them or even to absorb Magicka
from spells meant 10 harm you.

And fina lly. Ifthe fight becomes too much for you. some
spellscan help you esca pe and regroup. Frightening an enemy
away witha demoralizing spell or turmng an undead opponent
can buyyou the precious seconds that you need for an escape.
An adventurer who is well trained in Illusion magic can even
tum lnvrslble.

Magicoffers a numberof options to keep you alive. Mages
and sorrerersthroughout Iamriel's history have outlasted and
outlived their opponents through clever combinations of spells
designed to mitigate damage and keep the fight alive.

ON THE ATTACK

When one thinks of a master mage, the image thai comes to
mind isof raw power surging In waves through the caster as
fire. pain. and death rain down on enemies. Adventurers who
choose to roncemrate in magic often do so because of the lust
for powerthat rises at the mere thought of the lnherenr
destructive ability in the more violent schools of magic.
Imperial battlemages study the schoolof Destruction more
than any other school.

Destruction magic is the most common and most useful of
the magical schoolswhen it comes to combat. Because of Its
ability to inflict raw elemental damage on your enemies, it is
the staple of adventurers with a predilection for solving their
problems through violence.

S<lndiu, bt'ware.

Destruction magic can be aimed at a distant target or used
for up-close attacks. While many mages and sorcerers prefer 10
keep their distance from their enemies. spellswords prefer to
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use lauch attacks to supplement the damage done by their
weapons. Because touch spellsare a smaller drain on Magicka
than targeted spells, they are recommended for melee fighters
who mil)' not be blessed with a great amounl of Intelligence
and willpower. No matter the tacticyou choose, you must still
beable to hit your target. Magic can provide you with might.
but you mustguide it to its destination. Many who rely on
magic as their primary attackfonn reassign their casting key to
replace their primary attack key.

Aword of caution regardingDestruction magic-many
enemies and monstersh.Jve resistance or weaknesses to one or
more of the elemental damage types. Ca refully watch how
much damage your spells are inmeting:. If it seems as though
you aren't doingas much damage as you should. switch tactics.
In the rare event that you encounter an enemy who is resistant
to all three of the damage types, you can resort to damaging
their health directly. Although it is expensive to cast, the
Damage Health effect can be resisted only by magic resistance
and can swing the fight with a resistant creature in yourfavor.

However, if an enemy has no weaknesses to elemental
damage. the school of Destruction can inflict those weaknesses
on enemies. Weaknesses to elements come in all three
elemental damage typesand greatly increase the effect iveness
of their correspondingdamage spells. Definitely increase your
enemies' vul nerabilityto your spells.

Srek nut allies,

Magic's ability to benefit a caster during combat goesfar
beyond the school of Destruction. Even a heavy fighter can
benefi t from the weightless heavy armor provided by the
schoolof Conjuration. A mageskilled in Illusion can force a
crowd of enemies to flee in terror, then dealwith them one at
a time. Beller yet, an illusionist can convince enemies to tum
on one anotherand ignore the mage completely.

SUPPORT

There is the moment before bailie in which all conflict is
decided. Somesaythat wars are often decided before the battle
begins and that the commander who is the most prepared will
inevitably be the victor. Many spellswill supportyou
throughout a fight , allOWing you to outlast and outlive your

opponents. Using these spells can benefit oJ caster of any type,
regardless of preferred style.

The Restoration and Alteration schools both have important
spells to fortify your skills and attributes for the comingfight.
Boostingyour Health so tholt you can last longeris very
important Even a melee fighter can benefit from an mrreased
Fatigue.

Spells that detect lifecan be vita l to you r SUf\lMI. You can
track the movements of the creatures around you, even
through walls. This information Is priceless when planning an
infiltration. Combine the Detect Ufe effect with Chameleon
and you'vegot a perfect combination for a stealthy approach
to any situation. illegal or otherwise.

Light spellsbring illumination 10 the shadows whereyour
enemies hide. Far too many mages have been lost in the under­
ground because theycould not set an enemy until it wastoo
late. The light spells last a long lime and, unlike a torch. leave
both of your hands free to use whatever Itemsyou wish.

Finally, Telekinesis can lure enemies Into their own traps.
Try triggering a tripwire with a remotely controlled item. There
Is nothing quite as delicious as wlrnesstng the irony of a Bandit
undonewith his own trap.

STANDARD SPELLS

Many standard spellsare available to you. The spellsacquired
through questsand special events will expand this list, but this
section covers the standard spells that have been approved by
the Mages Guild for public use.

ALTERATION

Alleration magiccan be used to change the fundamentalsof
physicsand biology. It can harden the caster's skin until it is
like armor. causea lock to pop open without a key. or burden
an enemywith invisible weight. Alteration magic's greatest
strengths are outside of combat ; many thieves and assassins
make use of this school to benefit their careers.

PA IMAGAM£S .CO'" 23



ALTERATION SPELLS

Aegis
Beast of Burden
Burdening Touch
Offend
rase Burden
Elt'dric Shell
ElKumbtrill1fTouch_
ure Shield
rl.lmtShield
Frost Shell
(j lddill Wall
Guard
HeatShrll
Hindering Touch
tce Shleld
ugtnen wad
Ui:htning Shield
lightningWaII
Open Awrage lock
Open [ J ~Y tock
Open liard tock
Open Very Eony Lock
Opprry;ing Grasp
Pack Mutf
Protert
Protect Orner
Se.1 Stride
Shir ld
Woller Breathing _
Wrightof Ihe World

Skill Level Range
Master Self
MaSle1 Self

==- Novk e Touch
Apprenlice Self
Apprt'olicr Self
Apprentice Self
Journeyman Toudl
Expert Self
Moister Self
Apprentice Self
Expert StH
journeyman Self
Apprentice Self
Apprentice Touch
Journeyman Self
Journeyman Serf
jcumeyman Self
Expert Self
journeyman__Tartet
Appren liCl' Targrt
£xp('_~ TJ rt et
Novke Targrt
Expert Touch
Expert Self
Novice Self
Novice 10& h
Apprrntict' Self
Eapert self
Apprroliu Stl~

Expert Ta~t

Effed
GainW pointsof armor for 1 minu.te
Allows the uster to carry 250 ildditionat poundsfor6 mmures
moeases jhe larget\ E.nOJmbrancl" ~ 1~ for I ~ Sl'<onds
Gain IS pointsof armor for 30seconds
Allows the caster to carry SO .additional poundsfor 4 minutes
raster pins 10 pointsof armor and 1~ rtU\:tance 10 shock for~ Sft"onds
Incrroases the Lirtel'5 Enrumb.r~l\(r by 50 for 2Sseconds
Caster gains]O points of annor and JO'I. resbtanre to fire for 30seconds
Castergains lO points of armor and 30'\ reslst.ance to fire for t minute
Castergains.10 points of armor and 16'". resisunce 10frost for30 sewnds
Castergains]O points of armor and lO'\._ttSisunc(' to frost for 1 minute
Gain10 points of armor for 30seconds
Caslrrgains 10 poinlsof armor and 10'\. resisLinle 10 fire for30 seconds
Increases the largel's J~rumbrance by 3S for 10 seconcs
Castergains ]0 pointsof armor and}O'lo. reststance to frost for 30seconds
Allows the caster to carry 15 additional pounds tor ~ minutes .
Caster gJins ]0 points of armorand ]0'\ resrstance to shock for 30 seconds
Caster gains30 points of armor and 30'\l resistance to shock for 1 minute
AUloma!ilOllly opensa Jockof average difficu lty
AUlomatlcally opens alockof easydlffkul ty
AUlomalicallyopens a lock of hard difficulty
AUlomatically opensa lock of very easydifficulty
fnrreases lhe target's Encumbrance by 15 lor JOseconds
Allows the casterto carry ~ SO addilionJI pounds for S minutes
Gain I S points of armor for ]0 seconds
lar~1 gains 10 points.of annor for:10 seconds
Walk on Wolter for 30seconds
Gain 40 pointsof armor for 30 Sf'(onds
Breathe underwater for 30seconds
Increases the IdrgE'l\ Encumbrance by60 for 30seconds

CONJURATION 1
Calling on rteaturesfromother worlds and creating Items oul of Magickaare two of the most benefldat tools a casterhas, Because
of this. casters of all typesmake use of the school of Conjuration. Dedicated casters and those dedicated 10 stealth are helped by
havingcreaturesto draw enemy fire. and heavy nghlen ran enjoy the freedom of movement that conjured armor provides.

CONJURATION SPELLS
Name
Bound Boots
Bound Bow
Bound Cuirass
8nund Dagger
Bound Gauntlets
Bound nreaves
Bound Ilelmet
Bound M.lce
Bound Shield
Bound Sword
Bound WarA.r
Dismiss Undead
Rrbuke Undead
geputse Undead
Summon CJ.annfear
Summon Dat'dmlh
Summon uremcra
Summon Dremcra Lord
Summon Faded Wraith
Summon name Atronach
Summon host Atronach
Summon Ghost
Summon Gloom Wraith
Summon HeadlessZombie
Summonlich
Summon SCilmp

kill Level
Novice
Journeyman

- Journeyman
Novice
Novice
Apprenlice
Novice
Journeyman
Expert
Expert
Apprentice
Expert
jaumeyrnan
Apprentice
Ullt'rt
Expert
journeyman
Master

"''''"jocmeyman
Expert
Apprentice
Milsler
lourneyman
Master
Apprentice

Ran e
"'If
"'If
"'If
"'If
"'If
Self
"'If
"'If
"'If

- self
"'If
T.~

T.~

_TOirget
"'If
S<l'
"'If
"'If
S<l'
self
"'If

"'""'If
"'If
"'If
"'If

Effect
Summons and equips OJ pair of Daedrlr boots for 20 Sl'Wnds_
Summons and equipsa lJardric: bow for I Sseconds
Summonsand equips a Daedrtr cuirass for 60 seconds
Summonsand equlpsa Daedrtr daggt'r for 1Sseconds
Summonsand equips a pair of Daedrlcgauntlets for 60 seconds
Summons and equips Daedtir greaves for 60 seconds
Summons ilnd equips_iI Daedric helmet for 20 seconds
Summons and equips a DOledric mace for 1Sseconds
Summons andequips-a Daednc shield for 120 seconds
Summons and equipsa Daedrk lengsword lor 1Sseconds
Summons and eqUips a Daedrlc waraxe lor IS seconds
GreOilly mceases the chancethat an undead wil l flee for 1 minute
Increases the chancetnar an undesd lIl.'ilI flee for 30seconds
Moderalely increases the chancethat OIn undead will flee for]O seconds
Summons a Oannfea':...lo r.ghl for the caster for4SSfionds - ­
Summons a naedrom to fight for 1Mcaster for 30 seconds
Summons a Dremora to fighl fDr the USIl'1' for 20 seconds
Summons a Drl'rT1OfOI Lord to fight lor the caster for ]5 Sf'(OOOS
Summons a faded Wraith10 fight for the raster for40 seconds _
Summonsa name Alronach 10 figh l for the casterfor ]0 SE"Conds
Summons a Frost Alronach 10 fighllor the Cdsll'r for]S seconds
Summons a Ghost 10 fight for the caster for :1S seceods-
Summens a Gloom wraith to fighl for the casler for1~ seconds
!)ummons II HeadlessZombit to fighl for the caster fo.~ 1S seconds
Summonsa Lich 10 fight for the casll'r for 10 St'wnds
Summons a !)camp 10 figh l for the ca~tf'r for :10 St'conds



CONJURATION SPELLS CONT.

I

Name
Summon Skeleton
Summon Skeleton Champion
Summon Skeleton Guardian­
Summon Skrlr ton Hem
Summon Spider D;jN!r;j
Summon Storm Almn;jch
Summon Xivil.J i
Summon Zombie
Tum Undead

Skilllf'vel
Apprentice
Expert
Ioumcyman
Expert
txpert
M;j~t er

Master
Apprentice
Novkr

Range
Self
Self
Sr lf
Self
Self
-Self
Self
Self
hrirf

Effect
Summonsa Skt'lrton to fighl for lilt caster for 40 secends
Summons a Skeleton Ehampjon 10 fight tor the caster for 40Seconds
Summons a Ske jetonGuardian10 fight for the ca~tei1or50 seConds­
Summons a Skrleton Hero to figlll for IheU~ler for 2S seconds
summons a Spider Daedra 10 fight for the caster for 20 se<onds
Summons a Storm Atron;jch to fight for Ihe caster for 40 secends
-summons a XivlLli 10 fighl for the Luter for 30 seconds ~-

Summons a Zombie10 fight for the caster for 30seconds
Slightly innea~~ the rnance that an undead will nee for 10seconds

DESTRUCTION

Destruction is by far the most widely used school of magic in all of Iamnel. While most choose 10 concentrate on dealing out
elements! dameg e, the school of Destruction has a numberof useful spells beyond those. A clever caster can hinder an enemy.
destroy weapons and armor. and weaken him or her to the point of collapse.

OESTRUCTION SPELLS
Name
Arctic Blow
BLuingSPf'3t
51imrrl
Burning Touch
ColdToum
Corrode Armor
Corrode Weapon
Curseof weakness
D;jnugr A"ribule: Agility
D;jmdge Anributr-: rncurance
Oanugr Attrihute: Intelligrnce
D;'m.1ge AUrlbute: l uck
D;jntJge Attribute: Spt'ed
Damage Anrihule: Strength
DamageAllribute: Willpower
Dire tn ervaucn
Dirt Wound
Dislntegr;jtr Armor
Dislntegralr weapon
Drain Attribute: Agilit)'
Drain Atttlbute: Endurance
Drain Attributr: Intl'l1igrncl'
Drain A"rihutr: luck
Drain Attribule: Speed
DrainAllrlhule: Willpower
Dr;jin Skill: Alterauon
Drain Skill: Bladr
Drain Skill: Conju..!..Jl ion
Drain Skill: Destrucucn
Drain Skill: Hand to-lfJnd
Drain Ski ll: HravyAnoor
Dr;jin Skill: Illusion
Dr.i n Skill: Mdrksmdn
Drain Skill: Re,lordlion
Electric Touch
Elrctrocutlon
Entropi< Boh
EnlmpicTouch
Fireball
Fi~ Storm
fbme Tempest
fbm e Touch
'ore
Fbsh Boll
Trosl80lt
Frost Touch
Gre;jter Magi(u DlOJin

Skill Level
txpert
Jol:J!~~!fliIn
Mol'ilrr
Novice
Novice
Apprtnti:Ce
Jou~md n

Novice
Novice
Novice
icumeyman
Novice ~

Apprentice
lourtlt')'ltl.n
App~entice

Expert
journeyman
Expert
Masler
Novice
Ncvtce
Journeym.n
Novice
Apprenticr
Apprentice
loumeyman
Expert
Expert
Journeymen
Journeyman
Joumi-yin;m
Apprentice
Apprenli c~

£Jlpt'rt
Apprentice
Muler
Apprentice
Novice
Journeymdn
b:pt:rt
MOister
App~nti(e

Novice
Apprentice
Journeymdn
Apprenllce
Joumeym.an

IU nlfe
Touch
T;jrgE'1
T;jrgrt
Touch
Touch
ToU(h
To"",
Touch
target
T;jrgrt
Tngrl
Targel
T.rgel
target
Target
T;jrget
T.rget
Touch
Touch
Tdrget
Target
Target
Target
Target
target
T;jrgrl
Targrt
ta rget
Target
T.rg:rt
Target
Target
Target
T;jrget
Touch

-<Targel
Targel
Touch
~T3rgrt

Target
Ta.g<t
To"",
T3rget
T;jrgel
Tdrger
Touch
Touch

Effort
peals SO pointsof frost dam.ge 10 a single l;jrgel
Ordlsl'i pointsof flre ddmagr10 01 single t3rget __
Dedls 15 pointsof frost d;jm.1gt' 10 311 creatures in a 1O-fool toldius
Dedls 10points of fire ddm;jgr II? a single Urgel _
Deals IS poinls of frost dam.1ge 10 a singlt't3~_
Deals 30 points of ddm.# to an rntm y's armor
Deals60 pointsof ddmallf rc an enemy's we;jp!Jn
Deats 15points of Fdtigue d;jmagr to a single t. rget
peals 1 point 01 Agility ddm.age to .I singlr f;jrgf'l
Dral.s t pointof tndcrance ddmagt' to 3 srngte target
Deals 5 points of In telli~ncr d.m.gr to a singlr tdtget
Drills I poinlof l uck damage to a singlr urgrt
Deals 3 pointsof Speed d,lmdge to a single urgrt
neais 5 pointsof Strength d,lf!lagr 10 a single target •
Deah 3 points of Willpower damage to 01 srng te targrt
Deals 60 pointsof temporaryraugue damage ror 30seconds
Deals 30 points of temporaryHealth d. nlJgt' Ior 10 Sl'<ontis
Deals 100 P9inls of d;jm.ge I~ an enemy's armor
Orals 150 points of.damage to an enemys weapon
Orals Spoints of temporary Agility ddmage [or 10 seconds
Deals S pointsof temporary Endurance dtlmage for 20seconds
peals 15 pointsof temporary Intelllgcnce damage for 2Sseconds
peats 5 points of temporary t uckdamage for 20seconds
peats 10 points of temporary Speed damage Ior 20 seconds
Deals 10 polmsof temporary Willpowerdamage for 10 seconds
ReducesAlIr.r,1llolIskill by15 for 25seconds
Rrducrs Blade skill by20 for 45 St'con~_~ . .
Reduct'S Conju ralion skill by20 for 45 seconds
Reduces Destnnnon !>kill by 1S for 25 seconds
Redu«('S Handto-Hand skill by 1Sfor 25 seconds
Rt'ducts HeavyArmor skill by 1S for 25 SL'Conds
Rrducps Illusion skill by 10for 20 SL'C~nds

Reduct'S Martuman skUI by 10 for 20 s.f<onds
Rrduc('S Restoration ~k ill by20 for45 S('(ond~ -=­
Dr;jls 2S polnls of shock d;jm<lge to a single target
Dr;j l~ 110 points of ~<rl d;jm;jge tOOl single Ll rgt'l
De;jls 10pointsof lledllh damage tOOl singlt' t;jrgrl
De.ls S points of Hf'.1 lth ddm.ge to a ~ingle t;jrget
Dea~ 10 points of fire dam;jge to ;jllldrgrts in ;j Wfoot toldius
Deals 50 points of fift' damagt' 10 allldrgrts in .I 1Hoot radiu~

Deals 7Spointsof firedamdge 10 al1tdrgrts in a IHoot rildiu_s
Ouls 25 points of firt ddmage to a sIngle targrt
Orals 6 points of filt" d. magt (0 a ~ngle urget
Deals 20 points of firf' d.magr to .I single tdrget
De;jls 3Spoints of frost d;jmagto 10 01 singlt' targel
Deals 2S points of frost ddm.1gt 10 a singleu rgel:
Otals SO poinls of lemporary Maglcu ddm.1ge for 30seconds



DESTRUCTION SPELLS CONT.
Name
Hailstone
Hdil Storm
Heal Blast
Ice Blast
Ice Bolt
Ice'Storm
Immolating Blast
Legendary Magirka D~a i_n~

LIghtning Ball
Ughtning Blasi
lightning Bolt
lightning Grasp
Lightning Storm
lightning Su~e_

Magicka Drain
Major Enervation
Major Wound
Minor"tnc!~a tiQn
Minor Wound
Scorching Blow
Searing Grasp
Sever MagicLl
Shock
Shocking BUtti
Shocking Touch-
Snowball - -
Spark _
Superior MagicuJJraln_
Superior Wound
weakness10 nre
weaknessto Frost
weakness to Magicka
weakness to Polson
Weaknrss to Shock
Winter's Grasp
Withering Bolt
WitheringTouch

Skill Level Range Effect

ILLUSION
• I

Things are rarely as they seem in Tam rlel, and casterswho practice the deceptive art of Illusion prefer it thai way. Illusion is an
excellent talent fo r a caster who wishes to swindle a merchant. sneak around undetected. or drive a creature into a frenzy to escape
in the confusion.

ILLUSION SPELLS
Name Skill Level Range Effect
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ILLUSION SPELLS
Name
Ghostwalk
Grasp of Terror
Heroic Touch
Herosm .. --

Hush
Illuminate
Immobilize
Inspiration .
Inspiring Touch
Mesmerizing Grasp
Moonlight
Mute
Pacification
Paralyze.
Rage_ _
Seductive Charm
Serenity
Shadow
ShadowShape
Silence
Soothinfrouch
Sprctral Form
Starlight
Terrifying Presence
Torchlight
Touch of Fear
Touch of Frenzy
Touch of Rage
Voice of Dread
Voice of Rapture

Skill Level Range
Expert Self
Master Touch
Apprentice Touch
Apprentice Touch
Journeyman Target
Novice Selr
Expert.~ Touch
Novlce Target
Novice' Touch
Apprentice 'Touch
Apprentice Self
Expert Touch
Apprentice Target
Master Touch
Apprentice Target
Apprentice Target
Novice Target
Expert_Self
Journeyman __ ~~lf._

Master Target
Novice Touch
Master- - Self
Novice~ Self
Master Target
Expert Self
Apprentice Touch
Novice Touch
Apprentice TOllcli'
Journeyman Ta rg~t
Journeyman Target

Effect
Renders the caster tnvtslble for 1 mmute-ceffect will end If the caster attacks
Greatly Increases the chancesof a creature fleeing for30 ~cond.~,_
Derteases the chances of an ally fleeingfor flQ seconds
Decreases the chances o(a.n_aJly !Iet'ing for} Sse'P.nds
.Sllences a single target for 10seconds, preventing speucasung
creates'a'lQ.·foot sphere:of light around iI target-'~r 9Q seconds
Paralyles a singlt' target forZst'~ond s

Decreases the chances of an ally fleeing for 20 seconds
__Decreases tl1.e.cD!n.,.es_.Q.! oJn a,lIy _fll.:.eing for 30 sec"n~~ . _

Increases the Disposition of a character up to hisiher 6th level for ]Oseconds
Createsa3ri-foot sphereo f light around the .cAster for'1 minutes __
Silencesall targets In a 1S-foot radius for.1Sseconds, prevenung spellca'iting
Slightly r~du~~s the aggr~ion of a single target for 20 seconds
Paralyzes a single targetlor 1Q.~eco:~ds .
Increases the aggression of a creature}0r:..40 seconds _
Increases the Disposition of a character up to his/her6th level for 30seconds

_ Slightly reducesthe agg:r~ion of a singlE' largl't for 10 seconds
Conceals the caster by SO% for 30 seconds .
Renders the caster invisible for 30seccnds-cetted will end if thecaster attacks
Silences .isingle. target for 10 ~.cOlld s, Pre~nting spf'lkasting _ ..,..--
Slightlyreduces the aggression of a srngte target for l Sseconds _
genders the caster invisible for 2 mtnures-ceffert will end Ifthe caster attacks
Creates a ] (). foot sphere of lightaround the caster for 1 minute
Greatly increases the chances of acreature fleeing for 30seconds
Creates a SO·foot sphere oJ lightaround the casie.~ .filr ~ minutes
Increases the chances.of a creature fleeing for 20seconds
Increases the aggrmlon of a creature for 30 seconds
lnrreasesthe aggr~S5ion of a creature for 30 seccnds; ..
Increases the chances of a creature fleeing for 11) seconds
Increases the Disposition of a character up to his/her 9th level for 30 seconds

The school of Mysticism can unravel the mysteries of the universe if properly applied, It ca n aIM) tell you what is around the next
comer, lying in wait for a hapless adventurer to wander by,

MYSTICISM S P E LLS
Range Effect
target 3O"!D chanceof dispelling a magical effect on the target
Self ~5% chance of dispelling a magical effect . =C'=7'-~
Target 6O%[h,!n~~ .of. dis[J~!ling a. !1lagi ~al!~f~ on the target
Self · Detects creatures in a 6O-foot radius for 1 minute
Self Capturesa dying creAture's soul: lasts 30 seconds
Self - - l S'!b chance to renect a spell on the caster for an Ieconds
Self Dispels any magical ertect
Self DetectScreaturrs ina 12()'foot radius for1 minutes

___Self. Captures dying.creatures' souls in a 10·foo't radius; lasts1 mtnute .
Self_ 50% chance to convert a hostile spell Into Magicka; lasts4Sseconds
Self SO% chance to reflect a spell on the caster for 4Sseconds
Self 4S%chance of dispcliing a nlilgiealeffect .
Self Detects creatures in a G().foot roldlus for 1 minute
Self 7S%.rhanre of disp~lIi~g a magical effect
Self Detects creatures in a 6O-foot radius for 20 seconds

- Self Manipulates objects up'to 40feet "way ·for 1 minute
Self Manipuliltes Q~j e cts UP!O 20 fee t away for)O SlXonds_

_.Self Manipulates objects up to 10 feet away fo~ ~O.Ji {'(onds

Self Captures a dying creature's soul; lasts 10 seconds . _
Self 2S%chance to convert a hosttlespell Into Magicka lasts 10 second-,- -
Self Very high chanc.e.tCl.dlsll~1 a.nymaglcal effert ~ _
Self Detects creatures Ina t zc-toot radius for 2 minutes
Self Captures dying creatures' souls in a l ().foOt radius; lasts 40 seconds
Self 3S%chance to convert a hostile spell into Magicka: lasts JOseconds
Self 30% chance to reflect a spellon the casterfor 30seconds
Self Manipulates-objects lip'to :IOfeet away for45 seconds

SklJllevel
Apprentice

___Journeyman
Journeyman.
Journeyman
journeyman
Journeyman

- Mastl.' r
Mastl.'r
Master
Master
Master

.Apprentrce
Apprentice
Novice
Novice'
Master
Journeyman
Apprentice

- Apprrntice
Jo_urneym.i."

__ ~p~rt

Expert
Expert
Expert
ExP!'rt
Exprrt

Name
DispelOther
Greater Dispel
Greater Dispel Other
Iireater Life De-tection
Greater Soul Trap
G.reatrr Spell gerlectton
legendaryDispel
legendary ure Detection
Legendary Soul Trap__
l£gendary SpellAbsorption
Lege_n~ary .~p~ !l llefl ~ct! o n

Major Dispel
Major ute Detection
Minor Disprl
Minor Ufe Detection
Movement Mastery
Psychic Motion _
Remote M.mipulation
Soul Trap
Spell A~so:rplion_
Superior Dispel
Superiorure Detection
SuperiorSoul Trap
Superior Spell Absorpt'ton
Superior Spell genecncn
Telekinesis .. . -
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RESTORATION

Second only to Destruction in popularity, the school of Restoration can keep any adventurer in working order. II (an heal physical
damage, purge the body of disease, and deal attributedamage from enemy magic.

RESTORATION SPELLS
Name
Absorb Attribute: Agility.
Allsorb Allributr: Endurance
Absorh Attributl': Intelligence
Absorb Attribute: Luck ­
AbsorbAttribute: Speed
Absorb Aftribuie:Strength
Absorb Atlribulr: Wilipowfr
Absorb FaliguL
Absorb Health
Absorb.MagTcka
AbsorbSkill: Acrobatics
Absorb Skill: Alteration
Absorb Skill: Athletics
Absorb Skifl: Blade
Absorb Skill: Block
Absorb Skill: Bruni
Ab~o rb Skill: Conjuration
AbsorbSkill:uesrruruon
Absorb Skill: Hand.tn.Hand
Al:tsorbSkill:) leavyAnnar
Abwb Skill: Illusion
Absorb Skill: l.igbt Armor
AbsorbS-kill: Martsmail­
AbsOrbSkill: Mercantile
Absorb-Skill: Mysticism
Absorb Skill: Restoration
Absorb Skill: S!'Curily
Absorb Skill: Sneak
Consume Health
rcneaeseence
Cure msease
Cure Paralysis
Cure Polson
Devour HraUh
Fortify.Agility
Fortify Endurance
Fo.rtify Fatigue
Fortify Health
Fortifih;lrlligencr
Fortify lU CK
Fortify Magick<!
Fortify Personality
Forti fy Speed
Fortify·Strength
Fortify WIlIp<lWft
Grealrr (onv;lIescen(r
Greater Fortify Agility
creaer Fortify Endurance
GreaterFortify FJligue
Greater Fortify Ile.1llh
Greater Fortify Intelligence
Greater Fortify luck _
GreaterFortify Magick<!
GrraterFortify Personality
Greatrt Fortify Speed
Greater Fortify Strength
GreaterFortify Willpower
Heal GreaterWounds
Heall egrndal)'wounds
Heal MaJor-wounds -- -

Skill level Range Effect
Novice Touch Transfers Spoinls ofAgl1ity from an enemy 10 ure raster for20 seconds
Novice tcurh Transfers 5 points of Endurance from an enemy to the (aster-ror 20 seconds
Novice Touch Transfers Spoints of Intelllgl'flCt from anenemy10 thecaster for 20 seconds
Na~ i(e To.u.ch _ Transfers ~ pojn~ of Luck-fromanen~my to the raster for 20 seconds
No~i ce Touch TransfersSpoints ofSpeed from anenemy to the caster for 20 seconds
No~ice _ !~.!J ch Transf~~ S points ofStrength from anenemy to-lht rasler for .1Qseconds

- Nii~ice Touch Transfers 5 points ofWillpower from anenemy 10 thecaster for 20 seconds
Novice Touch transfers 10points of Fatigut from an enemy to thecaster
Novice Touch rransrersSpointsof Health from an eric.riiL~o..t he ca~tcr
Novice Touch Transfers 10points of Ma~icka from an enemy to the caster
Novice Touch Transf~ rs Spoints ofAcrobatics_skill frorrl an enemy to Hieraster for 10 seconds
Journeyman Touch rransrers 15poin~ of"Aller~lion skill from an enemy 10 the caster fo r 10seconds
Novice Touch Tr.lnsfer:s Spoln~..QfAthleti~ skill from anenemy to the raster for 10 seconds

.Expcrt Touch Transfe~ 15pol0t:s. ~f Bladeskill from an enemy!'! the caster for !Sseconds
journeyman .Touch Transfers 5points ~"f Al: rgbat!cs skillfroman~nemy to thecaster for 10seconds
Expert Touch Transfers 1~ poi nts of Block skill from an enemy to lhr caster f~r ISseconds

-lnumeyrnan I oudt Transfe rs15points ofConjurationskill from an enemy 10, theraster for 10 ~(Qnds _
Expert ._ Touch Transfers 15points of Destruction skill from anenemy 10 the raster for 10seconds
Apprentice Touch' Transfers10 pOints..of Hand-to--Hand skill(roman"enemy to the raster for 10 seconds
luumeyrnan Touch Transfers] 5 points of Heavy Armorskirt from an enemy 10 thecaster for 10 seconds
Novice Touch Transfers5pointsof Illusionskill froman enrmy to the caster for tn secends
Appre~iice- Iouch rransters10points.of Light Armorskill !!~m an enemy'!,! the caster for10seconds
Journeyman_ Touch Transfers1Spoints of Marksmanskill froman enemy to the raster for 10 5tc~n. d~_

Apprentice Touch Transfers10 pointsof Mercantileskill from all enemy to thecaster for10 seconds
Apprentice Touch rransters10pointsor Mysticismskill from an enemy to the raster for10 seconds
Apprtnlice Touch Tra nsfers 10 points of Restoration skill frum an enemy10 lhe caster for10seconds
Na~ ice Touch Transfers5points af Security skUIfroman enemy to the caster for 10seconds
Expert 'touch )r~nsferS-2 S pointso(Snta·ksklll froman enemy to the caster fo r ISseconds
Jou r:!!.cym.1n Touch Transfers 10pointsoLHealth fromanenemy to the caster
Apprentice Target Heals 15pointsof Health damage to another creature
Journeyman Self gemovesdiseases from the caster
Apprentice Self Removes paralysis fromthecaster
Apprentice self Removeseffects caused by poison from thecaster
Expert Touch Transfers40points of Health from anellemy to ihecaster
Apprentice -Scif Increases raster's.'Agililyattribute by 5 for 90seconds
ApPf!n_,!cl' ~I f Increasescasters Endurance attribute by ~ for 90seconds
No~lce self I."creases caster's ,!,.aximum Fatigue by 2.5 for_4Sseconds
Apprentk-e self Increases caster's maximum Health by 30for suseconds
Apprentice Self rnoeasesm (er's_lntelligrll{e atlribUlt ·ilY·Sfor90seconds
Apprenlice Self Increasescaster's Luck attribute bySfor 90seconds
Journeyman Self Increases caster's maximum Magicka by 30 for 60seconds
Apprenticc Self ... Increases (aster's Personality attribute by 5for90_5tconds
Appr~nUc!!_ StU InCTeaSfScaster'sSpeed attribute by 5for 90seconds
Apprenticr _Self Increasescaster's Streng'lil atmbute by 5for90seconds
App~enlice_ Self Increases caster'sW1l1poWf( attribute by 5for90seconds
Journeyman._ Target - ·Hra1i 40pointi-of Health damagt -Ov~r2 seconds10 target creaturr
Journeyman Self Increasescaster's Agilityattribute by 10for 90seconds
Journeyma n Self Increases raster's Endurance.attribute by 10for90seconds
Apprrnlice Self Increasescaster's maximum raUgue bySO for 45seconds
ExJlC.r1_. Self Increasescaster's maximum Health_by GO for 30 seconds
lourreyman Self Increases caster's Intelligence attribute by 10for90seconds
Journeyman Self Increases caster's Luck attribute.by10for 90seconds
Expert Self Increases caster's maximum Magickaby60for 60_seconds
Journeyman Self _ I n~rease.s caster's Pel>Onal lty attribute by10for90seconds
journeyman ?elf _tnceases cast~r's_~p~d atufbute by 10 for 90seconds
Journeym·an ~ Self Increasescaster's Strength attribute by 10 for 90seconds
Journeyman Self Increases casterj_Willpower attribute by 10for9lU.tfonds
Journeyman Self Heals 40pomrsof Ilealth damage ovrr2seconds
Master _-Self Urals 180points_~f H!,alt~damaie .over~~~l!rJ~L
Apprentice self Heals 1Spointsof Health damage



RESTORATION SPELLS CONT.
Name
neat Minor Wound~
Heal Superior Wounds
lfrth H~alth

Major Respite'
Minor Magic!trslstanct
Minor Rrspilt
sescre A,gllily
Reston [ndur,JOCe'
RrslOft' Int~lJigenc~

ReslOftLuck
Rtst~ PtiSorulity
ReslOO' SPffli
RrslOft StrMlgth
Rt'StOR Willpowrt
Suptrior Convalncr nct

Skllllf'vel
Novice

"'1""1f
Apprrnllc~

Apprentice
J~~n
No~ ict'

_.!' pp rl'nlic~

Apprrnticr
Apprrnticr
Apprentice

. Apprentice
Apprrnlice
Apprrntict'
Apprrnlict'

"''''"

Ran e
" If
Srlf
Touch
" If
" If
Self -
sed
" If
" If
" If
Idf
Idf
"If
"If
T.<g<'f

Effect
Heals 10 points of Health d ,lm~r

Hiaj ~ 101) potnts of Health damage ever 4 seconds
Tra!1sfen 10 polnls of Heillth fromanellfflt)' to the' raster
aestores 80 painlS of fatigue' 10 theeaster
Grants 10'\.Magic RtsI~ancl' fot 1Sseconds
aesores l S pointsof fatigue' to the Cilstrr
Heals 5 points of Agilitydamagt
Hrals S points of EnduralKC' dalllilge

- Heak 5 poinlsof !nlelligrllcr d,1ma.llr
HeaIs Spointsof luckdam.1.\lt'
Heals 5 poinlS of Prnon,11ilyd,1magt
Heals Spoints of Speed d,1magt
H~1s 5 pointsof Slrength darTUgt
Hu ls5 polnti of Wl1lpown d,1lllilgr
Heals80points or He.althd.atlUgt lM'r4 seconds 10 tl~ rreature I,

STEALTH

INTRODUCTION
foescan't seeyou, they have only theirears to deted you.
Playing in third-person moor with thecamera loomed all the
way out lets you seearound comers so you can tell if someone
is facing toward you or aWOlYfrom you.

Your success isalso based on whether you 're moving or
standing still. You 'll be surprised how often a guard will walk
right byyou ifyou aren't moving, but takea single step when
one is nearand you 're caught!The slower you move while
sneaking the better; running is a sure way to get caught If you
are in brightly lighted areas you are more likely to get caught,
so stay in the shadows!

lastly, it really doesn't matter what armoryou are weanng
You cansneakaround in heavy armor Just as quietlyas in lil(ht
armor. What does matter is the wrightof your boots. So bring
along a pairof leather bootsor, betteryet, go barefoot when
you are sneakingaround! Bind your bootsto a hotkey to
quickly put themon and take themoff.

I
jSNEAKING

Hiding in the shadows, stalking your prey, liberating items
from the unworthy. Somecall you scoundrel. rogue, thief! But
really, is it anymore civitized to stomp stridently around in
clanking platemail armor. swinging your claymore at anything
that crosses your path.or to destroy a person's mind with ,1

spell, or to char someone with a fireball ?
It's not that you're lazyor fearful , either, just that you prefer

to solve your problems with more elegance and with greater
patience andgran' than those other types of adventurers. And
now you will learn some of the secrets of the trade.

The firstskill you must master is how to sneakaround without
othersdetecting you. Various things come into play here. First
is how advanced you are in the Sneakskill. along withhow
skilled your opponent is. Whether or not someone has line of
sight on you determines whether you GI n be detected. If your

I
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THE EVE

skill as fast as a dedicated thief, but Itwill be that much harder
for non-stealthy characters to successfully sneak around.

When you sneak, your icon turns into an eyeball. If it becomes
yellow it means someone is just about to detect you or has
already detected you. Note: It onlytells you jf something can
detect you, not necessarily that what you are sneakingup on
can detect you. Ahorse could detect you while you're trying to
break into his master's house. but he can't call the guards. so
who cares!

THE SNEAK ATTACK .1

PICKING POCKETS

Sometimes you need just a few more coins, or you must
"borrow" a key from someone. Here's howyou do it. While
sneaking, walk up to and activate your victim (instead of
starting a conversation, you will pick the mark's pocket). Your
success depends on the same factors that determine successful
sneaking.

:)LOCKPICKING
t.,

The va lueand weight of an item affect the difficulty of
stealing it. Trying 10 lakesomethingexpensive and heavy is a
sureway to get caught! Opening a person's pocket even
without taking anything still might be noticed. You can also
place objects of zero weight on people when picking pockets.

Even the master thiefgets caught sometimes.There isa small
chance, no matter how much higher your Sneakskill is than
your mark's, that you will be detected. Be ready to run when
your target calls for the guards! Eachsuccessful pickpocket
attempt gets you closer to advancing your Sneak level.

look inevery crate and barrel; you'll besurprised by how
many lorkplcks you can find lyIng around , And you'll be glad
you have them when It comes timeto liberate those lonely
items locked away for safekeeping. Every lock has a difficultyI

Remember: Oncr you arc [n melee combat
(after your sneak attack). exit Sneak mode
or you will swing really slowlyand wan',
beable 10 maneuver as easily!

I N C R E A S I N G YOUR SNEAK SKILL

If you can score a hit on your opponent while you are sneaking
and undetected , you do extra damage! You do more damage
the higher yourSneakskill is. You ca n alsosneakattack with a
bow and arrow. Add a little poison to the bow before you
shoot, and you might be able to drop the target before it (an
cause trouble foryou. This also sometimes works ingroup
battles where youropponent is busy fight ingyourally;
maneuver for a shot in the back.

You gain skill inSneak ifyou are snea king undetected near
someone who could otherwise detect you . To increase yourskill
quickly, find a guard who wanders around the cityat night.
Sneakslowly behind, following yourmark around town.
Stationary people/creatures on the othersideof a wall also
work well ; walk back and forth gaining: Sneakskill. If you can
break into a house, sneaking around the bedroom while the
owners are sleeping is another easyway fa gainskill!

Beware; you aren't the onlyone gaining skill , Each timeyou
gain a level, all the creatu res and people in the world gain
increases 10 theirSneak, too, Granted, most won't be gaining



When someone Isn't talkative enough (a dialogue topic doesn't
grayout after it'sdiscussed), or you wa nt to ply your charms to
geta better deal from a merchant, you ca n use persuasion.
This increases the person's Disposition toward you. The
Persuasion Interface iscovered in the manual, but here's the
strategy to use. Spend a momentcheckingout which are the
person's liked and disliked actions. You can tell by the smiling
or frowning. Before you start picking wedges, look fora
response to each action. If someone likes beingintimidated in
the fi rst "round." he or she wil1 like being intimidated
throughout every round. No matter what, Disposition willgo
down when you selecta wedge fo r something disliked . Make
surethe wedge is tiny so the lossof Disposition is small. The
reverse is true: Activate the big wedges for things that are liked.
Some things are liked and disliked strongly, and some are liked
and disliked a little bit. Choosi ng a big wedge on something
liked a lot will gain more Disposition than choosing a big
wedge on something liked a little.

]
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PERSUASION

Each round the layout of the wedges changes, so take a brief
moment to plan your strategy. For instance, clicking the big
wedge all the way around will net you a negative Disposition,
so you might need to take a sma ller wedge on somethingthat
is liked to avoid having to take a bigwedge on something
disliked. It might be- worth laking a rnedtu m-sbed wedge on
the thingdisliked a little bit to geta big wedge on something
liked greatly. Also, don't bother to walt fo r the person to stop
talking, since you are rememberingwhich things are liked ami
disliked-keep those wedges spinning! When you have higher
Speechcraft skills yougain a "spin" on the wheel. Use this spin
to grt a better wedge when yo u need it.

There is a maximum Disposition to wh ich you ran persuade
someone. It's based on the relative difference between your
Speechcraft skill and the other person's. That character'smax
Disposition is also based on responsibility; a very responsible
person will be less inclined to change his or her opinion about
you just because you are a fast talker. After you've reached the
maximum Disposition ava ilable through persuasion, you can
tum to bribery fo r further Disposition increases.

level. Some locks you can't pickopen at all-they require a key
or are opened elsewhere.

If you have a lockpfckand activate a locked door or locked
con tainer, the tockpirktng Interface comes up. You canclick
the Auto Attempt button if you are in a hurry, but you'll break
fewer picks and open harder locks if you do it yourself Move
the pick under, then push each tumbler up. The trick is to get it
to stick at the right moment. Each lime you'll notice the
tumbler moves faster or slower. Keep bounci ng the rumbler
until you see it move up slowly, which signals that it won't fa ll
asquickly, giving you more time to push it into place. On hard
locks with fast-moving: tumblers, another strategy is to keep the
tumbler bouncing repeatedly feel the rhyt hm, and click when
it hits the top (almost immediately after hitting It with the­
plckl . finally, useyour eyes to seewhen the tumbler is in place
and ignore the sounds of the tum bler; the sound of the­
tumbler ca n bedistracting to your limi ng.

The more skilled your character is in Security, the slower
tumblers will move and the fewer tumblers that will fall if you
breaka pick. If you are very skilled at the lockpicking
Interface, you can pick locksthat would otherwise be too
difficult for your character. With each tumbler you snap into
place or pick you break, you get closer to the next skill level in
S('(urity.

As your character gains levels, the locks gel harder and
harder. This mea nsthat at higher levels, characters with higher
Security skills will be walkingout of dunge-ons with more
treasure. Don't neglectyour Security skill!



You can often make your getaway with jumpsover, onto, or
down from places-jumps that your enemies cannot make.
You can then saft'lyshoot arrows and spells or heal yourself
while yourenemies try to get to your hard-to-reach spot.
Acrobaticsis the skill (or this. You gain skill every time you
jump or fall. Until highrr skill levels, your Encumbrance affects
how far you jump.

Some peopleare very responsible and
won't ever except bribes from you.

To increase your skill level, makesure you don't ~E' I your
targel to his or her maximum Dispcstticn. You wa nt to lose
Disposition sometimesso that you can keep playing Ihe game,
thusgetting more uses of your Speechrra ft skill. If the
maximum Isreached accidentally, Iry srttingyour haggling to
be owr-aggressive; refusing deals decreases Deposmon (see
"Mercantile").

MERCANTILE

Although you must use special fences for stolen goods, always
try to get the best price for items looted from yourfoesand
dungeons, and work to buyyour goodsat the lowest prices.
The prices youget from merchants are based on their
Disposition toward youand the relative difference between
each of your Mercantile skill tevets.

ACROBATICS I..

The Haggle button on the vendor menu leis you sri how
aggressively you are bartering. Push the prices in your favor by
sliding the bar to the right. The higheryour Mercantile skill is
compared to the merchant's. the farther you can push it. Ifyou
push 100 hard your offerwill be rejected, which lowers the
merchant's Disposition (a nd thus the base price gets worse).
Always adjust this bar a httle bit. beca useevery time you buy
or sell an Item with this bar bumped. even just a Uny bit, you
get points toward raising your Mercantile skill. Also. it doesn't
matter what you sell; you get the same Mercantile increase
regardless (as long as the bar is moved to the rightl. So to
increase your Mercanlilr skill, loot dungeons for lots of smaller
items rather than .1 few heavy ones.

LIGHT ARMOR

Sometimes even the best rogue #IS into a directconfrontation.
Then you will beglad you are wea ring your light armor. While
offering less protection and able to withstand less punishment
than heavy armor. il Wfighs much less. allowing you to carry
more loot (which iswhy you got into this businessin the fint
plarell. Even if you aren't planni ngon doin~ much blocking,
carrya light armor shield; II adds passively 10yourarmor
rating.

[very timeyou take a hi! fa a location
where you have light armor. you gain skill
in light A,mar. You can skill up qUickty if
you find enemies Ihat don't do lots of
damage Uike Rats) and let them hi! you
over and O\It'T agam.



MARKSMAN

This is a very important skill for thosewho prefer not to
engage in face-to-face conflict. Coupled with the sneak attack
and a little poison, the Marksman skillcan often cripple. if not
outright kill, your opponent beforeyou have to go toe-to-toe. If
you kill someone with one arrow shot, your target will die
before alerting the guards-however, if the death is due 10 a
poisoneffect (not straight damage fromthe arrowl , even if it's
from onlyone hit, the dying victi m (an ca ll for help.

The longer you hold back the bow the more damage you do.
Also. the farther away you are, the higheryou need to aim to
compensate for the arrow fallingbecause of gravity.

You can often pick off targets or "pull"
them to you without alerting their
comrades. This IS a good way 10 even the
odds when you're outnumbered. Rogues
arc often faster on their feet than their
opponents, so you [an often kill someone
without taking a blow byrunning away,
pullfn~ back the bow while you are
running, and then turning around and
firing. Rinse and repeat.

penalty of l.ight altogether (but you lose invisibility if you
aUa(\.:); Paral}'l.e can help you get away; Charmgives you an
added boost when getting information and good prices; and
Night-Eye is preferable to torches since it does no! increase the
light falling on your character. As you can see, the school of
Illusion is the most useful 10 the rogue types!

Anythingthat increases the damage potential of your
weapons (especia lly bows and arrows) isgreatlyappreciated by
those who prefer not to be engaged in hand-to-hand fighting.
The shield spellsare great for boostingyour armor rating.

U~ing your Acrobatics ~ki1l, set yourself up in out-of-reach
areas, excellent places fromwhich to snipeat your enemies. If
you run lowon arrows and happen to face off aga inst another
archer,just sidestep out of the way of the arrows, then collect
them after the battle. You'llget more arrows this way than by
looting the archer'scorpse.

While the best thief needs no magical asstsrance. it is foo lish
not to seize everyadvantage that presents itself. There are
certain magical effects that you can learn as spells, make as
potions, or have enchanted on your gear that will be especially
helpful in your career as a thief.

Chameleon enhancements reduce the effect of the light
falli ngon your character; the Invisibility effect removes the

MAGIC __J

MET YOUR MATCH?

Certain types of enemies are harder to sneakup on, because
they too are of a similarly roguish persuasion. Genera lly
spea king, creatures and animals are moredifficult to sneak up
on than people. Certa in types of people, such as Ba ndits, ,1Te

also more difficult to sneakaround. If you are having trouble,
followall the advice in the "Sneaking" section and try a few
spells to help you out. If that doesn't work. you mjgtu have
metyour match. Good thing you brought along some poison
and healing potlons!
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CRIME & PUNISHMENT

But even this doesn't always hold true. For instance, the
acknowledged Vampires Janus Hasstldor and vlcente Vall ieri
are not wholly evil. You must judge evilness byother, less
precise Characteristics, such as if a character attacks you unpro­
voked or what the cha racter's location is. (Apart from Dark
Brotherhood and Mythic Dawn members, most evil characters
hang out in dungecns.)

In your travels across Cyroclill, at some poi nt, somewhere, your
character is bound to commit a crime. When you do. the game
distinguishes this act from the law-abiding arts around it. and
you may find yourself In trouble with the authorities.

Obviously, not every aggressive act is a crime. Crime only
attaches when you're deali ng with non-evil characters and
factions. Evil characters include Ba ndits, Conjurers, the Dark
Brotherhood. Marauders, the Mythic Dawn, Necromancers,
and Vampires.

THEFT

Again, clear-cut, thanksto that red cursor. Many items in the
gameare owned byother people. Take 'emal your peril.

However, there are different types of ownership. andsome
are more expansive than others. For instance, when you claim
your Mages Guild stafffrom a cabinetat Arcane University.
you'll find the cabinet full of scrolls. The scrolls are not yours
personally-they belong to the Mages Guild-but ifyou'rea
member of the guild taking them is not a crime. And if you
stayat an inn, technically you 're in a private area byspecial
sanction, but taking the food in the room isn't acrime. Note
that items sold byguild members/merchants will give you the
usual red icon .

membersare trespassinghere, even when they have legitimate
business to transact . Advanced guild members are not.

In these areas, you'll be warned by dialogue with NP(s thai
you've strayed beyond the velvet rope. And after thai period
elapses, an alarm will go off if you'redetected.

Exception: Ifa non-player character unlocks a door into a
private area , this is construed as an invitation to enter, and
your presence there is not then considered trespassing. This
happens with most homeowners. You are trespassing if you
enter through a locked door, but not when the owner unlocks
the door, extendingan implied invitation.

This is a form of theft, onlyyou are trying to take the
character's possessions. Any possessions that are equipped are
safe from yourgreedy fingers. You ran only attempt 10
pickpocket when you are sneaking. There is a chance of failu re,
which results in detection and an alarm being sent out. See the
"Stealth" chapter for more Info on plckpocketing.

PICK POCKETING

. ~
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ITRESPASSING

THE CRIMES

Being where you're not supposed to be is fairlyclear-cut. When
opening a doorwould put you on the wrong side of the law,
the game tells you so in advance with a red cursor.

There are three types of regions in the game: public areas,
which you may enter and wander within freely; private areas,
to which you have limited access; and off-limits areas,

In Ihe off-limits areas, like the roya l quarters in Castle Anvil ,
an alarm willgoout instantly ifyou're detected there. (See the
"Guards and Ala rms" sertlon.)

However, in private areas, you have a grace period of 30
seconds to transact your business and then scoot. An example
would be the second-floor Council Chamber in the Arch·Mage's
Tower at Arcane University. Outsiders and low-level guild



MURDER

member, in which case-way to go.) How events proceed from
this point depends on whether the crime is detected and, Ifso,
who did the detecting.

Detection is everything. Ifyour crime is undetected, you've
gotten awaywith it-unless you bring the proceeds to the
attention of the authorities.

Detection is determined by a formula that includes the
possiblepresenceof a witness; the difference between your
character's and any witness's Sneakskills; the physical distance
and the presence or absence of a tine-of-sight between the two
people; the amount of light shining on your character, any
magic that reduces the visibility of your character; and the level
of noise your character is making. See "Sneaking" in the
"Stealth" chapter for more details.

When you skulk about a shop or home, the owners will
followyou around to keep an eyeon you. If you aft' fast
enough you may be able 10 sprint around the corner and nab
something or pick open a lock before theysee you,
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.IGUARDS AND ALARMS
•

What happens after a crime goes down? It depends. Suppose
the incident is detected bya character with a high
Responsibility stat. This is a another hidden figure , but one
thai's always high for guards, nobles, and shopkeepers. In thai
case, the crime is reported immediately and a cash bounty
(equivalent to the fine for that offense) immediately is attached
to your character.

If the witness is an ordinary person , the crime is nol
lmmedtarely reported, but an alarm is broadcast. An alarm is
an orderto the nearest guard within about 14{) feet to initiate
a conversation with you . Aguard who hears the alarm will
comerunning-In urban areas, appearing almost tmmed f­
arety-c-and confront your character.

You 'll have real trouble avoiding this meeting. II may not be
possible to avoid it at all.

The numbers vary, butguards patrol everycity night and
day, while others stand guard In fixed positions. SlilI other
guards can be found in the wilderness. Imperial Legion
horsemen patrol sections of the province, individual troopers
can be found at inns between cities, and Legion "foresters" will
abandon their hunting duties to enforce the law.

Moreover. the guards are very persistent in fulfilling their

-_ ...1
You can always defend yourself against an assault, but 10 kill a
character on your own initiativewithout risking a murder
charge, the target must be thoroughly evil. [ -vii. And there's
the rub; Some characters with evil fad ion affiliations also have
non-evtl affi liations.

Consider the local Mythic Dawn agents who become active
when the Main Quest heats up at the end of the "Dagon
Shrine" segment. Perhaps when you read that sertlcn, you
determined it would bea good move to preemptively remove
them. {Indeed, we'll put forward one of them to secure your
offe r of membership in the Dark Brotherhood .j

Well, that's murder. Because while each is a member of the
evil Mythic Dawn cult, each also is an upstanding member of
thecommunity. It's only when those chara cters become hostile
andattack that you can kill them freely. In short, killing people
after they have attacked you without provocation is never a
crime; ifyou initiate the first blow, you had betterbe sure they
arecompletely evil or you risk being charged with murder.

Ifyou can accomplish a killing with one blow (and it has to
be a blow, not a spellor poison effect), you can prevent the
broadcast of an alarm-so long as the murder isn't witnessed
by someone else. If it is witnessed, or if the killing turns out to
lake more than one blow, you 'vejust exchanged onealarm for
another.

ASSAULT

Sometimes you acodentalty hit a friend or ally dUring: melee
combat. The game understands thai accidents happen and
makes allowances for it. If the NrC Is in combat with someone
andyou accidentally hit him or her, you'll be forgiven.
However, outside of combat you're allowed only a few pot
shots before you're considered a threat.

let's suppose you're determined 10 commit a crime. Shame on
you. (Unless you're a Thieves Guild or Dark Brotherhood
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FINES FOR CRIMINAL ACTS

JAIL

Even this involves some inconvenience. You're transported
to a spot outside the local jail.

Fine
5
15, or value of theft
49_p~r level oUarget
150
Value of theft, minimu"ll!L
1,000

Crime
Trespassing
P~ckpock eting

Attack
Stea l a horse
Theft
Murder

If you can't pay, you wan', have much choice: a brief life as a
fugitive, suicide bycop, or jail. If you opt for jall, you'll appear
in a featureless cell in the local castle or the Imperial City's
prison. Your possessions aregone. (Ifyou stole a horse, it will
find itsway hcrne.) In their place is a prison uniform of plain
pants, shirt, and shoes; ifyou had any lorkpicks in your
inventory at the timeof yourarrest, you retai n a single
lorkpick. (We're not sure how the guards failed to find this.
Perhaps it's best not to ask.I

You ca n serve out your sentence, not in real time, but by
sleeping on your rough little bed, or escape by picking the lock
on the cell door and sneakingout of the jail.

Getting out of your cell is the easy part. You ca n useyour
pick, pick the pocket of the passingguard for the master cell
key, or cast the appropriate openspell.

However, getting safely out of the jail proper and the
surrounding area is likely to bea nasty business. The layout of
jails Is generally arranged to allow the guards to spot and
confront escapees. You'll need a decentSneakskill , more than
a little patience, and ideally a Chameleon spellor one that
provides invisibility. The guard makes an initial sweep past
your jail cell (giving you an opportunity to pickpocket the key).
After that, he random lywanders the area, occasionally electing
to do hissweep patrol again. Sneakslowly, and camp oul in

counterweight of a less than 10 percent chance ina bump up
in two skills doesn't offset the more than 90 percent likelihood
of drops inas many as 10 others.

So, most of the time, simply pay the fine (or make a break
for it).

Finally, if no witness sees the cri me. it goes undetected and
the game doses its eyes to the offense.

Here's another little trick: Theguard can't takewhat you
don't have. Ifyou drop the stolen loot before you encounter
the guard , you'll still be charged with the crime, but you can
come back later and collect Ihe loot ratherthan undertaking its
more difficult extraction from the prison's locked evidence
chest. Drop it a little ways off, though. The guards will take
anything stolen thai is right at your feet.

Note thai it's still considered stolen property, so don't let
anyone see you pick it up. The only way to strip ownership
from an item is to sell it to a fence and then buy it back from
the fence. You'll lose money on the deal-the fences are hard
bargainers-but you're essentially paying for the privilege of
not being hassled by the Man.

When confronted by a guard, you'll have two or three options:
go to jail, resist arrest, or, ifyou have ready cash, pay a fine.
(Cyrodiil 's guards do it aiL)

Resisting arrest is just a bad idea. The guards are always 10
levels tougher than you-guard captains 15 levels tougher­
and combat with one guard is rewarded by the arriva l of more.
While combat with guards is doomed to failure, you may be
able to run away far enough that theystop pursuing you.

Jail? We don't recommend it. The only co mparative
advantage is that it keeps you alive without denting your
pocket, and ifyou are a skilled rogue, you may even be able to
break out. The term works out to oneday for each 100gold of
bounty, with a required minimum term of oneday.

However, ifyou serve out yoursentence behind bars, your
characterstagnates and your skills arealmost certain to drop.
For each day in the slam, one skill is chosen at random. If the
selected skill is any but Security or Sneak, that skill drops one
point that day. If it's Security or Sneak, it rises one point. This
goes on for a maximum of 10 days. Needless to say, the

-
mandate and will pursue the taskeven if you move to a
different region. irrespective of locked doors requiring: keys.

If no one responds to the alarm. it means the guards are too
far from the scene. The bounty doesn't attach and the crime
effectively goes away.
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dark areasand behind doors. Wait for the guard 10 make the
rounds again, then sneak out.

The timeof day you get caught also affects the difflculty. In
some jails, off-duty guards come to sleep or eat near the cells.
If these guards happen to come in while you are sneaking past
theJailor, they will attack you.

Being seen by a guard while esca ping is extremely
dangerous. Ifyou're spotted bythe jailor after you unlock your
door, he'll attack and quite possibly kill you. You might be able
to run away far enough that he stops chasing you, but he will
go 10 greatlengths to capture you,

While you aresneakingor running out you can liberate your
gear from the locked evidence chest on your way out.

When you get a certain distance fromyour cell while
escaping, you gain an additional bountyon your head foryour
jail break. Ifyou have a small bounty to begin with, you will
not beattacked on sight by the cityguards (if you manage to
sneak your way completelyout of the jail). However, this
additional bounty might put you over the "arrest on sight"
threshold of the cityguards, which means that even after
sneakingout of the jail, you may have to make a run for it.

Ifyou succeed inescaping or evading pursuit (or both), and
you belong to the Thieves Guild, rendezvous with Armand

Christophe in the Waterfront District in Imperial City or
S'krlwa in Bravil as soon as possible. Either of these doyens
can remove the bounty on yourhead for half price.

There is a special escape situation set up In the Leyawltn jail.
Once a day, after the initial sweep past your cell, theguard sits
on a chair. Ifyou have a decentSneakskill you can sneak
around behind him down a short set of stairs, then get your
gea r fromthe evidence chest. Asyou near the chest the guard
gets up 10 gel somefood; quicklysneak up the set of stairs you
came down as the guard comes down the other stairs.

In Ski ngrad a secret passageway leads out of the jail.
What about your stuff? Ifyou serve out your jail term,

you'llget n backautomatically (minus any stolen goods) upon
your release, Ifyou escape, you can liberate both your own
goods and anystolen property from the locked evidence chest
in the jail.

Once you serve your term. your debt is paid. The Disposition
modifier that made people think less of you when you had a
bounty on your head is reset. All is rIght with the world-until
you do It again.



INTRODU
There is a darkerside to life In Cyrodiil. Few know of It. and
even fewer are masters of it. They an' the things of nightmares
and horror stories. They are Vampires.

(There is one alternative to acquiring the disease through
combat; a particularly nefarious character in one of the hidden
factions will offer to turn you into a Vampire after you
complete a quest. Refer to "Faction Quests: The Dark
Brotherhood" to learn more.)
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InOblivion, it is possible to become a Vampire, opening up
an entire new way of playing the game. Depending on how you
choose to play, it (an be a curse or a blessing. There are great
advantages to becoming a creature of the night. but thereare
signiflcant drawbacks as well. If you are careless, you will be
shunned by mostcharacters in the world, prevented from
bartering, and you may even burn to death in the sun. If,
however. you are careful, youcan bypass these effects and use
ttie powers of the Vampire to your great advantage in combat.

You awake from a horrible dream. and you find that things
have changed. Your skin is palerand youreyes are a strange
red color. More importantly, you're faster and stronger and
have a new power at yourdisposal. There are some things you
need to know in order to make the most out of playing as a
Vampire.

FINE DINING: FEEDING
AS A VAMPIRE

BECOMING A VAMPIRE

Vampirism begins its insidious work as oil disease, and that
disease is contracted thesame asany other in tamrtef : being
attacked by those who have it. So. to become a Vampire, you
must fight Vampires. There'sa chance that in each encounter
witha Vampire. you will contract porphyrir hemophilia, often
referred to as the "vampire disease," Theeffects of this disease
appearmild; you'll notice oil very slight drainon yourFatigue.
but that's all. If left untreated, however, it will become far
more significant than any other disease you may contract.

Once you have the disease, it's time to make a decision. Do
you want to become a Vampire? If not. any standard means of
curing disease Ipotlcn, spell. visit to the local chapel altar) will
cure it. No harm, no foul. You may contract it again in the
future, 50 jfyoudon't feel the need to explore this avenue of
game play just yet, the opportunity may present itself again .

If you do wish to become a Vampire, simply do nothing. The
disease lakes three game days to work through your system;
after that, the next timeyou Jay down to sleep it takes hold,
and vampirism manifests itself.

As a Vampire, you have a particular taste for human blood.
Your abilities as a Vampire are directly tied to feeding on other
characters; in short, for every day you go without feeding.
vampirism takes a greaterholdon you and turns you into even
more of a monster. This means that the benefits you receive
from being a Vampire become stronger, but so do the
drawbacks. Ifyou Teach the end of the cycle without feeding,
you're prevented from interacting with most other characters in
the world .

feeding isvery simple: Find a sleeping character, and
activate him or her. You caneither wake the person and
converse or feed. (Ifyou're sneaking, you can choose to
pickpocket your target.) Choose to feed, and you'll chow
down. Don't worry; this doesn't kill your victims, and it won't
turn them Into Vampires. Each person isa never-ending buffet,
so longas you don't wake your target up.

Remember that others won't react well to seeing you feed. II
will be treatedas a crime. so pick your meals carefully. Since
mostcharacters in the world sleep behind closed and locked
doors, beggars are a good choice. Find themsleeping on mats
outside in towns, and make sure there are no guards around
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THE GOOD NEWS

before going to work. Joining a guild, such as the Fightm
Guild, Mages Guild. or Dark Brotherhood, gives you access to
dozens of sleeping characters. Again. just be sure no one is
watching.

Feeding hasa dirfd effect on how much power you have as
a Vampire. Below, the various bonuses and weaknesses granted
by va mpirism are discussed. as are the effects of feeding.

I""' ~,

At its basic level, vampirism gives you bonuses to several
attributes (+5 to Strength, WlJIpower, and Speed) and skills
(+5 to Acrobatics, Athletics, Destruction, Hand-to-Hand.
Illusion, Mysticism, and Sneak). You're alsogranted a
resistance to disease and paralysis, and a small resistance to
normal weapons. Ail of these factors combine to make your
character a bit tougher than normal.

for f'\l'rydayyougo withoutfeeding. your boosted skills
and attributesincrease byan additional S. Your resistance to
normalweapons increases as well.

THE BAD NEWS

These bonuses come wit h a price. At the start, you'll only have
a weakness to fire. Each day without feeding Increases this
weakness, and other drawbacksare introduced.

Ifyou've fed within the last 24 hours. you'resafe from the
sun. Any longer than thai. however, and you'll start burning
whenever you are exposed to sunlight. Each day that passes
without feeding increases the amount of damage the sun does;
cloudy or rainy weather will help some, but you're in danger
any timeyou set foot outside.

The worst pan of not fl'tding comes after a full fourdays
without blood, You may notice that for every day you don't
feed. yourappearance changes. Your face becomes gaunt and
pale, your teeth start to look like fangs, andyour eyes turn a
bright red. Well, you're not the only one who will notice these
changes. If it's been long enough sinceyour last feeding,
everyone elsewill recognize you for what you are. Most
characters In the gamewill simply refuse 10 interactwith you,
turning you away every limeyou try to talk to them.This can

make playing the game difficult, as it prevents you from buyln):!
and selling, and sometimes prevents you from getting new
quests.

VAMPIRE POWERS
For every dayyou spend as a Vampire without feeding. you are
granted a new power. While they may not dtrectly help in
combat, each power has iI specific use and can be very
beneficial.

HUNTER'S SIGHT

The first power you receive as iI Vampire, Hunter's Sight, grants
you 30 seconds of NighHyeand 30seconds of Detect Ufe over
a largearea. Useful for carefully exploring dungeons, Ihis
power can be used repeatedly for a small Magicka cost.

_.....

VAMPIRE'S SEDUCTION

The second power received gives you a high-magnitude Charm
spell for 20 seconds. While it may not lmmedlatelyseem
useful, this spell has one very important function. Raising a
character's Disposition to 100 wiIJ allow you to talk 10 him or
her no matter how long you've been a Vampire. Th is spell
helpsyou to bypassthe restnrtlon placed on you for bei nga
full Vampire.

REIGN OF TERROR

Three daysas if Vampire gives you the ability to silence and
demoralize opponents around you. Partnulariy useful against
flre-wleldlng opponents, this can bequite an advantage in
combat.

P1f II'lAGAM£S.COM 39



EMBRACE OF SHADOWS

A fullthree minutesof invisibili ty along with 90 seconds of
Night-Eye provides more than enough time to escape any
combat situation. Use this one when you're in over yourhead
and need 10 make a quick getaway.

ADVANCED STRATEGIES

You know the basics. You know how to feed. what powersyou
have as a Vampire, and when you get them. But how can you
make the most of being a Vampire to help you play the game?

Sun damage is one of the biggest drawbacks to being a
Vampire. By being careful. and payingattention to the time of
day. you (an minimize the problems it causes.

Flod someplace to sleep away the .daylight hours. An
inn or a guild hall works ,if you'rein town, otherwise
look for the nearest dungeon and c1earyourself a spot
to rest in until nightfall. ' «'. ), ,

.. Oon'l fast-travel. The lcnger.thetrtp. tnt' mere time it
will lake, and the greater itte: mance you'll amveduring
daylight hours. t . 4, "

• Watch the dock. The resVWail menu and youo~ain v
character menu both dispriJy the current in-game time.'
Check it before venturing outdoors, e~peclalfy i(you'Vt · .
spenta lot.of tlrnein to~n Of In ;l ~ul1geOn... '~ ' •. -

.-'" .. - . .

When you are a full Vampire, many characters in the world
won't talk to you. The biggest drawback to this Is your inability
to buy and sell items, but careful planning can help you get
around this.

• Use ant' vendor for as many transactlons as possible.
Doing so makes that merchant like you marcand
makes it easier to keep Disposition as high as possible.
Using the Vampire's Seduction power goes a long way
toward reaching that target Disposition,

Remember that shops are only 'open during daylight
hours. rind a nearby building to wait inovernight, so
you can sprint to the store in the morning, taking as
little sun damage as possible.

" Ifyou 're In a guild, use vendors that are in the guild
when possible. They'll like you more simply because
you're in the same faction and,will be more inclined to
speak to you even ifyou're a full Vampire.

US{' all of yourcptlons before resorting to feeding.
Since feeding puts you back at the lowest level of
vampirism, ifyou've bemme acrustcmed to life as a full
Vampire you'll want to make sure you've exhausted
your possibilities before feeding. Use Charm spells,
enchanted items, or whatever other trfrks you may pick
up along the way to gain favor with characters.

• Ifyou must feed , plan your. feedings so that you can
take care of as many things in town In a single day. Buy,
sell, get quests-do whatev.er you must In as little time
as possible, so you can let your vampjrism build back
up afterward.

While the attribute and skill boosts you get as a Vampire
will assist you in combat, a few additional strategies ca n give
you as much of an edge as possible when dungeon·romping.

• Make use of the Hunter's Sight power whenever
possible, The Detect lift' effed will allow you to
sneakup on your enemies, spoiling them before
they spotyou,

• Watch out for anycreatures or characters thai regularly
me fire spells. Your weakness to fire means you'll lake
additional damage from them; useyour Reign of Terror
power 10 silence them and beatthem down while
they're incapable of casting spells.

Know yourlimits. The Embrace of Shadows power will
get you out of a tighlspot at least once a day; don't be
afraid 10 use it ifyou're outnumbered in combat.
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VAMPIRES
I- ­
I.
It isdifficul t to generalize about Vampires, as they come in a
wide variety of classes, from battlernages to pilgrims to
crusaders, with the equipment to match. They all have the
vampiric power of invisibility, however, as well as the ability to
transmit vampirism, so they can be tricky opponents. They
often keep Wolves in their lairsas petsand guards.

1'- --·
i
I.

Conjurers are simila r to Necromancers but specialize in Daed ra
instead of undead.

Necromancers are mages who specialize in the conjuration of
undead creatures. Undead servants populate their lairs, and
they always summon additional undead to aid them in combat.
If you can kill the Necromancers quickly, they can be a good
source of potions and scrolls (ifthey haven't been used
on you).

You can't travel around Cyrodiil long before you run into
something (or someone) who tries to kill you. Some of these
enemies are nothing more than a nuisance, while others
require careful pla nning if you hope to survive the encounter.

The world adapts to yourcharacter, so you genera lly
encounter enemies that are no more powerful than your
cha racter at whatever level you are. This is because most
enemies you run into are either "leveled" to you or are
generated from "leveled lists." Ingeneral, most humanoid
enemies (Ba ndits, Vampires, Marauders, Conjurers,
Necromancers) are leveled to you-as you increase in level,
these enemies increase in strength along with you, so that they
always provide a reasonable challenge. Likewise, most creatures
aregenerated fro m leveled lists-meaning that when you enter
a dungeon, the game checks your level and populates the
dungeon with enemies appropriate to your level.

You cannot "clear" most dungeons permanently of enem ies.
Ifyou leave and return after more than three days, the
dungeon has been repopulated (and the treasure chests as
well). This means that a tomb full of Skeletons and Ghosts that
you cleared at Level 4 might be full of Wraiths and Skeleton
Champions if you return at Level 20.

HUMANOID ENEMIES

Ba ndits, Marauders, Vampires, Necromancers, and Conjurers
are the main humanoid enemies you will encounter. Instead of
havingdifferent versions that appear as you increase in level,
these enemiessimply increase in level along with you. In
general, humanoid enemiesare 1-4 levels below your current
level, while"boss" enemies will be at or slightly above your
level.

BANDITS

Bandits favor light armor and blunt weapons. Theyare alsoa
good source of lockpicks and the occasional poison (ifthey
didn't use it on you first). Dogs guard their camps and lairs,
which at lower levels are much better at detecting your
approach than their masters. You may also encounter Ba ndit
archers and hedge wiza rds.

MARAUDERS

Marauders carry heavy armorand bladed weapons. You may
find repair hammers on them. Most are melee fighters, but you
will also encounter Marauder archers and battlemages in their
larger encampments.

, .
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Ingeneral, creatures are not leveled to you. Ifyou seean
Ancient Ghost, you know that itis Level9and has 170 hit
points, no matter if you encounter it at Level 9 or at Level 29.
Instead, the game provides you with a challenge by pulling
creatures from leveled Iists----'as yoJ rise in level, you will
encounter higher-level creatures (although you will continue to
see lower-level creatures as well). The exceptions to that rule

' 'are the top-level creatures of each creature type, which increase
In str~ngthwith you to continue to provide a challenge for

• your high-level character. Quest-specific creatures are also
. leveled. These are noted in the creature tables with an (L).

Leveled lists are organized by creature type-so you'll always
find undead in a tomb, Goblins in a Goblin lair, etc. While
there are many exceptions to this rule, the following lists can
be used as a guideline as to when you will start encountering
creatures in different types of dungeons.

BEAST LAIR
Level Creature

DAEDRA
Level Creature

DREMORA
Level Creature
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GOBLINS
Level Creature

MYTHIC ENEMY
Level Creature

UNDEAD
Level Creature

l __ _ •.~.'i.k~ lft.Qn . _.. _~ ..~.. __~ __.._~ . _._

1 Zombie__,•.<.-i-.. ,I. ._ •._ . _~ .•_ , __ ." -_. ' .•' .'0 , .• , . .., -;• •.__•• . ._ . _. _•. ..1 .,_y••••

1 Ghost........- .,..-.....:(,..- _._~..,......- .... _ .. -- --- - ...•-......'- ...'._...._._-_.,,-_._~ '_....
6 ' Skeleton Guardian
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8 Headless Zombie •- 9--- ----. -- ---- · Ancient Ghost .. .-- ' ..-- --..-.~...-
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Most of the statistics listed for the creatures are self­
explanatory, but a few attributes might need clarification:

Type: Thetype of creature is main iy important for certain .
.spell types that are specifically designed to work against/

, j , ' : • '<; •

creatures, humanoids-or undead. ',." . .. '
. - , .W . ~J{ '.~ , "

Level: This is thelowest level the creature will appear in the
world; ingeneral, you won'tseethem commonly until you '
are two levels above.thls. .: .," " . . , . "' .

~ ~. . A
Soul: This is the size of Soul Gem you will need to hold the
creature's soul with asoul,trapping spell. ' .

J :Qmbai Skill: This value is u~e(fan~' tim~;~;'e cre~tur~' I

,.attempts to doa'coinbat-)jased~kill actioi tsuch'i1s __ ",
• " .- . • • : - . ~~ ,';- . ". . " . . <'! ','. , • . ,

.~attacki ng.Weapon- us i ng creatures will use.the perks of the --
:'rPpropri~te -;S~!nJe~~L'" ,"7:'4:; it ~ _.' /} . ~&~, ~ ;~) <~~ .~\

,j-'" ' >,,' -J'!' '! :,>;- "~..., , I ',r-"" , ' ,i'\.i';, ~ · ~ ·'V t · ..·.>.

MagiJ S~iII : ThisvaluTi~uslJd ~nYJime"the,cr!Wyr~' : .''' l: .
"attempts to do amag,c·basedskill actiOlisuch cilscastin " ,.

I~'_ - - "·1"'- '... - . . to-~.. • f'~,,* ;.; .u
~;sHe _~~ :c._ ~ '1 f: '~~~\.1·; --,;;.:: jh~~~~i:
.;ii ~ ~j • / ; '(~~ '>l'~: -~lt" ;;: :~:;l~:<,~~~:



BOAR

BEAR, BROWN

ij-....-_.. -- ---.. _.. ---
I

Attack Damage: This is the damage done by the creature
without a weapon. Weapon-using creatures use the weapon
damage, unless theyare disar.med. .

Weapons: Most creatures use leveled lists to'generate their
weapons, so they may bearmed with a variety of weapons.
Those listed are the most common used by the creature.

Advantages: Natural or magical abilit ies that may makethe
creature more difficu lt to harm in combat. '

oj '. , ' .

Weaknesses: Natura l or magical abilit ies that may make
the creature easier to harm.

Ingredient: Some creatures commonly provide an
alchemical ingredient when theydie. <
Ranged Magic: Asummary of the damaging ranged magic
the creature can use in combat. ' . - ,.' •

Melee Magic: A~umniaryo~ th~dama~i~g tou~~ mag;~!h~
cre,ature can use In com bat. t .. . ~ - I -, ' ~ ,;,~, "
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ORE MORA CAITIFF

OREMORA KVNVAL

i - - - - - - ------ -~------

ORE MORA KYNREEVE

OREMORA MARKYNAZ
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DREMORA VALKYNAZ

FADED WRAITH

FLAME ATRONACH
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FROST ATRONACH

GHOST
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HORSE , BAY l
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STUNTED SCAMP
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TIMBER WOLF
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EQUIPMENT

light armor is ideal for speed and stealth. It isa favorite of
thieves and wizards.. However, it breaks downquickly and
doesn't provide as much protection.

LIGHT ARMOR

Heavy armor provides the maximum protection, but slows
down the wearer and makes him easier to detect. It is favored
by the warrsor classes.

HEAVY ARMOR
Item Weight Health Price Arm or Item Wei ht Healt h Price Armor
Fur Helmet I SO 4 1 Iron Helmet 6 ISO lS 4
FurGauntlrts I SO 4 1 Iron caunueis 6 150 lS 4
FurBoots 1.5 SO 4 1 I ron Boots 9 150 15 4
FurGreaves , 7S 8 , Iron Greaves 18 llS 45 6
Fur Culrass s 100 " 5 Iron Cuirass 30 '00 85 10
Fur Shil'ld 1 " 8 6 Iron Shield 1l llS 45 Il
LNlhfor Hrlmet 1.5 se 10 ' .5 Slrt"f Helmet 7 150 SO 4.5
leather Gauntlets 1.5 so 10 - 1.5 Steel Gauntk-ts 7 ' SO SO 4.'
tenber Boots 1.15 ao 10 ' .5 Stt't'l Boots 10.S lSO SO 4.5
lr-aliler (jre.\'tS 4.5 llO lO 3.75 Sttf'1Gre. ves 21 l7S 95 6.1S
le ather runass 7.' 160 'S 6.15 SItf'1Cuirass '5 SOO lao 11.25
Luther Shreld , l lO lO 7.5 Steel Shield 14 l7S 95 n.s
Chdinmail Helmer 1.8 llS lS , DWolIWn Helmet 8 400 lIS s
ChainmailGauntlets 1.8 1lS zs , Dwarven Gauntlets 8 400 lIS 5
Chatnmau Boob l.1 llS 15 , pwarven Boots 11 400 lIS ,
Chainmail Greaves SA lOl 45 4.5- Dwarven Grt'avt"o 24 600 llO 7.5
Chainmail Cuirass 9 270 90 7.5 Dwarven Cuirass 40 800 400 12.S
fhainmail Shield 3.6 ' 01 45 9 Dwarven Shield 16 515 600 15
Milhril Helmet ' .1 140 6 ' - ' .5 nrcrsh Helmet 9 600 150 S.S
MithrilGauntlets ' .1 140 65 '.5 Drcish Gauntlets 9 600 150 5.5
Milhril Boots s.s 240 6' ' .5 Ordsh Boots 13.5 600 150 5.5
Mithril Gruves 6.6 '60 lIS 5.25 Orclsh Grtaves 27 900 460 8.2 5
Milhril Culr.lSS II 480 22S 8.15 Drdsh Cuirass 45 1,200 940 13.75
MilhrilShlrld 4.4 - 360 lIS 10.5 Ordsh Shield 18 900 460 16.5
[h'tn Helme! 1.6 440 170 4 EOOnYHelmer 10.5 9SO ' SO 6
Uvrn Gauntlets 1.6 440 170 4 l bony~unllets 105 9SO 'SO 6
, ... 8ool> ' .9 440 170 4 Ebony Boots 15.75 950 ' SO 6
[)Vf>n Gream 7.8 660 3lS 6 Ebony Grt'.J~ 31.'. 1,425 1,000 9
Elvt n Culm'S n 880 600 10 [bony Cuirass 52,S 1,900 1,900 IS
[ hffl Shield 5.1 660 lIS 11 [ bony Shield II 1,425 1,000 18
Glass Helmet , 675 500 5 DAffiric Helmer II 1,350 1,350 7.5
GldSS G,1UntletS , 675 500 5 naedrtc Gauntlets 11 1,3S0 1,350 7.5
Glass Boots 4.5 675 SOO 5 DOledric Boots 18 1,3')0 1,3'>0 7.5
Glass Greaves 9 1,000 1,000 7.5 naednc creaves '6 2,025 2,500 11.15
GlassCuirass IS 1,350 1,800 11.5 naednc Cuirass 60 2,700 4,800 18.75
Glm Shield 6 1,000 1,000 IS DaedricShield 24 1,500 2,015 22.5

ARMOR AVAILABILITY "
Armor Avail.ble at Player l evel
fur/Iron 1
It.lht'r'Stetl 3
Chain'Ow.lWfI 6
M ilhril'Orc~ 10
EJwoni Ebofly' 15
GI.sslDaedric 10

• Note: Magicarmorand weapons are available two levels higher than their non-magkal equivalents.
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BI-ADE WEAPONS
!!~m Weight Value Healt.b Speed Reach Damage
Iron Ddgger 3 • 70 I.' 0.s s
Iron oaggn. Finr 1.7 " 77 '-' 0.s •Iron ShortswQrd - - 8 10 98 1.1 0.8 7
Iron Shortsword. Fine 7.1 10 lOll 1.1 0.8 8
Iron longsword 10 10 14() 1 1 10
Ironlon~WOfd . Fine. 18 4() 1S4 1 1 11
Iron CUymorr 11 4() 168 0.8 1.3 ,,- -
Iron ( lJymorr, fine. 19.8 80 18' 0.8 1.3 --! '
SlnlD.aggtr • 10 111 I., 0.• 7
5tffl Daggff. fiot 3.. 4() l1l I., 0.s 8
SIft'1 Shortsword 10 1S 144 1.1 0.8 9
Slr·t1 Shortsword, Fine 9 SO ISS 1.1 0.8 10
Steel Lon~word 14 4S 191 1 1 11
SIf't'1 !-Dn~word. Fin~ 12.6 90 111 _ J 1 13
Steel Claymore ,. 80 "' 0.8 1.3 14
Steel C1<1ymore, Fine - 23.4 160 146 0.8 1.3 1S
Akavirl xarana 10 110 100 1 1 14
Akavirl Katan~ . Ancient 18 180 140 1 1 15
Akaviri uaf.xarana 14 ISO 140 1 1 I.
Silver Dagger , 4() ,., I., 0.s 9
Si lverShortsword - 11 SO 198 1.1 0.8 11
Silver Lon~word 18 80 151 1 1 14
Silver Claymore 11 110 188- 0.8 1.3 I.
Dwarven Oolgger • 110 110 I.' 0.s 11
Dwarwn Shortsword " '" 160 1.1 0.8 1l
Dwarven Longsword 11 100 '10 1 1 I.
Dwarven Cl.iymore_ '8 310 360 0.8 1.3 18
usen Dagger 7 160 1116 I., 0.s - 1"3
[Ivrn Shortsword 1.~ 310 "0 1.1 0.8 IS
Elven Longsword l6 .10 396 -~1 1 18
Elven Cbymoll' 44 600 ,4() 0.8 1.3 10
Gldu Dilgge-r 8 570 360 I., 0.s lS
GlaS5 Shortsword 18 .70 4llIl 1.1 0.8 "cla ss Longsword 40 840 480 __ 1 1 10.-
Gla!>i CIa"y!"OIl' SO ll SO 518 0.8 1.3 11
Ebony Dagger 9 "SO 441 I., 0.• "_
Ebony Shonsword 10 1400 .94 1.1 0.8 19
Ebony Longsword 44 1700 m _.1._ 1 11
[bonyClaymoll' 56 1100 .14 0.8 1.3 14
naednc Ddgger 10 2 700 m I., 0.• 19
Daedric Shortsword 11 1900 S88 1.1 0.8 11
uaednc Longsword .. 3100 .71 1 1 14
Dal'dric Claymore ., 4000 iia 0.8 I.l 1•

BI-UNT WEAPONS
I-

!1~In Weight Value Health Speed R~~ch DamageZ... Iron War Axe " 13 111 1.1 0.8 8
:E Iron War Axe, Fine 10.8 1. I1J 1.1 0.8 9a.. Iron MJ(e IS 17 14() 0.9 1 10:::> Iron M.-n t', Fine 13.-S--- l4 114 0.9 1 110
UJ Iron a.mlt Axe 17 lS 168 0.8 1.1 11

Iron 8.JllIe Axt'. r~ 24.3 70 18' 0.8 1.1 13
Iron Wilrh"mrnef 30 60 196 0.7 1.3 "Imn wartrammer, Fine 17 110 11. 0.7 1.3 IS
SIet'1Wn Axr I. lS 160 1.1 0.8 10
Stttl War Axe, Fine 14.4 70 17. 1.1 0.8 11
51f't1M,Jce 19 4() 191 0.9 1 "SIl't'1Mact', Fine 17.1 80 111 0.9 1 13
51l't'1 8.Jltle Axe 34 7S 11. 0.8 1.1 "Steel B.tltit Axe, [ine _ 34 ISO 146 0.8 1.1 IS
Steel Warnaromer 19 m 156 0.7 1.3 I.
Slrel warhammer. Fin~ 39 lSO 181 0.7 1.3 17
snverWarAxe 10 60 11. 1.1 0.8 "Silver Mace 13 70 m 0.9 1 "SlberBattle Axe 41 m "'8 0.8 1.1 Hi
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BLUNT WEAPONS
Item Weight Value Health Speed Reach Damai e
SilverWa rhilmml't '" 200 324 0,7 1.3 18
Dwarven War A'J.e 24 ' . 5 280 1.1 0.8 14
Dwarven M<lce 27 180 320 0.9 1 16
nwarven Battle Axe ",- 300 '60 0.8 1.1 18
DWOIrWn Warhammer 57 430

-
1.3 20400 0.7

I lven WarAxe 28 34S 352 1.1 0.8 16~

uven Mace 31 3ao 3% 0.9 T 18
Elven Battle Axe 55 5ao 440 0.8 1.1 2.
[lven Warhammer 66 800 484 0.7 1.3 ,,-
Glass War Axe 32 71 0 431 1.1 0.8 18
Glass Mace 3S lSO o.s' ~L

- -
20480

class Battle Axe .2 1,0$0 528 ~O. 8 1.1 "Glass warhammer ts 1,500 576 0.7 I.' 24
Ebony War Axe- - 36 1.150 520 1.1 0.8 20
[bonyMace -,. I-, SOO m 0.9 1 22
[bonyBattle Axe ~ - 69 2,100 m 0.8 1.2 24.

Ebony Warhammer 84 2,800 676 0,7 1.3 26
DaedncWar Axe 40 3,100 61. 1.1 0.8 "Daedrk Mace 43 3200 672 0.9 1 24
Dafdrlc Battle Axe 7. 3,800 728 o.a- 1.1 2.
Dardtiewartra mmer 93 5,000 784 0.7 1.3 28

BOWS
Item Weight Value Health Damage
Iron Bow 8 11 112 8
Iron Bow, Fine 7.2 22 123 - 9

Steel Bow 10 - 30 144 9
Steel Bow, fine 9 - 60 158 10-Silver Bow 12 5\ 180 10
Dwarven Bow 14 155 - 240- 11
Elven Bow 16 360 308 12
Glass Bow 18 _ 735 384 13-Ebony Bow 20 1,550 468 14
Daedrk Bow 22 3,200 560- - 15

ARROWS

•

Item Weight Value Dama}(e
Iron Arrow 0,1 1 8
Steel Arrow 0.1 2 9
Silver Arrow 0.1 j 10
Dwarven Arrow 0,1 5 11
Glass Arrow -O.l~ 8 12
[lven Arrow 0.1 J2 - i3--
Ebony Arrow 0.2 20 14
Daedric Arrow 0.25 35 15

WEAPON AVAILABILITY
Weapons
Iron
Steel
SHver
Dwarven
Elven
GlaSS
Ebony
Daedrk

Available at Player Level
1
2
4
6
9
12
16
20
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ALCHEMY

Wortcraft

ALCHEMY ApPARATUS

The highest-grade apparatus are not sold In stores, so you
must find them on your adventures. There's an abundance or
alchemy gea r in places inhabited by Conjurers.

Alchemy gearoften makes greatloot to
sell, especially when you consider the
weight to vafue ralio.

You ca n eat an ingredient 10 gain Us fi rst listed ctren. but
you gain more potent effects and Increase your skill faster
bymaking potions than by chewing on rJW ingredients.

First things first Beforeyou can make a potion or poison you
must havea mortar and pestle. The quality of your mortar
and pestfe affects the base potency of yourpotions and
poisons. The effects or Ihe other apparatus areas follows: A
retort improves the positive effects of a potion (has no effect
on poisons), an alembic red uces any negative effects of a
potion (has no effect on poisons), and a caldnatc r increases
the potency of all ihe potion's effects. Thereare higher-grade
apparatus thai you will fi nd as your character goes up in level;
these have the same effect on your potions but to an even
greater degree.

OUt world is a beautiful and dangerous place, and for those
who stop to pick the flowersand taste the poisoned berries.
the rewards are enormous. Mastering the Alchemy skill takes a
spertat ki nd of person, one who takes the more roundabout
approach to town , preferring to blaze a new trail rather than
sticking 10 the roads, and who exploresthe nooks and
crannies. finding rare and wondrous things growing right under
the noses of those 100 bus)' to notlce.

Virtually every magical effect can be coaxed into a bottle by
extracting and mIxing the various life forces flowi ng through
nature. Potions of healing, fortifying attributes. poisons, and
debilitating toxins are all produced from the careful art of the
alchem ist. While it is an art learned through patient scientific
experimentation. here is some wisdom harvested from those
who have gone before.

INGREDIENTS

Ingredients ca n be harvested from plants, looted from the
corpses of monsters, or purchased from fellow alchemists or
shop vendors. Their effects are varied; each Ingredient has
multiple effects, and the higher your Alchemy skill, the more
effects you have ava ilable to use in potion-making (one effect is
revea led at each skilllevel: Novice, Apprenlice, Journeyman,
and Expert). unru you seean effect listed on the ingredient.
that effect is unavailable 10 you. You make potions bymixing
ingredients with the same effect. When you have two tngre­
dients with the same erred, your potiongains (ha t effect. Your
potionscan have multipleeffects.

Beware th.11 your recipes may suddenly
yieldadditional and possi bly unwanted
effects beca useyou have earned addillonal
effects for their ingredients by increasing
your Alchemy skill.

By defa ult the view of your ingredients is fil tered so that
onceyou start adding Ingredients it will onlyshow other ingre­
dientsthat have one other known effect Identica l to those
already added. (lick the View All button Ifyou want to make a
potion with two separate effects withoul needing ingredients
with more than one effect in common. For example, two tngre­
dients can share Restore Healthand two other unrelated tngre­
dientscouldshare Restore Magicka 10 makea dualeffect
potion without need ing to find ingredients with both Restore
Health and Restore Maglcka effects, butyou must click the
View All button because there is not a common effect between
all four ingredients.

POTIONS YS. POISONS

Potions are made when the result of alchemy produces a single
positive effect (even if it also has negative effertsl , You drink
this potion to gain the positive effect . Any negative effect in
the potion Is applied to you as well. Potions are pink bottles.
Use an alembic 10 reduce the negative effects of a potion. Keep
in mind you can drink a maximum of five polions at once (this
number goes up 10 10with the perks gained as you increase
your skill in Alchemy).

Poisons are created when the result of alchemy produces
only negative results. While il might not seem intuitive. a fire
Damage potion isa poison. Poisons are green bottles. You
apply poison to your currently equipped weapon when you
activate the poison in yourinventory. Poison is applied to
bows, not to arrows. Poison gets used up with the next single
successful attackwith a melee weapon, or the next arrow shot
through a bow (poison on arrows that misstheir target is
wasted). Poison lasts indefinilt'ly until then. so ifyou have



Journeyman level reveals three ingredient effects. Multiple
effect comblnatlons are more numerous, and some new potion
and poison effects arc now possible.

I

I

I

multiple weapons, you can poison (hem all and then quickly
pull them out during combat (you can also apply poison during
combat>.

For example. you could carry iI bunch of daggtn;and hotkey
them to quickly pull ihem out. Then beforeevery combat,
poison themall: after each hit. hotkey the next one into your
hand. Magic arrows shot through poisoned bows carry both
the poison of the bow and the magic of the arrow for double
troub le to the enemy that gets hit with it.

MAKING POTIONS AND POISONS

You might be tempted to become an alchemist 10 make money
selli ngpotions. but making potions is more valuable for
increasing your skill and usingthem, father than for making
money. Note. however. that most potions sell for more as a
potion than they do as individual Ingredients. Also, the weight
of a pollon is the average of the weightof the tngredlents, so if
you are carrying around lotsof ingredients you can shave a few
points off of your Encumbrance by making polions.

The best way to increase your Alchemy sle1ll
is to make potions. lots of potions! While
you are exploring you often find various
fruits and vegetabtes just lying around (Of"

whole rrops of them). While the resulting
Restore Fatigue potion Is h.Hdly something
to bragabout. even to your non akhernlst
friends. making these potions isa great
way 10 increase yourskill quickly, since
thereareso many ingredients for it.

POTIONS TO MAKE AT NOVICE L.EVEL

Just gettingstarred ran be confusing. So here are some recipes
for useful poliuns you can make at Novice level.

• Restore Magicka (fla x seeds, steel blue entolomal

Restore Health (cairn bolete cap, lady's smock leaves)

Damage Health (any two: wisp slalk cap, stlnkhom.
nightshade. spiddal stick)

Restore Health (lady's smock leaves, aloe vera leaves)

Night·Eye (carrot, viper's bugloss leaVI'S)

Detect Life (Rat meal. bread toaf)

water Breathing (onion. white seed pod [plant: goldenrod!

• Silence (Va mpiredust. rice)

Damage Speed (grttn stain cup cap. peony seeds)

Damage Health + Damage Milgicu Iharrada,
spiddal sticks)

• Damage Health + Damage Magicka + Silence Iharrada.
spiddal sticks. Vampire dust. rice)

POTIONS TO MAKE AT JOURNEYMAN L.EVEL

Wafer Walking (grapes. tiger lily nectar, stinkhorn)

• Fortify Strength (arrowroot. Elf cup cap)

• Chameleon (radish, bloodgrass)

Invisibility (tinder polypore, wormwood leaves)

Reflect Damage (Scilmp skin. green stain cup)

Flre Damage (firesalts. steer blue entolomal

frost Damage (milk thistle. Vampire dust)

Paralyze (I'lannfear rtaws, Daedra venin)

Damage Health + Damage Magku + Silence Iharrada,
spiddal sticks. rice)

Damage Health + Damage Magicu + Speed (harrada,
spiddal sticks. peony seeds, pear)

Damage Health + Damage Magicka + Fi re Damage
(harrada,spiddal sticks, steel blueentolomal

Damage Health + Damage Magicka + fire Damage
+ Silence (harrada, splddal stk ks, steel blue
entclcrna. rice)

POTIONS TO MAKE AT EXPERT L.EVEL
I

.i

POTIONS TO MAKE AT ApPRENTICE L.EVEL

When you reach Apprenticelevel you can really start making
worthwhile potions and poisons. someeven with multiple
effects. Here are someof the more useful ones:

• feather (flax seeds, venison)

Cure Disease (mandrakeroot. Elf cup capl

Dispel (bergamot seeds. ertoplasrnl

Expert level reveals an possible ingredient effects. Creating
single effect potions/poisons should be easy by now, but here's
one brand-new potion and some combination parsons to try:

• Fortify Speed ( + Damage Health) (pear. wisp stalk cap)

• Reflectsoen (glowdust. cinna bar polypore cap yellow)

Fire Damage + Shock Damage + Damage Health
(common) Isptddal stid . Impgall. ectoplasm. fly
amanita)

PRI MA GA folES.CO M S9



• Fire Damage + Shock Da mage + Damage Health
(uncommon) (Imp gall, ectoplasm, fire sans, Ogre's
teeth)

• Paralyze + Frost Damage (dryad'ssadd le polypore. milk
thistle seeds, fennel seeds)

Paralyze + Frost Da mage + Silence (harrada, milk
thistle seeds, Va mpire dustl

Paralyze + Frost Da mage + Da mage Magicka +Sllence
(fennel seeds. harrada, milk thistle seeds, Vam piredust)

Paralyze + Fire Damage + Damage Magicka + Da mage
Health (steel blueentolcma , Impgall, harrada ,
fennel seeds)

• Para lyze + Damage Health + Damage Magicka +
Damage Intelligence (fennel seeds, harrada. wisp
stalkcap)

INGREDIENTS AND EFFECTS

Belowis a table of ingredients and their effects to aid you in
making potions. Also listed is an area where that ingred ient Is
to be found in greater abundance than elsewhere, Remember
to look in all the sacks. boxes, and barrels you encounter in
cities and dungeons, as these often contain alchemy lngre­
dlents. Alchemy shops sell ingredients, if you want someone
else to do yourdirty work for you! The Main Ingred ient in
the Im perial City even sells rare items taken from the
Oblivion realms.

ALCHEMY INGREDIENTS

Effect 4
Dlm.gt flt1tut'
l'!1.iljbility_
Dilm-wHrlhh
Burol'll

"'"Slltnce

R!Sl~ M~lfb

Fmti/y lIt.hh

~"'"Ol.mlgf' Eridur.lnl!
.Nighl Eyr
DlIIUgt~j1h

Shod; Dlllllgt

J:!llNgt EnduI'llC.t
Dam. A$llity _
Foc1rtyWiU~

~"
RtfltdSpl'1I
Dolm.llt!hh
q~~ MJgict1

Cholml'I!OII
tig!llniog Shitld
rift Shidd
Siltncr
DimlY Endutolnu
RtfItcl Dlrn.lgt

""',
Fil1'Shidd
Oallll#, Hrlltb
froll t\lmlgt
DalilolSt' H~J llb

Dl~ lnlrlllgtllCf
Dlmlgl' [ndurll'Q

~r~

FirtSllitld
[);1m. Hl'olhb
Rd\WDl molgt
Shock Dlrn.ltt
RMlDilt'N
ffOll SIlidd
rOllily StItnglh
SIlock lllm.Jge

Effect 1 Effect 1 Effect 3
Rtslol1' Int!nlgtnlt Resjg, Pobon lJtbt

(,im801m
(.mol Pllnt

ArroIIrooI Pilnt _

Plan t/Creature
Name
Alunct

fly Amlnitl

f~P=",.._
rrml Allof\l(1t!
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The ingredients youtake from dead
creatures are often rare; you will not find
these very many other places. Horde these
ingredients until they become more useful
to you as you unlock their additional
effects. And if you manage 10 become the
head of the Mages Guild , you gain access
to a devtce that can replicate ingredients!
(See the "Mages Guild" chapler.)

Ingredient: The nameof the ingredient

Plant/Creature Name: The name of the plant or
creature from which you harvest the ingredient.

Effect: The effects of the ingredient.

# of Plants: The numberof plants found in the world
for the ingredient.

Commonly Found in These Places: While most ingre­
dientsare spread all over the world, here is where you
are more likely to find them.

A Concentration Can Be Found: While there are many
places where the ingredient is concentrated, here is one
such place to get you started.

Harvest Chance; The chance (by percentage) that you
successfully harvest an ingredient from the plant.
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ALCHEMY INGREDIENTS
Plan t/Creature
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SPELLMAKING AND ENCHANTING

Sprll tompoMnts

If your Intent is to buya spell simply to have access 10 its
effect In tbe spetlrnaker or encha nter. be sure to seek out the
lowest level spell you can find. II will saveyou money. as spells
tend to greatly increase in costas they increase in power.

-,
IINTRODUCTION

SPELL EFFECTS

While Imperial law requires thai the Mages Guild teach any
willing student the commonlyknown incantations of magic. it
makes no such provisions for the crafting of m~i(al items or
accessto the components necessary for the creation of new
magical spells. To access the spellmakingand enchanting
servicesof the guild. a citizen must bea member in good
standing withaccess to the Arrane University. (For Inforrnatton
on a((~ing the Arcane Univrrsity see the chapter "Faction
Quests: TheMages GuildW

) . It is nol uncommon for individuals
to join the Ma~ Guildfor the sole purpose of gainingaccess
to the Arcane University. Fortunately.when it comes to this
practice, the guild looks the other way so long as the member
remainsin good standing.

Note that somespell effects have different opttons. II is
necessary to lea rn onlyone version of the spell to access the
effect. for insta nce. learning Greater fortify Speed willgrant
you knowledge of the FortifyAttribute effect. You can then
create or applya Fortify Strength effect as well. Th is holds true
for many effects.

The "Spell [ffects~ table lists all the effects that can be used
in the spetlmaker and enchantment menus (the Alta r of
Enchantingl.Ihe list shows the effect name, if the effect is
available in the spellma klng menu or the enchantment menu,
the best use for the effect as an enchantment. and a brief
descrtptlon of the effect.

Effect Name Spellmilklng Enchanting Enchantin Us. Effed Description
Absorb Attributl.' X X weapon Transfer attribute from target to caster
Absorb FatigUf' X X weapon Transfe r fil ligur fromtarget to caster
absorb Iiea lth X X weapon Transfer Health from target 10 caster
Absorb Maglcka X X weapon Transfer M.lgicka from target 10 caster
Ab~rb Skill X X Wl.'.lpon Transfer skill from targetto caster
Bound Axe X Summons Daedrir axe
Bound 800ls X Summons Oaedric boots
Bound Bow X Summons naednc bow
Boundr utrass X Summons uaednc rulrass
Bound Oaggrf X Summons Oaedric d.lgger
Bound ca unuets X Summons naednc gaunuets
Bound Greaves X Summons uaednc greaves
Bound Helmet X Summons Daedrkhelmet
Bound MolCe X Summons D.ltdric mare
Bound Shil'ld X Summons Daedrkshield
Bound Sword X Summons Daednc sword
Burdtn X X Wupon Inm ast'S Encumbrance of tartrt
calm X Rrduces .lggreWon of targrt
rhametecn X X Appilrel (onetals target
Charm X increasesDisposition of target
Command Creature X X weapon Foret'S target to fight 10 protect the aster

64 PIN.."~.L GAM, G....(lC

SPELL EFFECTS

The (ore of spellmaking and enchantment is the application of
spell effects In new and creative ways. In many cases, you can
combine these effects into new and more powerful spells and
weapons to create the most powerfu l weapon or spell that
works for you.

The Mages Guild can provide you with any basicspell that
you may need. These spells represent the basic uses of magic at
varying levels of power. Befort' youcan create your own spell
or enchant an item, you must have access to the basicspell
effect. You gain access to spell effects by learning spells. For
instance, the Flare spell you have from character creation gives
you access to the Fire Damage effect.
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S P E L L EFFECTS CONT.
Effect arne S ellmaki n [ nchantln Encbantl n Use Effect Descri tion
Command Humanoid X X Weapon forces target to fight 10 protect the caster
Cure Disease X Removes disease efferts
(ute Paralysis X aemoves paralysis effects
Cure polson X aemoves polson fffects
D~mage Altribule X X Weapon Causes attributedamage
Damage raugue X X Weapon causes Fatigue damage
Damage Health X X Weapon Causes Health damage
Damage Maglcka X X Weapon Causes Magicka damage
Demoralize Creature X X weapon ~ecr_eases confidence ortarget
Detert Life_ X X Apparel Detects creatures- Da·m;ig~~j'lrget's equrpped armorDisil1t.l'jrale AnnaT X X Weapon
Disintegr~te weapon X X Weapon uameges target's equipped weapon
Dispd X X Weapon Dispels m_aglcal effects
Drain Attribute X X Weapon Causes temporary artnbute d~mage
Drain Fatigue X X weapon causes temporary .Fatigue damage
Drain Health X X Weapon Causes temporary Health damage _
Drain Mdgicka X X Weapon Causes temporary Magicka damage
Drain Skill X X Weapon Causes temporary skill damage
Feather X X Apparel Increases carrying capacity
fire Damage X X Weapon Causes fire damage 10 target
FIre Shield X X Apparel Provides armorbonusand fire resistance
F0ri.i tY.:,.ttri~ ute X X Apparel Tl'..!!lpc.:ii<lrllil~~~~ selected attribute'
rc:lrtlfy Fatigue X X Apparel Te.":lpora rlly increasesm~~i.f!1J!".!l~tigue

Fortify He'a!th X X Apparel remporaruy increases maximum Health
Fortify Magicka X X Apparel remporaruy lnc-itases maximum Magicka
Fortify_Skill X X Appare'l Temporarily Increases selected skill
Frenzy Creature X X Weapon Increases. target's_aggreSSi(l ~l
Frost Damage X X Weapon Cause'> rros~ damage to LU'le.t
Frost Shield X X Appar~l Provides armor bonus and frost resistance
Invisibility X Mak~ the caster undetertable
ught X X Apparel Creates a sphere' of light
NlghHye X X AppareL Allows caster 10 see in the dark
Open X X Weapon Opens loc-ked dl?o~ a-/1d containers
Paralyze X SlOps larget from _mOVing.,.
RaJI)' Cr~a.!!J11' X X Weapon Increases confidence of target
Reflert Spell X Gives pote~Jial 10 reflect spetts effects ba~k to.qster
Resist msease X X Apparel Increases resistance to disease
Resist Fire X X Apparel Increases .isistance10 fire damage
Resist rrust X X Apparel Increases reslstance 10 frost damage
Resist Magic X increases resistance 10 all magic
Resist Paralysis X X Apparel Increases resistance 10 paralysis
Resist Poison X X Apparel Increases resistance to poison
Resist Shock X X Apparel increases resistance to shock damage
Restore.Attribute X Heals attributedamage
Restore rangue X Heals Faligue dama8 .
Restore Health - X Heals Health damage .
aestore Magicka X _ Heals Magicka damage
Shield X X Apparel Increases armorrolling
Shock Damage X X Weapon Causes shock damage to targer
Shock Shield X X AppareL Provides armorbonusand shock resistance
Silence X X weapon _ Prevents spellcasling -
Soul Trap X X Weapon } ransfers targe.t's soulto empty Soul Gem
Spell Absorption X Gilles pctentlaltn cancel spell effects and heal Maglc:ka
Telekinesis X Manipulatesdlsl,]_nt ~.bjects
Tum Undead X X Weapon Causes undead to flee
WOller Breathing X X Apparel Breathe underwater
WOller Walking X X Apparel Walk on the surface of water
Weakness 10 Disease X X Weapon Increasestarget's weakness 10 disease
weakness 10 Fire X X Weapon Increases target's weakness to fire damage
Weakness 10 Frost X X Weapon Increases target's weakness 10 frost damage
Weakness In Magic X X _Weapon Increases target's weakness to md!:lc
Weakness to Normal weapons X X Weapon Increases target's weakness to unenchanted weapons
Weakness to Poison X X Weapon Increa~s target's weak!!ess 10 poison effects
weakness toShock X X Weapon Increases target's weakness to shock damage



SPELLMAKING
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The true strength of the spellmaker is the ability to combine
two or more of these basic spell effects to create a spell
tailored to your individual play style. Think about how you play
the game. arid then consider how bestto combine effects to
benefit you. Do you cast a lot of elementalspells? Create a
spell that combines a weakness to fire with fire damage. You'll
get the advantage of the double effect without wasting
precious combat timeswitchingback and forth between spells.
Do you always make sure to fortify your Health, Endurance,
andStrength before a fight? Combine the three effects and be
sure to keep the spell at the ready. This way, you'll be prepared
even when a group of Bandits manages to trigger an
unexpected ambush.

In spell creation, most effects have three options that can be
combined: magnitude. duration , and area. Some haveall three,
but a few have only one depending on the effect. Magnitude
increases the power of the spell. Duration increases the time
that a spell lasts. Area Increases the area of effect of a spell in
a radius around the target. Increasinganyof these effects
increases both the power and the cost of the spell. Clever
manipulation of these three options wlll help you to create a
spell that delivers the most effect for the lowest cost.

In addition to these options, most effects have three range
options: touch. target. and self. Touch applies the effect to
anothercreature or character within close range. Target casts
the spellon a creature or character at a distance. Creating a
spell with the range of selfapplies the spell's effects to you, the
caster. Be cautious when creating ranged spells. While touch
and self spells have a standard cost, targeted spells increase the
cost of the spell by 50 percent.

The total costof the spell is very important. Though you can
see the total Magicka required to cast the spell (which is
dictated byyourcurrent skill level) , that number in Itself
doesn't determine everything. You're still limited byyour skill
level when creating a new spell, even if you have the raw
Maglcka needed to cast that spell. look for the total skill level
needed to create and cast the spellat the bottomof the spell­
making menu.

SPELL LEVEL THRESHOLDS
level Base Cost
Novice __- .....-0,_-}~,. _
~pp~~!lce .,....., _
Jou~eJ~.an __- - 63':::W)--
Exp~rt _ 't.So-:.3.'¥.L
Master 400+

ENCHANTING

Weaving focused Magicka into material objects has longbeen a
practice of mages throughout Tamriel's history. Byjoining a
materialobject with the essence of a creature ca ptured inside a
Soul Gem, you can create powerful magical aids to keep you
alive throughout youradventures. like speljmaklng.
enchantment requires access to the Arcane University. In
Cyrodiil , the Arcane University is the only location that has the
materials necessary to Infuse Magicka Into Items.

However. even once you have access to the university, you
must provide the items for enchantment, the Soul Gems, and
the gold required to carry out the enchantment. Any item that
can be worn and any weapon that can be wielded can be
enchanted. Choose carefully when enchanttng items in order to
maximize effects.



Soul Gems are vital to the enchantment process. Without
them, the Magicka cannot be bound to the item. Soul Gems
come in five types, eachgreater in power. petty, lesser,
common, greater. and grand. The type of Soul Gem dictates
how much Magicka can be transferred to the Item being
enchanted. Management of Soul Gems Is very Important
because Soul Gems affect weapon and apparel enchantments
verydifferently.

SOU L GEMS J The most important thing to keep track of when creatinga
new magical Item is the number of usesthat your enchantment
willget before you need to use a Soul Gem to recharge the
Item's magical stores. The more powerful the enchantment, the
fewer uses you will get out of it. The size of the Soul Gem that
you use to create the weapon dictates the total maximum
magical power of any item. The more powerful the Soul Gem,
the greater the enchantment that It can support.

SOUL GEM ENCHANTMENT POINTS

I

Charge
ISO
300
800
1,200
1;600

ApPAREL

Lesser
(0!f:l~ !l!'" _
Greater
Grand "

Soul Gem
Petty

I-~-~--~- ----

i

WEAPONS

The creation of magical weapons isvery similar to creating new
spells. The same options are presented: magnitude. area, and
duration. As withspeltmakl ng, it is important to create a
weapon that is tailor-made to your play style. Explore combina­
tions of effectsand power levels to suit your needs.

Magnitude of Enchantment
Pe lesser Common Greater Grand
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Cost to Enchant Item
Pe Lesser Common Greater Grand

520 715 910 1,105 1,300

Unlikeweapons, enchanted worn Items do not use
enchantment pointsover time, nor do they need to be
recharged. Their effects are applied continuouslyso long as the
item is equipped. This makes it simple to specialize in any
single enchantment. You can focus allof your enchanted slots
on being immune to fire. having a higharmor rating, or being
able to detectail creatures around you. However, worn
enchantments are much more effective when spread out, using
a number of diffe rent effects to benefit you.

Because of this. enchantinga worn item worksdifferen tly
than creating an enchanted weapon. The Soul Gem used
dictates the magnitude of the enchantment and cannot be
changed. Only a single effect can be applied to a worn item.
The most useful magica l effects forworn items are listed below
with the magnitude that will be created with each Soul Gem
and the cost to create each ftem.

D~tect" l)fe._ 8 u "'"4 17 20
ru ther 14 '23 32 41 - 50-
fire Shield 6 6 7 8 9
Fort ifyAttribute 6"' '7 --,-- 9 10
FortifyFatigue "'.I "13 17 21 25
fortify He~lth . s. ~y 8 9 - ,'0'.
fortifyM~t1{ka 6 7 8 9
fortify Skill 6 7 8 9 10
Frost Shii!id- b - - - Ii "7 8 l;f
light __12- _- - 19_ "26 '3)- 40,__
NigllHye S S 5 S
RefleCt Damage 6 6 '~,__ 8: ,8
Reflect Spell 6 6 " 7 8 8
Reshl t nsease 10 , S 20 25 30'
Reslstnre "" - '10 - lS-- 20 25" -=lO~0:
Reslst fr05! 10 15 20 - 25
Resist Pm lysl5 '0 ,15 20 - 2f 30

~~:: ~:kn :~ -~~-- ~~ ~~- ~
Shfeld -- , - 6-- - 7" 8 9 " 1(1
ShockShield ' 7,- -- iif 12 fS'- 17
Spell Atiso rption 5 e "6'- -f 7
water 8rearhing S 5 S "5 5
waer Walking 5 .; --5 "5- 5"""""

WORN ENCHANTMENTS
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SOUL GEMS

Soul Gemsarevital to the enchantment process. Without
them. the Mag:icka cannot be bound to the item. Soul Gems
come in five types. each greater in power: petty, lesser,
common, greater. and gra nd. The typeof Soul Gem dictates
how much Maglcka (an be transferred to the item being
enchanted . Management of Soul Gems is very important
because Soul Gems affect weapon and apparel enchantments
very differently.

The most important thing to keep trackof when creating a
new magica l item is the number of uses that yourenchantment
will get beforeyou need to use a Soul Gem to recharge the
item's magical stores. Th e more powerful the enchantment, the
fewer uses you will get out of It. The size of the Soul Gem thai
you use to create the weapon dictates the total maximum
magical power of any Item. The more powerful the Soul Gem,
the greater the enchantment that it ca n support.

SOUL GEM ENCHANTMENT PO INTS

The creation of magica l weapons isvery similar to creating new
spells. The same options are presented: magnitude, area,and
duration. As with spellmaking, it is important to create a
weapon that is taller-made to yourplay style. Explore combina­
tions of effectsand power levels to suit you r needs.

Charge
lSO

ApPAREL

Soul Gem
Petty
Lesser- ,
Common­
Greater­
Grand -
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Unlike weapons, enchanted worn items do not use
enchantment poi nts over time, nor do they need to be
recharged. Their effects are applied continuously so long as the
Item isequipped. This makes it simple to specia lize inany
single enchantment. You ca n focus all ofyour enchanted slots
on being immune to fire, having a high armor rating. or being
able to detectall creatures around you . However, worn
enchantments are much more effective when spread out, using
a num ber of diffe rent effects to benefityou.

Becauseof this, enchantinga worn item works differently
than creatingan enchanted weapon.The Soul Gem used
dictates the magnitude of the enchantment and cannot be
changed. Onlya single effect [an be applied to a worn item.
The most useful magical effects for worn items are listed below
with the magnitude that will becreated with each Soul Gem
and the cost to create each Item.

Cost to Enchant Item
Grand Pe Lesser Common Greater Grand

20 520 715 910 . 1,105 1,300
:ro 120 HiS"__ 210 255 - 300"','==- 350 S7S 800 1.025 -t, 250

__ 600960 900 1,050 1,200 .1,35(1_
10 700 - '800- 900 1000

- 25 , 22S_ "3'25 ". 425 sis, 625

:~ ~ _~.:__lj':' ,1;;:' 1~ t:
!__ ~ ~-j~(j-l:: , ~ :m·
-5~--' .--~~- -~~ -~~ ---~~ ~
8 -=2,400 M OIL _ 2,800, ~ 3,200 3,206_ _

- "0 2,490_ 2,400__2,800 3,200 3,200
----,,- 150 225 ]00 ]75 450 -

30' 500 750 '1,000- _ 1,,250, f ,500
~ 30' SOO 750 1,000 1,250 1

900
,,,,,__

]0 300 4W 600 - 750
- 50 2Hi 345' 480- 615 '750

' 30 SOO 750 1,000 1.250 - 1 soD .......
HI 600 700 eco "900 1:000
17 ..lOll· , 1,000 . 1,200- 1,500- - ' ,700'
7. __ 2,000 2,400 2,400 . 2,800 2,800
5 1,000 2,000 2,000 1,000 .1,000
5 2.000 2,000 1,000 2,000 2.000

Altar of Enchanti ng

Magnitude of Enchantment
Pe lesser Common Greater

Chameleon

~:a\h~r!J~-
nre Shletd
F'~rtlfy Attribu-te
Fortify Fattgue_
For1lfyHeallh
Fortify Magicu
Fortify S~iU

Frost Shield
Ugh.!. ,
~,liglll"[ye

ReflectD<imagt
Rdleg SpelL _
Resist Disease
Resl§i nie .
Resist Frost
Resist Paralysis
Resist Poison
ResistShock
Shield
Shock Shield
Spell AbsOrPtlon­
water Breathing
Water Walking

WORN ENCHANTMENTS



THE MAIN QUEST
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ESCAPE THE PRISON
----- -~-------------

Aprison escape? Actually, it's more like a last-minute pardon.
Only. you're not the one in the hot seat.

CHARACTER GENERATION

Start by telling the gamesomething about who you are in the
world of Oblivion.

The default characteris a youngImperial male. If you just
wa nt to get into the game. simplychoose a nameand select
"Done" when hisguilelessface appears cnscreen. He will serve
you as well as any character in this "starter" dungeon. Don't
worry; you're not stuckwith him. You can revise this choke-s­
and ether choices still to come-before you step out into the
wide world . Here. you pick your character's name,gender,
appearance, and most im portantly, race. For help on creating
yourcharacter, see the "CharacterGen" chapter.

THE IMPERIAL PRISON

After you click on "Done: you find yoursel f in a stony cell.
Explorea bit. Approach the cell door to experience the gentle
humorof vajenDreth. who occupiesthe cell across the hall.

lb. llllp,ri,r Prison

Just for kicks, you ta n create severa l quickie characters so
you can experience the grand panorama of Dreth's undiscrimi­
nating nastiness. (He has unique taunts for each of the game's
10 races, and for each genderas well.)

He stops taunting when vlsttors appear on the stalrs. Dreth
makes it sound as though they're coming for you.

They're not. They jusl need to use your cell.
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ESCAPE THE PRISON
-- -~----~--

Aprisonescape? Actually, it's more like a last-minute pardon.
Only. you're not the one in the hot seat.

CHARACTER GENERATION

Start by tell1ng the game somethingabout who you are in the
world of Oblivion.

The default character is a youngImperial male. Ifyou just
wa nt to get into thegame. simply choose a name andselect
"Done" when hisguileless face appears onscreen . He will St'M

you as well as anycharacter in this "starter" dungeon . Don',
worry; you're not stuckwith him. You ca n revise thts choice­
andether choices still to come-before you step out lnto the
wide world. Here. you pick your character's name•.gender,
appearance, and most importantly, race. For help on creating
your character. see the "Character Gen" chapter.

THE IMPERIAL PRISON
-~-~--

After you click on "Done," you find yourself in a stonycell.
Explore a bit.Approach the cell door to experience the genlle
humor of valenDreth. whooccupies the cell across the hall.

The ',"peri.., PrisofI

Just for kicks, you can createsevera l quickie characters so
you can experience the gra nd panorama of Dreth's undiscrimi­
nating nastiness. (He has unique taunts fo r each of the game's
10races, and for each genderas well.l

He stops taunting when visitors appear on the stairs. Dreth
makes it sound as though they're coming for you.

They're not. They jusl need to useyour cell.
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AN OLD EMPEROR IN A HURRY
--------

The visitors are Emperor Urir! Septim VII and three members
of the Blades: Glenroy, Captain Renault, and Baurus. listen
carefully to the dialogue as they approach. It sets up the story
for this first stage of the game.

urtet Sto pt l", \III, Emperor of Toimri,,1

The emperor's sons reportedly have been attacked by
assassins-killed, the emperor supposes-and the Blades are
trying to spirit the emperor away via an emergency exit before
Septim joins his sons in death. (You seeonly two Blades until
the party enters your cell. The third. Baurus, is up the stairs
locking the prison door.I

Ta lk to Glenrcyand the emperor through Ihe door. Th e
emperor is as pleasant as someone who has just learned his
children are dead ca n be, bUI an urgency lurks behind his
words.

Glenroy is dismissive. He just wants you out of the way. Al
this stage, you are merelyan administrative inconvenience.
This cell was supposed to be empty.

Gll'nroy of lh l' BI.dl'l

For the game to progress. you must satisfy his demand that
you stand down; do so now. You can either stand under the
high window in the east wa ll (which allows yo u a better view
of the proceedings) or sit on the stool beside the table. Either
way. you're temporarily pinned in place: the celldoor opens
and the royal party enters.

Captain Renault moves 10 the northeast comer. Baurus
watchesthe door. Glenroy looks at you with the eyes of a
hungrydog. Renault presses a big stone in the seventh row up
from the floor. Your alleged bedsinks grindingly into the floor.
The north wall opens to reveal a dark, descending passage.

You're free. At least, you're free to explore this large
"starter" dungeon. In the Imperial Prison. Imperial
Substructure, Natural Caverns. Imperial Subterrane, and the
Sa nctum, you will find weapons and armor. You use the
weapons to kill Rats, a Zombie, and perhaps nOI a few Gohlins.
You learn how to cast a spell and pick a lock. You may sneak
past a Goblin and deal with a Goblin trap. Perhaps you even
spring a trap of your own.

You also witnessa defining event In the historyof the
Iamrtehc Empire.

In addition to the advice given to you by the tutorial, here
are a fewextra thingsyou should knowas you make your way
through these dark passages.

You don't have to remain with the Blades, but you have no
reason to linger in your cell. The celldoorWd S locked again
behind the royal party, and Oreth seems to have shot his bolt.
And ifyou do keep up, you (an talk to your new friend, the
emperor, who offers unique commentaryat certai n points
along the way. In the second large room, the royal party
reaches the midpoint between two sets of stairs. and four
hooded assassins cascade from a raised area to the west.

You are unarmored and virtually unarmed, so steer clear of
the fray, ideally by retreating back down the passage. The
Blades ca n handle the attackers. If you attract the assassins'
atrennon, they try to kill you, and they may well succeed.

Besides, you can't materially Influence the key events in this
dungeon. In the company or the emperor, you are mostly a
spectator. When the battle ends, you learn from an exchange
between the Blades and Septlm that one of those killed was
Captain Renaull. She ledthe royal party down the passage and
seems 10 have borne the brunt of the assassins' attack.
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IMPERIAL SUBSTRUCTURE

This the lmpertal Substructure. In this new area, you 'll find
a zornble. someodds and endsof loot (lndudinglngredfentsl,
and a whole lor of rats. (It'sa good thing the rats are weak and
sukldalJ And, near the doordown into the Natural Caverns,
you'll find your path semi-blocked bya goblin early-warning
system made by hanging skulls. Clever, thosegoblins. In the
next section of dungeon, YOU'll have a chance to outwitthem.

Asection of wall crumbles to the southeast. Two Rats advance
through the gap; a third waits beyond It. Kill them and then
search this new area for loot. Among other things, you'll come
up witha bow, armor, and lockpicks. Use the picks to master
the simple lock on the door to the southeast,or use the key on
the Goblin's shaman's body.

.~:

Right now, you 're nowhere near the limit
of what you can carry, so take anything
that has potential value as a weapon ,
armor, or magic or has significant value. If
In item hasa value in gold listed in your
inventory, you can sell it when you get out
of here and buysomethlngmore useful.
(Gold is welghtless.l

However, you 'll eventually reach your limit of what you can
carry and have 10 dectde what to dumpand what to keep. Find
a convenknt location to leave items that don't contribute
directly to your mission but that you're uncomfortable leaving
bt:hlnd. We scoutseveral such locations in the Imperial City
area in the 'Freefcrm Quests" chapter, That same chapter we
diKUSS what's involved in buying a house.

Aword about takingstuff: It is basic to yourexistence In
Oblivion. You'll buythings at the many stores, of course, but
you live .Iud die otr loot. fortunately, there's a lot of it about.
Each of the assassins has a Mythic Dawn robe and hood-thelr
weapons have vanished because they were bound items-and
some may carry potions or other useful items. leave the robes
and hoods-they will quickly be superseded by more valuable
items-but takeany potions.

You can claim two items she was holding: a torch and a
sword. By searching around you canalsofind an Akaviri
Katana that she dropped when she was killed. Take them all.
The larch is a decided comfort in this deep and dark place,
and youcan hold It in one hand while you hold the sword in
the other,

As for "Mythic Dawn," the game doesn't make anything of
the reference at this point, but this is yourfirst due.

The' royal partypasses through the locked gate and the door
beyond-and you're on yourown. Perhaps it's because the
Blades (who don't trust you) are running the' show. Speak to
the emperor before he disappears. He says he knows you'll
meet up with the party later. Butflrstyou have to pass through
the Imperial Substructure and the Natural Caverns-after
finding aWJ'j out of the Impen.al Prison.
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THE NATURAL CAVERNS

Up to this point. noneof your battles should havebeen intlml ·
dattng-c-unlessyou did something foolish, like deliberately
attacking the Blades or the emperor. However, unlike the ~ ianl

Rats, the Goblins (who occupy the Natural Caverns in force) are
quite another matter.

These foes can block and dodge your blows, and their own
blows can Inflict significant damage. And, if you allow them to
gang up onyou, you 're in real trouble.

F1ghtln~ In OblMan
The watchword IsCaution. You want to hit without being
hit, Move slowly, use CtWeT. and sneak when on uncertatn
ground. Be aware of what's around you. Walch your
opponents' movements and lookfor opportunities for
ambush. Don't make a habit of fighting two or more
enemjes at a time. If possible, take them on individually or
jf you're not up to it. not at an.

This whole section of the dungeon can be seen as a series of
net-at-ens. The first Goblin in the Natural Caverns is watching a
Rat roasting over an openfire when you appearon the scene.
You can ignore him, but leaving live enemies in the darkness
behind you isn't always intelligentSneak up on him and put a
blade In him.

You can sometimes useyourenemies' traps against them.
North and east of the rampflre Is a chamber guarded by a
single Goblin. Atripwire stretches across the floor just east of
the entrance. Run northeast through the entrance-right
through the tripwire, deliberately triggering the trap-and one
of the three spiked logs pinned to the ceiling takes the guard
out for you.

You also sometimes want to attract the attention of as man)'
enemies as possible. Right at the endof the Natural Caverns is
a large Goblin encampment Two of the ugly little monsters
guard the entrance. and the remainder are scattered around
the tamp. Some of these are tough hombres-notably the
spell-casting shaman on the far side of the camp.
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Thr p blin rnumpmrnl

You a n fight the guards one at a time: engage one in battle,
run away to heal, then come back to fight the other one.
However, each f ight will be tough, will take a while, and taking
cutthe guards in this way isn't really necessary.

Instead, look around. The Goblins have left a large pileor
logs just up the slope trom the entrance. You can activate the

stack and wipe out two or the guards below. But why settle for
two weaker Goblins when you ran kill all or them?Abrisk run
through the camp will result in you slamming back up the
entry slopewith a smallarmy or Goblins on your tail. Ir you
haw a lead on them, activate the stack. and now you're
overseeing a bloodbath. Afterwards, mop up any Goblins who
didn't play Follow the Leader,

This maneuver has its bazards-c-not the
least or which isslipping into the pit 011 the
centerof the ramp, having the Cobllns pilt
in afteryou, and then being roasted o\l{'r
an open fire. So save your gamefirst and
again afteryou succeed.

Once the mopping-up is complete,
you have control or an enormous haul. ITo besure, there's a lot
of junk mixed in with thegood stuff. Goblins seem to have a
deep appreciation for [un k.) Mixed in with the junkarc lots of
usable odds and ends. Once you're done, make your wayoul
the exit to the Imperial Subterra ne.



I
I

THE IMPERIAL SUBTERRANE
-- ---- --- - - - --~

The emperor and his escorts vanished into the Imperial
Subtenant' at the bottom of the Imperial Prison .

Now they're just a hop away.
Ashort corridor leads west to a broken sertlon of wall. Here.

peer down into a chamber like the one where you parted ways
with the royal party, watch the emperor and Blades appear cut
of the southern tunnel. and listen 10 Glenroy and Baurus
quarrel aboutstrategy.
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A Mythic Dawn IIssassln

Try not to shoot yourcomrades. They
forgive you this time, but future comrades
may not be quite so tolerant. They make
short work of the next three assassins, and
the party moves south to the door to the
Sanctum.

OBTAINING THE AMULET

Here it ends. And here it begins.
There's a strange mood in the air as the party enters the

Sa nctum. The emperor hasjust told you he's going to die, and
this statement hangs between you like smoke. It'salmost as
though he's already dead and you're all just going through the
motions.

Glrnroy obviouslysmellstrouble. He orders the party to
hold up whilehe checks the path to the north. He signa ls it's
clear and then leads east towa rd a gate. Thegate is locked from
the other side, and the Blade smells a tra p.

He's right. The trap lies in a sma ll, apparently enclosed
chamber to the north. Perhaps this is "the Sa nctum" itself and
perhaps even the defensible position that Glenroy was argui ng
fer back in the Subtertane.

The Blades read it as a "dead end." In fact , it's not a dead
end-and that fact will be the emperor's undoing-but these
two Blades don't know that. After all, it was Renault who
opened the escape route in the first place and Renault who led
the way down that darktrack. And it may have been Renault,
too, who knew this room 's secret exit. And she'sdead.

But there's no opportunity to deal with these subtleties. At
this point Glenroy and BaU TUSsuddenly run off to deal with
assassi nswho've appeared to the rear, leaving you alone to
defend the emperor.

and ruin the surprise. (By shooting at them, you can trigger
them early- before the Blades arrive in the room where
they're waiting. You (an see into the room from a raised area,
but they have to walk to it by a somewhat more roundabout
path.I And your presence above distracts anyon the lower
level, givi ngGlenroy and Ba urus the opportunity to takesome
free whacks.

Their exchange isfollowed byanother assassination attempt.
Since you're now set up with weapons and armor, you may be
able to participate in the emperor's defense. However, since it's
just two assassins this time, Baurus and Glenroy may already
have dispatched them bythe time you're ready. Use the bow
and stayon one of the room's upper tiers. However many
ski nny Rats you offed back in the Imperial Substructure, you're
not remotely ready to go toe-to-toe with the assassins.

Finally, Ctenroy tries to coa xSeptlm Into moving onwa rd,
and the emperor protests that he wa nts to rest a little longer.
That's your cue to show you r face. Hop down to the party's
level, and the ever-friendlyGlenroy promptly orders Baurus to
kill you as a potential ally of the assassi ns.

Don't worry. The emperor callsoff the dogs. He
knows better.

You join the royal party. Glenroy still doesn't trust you, but
Baurus treatsyou almost like a normal person, and you can
question him briefly about the Bladesand Septlm. And the
emperor is almost. ..Iather lyl Seeki ngto explain whyhe trusts
you, Septlm asks whether you're fam ilia r with The Nines-the
state religion whose deities include Tiber Septim. the first
emperor ofTamriel. Evidently, Uriel feels your starsare linked
and asks (or your blrthsign. See the "Birthslgn" chapter for
help on what to choose.

Alas, the emperor's own star flickersonlydimly. He now
statesplainlywhat was only Implied back in you r cell: He has
seen his own death. He seems even to haveaccepted it. But
he' llmake no predictions for your own desti ny-save that it
seems bright with possi bility. ( ~ I n your face, I behold the son's
companion.")

The party heads north, with Glenroy unlocking the door,
then makes a u-tum, heading south for the stairs and the third
ambush. Ifyou're fast off the mark, you ca n ma kea useful
contribution to the emperor's defense. Rea dy your bow, drop
off the north sideof the path, then Jump onto one of the
ledges that overlook the columned room belowfrom north,
west, and south. let fly.

Again , it's not as though these Blades bru isers need you r
help, andyou probably won't do much actual damage before
they finish the job you start. But even simple hits on the two
hard-to-see assassins In the raised areas above thecolumned
room's northeast corner forces them to abandon their positions



You can follow the Blades. If you do, they kill the assassins
in the big room 10 the south and Glenroy dies. Butthings
won't progress until you return to the emperor. Ifyou stay with
the emperor, you have a moment before he speaks to you. If
you've taken damage, this would bea good timeto restore
your health to full. Ifyou follow the Blades out, Baurus will
periodically shout at you to "stay back and protect the
Emperorl" and the fight will continue indefinitely until you
return to the room where the Emperor Iswaiting.

Sensing that hisend is nigh, Septlm places in your carean
artifact called the Amulet of Kings and chargesyou to take it to
someone named Iauffre. He does not further identify the
amulet. or say who Jauffre is or where to find him. only that
he knows where to find "my last son." The emperor also talks
of "the Jaws of Oblivion." and "the lord of Destruction."

Baurus mourns his Emperor.

The conversation has no sooner ended than a stone panel
rises in the room 's northeast corner and a Mythic Dawn
assassin appears and slashes at the emperor. Just like that. it's
over. Septim Is dead .

The assassin's still very much alive and kicking, and you're no
more capable of killing thisoneon your own thanyou were back
in the Imperial Prison. Stay out of range of his dagger until
Baurus reappears on the scene and takesoffthe heat.

Baurus doesn't blame you, either; he blames himself. Nor
does he accuse you of swiping the Amulet of Kings. He rea Illes
that the emperor "saw something in you." And because the
emperor trusted you, Baurus trusts you despite the fact that
you're an escaped convict carrying a divine artifact, which you
claim the emperor handed you hfmself seconds before a guy
with a red hood anda magic dagger came through a secret door.

Baurus tells you that Iauffre isthe Grandmaster of the
Blades and lives as a simple monk in Weynon Priory. The
priory Is almost straight west from the sewers' exit-In the
woods southeastof the city of Charral.
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You probably still have lots of questions. But it's lime to go.
All you can do att hls point is enter the secret passage opened
by the assassin.

Baurus? He's staying 10 guard the emperor's body and fight
off any pursuers. But you'll see him again before too long

The sewer ull

Save yourgame here, as it allows you to
qulrkly start a new game without playing
through all of the previous dungeons.

You exit the sewers just northeast of the Imperial City. You're
on an Island in the northeast corner of Lake Rumare. which
serves as the capital's moat.

What comes next? It's up to you. YOIl can try the Ayteid ruin
just across the lake from where yo u left the sewers. Al the

Once yo u've made anychanges you want to your character,
head outside.

THE WORLD OF CVRODIIL

Enter the room and take the stairs leading up. Follow the
path over the bridges and through the gate. You may find a
few additional Rats to kill alongthe way, and eventually you
cometo the final gate.

Don't like your character? Mdybe you made a mista ke with
your blrth sjgn. Or your experience in the dungeon has taught
you that you're want to playa little differently than you'd
thought. When you activate this lastgate leading outside,
you're offered the opportunity to tweak your character's race,
blrthsign, and class. Essentially, you can change any of the
decisions you've made to this point , even yo ur name.

m ... .~

THE SEWERS

You don't gel a lot of directions in Oblivion. The compass
has a directional ma rker, and assigned destinatio ns are
highlighted on the gamemap', 50 It's hard to get lost.The
only timedirections art' required 15 wbenyou're looking for
a location to which the game hasn't expressly directed
you. That won't happen often until the "Freefortn
Quests" chapter.

You're not out, but you're almost out. Descend the stairsand
followthe depression in the floor west and north to a door for
wh ich Baurus gave you a key. Inside isa well entra nce (a
manhole cover) you artlvate 10 reach the final section. Beyond,
a large chamber has a trench running down the middle. You
fi nd a couple of Goblins and a Rat in here. Dispose of them,
and on the far side of the trench you find a wheel you ca n
activate to open the second chamberentrance.

Getting: Directions
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moment, you have only one official quest: Del iver the Amulet
of Kings to Jauffre at Weynon Priory.

But despite the sense of urgency that accompanied the
emperor's and Baurus's last speeches, that mission will keep.
The game wi ll adlust its pace to yo urs. Cyrodill is full of adven­
tures large and sma ll, and you canexplore freely In any
direction. Beginning now.

Your first vl.w of thl' ouUldl' world.

DELIVERING THE AMULET

FAST TRAVEL VERSUS SLOW TRAVEL
---- --

The trip west should be uneventful. Ifyou use ' fast travel" to
get to the city of Chorrol, it's virtuallyguaranteed to be. You
appearjust inside the gates. Exit and follow the road a short
distance southeast to the priory.

However, it is recommended that you walk all the way to the
priory-if only to get into the habit.

Fast travel is a great convenience. You simplyselect a destl­
nation and appear there, with none of the potential compltca­
tions (like combat with wandering creatures) and potential
distractions (like off-the-booksadventures) of foot travel. You
won', have to wart longer than it takes to load a new region.

While fast travel resembles telepcrtatlon. it is not lnstanta­
neous. TIme does pass. Howmuch time dependson a number
of factors: how far you 're traveling; active spelleffects that
influence speed; your current level of encumbrance; whether
you're on horseba ck or, if not, on your own natural speed.
(Runningat the time you enter fast travel doesn't influence
your subsequent speed.l Hence. the fast -traveler who leaves
Anvil in the morning will find It is night upon arrival in distant
Leyawiin.

You can speed things up a bll by un-equlpping your armor
and weapons before you use fast travel. However, fast travel
does carry with it some limitations and conditions. You can't
fast-travel out of combat. (Note that you're considered to be In
combat oncean enemy has decided to attackyou-regardless
of whether or not you're trading blows or you can even see the
creature.l You can't initiate Itwhile indoors. And you can't fast­
travel when spelleffects are damaging your health.

Most importantly, fast travel is limited to locations you know
about or have discovered . At the start of the game that includes
Anvil, Bravil, Bruma. Cheydtnhal, Chorrol, the outskirts of
gvatch. teyawlln, Sktngrad, and the Imperial City's eight
districts.

To discover a location, you must pass by it on fool. In this
respect, fast travel is rather like flying with the shade down:
You ca n't make out any details along the way.

Note, too, that quests don't require the use of fast travel.
while you'll routinely workto mesh your schedule with those
of wandering NPCs. only on occasion will the game require you
to be ina particular location at a particular ttme-c-and you
can't miss those appointments In any permanent sense.
(Sooner or later, they roll around agatn.I

The more you walk now, the more locations appear on your
map. and the more you will be able to use fast travel later.
Even ifyou ca n't zap straight to a destination, increasingly
you'It find you can fast-travel to a location nearby and then
wa lk the remaining distance.

There are dozens upon dozens of locations out there-from
small settlements 10 caves to fo rtresses to mines 10 tombs to
shrinesto isolated farmhouses. To experience Oblivion fully,
walk every established route and blaze yo ur own traits into the
wilderness. Just because the game doesn't expresslydispatch
you into a given region doesn't mean there's nothing there.

On this trip, for instance, you'd miss two locations on a
straight route from the sewers' exlt to Weynon Priory. One is
Sinkhole Cave-a big bandit lairon the north side of Imperial
City that, cleared out, makes a nice (If rather rough 'n' tumble)
home fora beginning adventurer. The other, in the woods west
of the northwest comer of Lake Rumare, is Yellow TIck Cave­
a conjurer's hideaway that introduces the game's ma in enemy:
the Daedra .

PRIORY PRIORITIES

where'sJauffrel Depending on when you've arrived at the
priory, he could be in one of three places.

NPCs follow schedules.Sometimes pretty elaborate
schedules. They work during the day. Sometimes theygo out to
eat They sleep at night.
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for most of the day, when you enter the priory, Prior
Maborel gets up from the table and offers his help. You can tell
him your business is private-which elicits an unsettling
comment about "another mysterious visltor." (This may seem
ominous, but II is simply a reference to other Blades calling on
the Grandmaster of theirorder.) Oryou can simply ask for
Iauffre to bedirected to his current location.

You ca n also ask Maborel aboutother topics-among them
the priory itself, which elicits comments aboutSeptlm's death
and references to a news account of the assassinations.
(Maborel gives you his newspaper.I

. = . ~

Alengthy biography of the lateemperor 15 lying on the
table. Read it. It's a good Idea to get Into the habit of reading
the game's books. Many contain background information that.
even If not directly concerned with events In Cyrodiil , helps
prOVide a context for them. Some have good stories. And some.
called skill books, boost one of your skllls byone point. (Skill is
specified In the book-you don't get to choose. and it isn't
randcm.)

Mabou:1may not tell you everything he
knows. See the section "rbe Subtle Art of
Persuasion- for details on how to get more
information (lui of people.

Inaddition , across the tableyou find a letterfrom another
monk, Brother Piner, to hismother In the Imperial City. No, it's
not polite to read other people's mail, but it certainly sheds an
interesting light on events. In it, Piner makes flght of the assas­
slnaUons' consequences.

"It's horrible and depressing," he writes, "but the Empire
will survive."

Note that this Is only the current version of the letter. You
also find threecrumpled papers next to it-earlier drafts that
suggest something of the desperation of his mother's original



message and the you ng monk's tense relationship with his old
mom. They also givea taste of the mood abroad in Cyrodiil,
and it is a shadow of things to come.

On the grounds, you're likely to run into Ercnor, a Dark Elf
who works hereas a shepherd. Ask himabout "assistance" and
he contributes a repair hammerthat you can use to repairyour
armor or weapons.

J.uffre, Gnndmuter of the SI.dn

You're most likely to find Iauffre at his desk in the priory's
library- the eastern room on the second floor, Tum over the
Amulet of Kings and repeat the emperor's last words. The
monkdears up some questions outstanding from your final
exchange with Septim.

The "Prince of Destruction" the emperor mentioned is
Mehrunes Dagon----one of the Daedra lords who rule the worid
of Oblinon and a recurring figure in the recent historyof
Tamriel. (He was an important flgure In Daggetjatl and had a
cameo in Mo"owind as well.l

Dagon shouldn't posea threat to the mortal wortd. It is
protected from Oblivion by magical barriers. Sowhy did the
emperorperceive a threat fmm Oblivion?Iauffre doesn't know,
but he dots seem to havean Idea. The grandmaster seems to
Implythat those Dragcnfires themselves are the wa rds that
separate Oblivion from the mortal plane.

Finally, locate Maborel. He offers the useof his Paint Horst",
which is housed in the stable on the north sideof the building.
This appears to be just a loan, but in fact it's a gift-even if
youdon't talk to Maborel about it, he effectively bequeaths it
to you. <Alas., Maborel is not long for this world.)

The Horsl!! Set
There's awhole horse subculture in Oblivion .

You don't need a horse to get to Kvatch-or anywhere
else, for that matter. But even the prior's horse-the
slowest of the fbe types in the game-s-markedlyspeeds "
your progress. This representsa nice compromise between
fast travel (i nstantaneous, but skips overthe Interventng
countryside) and walking. .l

When on horseback, move..rong roads or across open
terrain-not through dense forest such as along the direct
mute to Kvatch-to make the most of the speed advantage.
(It'shard to maneuver your horse in tight places.l This also
spares you the need to engage or avoid wanderhtg creatures
in the wilderness. You can simply race past them.

Horsescan jump, too, c1eoilring low wa lls and fences­
and this is where this horsemakes up for its comparative
lad of speed. (In jumping. it's tied (or second,) You won't
havt to steer around tTL1nyof the smaller cbstactes, as you
might have to do on foot, and ranchart I more directroute
to your destination. 't ,

For more lnformatkm, see the "Freefcrm Quests·
chapter.

The Subtle Art of Persuasion
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Finally, weynon Priory offers the first opportunity10 play
the Speerhrraft mlnl-game 10 elicit hidden information.

You won't pick up any deep secrets here.andwhatyou
learn doesn't relate to the Main Quest. On fact, Speechrraft
isn't required in the Main QUl'St at all-·-thou~ it can come
Into play in the quests "The Path of D~wn" and "Spies.")
But the earlteryou master the game, the more optionsyou
have later on (see the "Skills" chapter for tips on mastering
the game). ,

You've already talked to PrIor Maborel. But perhapsyou
haven't heard ~rything he to W)'. He has "Brother Piner"
and "Eronor" topics. It's posYble he won't trust you enough
to address the m-cdespite your having turned over the
Amulet af Kings to jautfre. or Maborel hhnsetfextending to
)'Ou the useof his horse. '

And don't WOTT)' if you un'(_C{ilck Mabore) right now.
You're not missing much here tfiat you cah't discover n
your own. Mabo.rel thinksPiner's on the impulSlYt slde-and
revea ls that Ercnor has a relative in distant leyawlin who
(rafts a pretty mean spell. . '-

_____n~

FIND THE HEIR

Iauffre also tellsyou about Septim's illegitimate son. His name
is Martin, and he's a priest in the Chapel of Akatosh In the city
of xvatch. Iauffre charges you with the taskof rescuing the
helr-Jauffre correctlysuspects he's in danger-and bringhim
back to the priory.

He offers some help of a practical nature by unlocking the
nearby chestand offering free use of its contents. Take him up
on it Ifyou're comingstraight from the sewers, this is a major
upgrade for your armor and weapons.

Talk to Brother Piner. He's one of the monkswho wanders
around weyncn Pnory, who tums overa book, The Warp in the
Wt5t , a compendium of intelligence reports about an apoca­
lyptic event that achieved "the Miracle of Peace" in the
empire's war-torn Iliac Bay region. This is a skillbook; reading
it will bump up your Blockskill by one.



Thl! Oblivion Gltl! .,KYltcb

from Kvatrh. But the Batul gra-Sharob can repair you r armor
fora price and, In a very limited way, buyweapons and armor
you don't need. Meanwhile, Sigrid GIll buy potions and
ingredients.

How about gettingthere underyourown power? If traveling
by horse. detour southeast back to Lake Rumare and then
southwest toward Sklngrad and west to Kvatch-a longroad
(atbelt one covered at high speed) that offersyou your first real
tasteof CyrodHl and ItsWest Weald region.

Or you can walk directly to the city Itself, passing Ihrough a
trackless wilderness along the eastern edgeof the Colovian
Highlands. When your route bumpsup against the foothills of
the Imperial Reserve. you find in quick succession the Ayleid
ruin Wendir, the abandoned Fort Cannala(which may beyour
first experience with Vampires), and whatseems to be a ghost
town called Hackdirt (which turns up in the Miscellaneous
quest MA Shadow over Hackdirt~) .

farther southwest Is Fort Dirich (now under new
management as an undead dungeon), the isolated fann of
weatherleah <the subject of another Miscellaneous quest,
"Legacy Lost-), and the Sanguine shrine (where youget the
Oaedric quest -Sanguine-). Refer to the "Daedrtc Quests­
chapter for moredetails.

Here, the woods end and the foothills begin. Pass Fallen
Rock Cave (which figures in the Fighters Guild quests
"Unfinished Business-), Ihe Shardrock farm, and a second
Ayleld ruin, Miscarcomd. (You visit Miscarcand on official
business much later in the Main Questl Now you've reached
roughly the borderline of the kvatch-Sktngrad road. Kvatch Is
just 10 the west.

Are you too Idte? For Kvatrh, absolutely. But look at It Ihis
way: You're here early forThe Ranturel The walls are scorched.
the trees are all burnt. Aflamfng. rippling, dimensional gate
stands in frontof the city gates. When you place yourcursor
over it, you see the word "Obhvlon."

Right now, Leyawlm's In the wrong direction for an easy
vlsil. but you'll bump Into Oagall in the Mages Guild
quests.

KVATCH

Are you ready for Kvatehl
Unfortunately, xvatch Is not ready for you. Most of the city

Is in ruins. Fast travel takesyou not 10 the dty proper but 10 a
refugee GJmp to the south.

The mood isone of despairand barely muted panic. Hirtel,
whospeaks to you aotomatlcatly upon your arrtvat, saysthat
Kvatch has been destroyed by Daedra (a bit of an exaggtr.rtion)
and lhat Martin must be dead. Then he takesoff to the west
You find him later al the nowing Bowl tavern In Anvil.

The five other NPCs have talesof griefand loss but sayonly
that Martin didn't make it out of the city and suggest that
Savlian Malius at the barricades to the north may know more.

The camp route has some advantages. It has beds. You can
use these to level up if you haven't done so already. You'll
probably need the extra stat points soon.

You may even do a little business here. Naturally, the Ore
smithy Batul gra-Sharob and Nord alchemist Sigrid have
nothing 10 sell, as they left it all behind when they escaped



Uh-ob.
Did anyone get out of Kvatrh? Many did not. Talk to Savhan

Malius beyond the barricade south of the gate-he's running
what's left of the town guard-to learn that some survivors
took refuge in the chapel and that the cou nt and his men arc
holed up in the castle. Malius plans to hold his grou nd to
prevent the encampment of survivors to the south from being
overru n.

5;I\,lIan Mat lus, uptaIn of the Kutch Guud

Thegood news: Matiu5 has seen Martin . The bad news: He
sawhim leading a group toward the Chapel of Akatosh. He's
still inside the city and you'll have to get him out.

BREAKING THE SIEGE OF KVATCH

Offer to help and Matius will give you what he supposes is a
suicide mission.

He thinks it is possible to dose thls Oblivion Gate. After all.
he reasons, the enemy opened and laterclosed the smaller
ones that were used to launch its assault on the city. He sends
you into Oblivion to help the men he's sent before you or, if
they're beyond help, to "see what you ca n do on your own."

Pass through thegate to enter a hellish scene: an island in a
vast sea of lava. Great dark towers loom to the north. In the
distance, you see suggestions of movement. Non-human
movement.

To the northwest, north, and northeast stretch three bridges.
The northwestern and northern bridges lead to a larger
landmass; However, the northwestern bridge is broken, and on
the northern one, a great gate is slowly dosing. You ca n't gel
through before it does, and you learn,on app roaching the
closed gate, that it can't be opened from here. Through a gap
betwee n the gates, you ca n see the bodies of four town guards.

In fact , two Kvatchguards survived the prior mission. Check
the area between the northwestern and northern bridges to
find a terrified fellow named Ilend vcnlus. He discloses that
another gua rd, Menien, has been taken to a large tower­
presuma bly the central spire in the duster to the north. He
offe rs to come alongon a rescue mission (or you can save his
life fo r later battles by telling him to join Savltan Matius at the
barricade).

But how to get across the lava to investigate? Forget the
bridges-a path across the lava extends north from the area
where you found Vonius. When you arrive on the far side,
you're in enemy territory.

Leveled Enemies .)
Enemies encountered here va ry. In tin open-ended game
like Oblivion. it's impossible to predictexactly when a
playerwilt take on anygiven quest. for instance, ma ny
playerscomestraight out of the starterdungeon and start
on the Ma in Quest right away. In that case, you'll find lots
of ScampRunts-the giant Rats of the Daedrk world, here.
Nevertheless, methodica lly clear themout- partly for the
experience and partlyjust to avoid nasty situations where a
bunch attack at once. '

But many playersgo off and find theirown adventures,
coming to the Main Quest later with anlmproved character.
To provide a suitablecha llenge fo r that adva nced rhararter,
enemies in ObfMon have been "Ieveled.n That is, the
enemy you face in anygiven combat is adj usted to your
character's current level. So, as you go up in level, the
Sca mp Ru nts turn into Clarmfear Runts-little Oaedric
dinosaurs with spellcasttng llbility. At higher levels, you
may run i-nto the Sca mp Ru nt's big brother, the Scamp, or a
Flame Atronach, or the rtannrear's tug brother. And soo n.

This often makes referring to a specific enemy in a
specific place inaccurate, so forgive the~neii( "enemies"
and ~ Daedra" in some spots, and lookat the maps for
details. . '..

At the top of the tower near the northwestern bridge, look
for a gate switch against the west wall.Alas, it's not a switch
fo r the Oblivion Gate-that would be too easy-but for the
three bridge gates. BUI it doessmooth your escape path ifyou
decide you're overmatched-with the minor drawback that
opening the gates on the northern bridge releases three
Daedra. Kill these through the gaps between the gates before
you start across. Watch where you stand on the lift platform on
the way back down the tower- there are spikes!

Your nextdestination is the large central tower to the north.
This Is the sale entrance to a complex that also includes the
eastern and western satellite towers. (The northern satellite ca n
be entered only through a small cave in the island's northeast
cornerj

This is the first of many such complexes In the Main Quest.
They're all generally similar: a central Citadel, fl anked byside
halts in which you do muchof the actual climbing, and lopped
by a Sigil Keep-wherein you find the Sigil Stone that must be
displaced to close an Oblivion Gate.
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Activate the Sigil Stone at the top. This is the Oblivion Gale's
anchor in the Daedra world. With the anchorgone. the gale is
adrift. 11 collapses upon itself-but not, thank goodness.
before depositing you back outside Kvateh's scorched walls.
Your path Intothe dty isclear.

Make yourway back 10 the barricades and Matius. You have
a couple of options. Matius proposes that youand his small
command (which now includes Von ius) launchan assault to
free Kvatch.

He seemsin a burry-ceverybody seems in a big hurry in
Oblivion-but there's actually no rush. Ifyou need a breather,
askyour young commander to wait, fast-travel down to the
refugee camp, and take a nap In one of the tents. (Most of the
folks here now thank you forclosing the Oblivion Cate.) When
you're ready, climb back up the mountain. talk to Matius again,
and give the go-ahead. The little force boldly charges into the
city and helps you carve up the Daedra.

Mmt.n Gon~hS, ~ptllrrd It, I"~ DHdr...

from the Daednc Citadel. enter the RendIng Halls and then
the Citadel again. Climb to the Corridors of Dark Salvation and
rross the bridge to the eastern tower. At the top, await the
unfortunate Menien and a Dremora Sigil Keeper who may
make a rather bloodthirsty lilliespeech before he surrenders
his Slgll Key.

Talk to the caged Menlen. You can't rescue him, but he tells
youwhat to do next: Find the Sigil Keep and take the Sigil
Stone. He doesn't give the keep's location , but you doubtless
noticed out in the main Citadel thai you've only climbed part
of the tower. Your newfound key will open the doors In
your path.

Return to the Corridors of Dark Salvation and use the north
door. Where the corridor levels out, watch for a spear trap. At
the top, enter the Citadel yet again. You need to reach Ihe lift
on the high sideof this tier, Here's where thingsget nasty: On
the way, you're charged by two Dremora.

This must be the suicidal part Matius wastalking about
righting herr isn't a serious option fora basic character. But

sneaking (orsimply running) canget you to the lift intact.At
the top, climb to one of the two Sigil Keep entrances.
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Note that you have 10 kill all the Oaedra in and around the
plaza outside the chapel. That includes as many as three in the
ruined building southwest of the chapel. Otherwise, Martin
(sitting in a pew near the front of the church) won't agree to
leave with you, and your reception from town guardsman
Tierra will be notably hostile.

Note, too, thatyou ca n climb to the top of the ruined
building and survey the destruction. The city to the west and
north is largely gone. What isn't gone Is burning. To the
northwest, a castle is in flames.

If you talk to Matius after he enters the church, he asks for
your help in reclaiming that fortress. To besure, success in this
mission will contribute to the army you raise in the later Main
Quest segment "Allies for Bruma," but "The Battle for Castle
Kva tch" isn't a required part of the Ma in Quest. It's a
Miscellaneous quest, which is addressed in the "Miscellaneous
Quests" chapter.

Martin, th f lo~t SC'ptlmheir

If you've mopped up the Daedra. it's now short work to take
Martin In towand fast-travel to Weynon Priory.

Remember: Prepare forcombat fi rst.

~ -- - - - -- -

KVATCH VARIANTS

It's possiblesome playerswill bypass weyncn Priory and
simply show up at Kvatch.That'll work, too, but the quest
unfolds a little differently.

You can still deal with Matiusand rescue the survivors holed
up in the chapel. But as you haven't yet learned about Martin,
you ca n't ask refugeesor gua rds about his whereabouts. When
you find him, he's just "AGUy In a Church," and you get no
special Septlrn-was-your-daddydialogues. He'll be evacuated to
the refugeecamp. You must deliver the amulet to Iauffre to get
MartIn's name and then return to the camp to take him in tow.

Something similar ca n happen ifyou do put in at the priory
first , fight your way into the church, but wait to talk to Martin
until afte r you've explored. You may return to the church to
find he's vanished.

Afte r all, the chapel does offer some diversions. Oleta may
be your first Ma in Quest encounter with a trainer-a character
who can, fora steep price, bump up one of your skills (in this

case, Restoration). You canchat briefly with the two town
guards: Berich lnian, who refuses to let you pass through the
north door-this is reserved for the Miscellaneous quest "the
Battle of Castle Kvatch"-, and Tierra , the ranking officer here.
You can explore the lower regions of the church and, via a
door at the east end of the undercroft. exit lnto the otherwise­
inaccessible eastern section of Kvatch . Here. the destruction is
virtually total.

What you may not realize initially Is Ihat Matius and the
other town guards followyou into thechurch. In or out of your
hearing, Tierra will report 10 Matius-there were more
survivors, but they didn't stay- and then order the civilians to
eva cuate to the refugee camp, That's whereyou find Martin.

Finally, you don't have to go into Kvateh with Matlus's
troops. You ca n take down the Daedra around the church
yourself, though weexpect this will be a rather dicey business
for a starting character.

Alas, you'll never be able to clea r themout to Martin's satis­
faction. As soon as you tum your back, they'll creep back. You
need to ca ll in Matius and companyto keep them from
respawntng,

t he Oblivion Crisis ,
This is not a quest, though It can provide the raw material
for dozens of independent quests. Atthe moment. it's just
an invisible event-the nicking of a switch in thegame's
dark heart. "Yt "

When Martin agrees to foilowyou to Weynon Priory, you
set off"The Oblivion CrisIs.,... At this point. Oblivion Gates
can open in certa in ioratlons III thewltderness all across
Cyrodiil: You suddenly begin tn find the gates during your
travels on foot. Ea ch is Jumpstarted by the player'sentry
Into one of the designated regions. • - ,

The gates pop up randomly; but Wpically the gate (an
appear in remote areas of Cyrodtll not otherwtse occupied
by a named location- though you'Ufind Some close to.
dtles.Llsted beloware s6mecpf the sites fqr potentialgates'
closerto the major rcmmunlties. Refertc the maps for
a more complete list of all the possible'Obllvion Gate

- ~ - .' ~-appearanres., ~r; _ i'
-. ·~)1.A ' . • ',

P R IM A GA M£S.COM :J8~7:J~d



Nea r Bravll

Northwest of Veyond's Cave, whkh Is north of BravU on
the northwest coast of Nlbtn Bay.

Southeast of Derktathcm Cave, on the east bank of the
lower Nlben. ;

• North of Rockmilk Cave-.a lillie less than halfway up the­
west side of the lower Niben.

Ihese gatesare not paper tigers. Daecra will appear
nearby-sometimes Just one and sometimes several. The
galewill generate other Daedra. You can enter eachgale,
explore the red world on the other side Uhe gales linkto
the fulllOlnge of random Oblivion environments), and then
close the pte much as you dill at Kvatch,

But youcan't close it forgood.There isalways the
chance thaI. Ifyou re-enter thai region, the gale will
rt'materialll~in linking 10 a random Oblivion world
when you enter it.

In other words, you can't close down the random gates
complelely. This isn't a Llsk to be j:ompleled but an
undulating envtronmental hazard thai follows the music of
the Main Quest As the story heats up, the- chance of
settingoff new gates Incre.ntS m,)rtedly. when you
complete the Dagon Shrine quest, o(fjel.1l1y opening the
w,)r. Ihe chance of gatesopeningrises (0 100 percent.

Atthe same time, non-random Oblivion Gates will open
outsidesix Cyrodiil dUes: Anvil , Bravl!, Cheydlnhal,
Chorrol, Ieyawiin. and Sklngrad. These don't count against
the gate limits, and you tan close these gates permanently
.11 any point before the end of the Main Quest (which will
slam themall shut for YOlJ). Ilowever,youcan't collect a
reward for most of the closlnp {Cheydlnhalls an'
ckCeptlonl until reach the "Allies torBruma" segment of
the Main Quest, when you parlay the gate c1os.1ngs InlO
extra troops.for that city's defense. "' , !I

The figures for the randomgates won', drop back to
their posUvakh levels lIntil the tnd of the -Paradise"
ques:tAnd the gates won't go)Way tntlrely until jhe ffld of
"Light the Dr.tgonflres'"

WEYNON PRIORY
------- - - - ------

Near Sklngrad

• Southeast of Fallen Rock Cave, northwest of Skingrad ,

• Northeast of Blrak Flals Cave, north-northwest of
Sklngrad.

• lu~t southwest of Goblin Jim\.Cave, straight north from
Sklngrad.

You arrive back at the priory to find it under attack by Mythic:
Dawn assassins. The first person you see is Ihe shepherd•
Ironer, With an assassin close on his tajl. he tells you how he
mistook the attackers for travelers, and then suddenly weapons
appeared in their hands and PriorMaborel was dead.

•

Neu Bruma/Cloud Ruler Temple

• In the mountains straight east from Cloud Ruler 'temple.

• ~outh of Applewalch, in the mountains ~est of Bruma.

NearCheydlnhal

Justsouthwest of the city proper.'
. ~

On a mountain northeast-of fort Farragut, whkh Isjust
northeast of Cheydlnhal.

Northwest of Swampy Cave, which 1$ southeastof
Chcydinhal.

Near Kvatch ...

Southeast of the bandit encampment Oawk MaiOr, which
Is south of the Kvatch refugee camp.

Northvr'est of the Shttcombefarm, whKh is northt.ast
of Kvatch; . . .
West of Fyrelight Cave, alonglhr road bttweln S.kingrad

. ".and Kvaleh . -" .':;. _-.

Near Chorrol

• , E a ~l of the Odiil farm , which is east of Chorrol.

. ' North('a~t of Nonwyll Cavern. whkh is In the mountains
north of Chorrol.

Near Imperial City

Just southeastof the Arcane Unlve~lty complex in the
clly's southeasternextremltv~

• North of Fort variela. In a Necromancer talr on the west
side (middle portion) of Ihe UpperNlben . :.

Southwest of Fort Chatman, at the northwest cornerof
Lake Burnare. ~

Along the Gold Cout

• West of Malacath's shrine, which IsJust west of
fort Sutch.

• Southwest of the Gweden farm, which Is southeast
of Anvil.

• Southeast of Fort Urasek. which Is southeastof
Gweden farm.

Near uyawll n _
. ,:;\ , ~

• On an Island In the lowttMbtn Bay. just north of -.
.. teyawltn. - '''u

•



Cloud Rulu TlI'mplr

When youapproach, the great doors open, a Blade named
Cyrus appears, and lauffre introduces Martin. The Blades at the
top of the slopesalute him as ~ Manin Septlrn," and Martin
makes a brief, halting speech. When It'sover, he thanksyou for
saving his llfe and confesses he doesn't know what to do.

You 're up against it here. Comparatively speaking. these
cultists are not as tough as the assassins that lookout the
emperor, bUI there are flve of them-three outside and two in
the chapel with Iauffre-c-and time isn't on your side, It's
important 10 Iast-travet to the priory itself rather than to
Chcrroltha lime. You have to kill the agent chasing Ercnor to
save yourown life, and the twoattacking Brother Pinernear
the Priory House to save his. That done. Piner will joinyou in
the chapel in the fight to save jauffre. (troncr just runs for
his Iifd

In the chapel, lime again is of the essence. If need be, make
yourself the target, interposingyourself between Iauffre and
hisattackers, and use potions to keep up your health. Use that
nice combat scroll you found in Iauffre's chest. And, rather
than stowing Martin somewhere safe. let him help. He's a real
asset in this fight.

Oncerescued. Iauffre's thoughts go Immediately to the
Amulet of Kings. He hid the amulet in a secret room off the
priory library. Either beat him there (irs supposed to be in
the chest) or meet him tbere to learn the amulet has va nished.
Iauffre seems on tne verge of despair until he learns Martin
issafe.

Thr Amulll'l of Kings wu toilkll'n by the Mythi, Dawn,

But where to keep him safe? The monk dccldes on Cloud
Ruler Temple-an ancient Blade fortress high in the jeratl
Mountams northwesl of Bruma. Your next task is to escort
Martin and Jauffre to this hideaway. (IfBrother Pinersurvived
the battles. he slays.11 the priory.)

You can either fast-travel directly 10 Cloud Ruler Temple
(one of the few cases where you can fast-travel to a localion
you haven't previously visited) or take the road from Chorrol to
Bruma, then head north to the fortress.

Bul Martin's instincts are good-for instance, h~ already
knows that these Oblivion Gates are unnatural-and he has
you and Iauffre to help him find his inner emperor. He'll
rapidly embrace his new role,

Talk to jauffre: he thanks you for your servtces in a more
tangible way. You're one word away from Joining the Blades.

Now, the organization of Blades is not a true faction in the
fashion of the Fighters. Mages, and Thieves Guilds. (Those
quests are detailed In the ' Faction Quests~ chapter.llt's more
like a pseudo-taction. There's Just the one rank and one set of
equipment. You won't find unique Blade quests, or, (rom this
point on, the sub-questswithin Ihe Main Quest function as
Blade quests.

Membership confers the right to claim weapons and armor
(rom the fortressarmory, located below the library in the east
wing. You find most of your kit in a chest-a near-complete
suil of Blades annor and an Akaviri long Sword-and the
missing helmet and extra sets of gauntlets and greaves on the
table in the middle of the room.

This armor is lighter and offers bener protection than the
armor you fou nd in Iauffre's chest bark at the priory. (However;
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keep what you can carry of your old armor, and sell it off the
next timeyou're in town.I The sword'sa touch heavier than the
claymore and doesslightly less damage, but it's a one-bander,
so you can keep a shield or torch equipped at the same time.

Martin quicklysettles.ln. You canoften find him wandering
the library, sitting before the fire- in the Great Hall, or sleeping
in the nice, bigbedroom in the west wing. He's already being
treated like a king. And he's starting to act the part-telling
you to follow Iauffre's orders 'while I'm getting oriented here."

~
Everyone seems to agree that the next objective should be the
Amulet of Kings. jauffre doesn't have a concrete plan for Its
recovery, but he puts you in touch with someone who may
have leads to its location: Baurus.

You remember Baurus, right? You accompanied this Blade
through much of the Imperial Prison and its underpinnings.
He's now living In luther Broad's boarding house in the Elven
Gardens District of the Imperial City.

Ifyou walk. in the Great Forest you find some places of
interest along the sometimes-steep path down from Bruma to
lake Rumare: Bleaker's Way (an odd village of uncommu­
nicative Nards and Dark Elves; It pops up in the Daedric quest
"Mephala"), the massive Unmarked Cave, and the bandit cave
Sercen.

The road west and south to the bridge into the capital is
marked by a pairof abandoned but not quiteempty forts.
Ilhese are rather like the strongholds from Morrowind.) Fort
Carartacus and the nearby, curiously empty hamlet of Aleswell
surface in the Miscellaneous quest "Zero Visibility," Fort
Empire Isa big critter dungeon .

Ifyou fast-travel into Elven Gardens, you appear just Inside
the district'S exterior wa ll. Pass the walkway and garden and
make a leftonto the first street.The boarding house is behind
the first doorto the northwest.

You may not recognize Baurus out of hisarmor. He's at the
table right in frontof you. Talk to him, or simply sit down, and
Baurus tells you he's being watched. You're to follow the man
who's following him. Note that you can't identify the man to
whom he's referring (Astav Widch) unless you look around
before you sit down. In any case, Wirich gets up as Baurus
passes and follows him intothe basement. Once downstairs,
Which shows histrue colors-the red robe and bound mace of
a Mythic Dawn assassin-and takes offafter Baurus.

Help Baurus-unaided, he may not survive. You canstart
the fight off nicely (ifin rather cowardly fashion) by throwing
a combat spell into wlrkh's back as he closes with the Blade.

Then search his body. You find a book-Mankar Camoran's
Commentaries on the Mysterium xerxes, Book l-and Baurus
now tells you what he's learned. The emperor's killers are
members of a Daedric cultcalled Mythic Dawn thai worships
Mehrunes Dagon.

Thank you very much, Baurus, foryour intuitive grasp of the
obvious. The real tip: Baurus suspects a scholar named Tar­
Meena at Arcane University can tell you more aboutthe book
you've found .

The university is in the southeast corner of the city. Ifyou
are a high-ranking member of the Mages Guild, you can find
Tar.Meena in the Mystic Archives. Otherwise, she will
conveniently bewaiting foryou In the lobby of the Arch-Mages
Tower (the only partof the university open to the public).

Tar·Me-ena, hud libra rian of the Mystic ArchlW'~

It turns out that your book isone of four needed to locate
the Mystic Dawn cult's secret shrine to Dagon. (This Is an Initi­
ation test for cult novlces.) Tar-Meena gives you the library's
copy of Book 2 and directs you to a bookstore, F1rst Edition, in
the city's Market District to consult with the owner, Phtntlas.
on where to find the remaining two.

The Market District is in the city's northeast corner. Fast­
travel again; First Edition is the lastdooron the left.



the four-tumbler chest next to the cellar stairs. (in eachcase,
you still have to get the note from Gwinas.l

As a final alternative, an accomplished pickpocket can steal
the book and note from Gwinas-and an accomplished
assassin can simply kill him and take them.

Head backto the Elven Gardens District, talk to Baurus
about the "Mythic Dawn meeting" and "sewers," and then
follow him. Apparently the meeting's right now. The Blade
leads you down lnto the sewers. He takes the east tunnel.
opens a gate leadingsouth to a cistern, and then goes through
another into a high-ceilinged chamber that recalls the ones you
sawearller in Ihe sewers below the Imperial Prison.
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You would only need to followtfind Gwinas
at his hotel Ifyou missed hisarrfval at
Phtnttas's shop. which you could do ifyou
weren't payingattention. Gwlnas is
enabled Immediately afteryou first ask
Phmttas about the Myslerium xerxes, so if
you then leave or don't askabout Gwlnas.
you could miss his arrival Of not realfze his
significance unullater,

CwiNI un .1'11 youh_ to 'iI't Ihl' fin,1 w f.,me of
C.mi>¥"r'J C__"t.rin.

When Cwlnas leaves, he heads for his lodgings in Imperial
City. You have to use bribery or Speechcraft to sweeten
Phintias's mood- to a Disposition of 6O--for the bookseller to
revea l that Gwin,15 is staying at the Tiber Septtm Hotel. (The
Tiber Septtm Hotel is in the Tates Plaza Districton the west
side of the city-In the southeast portion of the rotunda
immediatelyeast of the entry bridge.)

Books3 and 4 are "Impossible to find ," says Phlnttas. He's
never seen Book 4. But it just so happens that he has a copy of
Book l-which he's promised to a customer, name of Gwinas,
who's come all the way from the province of Valenwood to
coiled it. Phintias invites you to stick around and talk to him.

The bookseller has just handed you the solution. Buttonhole
Gwlnas Inside theshop, as he's heading (or the door. and
reveal the Mythic Dawn's Involvement in the emperor'smurder.
Gwin.s nowwants nothing to do with the group and gives you
both Book 3 and a note revealing how to get Book 4--from
the sponsor of Gwinas's Mythic Dawn membership.

Don't wander too far while you'rewaiting. Once Phintias
makes that disclosure, Gwlnas appears in the street outside and
heads for the shop.

If you'd rather skip persuading Gwlnas 10 hand over Book 3,
you can attemately raise Phinti.ls's Disposition to 70 when you
first inquire about Book 3 and he sellsyou the book-cearlfer
protestations of his word being his bond to the contrary. (You
can even havesome fun afterwa rd bragging about this to
Gwlnas.l Or, If you're extremely good at lockpicking, youcan
steal the book from Ihe store before talking to Phmtlas. It's in

,
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Here, you stop to sort out which of youwilt take "point"­
that is, who will receive the book-and who will do backup
duly. The point person proceeds through the west door into the
Sunken Sewers, per Gwinas's note, and sits at the small table.
The backup climbs the stairs to the south, enters the same
room through the west passage. and keeps watch.

It doesn't make much difference which one you choose.
Either way, Gwlnds's sponsor. Raven Camoran. arrives out of
the darkness and starts a little recruitment speech . Two more
Mythic Dawn cultists appear in an adjoining room. Then, the
speech ends prematurely with a fight. Either Baurus Is recog­
nized as the Blade that WIrich was stalking, or the Mythic
Dawn's backup team discovers you've brought backup as well.
(Gwtnas wastold to come alone.I Even failure to sit in the
chairas ordered gets the cultists riled up. Obeying orders is
apparently very big with the Mythic Dawn folks.

Kill the three of them, get the fourth volume of
[ommt'ntari~ from Camoran's Inventory, and talk to Baurus
again. He's headed for the fortress to serveunder Martin.

You're on yourown agatn with a brain-teaser to solve. How
do you divine the location of the Mehrunes Dagon shrine from
the books?

You can solve this yourself without help. At leastgive it the
old Arcane University try. lookingat the books gains you a
one-point boost In each of four magical disciplines:
Conjuration, Destruction, uluslon . and Mysticism. (These are
skill books.l

If you can't figurf' it out, Baurus offers that maybe Tar­
Meena, the scholar whocame up with Book 2, can provide
moreassistance. leave the sewers the way youentered and pay
her another visit at Arcane University.

You have to talk to her three times on three different days
to get the solution. The first two ronversatlcns result in tips 10
help you solve it yourself.

The first such hint: She suspects the books contain a hidden
message. Butshe wants another day to work on the project,
which meansyou need to wait until after midnight to bug
her again.

This time, Tar·Meena suggests that the first word in each
paragraph may be the key to the books' meaning. Butshe
wants one more day of study.

So try yourown hand again. The scholar doesn't quite own
lhe solution yet but has now given you a strong hint. Take the
first 'tUer of each paragraph of the four books to fonn a
message: "GreenEmperor Way Where Tower Touches
Midday Sun."

If you still can't see it. when you return to the university the
following day, Tar·Meena has sorted It out. She even interprets
it for you. Green Emperor Way is an avenue on the palare
grounds.

Specifically, it's In the palace cemetery. Fast-travel to the
Palace Districtand you appear on a w.llkway leadingnortheast
to a flight of stairs. Just before the stairs . turn right and walk
overto the large, domed lomb. Ifyou highlight the tomb, you
learn it is the tomb of Prince Camaml.

Walt until noon. Aglowing mapappearson the tomb's door,
with the MythiC Dawn shrine marked. Check your province
map. Thedestination marker has appeared in the hills west of
Lake Arrius In eastern (yrodiil.

You don't have to visit Cloud Ruler Temple again to report
yoursuccess or receive instruction for the next quest. (Ifyou
do, Iauffre offershis congratulations and his hope for the
future. Baurus is back and guarding Martin. Martin offers a
new comment on Mehrunes Dagon's reputed Mysterium
Xarxes.)

Your next move should be obvious: Hit the shrine and get
the Amulet of Kings back.

DAGON SHRINE
--------- -- - ._~ --_. ~

Your path into eastern (yrodiil winds through rather desolate
and, toward the end, difficuillerrain.

Retrace your route along: the north roast of Lake Rumare,
and this limecontinue east at the bandit cave Sercen. After you
pass the tumble-down Roxt')' Inn. the path begins to tum
south. Head east-northeast cross-country .Jnd YQu hit Fort
Chatman (now an undead dungeon). Ixbausted Mine (nowa
Goblin lair), and, up in the hills, the farmhouse Harm's Folly
(which plays into the Settlement quest "Revenge Served Cold")
(see the "Miscellaneous Quests" chapter for details on
Settlement quests). Then there'snothingfor a longstretch until
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Inside you can play it one of two ways: undercover or
commando. You can give the cou ntersign to the doorkeeper at
the bottomof the first passage and wait for him to unlock the
first door, or butcher him and take hiskey. In the next room,
you canturn over your possessions to the shrine wa rden,
Ha rrow, andallow him to lead you to the shrine fo r your inltl­
ation--or you can refuse and send him to join his buddy. If
you killed the doorkeeper, you will haveto fight Harrow-and
everyone in the shrine will be hostile as soonas you start a
fight with anyone.

Undercover is the way to go fo r a low-level character. II gets
you all the way Into the inner shrine with no one the wiser.
Fighting instantly blows your cover. Word of the attack spreads
like wildfi re, and you have to kill pretty much everybody in the

antechamber to reach the shrine. You'veseen what Mythic
Dawn guys are like when they transform into warriors, and
that can be too much fo r a lower-level character.

You don't have to hand over all your stuff to Harrow,
though. Find some flat ground in the shrine's first room and
dump everythingyou can before you talk to Harrow. (If you
dump your stuff outside, you watch it tumble down the steep
mountainside in a lovely demonstration of the game's physics
englne.)

Alas, you can't drop your gold. Consequently, any gold
carried to this encounter Is forfeit (at least fo r the moment).
Either invest It in equipment, potions, and spells before you
leave, or return after you're doneand take it back.
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Save him (simply refusing to kill him is not enough), grab
the book, and run all cut for the stairs to the north. He follows
you outside the shrine and makes hisway back to Imperial
City. (You fi nd him back at hfs duties- he's a priest in the
Temple District- later in the game.)

Speak to Ruma Camoran, Mankar's daughter, and she orders
you 10 kill the victim laid oul on the altar.

Toughdecision . With the death of Jeelius, your escape from
the shrine will be somewhat easier. By killing him, you've
proved yourself and Ruma Camoran and the acolytes at the
base of the daiswill disperse. But you 'vegone undercover to
slamthe door 10 Oblivion and save innocentlives-not take
them. Truth be told, you're not going to be able to just stroll
out of the shrinewilhMysterium XaD'ts underyourarm in any
use. Saving jeetlus won't make it that much harder. The alarm
will go off, and rele.JSing him justmakes it go off with enemies
in closer proximity.

M,mur (olImo~n p~.uhfS to his '.lthful followfrs In

Doligon 's Shrint .

When you enter the shrine.you hear cult leader Mankar
(amoran's speech. It serves both as confirmation of Baurus's
earlier intelligence of Mythic Dawn's involvement in the assas­
sinaucns and as a statementof intent for future campaigns.

"The lime of Clea nsing draws nigh," he declares. "I go now
to Paradise, Iwill return with Lord Dagon at the comingof
theDawn!"

And sohedoes. taking the Amulet of Kings with him-but
not the Mysterlum XafXes , which rests besidea sacrificial
dagger on Ihe podium at the west end of the dais.

I
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intervening antechamber and the shrine itself. The longer
you're here, thegreater the chance Ihey will catch up to you
and try 10 kill you.

Back al (loud Ruler Temple, talk ro Martin to tum over the
book for decryption. He expects ifwill reveal how to open a
portal to Camoran's Paradise and, hence. to recovery of the
amulet.

But that's going to takea while. In the meantime, Martin
refers you 10 lauffre to seea report of spies In Bruma.

SPIES

The surveillance part is fairly basic. Before 7 p.m., take up a
positionon the large snow-covered rock partway down the

Cloud Ruler Temple may not be quiteas safeor secret as the
Blades' grandmaster oncethought. The temple's galeguards
have reported seeing strangers on the road forthe past several
nights. Iauftre can't mobilize the Blades for a general search of
the mountainside without risking the fortress's seruriry, but he
can send you out to spyon the spies. He suggests you talk to
Blade Captain Steffan and Captain Burd In Bruma at the base
of the mountain.

Depending on the timeof day, Steffan can be found
patrolling the walls, guarding Martin, ealingin the library or
sleeping. Hetellsyou the strangers usually appearat dusk near
a runestoae down the nxky slope. (Runestones art' discussed
in the "Freeform QuestsOO dupter.I

Burd fan be found either in the Greolt Han of Castle Bruma
or the adjoining barracks. He hasn't noticed strangers in town.
tndeed. with "the Oblivion Crisis." he says there hasn't been
much travellately-c-epart from Jeal1's recent trip up from
the south.

These two referrals set up alternate (and mostly separate)
approaches 10 cracking the rase. One involves surveillance, the
olher a concerted investigation In Bruma. And some stage,
each will involve fighling. jauttre wants the spies dead,and he
wants to know what they know.

You can't leave as you entered; a locked gate now blocks this
path back to the shrine's antechamber. Happily, a second exit
on the north side of the room's uppertier is open. and the
comparattve safety of a separate antechamber Is only a short
way up the tunnel. Here, the enemy mood runs more to panic
than outrage.

Your impulse is probably to obey yourjournalentry and cart
the book bdck to Martin pronto. Butnow that you're suited up
again, you can nip back lnto the shrine. using the secret exit.
and do some looling-induding reclaiming anygold or
personal property that Harrow liberated from you earlier.

Harrow should still be in the shrine. You have 10 kill himto
recover yourgold , Another good source of loot is through the
lower doorof thai pillared room where weshook off the
pursuers.

However, reaching Harrow and getting out alive may not be
a simple task-ceven with yourreclaimed eqcipment.Hyou ran
from the scene. there are still packs of MythIc Dawn guards
and acolytes-not to mention Ruma Camoran-c-roamlng the



Moreover, Ongar's door Is also locked, and piddng attempts
product' the sameswift response from the authorities. Ongars
only here from 6 a.m. to noon,and youan find him taking
his meals at Olav's Tap and Tack or wandering the city for the
rest of the day.

You nowhave your probable cause. Bring this lnfonnation
to Burd's attention and he authorizes asearch of Iearl's home.
You still have to pick the lock on the door and then another
lock on the trapdoor to the cellar, where you find Ruma
(amoran's note. (Ifyou can't master both Jocks. youronly
recourse Is to Irack down the spiesthemselves, as described in
the "Surveillance" section above, and take their keys.)

jearl ls a local. but her name is the only hard detail you
have. However, when you talk to Burd, your journalsuggests
you have a chat with jeart.

learl never leaves her house, which remains locked all day
long, making your taskdifficult. Trying to pick her lock gets
you fined by the lawnguard. You need more than the circum­
stanlial evldence to break Intoa housewith impunity. Can
someone provide hard infoon Jearl?

Asurvey of residents tums up .I lot of Interesting local
problems-all outside the caparttyof this chapter-but only
one comment about learf.and It raises suspicions without
providing probable cause. (Regner. who lives several houses to
the east, says fearl staysInsideall the tlme.I

Ifyou put the "strangers in town" question to Jorek the
OUtCAst. .a beggar who wanders 8ruma, he sayshis memory
"sometimes .ain't what it used to be." Withfrve pieces of gold.
you GIn jog his memory. jorek now recalls seeingsomeonehe'd
never seen before looking out Jearl's window whenJ~r1 herself
wasn't home.

In fad, twoof jearf's neighbors (an offersimilar tips. Ongar
the World-Weary across the street and Amara to the east ha'lt
heard jearl talking to someone. and, like Jorek, Ongar's seen
someoneat the window. But they talk only if you belong to the
Thieves Guild or if you ratchet the speaker's DisposiHon up to
60. Raise their Dispositions by pl.1ying the persuasion mini·
game, or by Charm-mg them.

INTELLIGENCE
•
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BUllet's assumeyou've missed the window fo;tracki~iihe
spies today and don't feel like wasting a daywaiting. Then
head for Bruma and Captain Burd.

slopesoulh Of the fortress road. (Those guards must have eyes
like eagles. The fnrtrfSs itself Isa hit too far away to serve as a
usefut vantage point.)

fix your gale 10 the south and wait. Shortly after 7 p.m.,
two figures approach a runestonelust east of the low hill to
the south.

You won't see the twodoingany actual spying, but their
presence here is certainly suspicious. Maintain a careful
distance; at 10 p.m.•you CAn track them back to a ave
entrance (Bruma (awms) southwest of the city. This leads to a
door to the basement of Jearl's house in the rtty'ssouthwest.
comer. If you can pick the lock, you can put a be.ating on the
Mythic Oawn spies lear!and Saven Fararn.

Ifyou can't pick the' locks, let the spiesspot you. They
morph into Mythic Dawn warriors and attack-against their
orders. as it happens. Kill them. Ultimately, you'regoingto
have to kill them anyway. You find keys to the cave door and
trapdoor on their bodies. (lead also has the key to her house.)

But where's the Intelligence J.auffre asked you to rollect? On
a table in the celtar is a note from Ruma Camoran that lays out
the enemy's operationsand future plans in frightening detail.
The Mythic Dawn order already knows Martin isat doud Ruler
Temple, and the fortress's destruction is nowa priority. The
spies, jearland Saveri Iaram (who are identified by name) are
looking Intowhat Martin's doingthere and his potential escape
routes, fTht' Mythic Dawn doesn't want a repeat of Kvatch.l
The agentsalso have been active outside (horrol-the first
explicit hint Is thai a gate has already appeared there-and
planscall for the openingof a Great Gateat Bruma.

The order is also Interested In you-probably morenow
than when the note waswritten .
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Shops don't have fixed Inventories. uke
loot, shop Inventories are drawn from large
collections of itemsthai reflect the player's
current level.

PICKING AN ARTIFACT

Here Is more information to help youchoseyourartifact:
Ifconvenience and speed are paramount, you can fast-travel

to Azura's shrtneor possibly the Sanguine shrine.You passed
the latter Ifyou walked to Kvateh. Possibly others, too. If
you've explored significantly on yourown. Two more shrines­
Namira's shrineeast of Brurna, and Hermaeus Mora's shrine far
westof the Blades temple In the mountainsnear the Skyrim
line-are withineasywalking distance.

Butproximity isa deceptive virtue. You typically need an
offering of ingredients to summon the Oaedrlc lords, and
many of the requited ingredients are hard (D comeby fora
low·levrl character. The monsters that yield them appear only
when the player has reached higherlevels.

Sowhat do you do Ifyou'restill small potatoes? Some
alchemists stock the ingredients, but figuring out which ones
may be a long-term enterprise. Theingredients may tum up in
general dutter, but again, they art rare and. naturally. they
probably won't be there whenyougo looking for them.

Ifyou want an easyquest, go to Nocturnal's and HifCine's
shrines. It's a longtrip to the Nocturnal shrineeven if you ftrst
fast-travel to Imperial Clty-c-the shrine i~ east of the
midsection of the lower Ntben-c-and it Is open for business
onlyat night. Bul you don't have to supply anything up fronl
to get the quest, and the mtsston inelf involves onlya nominal
amount of mayhem and Quite a lot of sneaking about and
eavesdropping.

Hlrclne's shrine Is much doser-cstrafght south from the
Imperial City's southeastern extremity. on a hilltop in thick
woods south of Sweetwater Camp. The offering (a wolfor bear
pelt) isn't hard to find, and the mission (kill a unicornl
shouldn't be a stretch.

One last consideration: Each of these Quests yields an
artifact that you might put to good use yourself. If yougive It
to Martin, you throw it away-albrll to a good cause.

So are anyartifactsclearly expendable? Martin seemsto
think so. He offersa unique rnmment on eachwhen you tum
it over. For example. he saysthat the Wabbajack staffyou
collect from the Sheogorath shrine's mission is the stuff of
mischief. (You might think otherwise. This staff, which ch.1nges
the target Intoa random creature, Is an excellent way to bring
A toughenemydown to sire. Use it against a easier one,
though,and h may have the oppositeeffert.I

In the big picture, lhey'reall useful. But in the smaller one
of an lndwidual game, usefulness is relative to how you play. If
you're a blunt-weapons guy, the sword Goldbrand may nol
Impress you. Ablademistress may look askance at the hammer
Volendrung. And if you're not much of an enchanter,a
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BLOOD OF THE DAEDRA

Report hack to Iauffre. who sayshe'll contact Bruma's
countess to report the threat to the city. Then he bumpsyou
over to Martin fora progress report on his decryption of the
Mysterium Xanes.

On the surface, this all looks fairly straightforward, but this
is one tricky quest.

The book, if you actually read it-and youare reading the
books, right?-also mentions other Daedra lordsand their
artifacts; Hirdne the Huntsman (the nemesis in Morrowind's
Bloodmoon expansion), and his artifact, savior's Hide armor;
Malacalh and the hammerVolendrung; and Molag Boll and the
Mace of Molag Bal. "Other Daedra lords, their shrines, and
worshippers. remain to be discovered in Cyrodiil by earnest
and persistent researchers," The book's text reads.

In fact, anyof the game'~ 15 Oaedric arurarts will do fDr this
quest. Which one should you collect for Martin's ritual?

Just as Camoran bound bjmseff to the evil bookMysterium
~rxt:5 to createhis Paradise, so can Martin bind himself to it
to mate a portal into that realm. But he needsyour help to
secure the materi"ls for this ritual.So far, he's identified only
one: the blood of" Daedra lord infused in a Oatdricartifact.

Ask Martin about 'Daedrir "rtifactM to learn these can be
obtained through the cultsdevoted to the various Oaedra
Iords-and that the bookModem Heretics offersa good
account of the cults. Thetemple's library hasa copy.

Note that his language Isa little artful here; ~rtin means
the temple has a copy-not that it's physically in the eAst-wing
library. Itt's on Martin's table in the Great Hall unless you've
already taken it.)

Read Modem Htrttlcs: A Study DJ Datdra Worship in the
fmpino to learn the location of the Shrine of AzUTl. Your journal
suggests a visit to this shnne to learn howto acquire such a
Daedrkartifact. and a map marker shows the shrine's location.
See -AzuraM in the "DaedncQuests" chapter fordetails,



Heleaves you with the key to Sancre Tor's outer door and he
fears he is "sendingyou 10 yourdeam."

=

The "Bruma Gale"and "Blood of the
Divines" quests run In parallel. It doesn't
matter which one you do first. Wetackle
"Blood of the Divines" here and the
"Misc.1rtand" quest that follows because.
with "Blood of the Daedra," they makeup
a sequence of "ritual" quests. look for the
"Bruma Gat('~ section later in the chapter.

BLOOD OF THE DIVINES

Security.minded leuffre has another mission foremost in his
mind. As forecast in Ruma Camoran's note from the "Spies·
quest, an Oblivion Gate has appeared outside Bruma, and he
o1sks you to show Captain Burd and his town guard how to
dose It.

However, if you then ask after "Ihe armor of Tiber Sepnm,"
he steers you 10 a relic from the reign of Tarnrtel's first
emperor.

rrusahle soul gem like the ALura'sStar Isn't likely to rise far
above your horizon.

For more infonnalion on each quest. Set' the "Daedrtc
Quests~ chapter.

After his victory at SancreTor. Sepnm made a presentof his
bloody gear to the Blades. The Blades built a shrine around the
cuirass deep in those catacombs. And in the years that
followed. the location-where Septim received the blessings of
the god Akatosh-became a mecca for Blade pilgrims.

Then an unspecified evil settled in Sancre Tor. It daimed the
four mightiest Bladesof Septirn's lime-note their names.
Alain, Valdemar, Rielus, and Casnar-c-and Jauffre says it has
been "rentunes" since a visitor has returned from the shrine.

By the time you (urn OWl the Daednc artifact (0 Martin, ht 's
figured out the second item required for the portal ritual: the
blood of a god. Iauffre has suggested the bloodof the emperor
TIber sepum. a mortalwho becamedivine as Tales. Martin
suggests you ask him where to find it.
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TOMB OF THE
REMAN
EMPERORS



OM' or 1M fUo1nf~1IS or s.1Kf'f' Tor

The third item required for the portal ritual isa Great Welkynd
Stone-s-a magical artifact found in the ruins of an Ayleid
capital at Miscartand.

This is the fiBt explicit reference to the Ayleid people in the
Main Quest.

The Undert ing himself is long gone, but the undead Btades
are still in his grip. However, OMe you defeat their undead
incarnations in combat, they join up to break the lingering
spell that blocksyour access to the lomb. Then you can cla im
the armor-wear it. too, if you like. It's a nice (if unenrhantedl
heavy chest plate.

Alas, you don't get to keep it. Give the armor 10 Martin, and
he removes the needed blood. puts on the armor himself, and
gives you another quest.

Ayleid"--- _

Morrow/nd had the Dwarves. Oblivion has the Ayleids-a
dead dvillzaticn, founded in lime immemoria l, whose
artifacts are in demand bycoltectors, enchanters,
researchers. and ernpercrs.to-be. You'lI be sent out several
times InObfivion to retrieve them-e-notablyin the
Miscellaneous quests "The Collector: - Nothing You ( an
Possess," and 'The Secrets of the Ayleids."

Justas you could instantlyidentify the rusted Dwemer
towersin Morrowind, you can recognize Ihe gleaming
Romanesque ruins of the Aylt'ids. To date, you've seenat
least three-Wendir. in the deep woods southwest of
Weynon Priory: Rielle; and Miscarcand it.self.

If you walked from the priory fa Kvatch , you probahly
found Miscarcand alongthe SkinS!rad- Kvatch road.

Glories and tsments Amongthe Ayleid Ruins.-a travel
guide on Martin\. work table In tilt' temple'sGrelt Hall,
deals with another site---ceyatatar, in the forest between

Sanrre Tor to honor Septim and forcing the emperor's servants
to an endlessdefense of the defiled shrine.

By the lime you reach the barrier, you may already have
made a start at removing it Spread around the dungeon are
four undead Skeletons. Bladt Skeletons. You must defeat them
all. One's in a large chamber near the bottom of the initial
section of Sanae Tor. the others are in the Hall of Judgment.
the Prison, and the Catacombs-call of which (an be reached
from the Entry Hall. The Hall of Judgment and the Catacombs
are alsoconnected directly.

IIdoesn't matter which Blade you tackle first. After you
defeat each Skeleton, the ghost of the respective Blade appears
and fills in some of the specifics to the broad story.

The four were sent byTIber Septim to learn what had
Invaded the Catacombs. They discovered, too late, that it was
the Underking-Septim's fanner Imperial battlernage, Zurin
Amus. Arctus was determined to havehis revenge on the
emperor and rtatmed it here by blocking those who would visit

lauffre has neversaid anythingquile like tha:t before. Then
again. in the Main Quest, you've never before visited a place
quite likeSanae Tor.

Sancre Toris a spfilWling undead dungeon still bent to the
evil will of a departed entity. Among other thi~, this means
Ghosts and wratths, And that, in tum, calls for a magic
weapon-something the Main Quest hasn't thrust into your
hands up to thk point. Any of the Dremora weapons from the
jvatch Oblivion Gale will do, Ifyou happened to pickone up.
Ifyou don't have a magic or silver weapon yet, quest lndepend­
ently for one beforeyou set out on this mission.

You've probably passed fairly close to Sancre Toron your
way northeast to Cloud Ruler Temple. On your way southwest,
across foothills and forest, you pass the Ayleid ruin called
RieUe, the small and waterlogged Boreal Stone Cave (whose
lone inhabitant figures in the Miscellanrous quest "A
Brotherhood Betrayed"), and the rrttter lairSideways Cave.

Sanrre Tor's entrance is in the southeast Interior romer of a
deaying ket"p--fl orth of the tree line on a rough plateau at iI

break in the mountains. The exterior entrance to the keep itself
is In its southwest corner,

The armor isn't that far into the dungeoll-Off the Entry
Hall (which serves as a hub for Sancre Tor's sixsections) in the
Tomb of the Reman Emperors. Butyou can't reach it. Afour­
stage magical barrier blocks the way.

Thl! Armor or Tlbl!r Sl!ptlm
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None of Ihis Is required for the mission,
butlf you want to learn more about the
Aylrids, checkcut The l,dst Kingof Ayfeids
.11 (among othrr ptacesl fmpenal City's
First Ed ition bookstore; On Wild f/ws in
Arcane University's M~tic Archives: and
Thf' Amuletof Kings in the library at
Cloud Ruler Temple.

Th~ Grul St..n~ of Mhurtand

The king and a couple of his pals appear from a hidden
enclosure on your way out, butthe fight can be surprisingly
quick (so long as )'011 close qutckly with this son of a Uchl . and
the hideaway even provides you with a speedier way up and
out.

Bark to Cloud Ruler Temple. That 's the end of the ritual
quests for now. The fourth romponent remains elusive. Martin
doesn't know what it is and he won't know untilyou complete
two missions that relate to the defense of Bruma. If you
haven't ror npleted "Bruma Gate," Martin directs you to do so
now. Ifyou have. set' Jautfre, who sends you off on a massive
expedil/on called MAlIics for Brurna."

Skin,grad and Imperial Cit)'. In its images of dec.1y, it hints
at Iht' elega nceand sophtstkarlon of the Ayleid
civililalion- Ihough not its brutality.

You shouldn't havetoo much trouble in Miscarcalld. The
enemies(mainty Goblins. Zombies. and Skeletons)are
manageable, the loot satisfying. and the path down to the Sel
vanau and Morimath sections and its Gre.lt Welkynd Stone
uncomphcated. Just sLly on the matn path. Most of the time.
it's on highground.

I
•
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BRUMA GATE

You get to runa fraining mission. An Oblivion Gate has
opened before Bruma. You're the one who dosed one of these
things at Kvalch. Now you're 10 instrull Captain Burd and his

men on Oblivion Gate closing procedures. Meaning you're
going to dose It (or them while theywatch yourbad.

I
I

,

,
I
e
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The gate shimmers southeastof the [ity. You canenter and
do a reconnaissance if you wish. However. this plan will
probably be briefand bloody. TheDaedra assembled on the
other side-can array that is increasingly Dremora-oriented as
you rise in level-may just tat you alive.

Betterto wait. enlist the aid of Burd and two of his flve
town guardsmen (who can be found outsidethe towngate).
and go in together. That way. the Daedra assembled on the far
side can eat them alive.

That'sa joke. You need to watch the guards' backs Just as
they (it is hoped) watch yours. If they die. you may die. Try not
to hasten this process by hittingthem instead of the Daedra.

As you move counterclockwise around a tj-shaped island
toward another of thosegreatgray towers-c-hcme to the Sigil
Stonethat anchors the Bruma gale-your quartet faces a
swarm of Daedra. The exact composition of this happy mob
will vary a good deal, depending on your rutrerulevet, but
you're going to see a lot of Drernora.

Ifyou'regt>tting clobbered here, read it as a signal to come
well-prepared with potions, ramp up your weapons and armor,
and level up in side quests before you lry it again.

PRIMAGAM£S.CO'" log

~

'";::
".
Z

o
c:
rn
!'1



You find the towersimilarto rhe one reached via the KVOItch
gate. with one Important difference. Chance plays a greater
role in exactly how things play out. Many of the Daedra mayor
may not appear. You face numerous enemiesin and out of the
Citadel on your way up to the Dremora S~i1 Keeper (thisone
at the top of lhe Citadel) and the Sigil Stone.

When it's over,you get Burd's gracious (hanksand perhaps
loo.blase assurance thai he and his men can tackte things in
the future.

Here the ritual and "Bruma" quest sequences drawtogether
again, and weembarkon the "Era of the Big Missions." The
Main Quest is beginning10 cometo a head .

Your SUCCt'SS with the Brurna gatt' opens up two overlapping
quests-"Allies for Bruma" (from Iauffrel and "Defense of
Bruma" (from Martlnl. Make good progress in the first before
youtry our the second.

Jauftre's still worried. and withgood reason. The Oaedra are
numberless. The members of the Bruma guardare finite. Ifa
Great Gate opens here like the one that opened (and then
closed) outside KVillch, then it'sover. Something needs to be
done 10 Improve the odds. jauffre asks you to serve as a sort of
warrior/ambassador to (yrodiil's other cities and to the empire's
Elder Coundl (which rules Tamriel Inthe absence of an emperor)
and collect more troops for Bruma'sdefense.

(ven using fast travel diredlyto the rastles. Ihls is no small
task.lfyoo play the questout now in its fullest form, it's by far
the I.1rgm in Oblivion.

for one thing. you have to find the right person In places that
m.J)'. Inmany cases, be unfamiliar to you. (Up to this point, the
Main Quest has kept youout of most of Cyrodiil's cities.)
Sometimes youneed 10 seea countand sometimes a countess.
InSkingrad. initially. you may go through a middleman. And at
every stop, the rulerwants something bigfrom ),ou in mum.

As we mentioned earlier, In"The Oblivion Crisis," lesser
Oblivion Gates opened outside six of Cyrodlil's dties after you
completed the "Dagen Shrine" quest. Understandably, noneof
their rulers feel comfortable sending their soldiers to another
dty's defense until their own is safe.AtAnvil, Bravil,
Cheydinhal, Chorrol, Ley.rwiin, and Sklngrad, to secure a
commitment of troops, you have to dose a gate.

In Kvatch. where the Oblivion Galehasalready beenshut
down, the situation is ~ bitdifferent. Here, yourold palSavlian
Matlus wants your help in liberating Kvalrn's castle.

Then again, Ifyou've been~stwly dosing thosegatesand
have wrapped up "The Wayward Knight" and "The Battle of
Castle kvatch" Miscellaneous quests, "Allies for Bruma" will just
be a victory tour to collect thanksand troopsalready earned.

....
III

"'::>o
z
-c
~

"'~

ALLIES FOR BRUMA ]

See- the "Mlu ellallt'Ous Quests" chapter fo r
detailson securing the Kvatch and
Cheydlnhal contingents.

You may not realize initially that the -Allies for Bruma"
quest is entirely optional. You can do allof it, or part of it, or
none of it. If you think you can klll anything the game throws
at you or are impatient with the quest's vastness or just want 10
see a bigbattle now, talk to Martin to set tfungs In motion and
then follow his Instructions.

Did we mention that you should probably prepare to be
quashed like a bug? It'sdifficuilio survive the conflagration
that follows withoutsomeseriously tough fellows backing you
up or aggreWve and effectbe partldpation In the battle by a
well-prepared player, Each of the mint-quests you complete
boosts your chances,

How many quests isenough10 win? There's no simple
answer. Jauffre will measure yourWC(t'S'S If you check in with
him occ.asionally (using the "aid for Bruma" lopid along the
way. You need a majority of the possible alliesto win his
approval.

But that's all he's doing-wuntlng allies-and your
character's stats. skills, equipment, and yourown aggres­
siveness also weigh in the battle's outcome. What kind of
fighter or wizard are )'ou? Is the onlygood Daedra a dead
Daedra. or do youget anxious and heal up whena Scamp bites
your big toe? Ifyou have a full house of allies, you should be
able to slip through with defensive fighting. Ifyou're coming
up short. you may haw to spend moreof your hit points to
make up the difference.

Can you safely skipany of these trips? One, ceruinl)': You
don't need to go to Imperial City. Chancellor Ocato of the
Elder Council is just going to tum you down. TheImperial
legions are ned down in the provinces fighting the Daedric
Invasion and can't be spared.

And it's useful to note thai some of thosequests have
greaterpractical yields than others. At Bravil, you win the
services of a properheroine, a Level 15 guard captain named
Viera Lerus. AtCheydinhal. you can collect another hero--a
level 15guard captain named Ulrich leIand-and one generic
soldier. (If leland has been killed in the Miscellaneous quest
"Corruption and Conscience: youget only the soldier.!

Anvil and Chorrol each contribute two generic soldiers, and
Kvalch. Ltyawiin, and Skingrad provide one apiece.

We suggest youdo the quests in thai order and give Ihe
battle a trial run after Chorrol. Here's a rundown on your
contacts in each city, their hOUB uf easyavailability, and where
to find the Oblivion Gates.

The troopsare not sent automatically to
the bartleflelc: you have to go back to each
local ruler and make your request.I
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Skingrad: In other cities, you 'simplyseek out·the.nder
and WiJlk up and say your plece. With -some extraart; you _
cando that here~ too.up t\\'O flights of~irs . pick the..-: ~..-- ~
three-tumbler lo(k to the lord's Manor and you «In: . i ,..'~ ,

_;surprise (ouRtJanus i-1assildof-and get the same,venioil t
.,of "no" you'~e recelved from the-other locil nobftk '. .

.e : i.. ,, " - . -.- '. _~

, I t~te.i!iptln& Waiting fo r H'.1ssi ldrir toJhowup , i n ~3 .
..1 pu~V~ a~~ isa' fruit less .e ercse. ~e doesn't, except undc~r
- speoal circumstances. And if youcan't unlock the door. you

' ~'" must.gol.hroughan tntermedtary The count has two, .:j' 1
~ st~wardfw~~1 serve a~ tiuf~erS between HasSilLdorand;~ '
. • public an Argonian female.named Hal-tlurz and an_.t ~. .-, ' .' '" ..",
';'lmp"e!Jal named ~ercator Hosidus. , •• I ! .

• " e, t-. -.. . ~ :, '
Bothere,preparedsu blow yoiroffuntil you throw the

:aid ior;aruma" (opi' at. them: Turte 'changed; (ptmt f'i ;: ,
summened.You carrwalt <is ordered or fo llow the steward

, - . ' ...upstairs; it dOesn't maner, ,'" J •
.;:. .... : .,. l · .," , . ;. _

~ . 1n.,refu5ing yo~r request! Hassildcrmakes oj strange little
speec'h;a;with refer~ to "mykioo" and ~whaievcr you '
mil)~~nk ~Of,me'· ik_~~ } a, :~ <; , I i> , J
~ H~. Count, weJu~t met! But. come to think.of it, Ire isa
t i~illl~e.~O~ki~g g~llFse;pifrC!r~ eyes. Alm~'Sllike ~..iI _ if
:!¥j!91~~"~ " '.' \ . ~ !

""5!J i' .J' . '1 g. .f~d.eXa(t1y ' li ke _a Vampire. It:ddesn't' relate to the' /~. :i. : J,: 'Ma irt'ti(J~t;lI n~ , iml~e other~te:~.9~~ y.1rIJ~y"es'Ybu . . ';"
lV~~, . , r"'- e. . enco!!nter, Has~i1 d() rl: ,!ot;a.n _lurn:tratlltt~ rea~, BU\yo¥ if';

f;! ~eat"wit~ ~untq~~~la ·al1d h.lsPifd~ppet~ i1~~~h_bet:tue·~,

, Yi~~~efinish~~ ~i}P~:'!~!~' \ > , <:.;ll~~: . ~l . ,,~ ' ;, ~: . , ~~
~ ,Th~5kmgi.'fg,tt.pp"," ea_@t1h.j""I .,;o:;\OV/n the

i_~~~! ' e ih~ rightl~tJltt<epd of~~r\~g~::n,~~h~ laf!ro'!!; :
.;;m; .ii..thaM IT\ar~ the;t:fl~tanl1; tQ:BI06dJ~t Ca~rn " ~~v~if~, _" ~?" :

:£:O- f. . :; ' '; ... 6, " ~"",,,, 'J- i ~ , " '-~ •• .~: ff.::. _ .,.,.. : ' "'t " :" .-.

~~~ .~. - .'
Bravil: Thetastleis southeast of the city gates, from 8

-a.m. to a'p.m., Count Regu lusTerentlusls in the,Great
Hall. He's pretty much an ass in collvc$tlon, but he does _
Send youa marvelou\.l1ghler. The Oblivion Gate is on 01-rise .:
northwest orthe"city 'gate. • ' .••.,-;-~. : 1 "

Anvil : The castle jS south of the clty proper on an island. .. _
(ountesi .Millolla Umbranox can be found in .the Great Hall i."
fromS a1n.. t04 p.m.-e-standard "audience" houis fur .: . ..;
most of(.yrOdJil'snobles-and in the dining roO'rr(from hL

<>' ~
p.m. 10' 'midnight. The Oblivion Gatt'- is on a'hillside" :;' ~.
northwest of the city gate. .; .!::. ' '''--~ ,

-. .- ....~ ....... - ,."

. :-
~ . ~

Chorrol: The castle isnortheast of the d!)' gate. Countess?"
Arrtana Villga keeps the-standard office hours',:but even ;:.,
when she's not hanging ou( in the Great I:'~~bh.e ,spends·~•.
most of her time In public a-teas (notably th~:Chipel of !

, . . ' '".. -. .'. ' .
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THE GATES

Five of the Sill gates-c-the gates .11 Anvil. Bravil, Chorrol,
lryawiin, and Skingrad-Jrt' described here . The sixth , the gate
outsideCheydinhal. is part of a Mis£{'lIaneous quest, and is
described in thai section .

o

CHORROL GATE

You arrive facing south in iI small forest of Daednc towers­
including an inaccessible one behind you thai is sinking into
the surrounding lava . Ahead ofyou may beas many as 10
Daedra.

•
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Don't worry, Only three of those are guaranteed to appear
and there isonly either a 25 or a 50 percent chance that each
of the other seven join them. Those include the four Daedra
closest to you.

~ t

You can enter the small towers to the east, Eruption and
Landstide, and west, Tsunami and Tornado. Theone to the east
is a better bet-the western one being guarded byadditional
Daedra. Atthe top of each, you find a switch to open one of
the gates outsideand an entrance to a bridge that leads south
to the central . itadel, Portals of Natural Disaster. Once you
have openedone of the exterior gatesyou have access to the
third eastern tower, Earthquake, or western tower, Hurricane.
Ascend either of these towers and at the top you will find yet
another hridge to the Citadel. Here, as in the past, use the
adjoining Rending Halls to climb mostof the way up the
Citadel to the Sigil Keep.

LEYAWIIN GATE

This isthe hard one.
You appear, facing north, on an island in another sea of

lava:......conceivably with Daedrain every .direction save the
southwest. The path underthe lava to the north liesthrough
the cave ent..'~ncenorth an west of the gate on this sajne isle.



D
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LEYAWIIN OBLIVION WORLD
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Oblhlon (net.

Arandom teleport thinghappens. In fact , it happe-ns two or
three times in this cave. The door into Nether tunnels zaps you
intooneof seven starting sections of a giant,generic 21 ­
segment dungeon. And the exit, innocently labeled "Oblivion
Cave," zaps you again. Seven of its 12 possible destinations
constitute the "middle" portion of the dungeon, and the
remaining five are drawn from the end portion.

Ifyou land ina middle section, its exit telepcrts you to one
of five end sections. Ifyou land in an end secncn, the exit zaps
you to the south-central coast of the north island. Hence, you
should be on the far side of the lava after traversing two or
three sections of dungeon.

Make yourway west to the southwestern or east 10 the
southeastern tower. Climb it. cross the bridge 10 the northeast
or northwest, and throw the switch atop the tower at the other
side. These switches open the gates on the central bridge.
which leadsto the Citadel entrance.

That random thing happens again: entering the main tower's
door teleport, you intoone of five Citadels.

Oneof these is much easier than the other two. Here you'll
face Just five Daedra in the Citadel itself, three more in the
adjoining Dark Tower Corridors. and, ifyou haven't yet
reached level 14, noneat all in the Slgil Keep. Ofyou have
reached level 14, things suddenly gel very nasty indeed.)

However. in the rougher Citadels, you're guaranteed to face
thosesame five Daedra and may face as many as 11 more
(though for each of those 11, there's a SO percent chance they
won't appear). In the three adjoining sections. one tower has

PAIMAGoAMES.COM 11 5



another 10guaranteed Oacdra and the possibility of a fu rther
13 thaI mayor may nol appear, and the other has eight
guaranteed and eight possible. In eachof the SigH Keeps, you'll
face three Daedra . .

Note th~ l lhjs little slice of beaeen also has it1own small
dungeon (Molten (aves) that links the cellars of the small
southwestern and southeastern towers.

Q

SKINGRAD GATE

Initially, Ihis isa bil simila r in appea rance to the Chorrol Gate
with a couple of notabledifferences: no leaning Iower of
Oblivion behindyou whenyou arrive...and not a Daedra
in sigh!.
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That's just temporary The Daedra are inside the Clradels to
theeast and west. nght your way up bothtowers to theirSigil
Keeps by the coneentionat Citadel routeto release a pair of kK.ks;
thtsextends bridges toa third Citadel on an island to the south.

You arrive already high up In the main Citadel. Climb to the
Comdcrsof Dark Salvation. then 10 the
Sigil Keep.

On the southside of the main tower Is the entrance 10 a
small cave called Molten Halls (different from the Molten Caves
in Random Daedra Hearts). This leads under the lava. against J

fair amountof opposition. 10 a sunken tower to the south.
Within lie, undefended, threesacks that conta in a good deal
of loot.
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ANVIL GATE .

You arrive in <I northeastern extremity of a large drrutar
landmass. with two small towers (usefuJ for loot and combat
only) on peninsulas to the southe.lst and south. and a Cttadel
on a mountain to the southwest.

The path up to the Citadel winds up the mountain past
occasional Daedric defenders and passes through a nameless
cave on its east side. like the Izyawlin Gale. the Cttadet door
zapsyou to one of flVt Cttadels. See that section for the details.
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BRAVIL GATE
~~-~~-~-~--------------

The realm begins in the southern section of the map with a
path to the south and to the west. Ahead of you Isa locked
gate barring you from entering the small isle the Citadel
resides on. To the east and west of the Citadel are smaller
towers that allow you access this isle.

The path to the south will have you fighting fewer Daedrtc
enemies but will require you to do some lava jumping and
navigation through a series of sma ll islands. Once through
these lava flats you will need to head on over to the eastern
tower and within you will find a switch thai opensthe gates
that allow you 3CC('SS to the Citadel.The path to the west will
lead you through hills and caves loaded with Daedrlc
encounters. Once inside the caves, navigate to the lowest
portion and exit into the westernmost tower. Ifyou head up
one level you can exit this tower and onto a bridge that leads
you to the Citadel. Also inside this tower is a switch that opens
the gates to the Citadel. The Citadel isanother randomly
selected Cftadel from the listof five that was explained earlier.

And that's that. You're at the end ofa very long run. You
should feel supremely satisfied. Ifyou're wondering ifyou've
done enough. you'll have one more opportunity to make
things right.
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DEFENSE OF BRUMA

Talking to Martin at any time after completmg both Bruma
Galeand Miscarcand setsevents in motion. HOWMf. the
mission won't reach itsclimax until you give a flnal go-ahead.

From Martin.you learn that the true oblectbe is to coax the
enemy into openinga Great Gate before Bruma and then
enteringit to capture a Great SigH Stone-the finalcomponent
Martin needs for the portal ritual.

Granted. it's dangerous, but it's the ontyscheme available.
And if it works. Ma rtin williuve the means10 open a gateway
intn the "Paradise- of Mythic Dawn chief Manur Camoran.

When you r dtalogue with Martin is complete. he sets off for
Bruma, where he means to lead the defense. Follow him there,
if you like. Ba urusand lauffre do the same. Along the way,
Martin (an talk to you in greater detail about "battle plans,"
and you'll better understand what's to occur on the plain
before Bruma: You've learned from the letter acquired from
the Bruma spies that three smallgates must be opened before
a Great Gille (an Introduce one of the great siege machines
that laid waste to Kvateh.

However, your Immediate task is to visit Countess Na nna
Carvain at Castle Bruma ami ask her to meet Martin at the
Great Chapel of rains for a coundl of war.

And now to have some fun. Bruma should look a little
different than the last timeyou were here. It is now an armed
camp. If you've been a diligent recruiter, you'll find the area
Immediatelyoutside the castle wallscrowded with troops and
tents. You (an Identify the troops by city, chat with them
(although the responsesare pretty much "go team!") , or listen
to them chat amongst tbemsetves.

If it's daytime, Carvain is probably in the castle's Great nail,
where she keeps an audience schedule of 8 a.m.- 12 p.m, end
3-8 p.m. She recognizes the desperation of the plan-her
guard captain, Burd, cans it "madness"-but Ca tvatn also
seemsto recogntze things are not quite lost. She agrees to the
meeting without qualifications and sets off for the chapel with
Burd and her bodyguard.

Keep up with them and you'll be able to watch the church
staff retreat from the nave and the txchangr between Martin
and Carvaln in the ringof Iighl at the east end of the rhapel.
When their conversauon ends, talk to Carvain again. Her
responsedepends on how manyallies you FfCruited in "Allies
for Bruma." If you completed all the mtm-quests, she'll (all you
"a diplomat as well as a warrior" and you'll have two options:
"I'm not readyyet" and -Lt1 the battle begin:

Ifyou didn't complete all the mini-quests. her response is
adjusted to the number you've actually nailed and you'll heve a
third option: do more recruiting. This is what we meant about
the twoquests overlapping. You can continue "Allies for
Bruma" here. come back later, and re-embark upon "Defense
of Bruma" with more troops on h.1nd. Or. if you're unhappy
with your character's level or kit,)'Ou can use this break to go
questing or shopping as well. Just as rharacters eternally made
their FOUnds at Cloud RulerTemple, theyeternally stand In
place in the Great Chapel cf Talos.

When you're ready, give Carvatn the high sign. The party
slowlymakes its wilY out the church's west door, and suddenly,
there'sa lot going on: Bruma's population is lined up from
church to citygale to cheer and salute Martin; he exitsonto
the plain east of the ctty; and finally, on Martin's arrival, the
whole allied force surges toward a dip northeast of Bruma
where a lesser Oblivion Gale has opened. Ifyou skipped Allies
for Bruma entirely you'll find the Brunt a Mili tia in the dip-a
comparatively r.agrag and pantcky group of home guards.
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Join the troops. Martin has barely finished his pep talk to
the assembled aJlie~ when the Daedra start coming through
the gate.

Tactics? limited. like all the big battles, thisone'sgoing 10
be a bit chaotic. Just keep an eyeon Martin-he dashes off
into combat with unnerving regularity-and help him if he
gets in over his head. Try not to hityourown team. Don't
bothertrying to close the lesser gates-c-ycu can't even enter
them here. Martin dies ifyou move 100 far away from him.

And don't try to fight the whole battle byyourself. This may
be tempting ifyou have a high-level character. But youragenda
here isjust to keep Martin alive, and when you figure in
Iauffre, Baurus, Burd, and a pair of Bruma soldiers on top of
the allies. you may have as many as 16defenders to tackle the
enemy. That's plenty for the task at hand, and It leaves you free
to assume a firefighter's role-rushing to where you're needed
most . Let the Daedra come to you, ratherthan trying to stop
them right outside the gates, as this will draw forward and
engage more and more troops.

Step swiftly into the shimmering surface of the Great Gate
soon after it appears. For at that moment, invisibly, a clock has
startedcounting down. When you reappear underthe red sky
of Oblivion. you've begun the next mission: Great Gate.

~ Battle of Bruma

However, before you set out, look around before you leave,
and pick yourmoment of departure carefully.

Martin can't die while you're gone, but lauffre and Baurus
enjoy no such special protection. Neither Isan essential
character in the Main Quest at this point, but both are useful
com rades in the final mission ("light the Dragonflresl"),

To ensure their availability at that time, confirm they're
disengaged from combat with the Daedra before you move
through the Great Gate.

GREAT GATE
You're at the southernopening of a horseshoe-shaped
enclosure. Just to the north, a vast Siege Crawler moves
inexorably south toward the Great Gate-its forward surface
looks like a sun in edtpse.

The Dar-drlc Sitge Engine

It takes several minutes for this city-destroyer to cover the
remaining short distance to the exit It is indestructihle and
irresistible. If it moves through the gate and onto the plain
outsideBruma, the city falls, your mission ends,and the battle
is lost.

However, if you can claim the Great Sigil Stonefrom
the Citadel to the north before the machine rolls on stage,
you've won.

But how to get the Sigil Stone in such a short time? Move
swiftly along the routewe layout foryou. Do not linger over
roads not taken or gosearching for loot. Fight onlywhen
necessary. This buys you time for a few fights you can't
easily avoid.

Beyond the opengate, Dremora archers on the bridges to
the eastand west snipeat you, so don't linger in the open.
Step Inside the first of two eastern towers (thusavoiding the
Daedra lurking underthe underpass beside the western one).
Climb to the top and cross the bridge to the north.(Depending
on which entry tower you chose you can also head east or west
and then north, but the fermer route Involves one less
Daedra.) Asyou exit the towers, be mindful of yourdtstance to
the Siege Crawlers maw, since it iscapable of showering you
with fire blasts. In eitherof the northern entry-area towers,
ridethe elevator down to the cellar and use the northern exit

You now see the Cttadel and two flanking towers to the
north. Ifyou chose to passthrough the eastern towers, you
emerge from this exit facing a difficult Jump over lava on a
fallen bridge. Ifyou survive the jump, you must scramble up
the terrain through a gauntlet of defensive towers to the bridge
In frontof the Citadel. Once on the bridge, enter the eastern
tower flanking the Citadel.
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THE SMOKE AND
SCORCH

Ifyou chose to pass through the western towers. a much smaller
jump exists here, but multiple Daedra await you on the other
side. After you pass the Daedra, scramble up to the bridge in
front of the Citadel and enter the western tower flanking the
citadel. Unlike the leap of faithon the eastern side. if you miss
this jump you fall to a broken portion of bridge that leads you
down to a Give called The Smokeand SCOTch. Inside the cave you
find onlya few Daedric encountersand some Fleshy Pods.
Progress through the caves to exit to the base level of eitherthe
eastern or western lowers flanking the Citadel.

Activate the gale control at the top of either of these towers.
This opens the gales on the bridge l eadin~ to the main Citadel
known as World Breaker. Then drop hal fway back down the
tower and make a run past three Dremcra for the Citadel
entrance.

No random Citadels here,just the one, and a comparatively
simple and depopulated one at that. Inside and on the first level
you will find the first of twoSigil Keepers. Each carries a keyto
theSigil Keep. Use the dooron the north side of the entrylevel
to reach the vaults ofEnd Times.

Inside the vaults of End Times you will find a hall that
contains three blades suspended from the ceillnt You can

release these blades using the switches found on the walls just
before them, then jump over the blades or wait for them to raise
to run under them.After the hall you will enter a room with a
single Daedra and 3 doors. The door to the right contains
another Daedra. the door in the mtddle leads you to a Blood
Fountainand a Magicka Fountain, and the door to the leftwill
lead you up to the next level of the Citadel.

You will exitthe Vaults backout to the center of Citadel to
find a long, spiraling hike up to the Sigil Keep and rew Daedrk
encounters. At the lap you will find another Sigil Keeper. Ifyou
defeated the SigHKeeper from the bottom of the Citadel you
already have the key you need to enter the SigHKeep but ifyou
chose to pass the first Sigil Keeper this is your fi nal chance to
obtain the key needed to enter the Sigil Keeper. Inside, with two
Daedra in a smaller area you need to fight again. Then just do
what you'vedone so many limes already.

And then you're back In the dip northeast of Bruma. The
battle is won. The gates crumble. The remaining Daedra die. You
can collect a range of congratulatory comments fromjauffre,
Martin,and Burd, not 10 mention someadmiring comments
from the troops. Theallied forces begin to disperse.

And Martin begins to plotout the portal ritual.
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PARADISE.
Now to launch an Invasion of yourown.

Back at Cloud RulerTemple, talkto Martin again. With the
Great S~i1 Stone. he'sall set to spin his magic and asksi(

you're ready (or the portal ritual. Once youenter Camcran's
Paradise, you won't he able to return through the: portaland
will have to find another way bark. (In fact . you're sent bark
automatically to the fortress when Carnoran dles.l So make
sureyou're wellequlpped and well-supplied enough 10 live off
'lOUT wn resources fora while before you say "yes."

This large quest- a series of threesmaller, linked quests­
isn'tquite on a scale with "Allies for Bruma," but in that
mission, you knew at least part of the ground you were
rovering. Paradise is a wholly unknown area-all strange and
unmapped terrain,

When you're ready. just tell Martin, He backs off a bit and
casts his spell. A fiery porta! appears. Enter it. You reappear
within a littlewhite stone enclosure in the middle of an Eden­
like region.

Martin Opc!ns fhl! poml to Camotln's Paradise.

Mankar Camoran himselfgives you yourfirst lesson in
Paradise's geography. Big-mouthed supervlftam that he is. the

t;; unseen Camoran can't help letting the scamp out of the bag,
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and he'll tell you about his "Gaia Alata" in a series of
monologues. Among other things. you'll hear about a "Savage
Garden. where my disciples are tempered fer a higher destiny,"
And that he'll await you at Carar Agalalor- "my seat at the
pinnacle of Paradise."

His 11"1(' lessonsets you up withconversation topics that
you GIn use to draw out the "Ascended Immortals" in your
immediate neighborhood-peaceful Mythic Dawn cultists who
have died in Camoran's service and await return 10 Tamriel
after Dagon's expected victory.

The Immortals respond to you in one of three ways: You're
seen as an ensnared enemy. as another annoyance in a land of
annoyances, or as a potential savior.

Either way. theyclarify that you're already In the Savage
Garden. For them, this is a true Hell; theyare continually killed
by the Daedra. reborn, and then killed olga in. The only way out
is the Forbidden Grotto. and the grotto door (an be unlocked
only with the Bands of the Chosen. These aregiven by
Camoran to a few fa vored servants.

But these favored ones never return, and no one seemsto
know what becomes of them.
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FREEING ANAXES
--------------

Water encloses this pleasant starting zoneon three sides. The
side thai isn't enclosed is to the east

In fact . this whole section of Paradtse is essentallya funnel
pointed east at the doorof the Flooded Grotto (whkh leads to
the Forbidden Grotto). When you approach the white stone
bridge leading to the door, you run inloa Oremora named
Kathutet.
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He makes you a proposition: To enter the Forbidden GroUD.
you have servehim or beat him In jI tight.

Serving him means freeing a Xlvlla! named Anaxes from
where the Ascended Immortals have imprisoned him.Anaxefs
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lccatlon is to the northwest, in what turnsout to be his home
(the Lair of Anilll:esl-a cave on the western bank of the stream
that flows past the grotto entrance. He's lodged behind a
boulder at the back of the cave.

Beating him In a fight is the more direct and quicker route
to Kathutet's Bands of theChosen, but comes with the caveat
that Kathutet is five levels above you,and thusa formidable
adversary.

Ifyou choose to freeAnaxes. do so by activating both logs
bradng the boulder, then the boulder itself. Stand to the side
while I10ing so, or you may get killed by the rolling boulder.

LAIR OF ANAXES

Note that you can also release and then kill
the Xivilai-3 task made easier bythe fact
that, once released, this Level 20 monster
is focused on killing the threeguards and
pays no attention to you . However,
doingso requires you 10 battle and kill
your annoyed quest-giver inorder to get
the Bands.

Afterward, find Kathutet inside the Flooded Grotto, near the
door to the Forbidden Grotto. Ifyou've done the job, he keeps
his promise and turnsover the Bands-c-but alsoadvises that
you're still going to die at the hands of hisbrother, Orthe­
and that no one escapes these caves. Put on the Bands and
open the door.

The Forbidden Grotto turns out to be a prison. The favored few
are caged or dead...or both.

Tbe forbldd... Grotto

You can't help them-e-but you can torture them by pushing
levers that lower them into the lava below. Indeed, unless you
find help here, you won't even beable to help yourself.

This tbree-sertlon cave isa real challenge. It offers baddies
of various stripes, many of them Daedra ranging from Scamps
allow levels to Atronachs, Clannfear; Daedroth. and Spider
Oaedra at higher ones. However, most of them are spread out
through the tunnels and, with a little art, can beambushed
and killed off separately.

But there is one place where you may rUII lnto trouble-cand
anotherthat will stop you cold.

The first isa large room in the first section of the grotto,
occupied by three Oremora-Ranyu, Amkaos, and Kathutet's
brother Ortbe. Unlike Katbutet, these Oremora have not read
your press clippings. Ifyou go waltzing into this room, there's
every chance you'll end up dead .

You can avoid them byenlisting Eldamil as a confederate. In
fact, you'll have to work with him. Eldamil is your only way out
of the Forbidden Grotto

Ifyou choose to kill Eladmtl anyway, he'll
reappear lateron in the caves.
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You'reon top of the mountain. It's very similar to the section
of Paradise whereyou first arrived . You can explore, but there's
really not much to seeapart from Camoran'svilla and grounds.

Just followthe violet mana blooms up the slope to the north
to find a statue of an axe-wleldlng Mehrunes Dagon. You also
discover a path leading east through three arches, to a temple­
like structure.

When you enter the grounds,you'll find Camoran'schildren ,
Raven and Ruma. They're supposed to bedead-Raven was
Gwinas's sponsor in the Mythic Dawn in "The Path of Dawn,"
and Ruma attended your Initiation ritual at the Dagon Shrine.
You had to kill Raven and, between savingthe sacrificial victim
and grabbingthe MysreriumXarxes, you may have killed Ruma ,
too. But in Paradise, everyone who has died in the service of
Mankar Camoran lives again. Anyone who dies in Paradise
eventually respawns-cexcept Carnoran himself.

CARAC AGAIALOR

This former advisor to Mankar Camora n is near the entrance
to the first section's second large room, garbed in Mythic Dawn
attire. When you find him, he tells you that he helped plan
Uriel SepUm's murder and opened the Great Gate before
Kvatch-but now he's had a change of heart and wants to
help you.

Eldamil's appearance may be a little too timely, his
confessiona little too earnest, his involvement in the Mythic
Dawn's plots a little too broad... but he's legit. He proves it 10
you by getting you past Orthe-in a way that you would not
survive if he were a Ca moran loyalist.

Once Orthe is gone, Eldamtl opens the gate leading to the
east side of the chasm. Don't vault the trench, even if you'rea
gifted jumper. You'll only have to vault right backaga in when
you hit a dead end at the end of the grotto's second section.

Eldamil can't follow you across the trench , but he meets up
with you at a stone circle early in the grotto's next sect ion and
removes your Bands of the Chosen. (To getacross the trench,
E!damil putsyou In a cage that drops a ramp across the trench
and also opensa stone dooron the far side. Ifyou try to jump
across the trenchwithout using Udarnii's help, the waywill be
blocked.I Agood thing, too: the same Bands that got you into
the Forbidden Grotto prevent you from getting out. Attempts
to move from the grotto's second section to the third with
Bands in place are greeted by an explosion of light...and no
teleporting-to-the-next-sertlon action whatsoever.

After Eladmll removes the Bands, he asks if he ca n help. Say
"yes" now, orget killed several times and come backandsay it
later. Ifyou agree, he follows you Into the third section of the
grotto, where he helps you kill a Xivilai by the name of
Medrike-.1 cousin to Anaxcs-and then out the final door to
the Terrace of Dawn.

FORBIDDEN GROTTO
( SEC O N D SECTION)

130

to
w

"o
z
;;:
::E
w
i=



I

You can talk to Raven and Ruma. but their responses run to
taunts rather than conversation. Your business iswith their
father.

He's seated on his throne inside his palace, waiting your
arrival. When you approach , Camoran begins another speech:
a forecast of a future under Mehrunes Dagon. You can let him
say his piece. or you ran attack him.

MOInkllr Cil:l!lorOin in his throne room,

We recommend attacking him immediately. And don't waste
your time fighting guma and Raven; like everyone else in this
Paradise, theyare effectively unkillable. Killing them can buy
you a temporary breathing space, but they will soon "respawn''
out of a glowing cloud on one of the resurrection pads Inside
the palace Ithfs is also where they will respawn if you kill them
outside the palace). Concentrate yourfire on Mankar. This
might be the time to put away that magic sword for a change
and just useyour unenchented weapons-he has a permanent
spell absorption. spell reflection, and damage reflection that
make him particularly dangerous to attack with magic or with
enchanted weapons. Ruma and Raven will of course do their
best to distract you from killing their father. but Eldamil can be
somehelp. at least in the initial phaseof the battle.

When it's over, you end up with the Amulet of Kings in your
inventory (whether youactually take it yourself or not) and
back at Cloud Ruler Temple. Give the Amulet to MartIn. Once
he has it on, it doesn't slip off. He is Septim's son, if you ever
doubted it, and he'salmost the emperor. All that remains is to
restore the Dragonflres in the Temple of the Oneand, with
them, the waning barriers between Oblivion and Tamriel.
Martin's already been in touch with Imperial Chancellor Ocate
about a meetmg-c-he's behaving like a good politician
already-and urges that the two of youset off rightaway
before the enemy can recover from this setback.

LIGHT THE DRAGON FIRES!

One last trip. With Martin In tow, fast-travel from Cloud Ruler
Temple to Imperia l City's central Palace District. If Jauffre's still
amongthe living after the battle for Bruma, he comes along
as well.

Outslde the palace. you meet up withBaurus. (If Baurus fell
in battle in the sewers or outside Bruma, he'll be replaced by
Captain Steffan. IfSteffan somehow wound up dead.
too.. .well, you get Jack squat.l
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While Bantus stands watch outside, enter the Elder Council
Chamhers and speak to Chancellor Orate.

Ill.' announces that the council'salready had a sit-down on this
matter, has recognized Martin's claim to the throne. and.. .

••.•and Ocato is Interrupted. Amessenger bringswordof an
attack. Oblivion Gates have opened across Imperial City. Daedra
are inside the walls.

At that moment, all hell breaks loose. Two Dremora have killed
1M- guarlh outside the council entrance and entered the corridor
outside the chamber.

TIlt' m~ion has suddenlychanged from a coronation
procession to a scramble forSUrJival. You and a small army must
fight your w:ry to the Temple of the One and its Dragonflres,

Almost immediat£'ly. the fight in the corridor flowsoutside. rhe
Dremora were just an advance unit. Up from the south and east
comes the mainbody, includingmort' Dremora andagroup of
Daedra drawn at random from a Ii~ that includes eYel)1hing from
SCamps to Xivil.1i.

This battle ii the usual dose-quarters chaos, bUI you should
prevail. Even if you lost Iauffre and Baurus at Brurna, you havea
lot more guys on your side now: Ocala (who is the Imperial
battlemageJ, the twoguards who were stationed ,11the interior
door to the Council Chambers (and who stick with the party as
long as Martin lives), and five Imperial legionnaires who appear
oul of the north and join the fray. Their fall'Sare not predeter­
mined-they liveor die according to the fides of combat-cand
Ihe more thai survive the easier the rest of your trip will be. If
their captain isamong the survivors, he'll havea briefexchange
with Martin. The teglcn compound has been rut off, and this
small unit wasthe last to escape, meaning"this isall the
reinforcements you'll get"

Il.lppily, Ihis is also all the Daedrayou face in the PaI<lU'
Distrid. You've jumped the quest's first major hurdle, and your
reward isa sense of the Imperial City\ dire predicament From
your positron outside the Council Chambers. note the names
.lboYt the walls in adjoiningdlstrlets. Thecapital is burning.

Your path leadsonly to the Oragonfires. Theonly operable
donn in the PoiI.1U' District are the ones leadingto the Temple
Distrld lin the southwest (Orner)and the one IJ.ack into the
Council Chambers,The onlyoperabtedoor in the Temple District
is into the Templeof the Onto(After you pass through the door
from the patace District, it is barred behind you by the guards.)
You can't make a detour throughother parts of the city in the
hope of saving it piece by piece or flndlng a SOI fe r passage. You

can't spirit Martin to safetyas the Blades did his father, though it
is an elega nt thought And, needless to say, you can't use fast
travel acrossthis hostile environment.

You're now operating within spedal versions of the Palau and
Temple Districts. They exist onlyduring this quest. When It\ over,
you can no klllger reach them. loot the corpses that you want to
loot now, and don't drop anythingof consequence either outdoors
or in the temple. Otherwise. they'regone for good. Ifyou're
overburdened afterward, dump the extra in the Council
Chambers. Thisroom doesn't rh.1nge its Slate once the Mdin
Quest iscomplete, so you'll be able to recoser yourgoodstater,

Head southwest into the Temple District, or just follow jour
companions, who mayalrtady be headed that wayen masse.
Here, the Daedra haveopened a pair of gates-cone east and the
other west.northwestof the Templeof the One. Whenyou
approach them, they start pumpin~ out lots of Daedra.

Don't bother wilh the gates. As with the standard Oblivlnn gues
at the Bruma battlefield, you can't even enterthem. Onlydeal wilh
the Dacdra when necessary 10 your survival. The more you kill, the
more Daedra the gates pumpout. They're set up to maintain a
mort'or lessconstant numberof eoemles In the district.

Advance swiftly to an enemyyou Gin beat-but, oddlyenough,
can't kill. He's not far away. Closing in on the gates gives youyour
first look at the Main Quest's fina l "boss" monster. Thevast,red.
axe-wieldingfonn of Mehrunes Dagon blocks the entrance- to the
tempe of the One.

The journal entry reporting this discovery is rather pank­
stricken, and with good reason. Dagon's appearance here manges
the whole equation. It makes lighting the Dragonflres irrelevant.
Forget<ontaining Oblivion. Oblivion has alreadyarrwed.

Talk to Martin. Thismay bea little tricky with all the (haas
goingon around you, but It's the most importantCOIlYl'rs.:rdon you
have with him. Hetellsyou that mortal weapons may hurt Dagon,
but that he can't be killed, You then ratse the possibility of casting
him backinto Oblivion and using the Amulet of Kings.

And this gives Martin an Idea. Hedoesn't~ what the Idea is,
only that "I now knowwhat t was born to do: Pemaps Martin,
likehis father, has hold a propheticdream. For this recalls another
moment, not so long ago,when Uriel Stptim looked intoyour
face in the dim lighl of an Imperial Prisoncell and realized his
dream was realand that he would die that d.lY. Martin just asks
you to trust him-and get him10 the temple's Dragonnres.



How? Martin hasalready given youa hint. You can't kill Dagon,
but you canhurt him. If he can be staggered by heavy damage
from a single blow ora weapon or spell, you and Martin can race
past the reeling giant into the temple.

Once In the temple, Martin's finally safe-and it's no longer
your fight. All that's required is to talk ttl himone last time to set
him in motion and begin the end sequence. He says he'ssorry he
won't be around to help rebuild Tamriel. He thanks you foryour
friendship. And he says goodbye.

"But now I must go,ft he says, "The Dragon waits,"
Martin moves within the circle of the dead Dragonflres. Justas

he reaches them, Dagon breaks through the temple's roof. You
won't actually sec Martin smash the Amulet of Kings-this
reference appears only inyourjournal-but the Dragonfires are
re-lit in a greatgout of flame. Martin disappears from view behind
the fires and emerges transformed into a vast dragon.

Mehrunes Dagon battles the avatar or Akatosh.

The dragon and the Daedra lord struggle. And then Dagon is
gone-c-cast back into Oblivion.

The city has been saved. The Oblivion Crisis hasended.
But at the costof anotheremperor, for Martin, too, Isgone,

EPILOGUE

Ishe with hisgreatancestor Tiber Septlrn, as a journal entry
speculates? Orsimply dead? Did he pass into Oblivion with
Dagon? Is he a dragon stili?

You can hear a bit more about Mdrtin in dialogue after this
event, and from hisownlips ina video sequence.

For all the fires, it turns out the Imperial City fared pretty well
In the battle. When you leave the temple, the twogates have been
closed. The Daedra aregone. DIe fires are out. You can move
freely again to the Palace District and other partsof the city.

And you'll discover. over time. that the naedrtc Invasion hasn't
rut you off from anything that was present in the Imperial City
beforehand. Quests, shops, and characters are as theywere
before.

Indeed, the only lingering damage is to the Temple of the One.
Its dome isgone. Itswalls are in badshape. And at the centerof
the temple, where the nragcnnres burned for centuries, now
standsa great stonestatueof a dragon.

Isit purely representatlcnal-ca symbol of Martin's heroic
sacrifice? Asentinel vigilant against future Daedric Invasions? Or is

the point not so much the statueas what it has replaced-a tacit
Indication that Tamrlet no longer needs Dragonflres, divine
amulets, or even emperors to protect it against Oblivion?

Statue or the Avatar of Altatosh In the Temple of lhe One.

You won'tget a dear answer within thegame. No one seems 10
know the meaning or source of the statue. But when a bigstatue
suddenly shows up without the obvious beneflt of an earthly
agency. it standsto reason that the godswere somehow involved.

Thevictory over the Daedra seems total. When you venture
back out into Cyrodiil, youfind that all the random Oblivion
Gates in the wtldemess and anyOblivion Gates leftopen after
"Allies for Bruma" have beendosed.

In fact, the only existing Daedra are the ones occupying Castle
Kvatch. Ifyou haven't completed the Miscellaneous quest"The
Battle for Castle xvatrh ,"you canstill do so now.

If they survived. the other named characters from the final
expedition (Jauffre. Baurus. or Captain Steffan, and Chancellor
Ocala) return to their respective hangouts-the Blades at Cloud
Ruler Temple and Orate in the Elder Council Chambers.

Whatwill become of them?Much of this lies outside the scope
of Oblivion. But the E.lder Council will run the empire, at least In
the short term.and presumably that means Ocate. as the council's
chief, will become an even more significant political force. Ocala
seems like a straight arrow, but.given the empire's unhappy
history with ambitious Imperial battlemages, this pcsslblltry may
give you pause.

Presumably, the Blades, theirofficial functions rendered super­
fluous by the absence of an emperor. will now revert to their
origins as a monastic order.

However, noneof these men have roles In the restof
Oblivion-though Ocato's namedoes pop up (as a victim) in a
Thieves Guild quest.

Of course, other quests will bring you back to the areaaround
Cloud Ruler Temple. You'll always bewelcome. You canstill chat
with old friends, sleep in the barracks or in Martin's old bedroom,
read the books in the library, andgenerally use the place as a base
of operations.

But the Main Quest having run itscourse, the old friends won't
have much to say. You may detect in the fortress that samesense
of inevilahility we picked up hack in the Sanctum at the beginning
of our story.

The place seems rathercold and dark Things have changed.
They will never be the sameagain.
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FACTION QUESTS:
THE FIGHTERS GUILD,

Vlltn~ Donton, Muttf of tht F1gbtt rs Guild

fighters Guild branches can be found in every Cyrodlit city
except Imperial City. However, you can join and receive quests
at onlythree of them. You must speak to Guild Master Vilena

The fighters Guild functions as a middleman: It matches
"contracts" for tasks that require rough handling to the talents
of its members. If you have a gift for beating up bad people.
you'll fit in well.

The requirements for membershi p are almost nonexistent.
You (an even have a bad reputatton. In fact. we get the
impression theguild rather likes Us members 10 have a bad
reputaucn-ehort of out-of-control bad guy. Your Infamy score
(which is calculated based on any bounty you've ever had on
your head) must beunder 100 to join. (You ca n't reduce
Infamy, but you (an counterbalance it with Fame gai ned by
performing other quests.)

Once you're in the guild. you can be as bad as you want to
be, as lang as your offensesdon't involve guild members.
Stealing from a guild member willget you canned- if the theft
is detected. Attacka guild memberand, oddly enough , there's
a window of forgiveness. (We expect thissort of thing happens
a lot when you bring a bunch of aggressive types together.)
You'll be wa rned after each of the first two hits. After the
third, the member attacked will respond in kind and you'll
get booted.

You can apply to Guild Master Vilena Danton for
readmission. She'll enroll you in a pertltential Xl-step program:
collect 20 pelts from the black and slightlytougher brown
bears in the wilderness and in caves. If you offend again, she' ll
givl' you a la st chance: collect 20 Minotaur horns. And if you
offend again, you're gone for good.

I
'IA RAT PROBL.EM

EARLY CONTRACT QUESTS

•
Not the kind you think. Someone or something is killing the
Rats in Arvena Thetas's cellar. And Thelas. who lives just down
the street from the Anvll guild, doesn't wanl them killed. She
loves them; they're her pets.

This isAllan's first contractquest for you, so speak to him
about contracts to receive it Then, head to Arvena Thelas's
house. After you speak to her,go down to the cellar, where you
find, improbably, a Mountain Uon attacking the Rats! Now,
how'd a creature like that get Into an enclosed basement in an
enclosed city?

Donton (on the top floor of the Chorrol branch), Anan (on the
ground floor of the Anvil guild), or Burzgro-khash (on the
second floor of the Cheydinhal guild).

Assumingyou've met the requirements, simply ask about
joining the Fighters Guild, confi rm that you want to sign on,
and you're in at Assoclate rank.

Afew immediate benefits: You now havea free place to
sleep in most towns. You get a +10 Disposition bump Inyour
dealings with other guild members. You can grab with
im punity free weapons lying around the guilds.

And, of course, you canearn gold and glory by performing
Fighters Guild quests. If you're talking to Danton, you'll be
referred to Allan or gro- Khasb for work. Ifyou're already
talking to one of them, just ask for a contract.

Minor va riations are permitted In the order of the quests,
but the broad structure remains the same throughout your
tenure: After each tier of two or three contract quests,you'll be
sent 10 Modryn Oreyn, the Champion, who offers one or more
"duties" quests. These typica lly cast you in the role of guild cop
or "fixer." (Toward the end, thischangesto the role of guild
maverick.) Increasingly, these will revolve around the activities
of the Blackwood Compa ny. an unscrupulous competitor that
has been stealing business from a troubled guild.

Com pletion of quests is periodica lly rewarded with
promotion (via the Advancement topic) to higher ranks. When
you reach Guild Master, you get to run the joint!

We look at the quests in the order you receive them. When
it comesto the contract quests, you can generally go to either
Anan in Anvil or Bun gro-Khash in Cheydinhal for an
assignment. As you begin new chunksof the contract quests.
both will have something for you to do. In each section,
Allan'squestsare followed bygro-Khash's; you may do them
in the order you choose.

11OVERVIEW
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Kill the lion and report back to Thelas. She worries that
more lions will follow and sends you off to find a hunter,
Penarus Inventius, and to remove the threat. Your compass will
lead you to tnventlus. Often, he's in his house, right down the
street, although he may beoff hunting in the wilderness,

Plnarus Inventius., lion hunter utnordin..lre

tnventius issurprised byyournews of a Mountain lion in
Anvil. However, he's seen a few in the wilderness and agrees to
lead you to their last known address. Inventius takes you
outside the city (if you didn't find him out there to start) and
up the hili to the northwest. At a rock fonnatlon on the path 's
southside, he tells you this iswhere the lionswill appear and
ventures that thereshouldn't be more than four.

He's right on both counts. By now, you may already have
had a run-in with two of the lions, The other two should beon
the far side of the rocks.

When the battle ends, return to thetas to find herworries
undiminished. Evidently there's another Mountain lion down
in her cellar.

By the timeyou return from killing it, she has worked up a
theory. Thetas thinks somecne's out to get her and has
fastened on a neighbor, Quill-Weave, as a likely suspect. (She's
seenQuill-Weave sneaking around the rearof the house at
night.) Shesends you off to spy on her.

This may, seem like anotherwild goose chase. thetas started
out sounding sweetly flaky. Now she sounds a bit paranoid.

But she's right. Shortly before Bp.m., position yourself to
watch Ihelas's backyard . (The bush outside the wall on the
yard's west side isa good spot.l Soon an Argonian woman
creeps in through the east entrance and leaves a piece of meat
in the middle of the yard. Ifshe can see you, shewon't leave
the evidence, so make sure to stay out of her field of view.

You get a journal entry aboutconfronting QuillWeave. Do
so, and she cops to her plan: She expected the Rats would
leave the basement and the town guard would chase them
away. Tell herabout the Mountain uons and she pleads that
she didn't mean for this to happen and offers you free training
in Acrobatics ifyou keep hersecret.

Instead, be honest with Thetas, who will then supplement
the standard Fighters Guild cash reward (keyed to yourcurrent
level) with free Speechcraft training, Ifyou claim that QUill­
Weave wasn't involved, she seems discomfited, suspecting
perhaps that you're holding something back. and you'll get
only the gold.

It'sa slightly better choice, unless you're a fiend for
Acrobatics. Oullt-weave won't provide your reward until you've
made an appropriate report to Thetas, and she doesn't wait
around. Ifyou're delayed in getting back to her, you may find
she's vanished into her home(two houses west of Thetas's) and
will have to wait on herappearance (she eatsout) or pick the
lock. (Ifyou're truly unlucky inyourliming, you may have to
wait awhile. as Quill-Weave also visits her friend Casta
Srrtbcnia in Cborrol on the seventh of each month.)

In any case, get back to Azzan at the guild. Ask about
advancement fora bump in rank (to Apprentice ifyou've done
just the one quest) or contract for anotherjob.And start
listening to the rumor mill for word of your exploits.

THE UNFORTUNATE SHOPKEEPER

This isa basic but ratherdifficult guard-the-store mission.
Norbert telles. who runs telles's Quality Merchandise in Anvil,
has been experiencing a run of break-ins. You're to stay in the
storeovernight to intercept the thieves.
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For this mlsslcn.ft helps to have a little adva nce knowledge
of Anvil's layout. Otherwise, the compass dlrectlcns may seem
baffling. Theguild is in the residential district. telles'sshop is
in the separate commercial one along the dooa in the
northwest part of Anvil (See the Anvil map in the "City Maps"
chapter).

Head to the backdoor of Lrlle.s's shop. Be must know you're
coming, because he's left it open for )'Ou. Doesn't seem like the
greatest idea for someone who's having problems being
robbed . Lelles is puzzled about how the thieves keep gening
into IUs store. He givt'S you the lowdown on the robberies, and
then he heads to the nowing Bowl while you take care of
business.

The three thieves come piling through the front door in a
bunchsometime between 11 p.m. and 4 a.m. Handling them is
tricky. Individually, each mightnot be so bad, but they all tend
to arrive at the same time. Spells to incapacitate some or all
members of this partywould be ideal, but youcan get through
this with fight ing. Wt' suggest falling back slowly to the stain,
which enablesyou to take on the baddies one at a time.

The trip Itself isshort, though you might run up against one
or two Goblins or critters righl outside the mine entrance.
Inside, speak first to Rienna . She takes the bow and directs you
to distribute the other weapons to comrades E1idor and Brag
gro·Bharg.

Bun gro-khuJl, OItldlnh,l flf1lte~GDild

You must complete the fi rst round of Fighters Guild quests
from Anan and BU I1 gro·Khash 10 get thisone. The initial
contact is ViJena Danton in the Chorrol branch-who explains
the guild's standards of decorum and diligence-but the actual
quest comes from Modryn Oreyn, who can typically be found
on the Chorrol guild's entry level.

u rn has a weapon preference. GM the sword to the High
[If and the hammer to the Ore. The three set off to mess up
the mine's population of Goblins.

You're expected 10 follow along and help them. The Goblins
are spread out around the mine. and it shouldn't be too
difficult. Here's an incentive: If anyof the other Fighters Guild
members die, you'll be docked 10 percent of the reward when
you return to gru-Khash. And you'll have the unsettling
experience of hearingabout their deaths in the rumor mill . (On
the other hand, if everyone survives, your successwill be
celebrated in rumors as well.)

You're done here. lf you haven't performed Allan's initial
two quests, gro-Khash sends you off to Anvil. if you have done
them, you 're sent to Vilena Denton in Chcrrol for the first of
the duties quests.

You (an request promotion to Apprentice if you've
completed just the one quest or to Journeyman jf you've also
performed Auan's.

Dlsglllntltd tmplaytts

When they're dead, head to the Flowing Bowl and talk to
telles, who reveals thai the three are former trusted employees.
We guess that's the secret to their success:TIley had keys. If
you hang out in the shop until morning, when Lelfes opens up,
you can quickly ronvert thc thieves' belongings into cash.

Alliin won't have anything further for you. Ifyou started the
Fighters Guild quests with him, he'll bump you over to BUI7
gro-Khash in the Cheydinhal branch. Ifyou started the quests
withgro.Khash. you'll be sent to vilena Danton and then
MOOryn Oreyll for the first of the duties quests.

THE DESOLATE MINE

This is your initial Fighters Guildquest if you start out Vt'Orking
for gro-Khash in Cheydinhal, or the third lt ycu start by
working for AlIan in Anvil.

The rather grumpygro- Khash wants you 10 deliver a bow, a
hammer, and a sword to a trioof unarmed Fighters Guild
members in the Desolate Mine northwest of the city. Alittle
inventory management. a lillie walking, a little conversation,
and, If it works oul correctly, much butchering of the Goblins.

DOING YOUR DUTIES

UNFINISHED BUSINESS

I



Read the journal if you like. Various Studieson the Faunaoj
Cyrod/il offers intriguing (though lnrompletel tidblts on Rats,
Minotaurs. Trolls, and what the lliary calls a "land dreugh."

You ca n either return to MagHror go directly 10 Oreyn.
Maglir doesn't really care how things end up. Either be honest
with Oreyn and da frn the credit (and haveit come back 10 bile
you later) or help out your fellow FightersGuild newbie by
telling Oreyn that Maglirdid complete the quest-sacrificing
the the fame bump (you do gl't the reward).

Will Oreyn buy itl Your journal doesn't seem 10 think so.
and the rumor mill begins [0 percolate with re-ports that you've
covered up for Maglir's mistake. Butthe lie won', injure you. In
anycase, Oreyndoesglw you another quest.

•

Oreyn sendsyou off fa contact a newguild member named
Maglir. Maglir was .lssigned a contract in Skingrad. but he has
"dffaulted"-failed to complete the task-and you're to find
out what's gonewrong.

Find Maglir at the West Weald Inn in Skingrad near the
West Gate. The young man Is matter-of-fact about having
defaulted-saying simply that, given the dangers involved. he
wasn't paid enough for the mission Irecovery of Brenus Astls's
journal (rom Fallen Rl)(k (ave). And with that. he handsyou
the ball and offm you the chance to run with it.

DRUNK AND D ISORDERLY

TIner fighters Guild members have been making trouble in
leyawiin . You're to find out wtut's behind it.

The trio-Dubok groShagk, Rellian, and vantus Prelius-­
can be found at the FhT Claws Lodge. You walk in with their
argument alreadyin progress. a table overturned, and a cask
knocked from its base. Spenda minute listening to the three
(along with the proprietorof the bar, wttseldutsen yell at one
another. Pretty funny stuff. When you appear, witsetdutsel
identifies youas a nghlers Guild member and begsyou to
remove yourcomrades,

==, '

'I

I Strtctly speaking, you've done what you were asked to do.
You can return to Oreyn and make your report. But he's only
going to send you back 10 get the journal. so don't waste
your time,

Ifyou don't have a magic. silwr, or Daedrlcwea pon, get
fixed up with one beforeyou head for the cave-a quick jaunt
northwest of Sklngrad. It's populated bya mixture of 15
undead and cntters.

Ihree cave-inla nes give Fallen RockCave its name. The first
is in the entry hallway. These are designed as obstaclesfor the
player rather than snares for me residents. but they ran be
avoided without difficulty. (Just don', run into the rockfall
zones. Use your weapon to bat the rocks out of the way,) Make
your way carefully to the cave's innermost room, which holds
the journal and its late author,

Drunk guys wilh swords

Talk to them to learn they're not simplydrunk. They're
angry over being displaced by the Blackwood Company. Th is
discusSion-.1nd it is just a discussion; these fellows are very
decent 10 you, if a bit surly--ultim.llely leads to Prehus's
suggestion that you find jobs for them.

It's not that hard. With a Disposition of 40. any teyawlin
resident-s-even the fiveClaws proprietor-will steer you to
Margarte. Or you can approach Margarte dlrtclly, Thetrick is
finding her. as she's a roamer and spends her afternoons
collecting ingredients in the countryside westof thecity.

She'sa "trade consultant" by profession. but her hobby Is
alchemy. She needs Ogrr's t eeth and Minotaur horns for exper­
iments, and she doesn't trust the Blackwood folksenough to
hire them. However, she's not quite ready to trust the Rghtrrs
Guild. either.
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Newhflm the Portl)', mugged for his mug

Oreyn has no further assignments for Ihe time being and
kicks you over to Allan and gro-Khash for further contracts.

As a lest, she sends you out as her own personalerrand boy.
She wants five portions of ectoplasm, and she doesn't care how
you get it. You (in buy some at All Things Alchemical in
Sktngrad or head out to nearby ruins and find some undead
types that like to haunt the places. Ghosts and Wraiths seem to
be made of me stuff.

.1

I
DEN OF THIEVES AND
NEWHEIM'S FLAGON

MORE CONTRACTS

This isadvertised as an heirloom-retrieval mission, which
rounds simila r to one you may have just performed for
Newheim the Portlyoutside of Anvil. If you're flush and feeling
charitable, it may be a good deal simpler. Pay close attention to
the characters you meet here.

AMELION'S DEBT

You may notice a familiar face in the Anvil righters Guild:
Maglir from the Unfinished Business quest is back. Evidently
Greyn hasn't gotten around to dealing with him yet, or your lie
about his default carried someweight, because he's still in the
guild. And for this mission, he's yourpartner.

for a contract, it's all rather vague. Azzan reports recent
thefts in Anvil and indicates Ihe thieves are believed to be
hiding nearby BaslC.llly, he says, "Ask around."

Infact, ask around about thieves right inside theguild.and
you'lIleaw with a lead. Newf1eim the PortJy was among the
victims.

Newhefm gets around a good deal-e-even out to the harbor
from 8 a.m. to 10 a.rn. - but when youcatch up 10 him, he
fills in the blanks in the contract nicely. The thieves• .all
Bcsmers. stole an heirloom held by three generationsof the
Portlies: a flagon that keeps ale "cold and sweet." (This isa
separate, optional quest-Newheim's Flagon-c-nestled within
the larger Den of Thieves quest.I And the bandits can be found
In the Hrota Cave north of Anvil. It's close. Head out the gale
and up the steep slope toward a large grass-topped rork.The
cave entrance is in the southeast face of the great dark rock
just to the north.

Within, you must clear out the Wood Elves while keeping
your own pet Wood £If, Maglir, alive. Highlights include three
fa lling-rock traps (including one in the first side corridor as you
enter). a log trap (like the one from the Natural Caverns in
character gen), a swinging·mace trap, a secret door, and
assorted containers.

Oh, the flagon? It sits on top of a barrel in the northeast
corner of the central pit in the last large room.

The wrap-up is simple: a cash reward from Azza n. a bump
up to Protector (if you've already finished Amelion's Debt for
gro-Khash). and a referral either to grc- xhash in Cheydinhal or
10 Modryn Oreyn In Chorrol. If you return the flagon,
Newheim provides three bottles of his special brew.

Ectopra..m can be fourulln the Undercrofts
of Chapels. even at 10,* levels.

After you bring the ectoplasm 10 Martarte, she allows the
rlghters Guild 10 work for her. Report back to Prelim•.
Ewrybody'5 happy- not least wltseldutsel. You may even run
into the trio again in the countryside as theygo about their
ingredient-collertlon errands. And if youvisit the Five Claws
the next day, you'll find everything's back to normal. Oh,
and feel free to bring Minotaur hornsand Ogre's Teeth to
Marga rte from now on. She'll give you SOO gold for either,
in groupsof five.

Oreyn isdisturbedat the news of the Blackwood foothold in
ltyawiin but pays you offand promotes you to Swordsman.
You'll be hearing about this Brackwood outfit again soon.
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Vlranus Donton, thl' MU'tr, 's ~h

You must complete Den of Thieves for Allan and Amellon's
Debt for gro-Khash before this "slightlyott-the-record" Quest
comes up on your radar. It's backto Modryn Oreynfor some
guild duties, and you start to learn what's really going on in
your beloved fighters Guild.

You're looking for Galtus Previa , who va nished in Nonwyll
Cavern while searching for gems. More significantly, you're
searching in the company of Guild Ma sterVllena Danton's
younger son, vlranus.

Ifyou've also completed Den of Thieves for Anan, put in for
a promotion 10 Protector when you return to gro-Khash.

THE PLOT THICKENS

THE MASTER'S SON

You're to makesure that Viranus surreeds-c-succeeds
meaning "doesn't die." (If hedoes die, your career with the
FIghters Guild is at an end.I The young man needs field
experience. Evidently his mother "coddles" him too much,
though Oreyn says this is understandable given the death of
his brother. Vitellus, in a botched guild mission.

As you makeyour way through the Quest's early steps­
pirking up Viranus at his home in Chorrol and talking to him
about the mission-you realize that Viranus's mother doesn't
know word one about this QUest. Privately, Orcyn is trying to
groomViranus for a future role to which he's not yet suited.

However, you'd think Oreyn would have pidrd a more
modest challenge. Nonwyll Cavern. in the mountains north of
Chorrcl. may give even you some had moments. The cave is.
Inhabited by Trolls. The innercave? MOIl'Trolls, plus Ogres and
a Minotaur.

Needless to say, Cattus Previa is no longeramong the
livin.g-though not for the reasons you think. His body lies in
the Innermost room of the Inner cave, with a broken shield
nearby. Just noting the body gets you a journal entry and
enables you to observe, "There were creatures inside" when
you get back to Oreyn. (Your reward is a magic blade adjusted
10 your character's level.I But Oreyn notesin tum that Previa
hadn't been eaten and seems dlssatisfled with that theory

BUrl gro-xhashsends you to speak with Biene Amelion In
thesmall settlement of Water's Edge-far down on The lower
Niben's west side. That's a longway from Cheydinhal, so Iast­
travel to Leyawiln's West Gate and march northon the coast
road, past Undertow Cavern and White Stallion lodge. Bfene
Amelion is in the northernmost of the three houses.

Amelion's father, Marcel, was a gambler, and not a very
good one. He fell deep i ll debt. And that now he'sgone­
kidnapped to force payment (or maybe he just skipped town,
the ratl-c-the burden has fallen to his daughter. She wants to
sell her gra ndfather's enchanted sword and cuirass to pay it off.
You ca n either retrieve them from the family's ancestral tomb
or pay the debt 0 ,000gold) from your own pocket.

Ifyou have the money and inclination to pay the debt,
great; that makes things simple. Just return to gro.Khash for
reward, promotion, anda referral either to Awn in Anvil or
back to Madryn Oreyn in Chorrol.

Ifnot, you have a dungeoncrawl on your hands. Amelion
marks the tombon your map. It'sto the soumeasr-co n the
easternshoreof The lower Niben-and consistsof two sections.
The fi rst isa large cave with 4-7 undead enemies (enchanted,
silver, or Daednr weapon required) anda good deal of loot.The
second section, the Sarcophagus Chamber, has1-8 baddies-the
onebeinganything from a Ghost up to a Lich,depending on
your level-and the cuirass and long sword of Bruse!Amelion
neatly laidout atop a grave. Ifyou're handling the affairas a run
'n' grab,look for an emergency exit nearby, which allows you to
keep running all the way to the exit

Ofcourse, if you just run through , you'll miss allof the
other pieces of Brusef'sarmorscattered about the tomb, It
looks like someone or something justdidn't want to leave his
poor old bones alone. The boots, gauntlets, helm, and shield
are all in the first part of the tomb, while the greaves are in the
Sarcophagus Chamber, These pieces areall yours to keep. After
all, you didn't agree to return those, and what's a little grave­
robbing amongfriends?

You can get everyt hing from the tomb and keep the
equipment, as long as you give Btene enough coin to pay off
the debt. She'scool with that. The sword's not bad,as it hasa
nice frost damage enchantment on it. Either way, you've done
a nire thing, and perhaps making the money back should not
be the first thingon your mind.
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The broken shield? Ah, that's another story. later on, you'll
recognize it. We think Oreyn doesalrea dy. "I'll be looking into
this," he says.

MORE UNFINISHED BUSINESS

M<lglir )1.1S screwed up again. Onceaga in Ihe little Wood Elf
has defaulted on a contract-this one with a mage in Bravil.
Once again, Oreyn dispatches you to find out what went wrong
and set things to rights. And, once again, you find the "eight­
plnt hero" in an inn rather than out in the field-this lime at
Bravll's lonelySuitor lodgf'.

The expla nation. Maglir has quit Ihe guild and gone to work
for the Blackwood Company. However, he hasn't forgotten your
treatment (orperceived mistreatment) of him in the original
Unfi nished Businessquest, and your handling of its disposition
with Modryn Oreyn dictates his response to you now. If you
geve him credit for thai contract, he'll bump you along to the
guild chem in thts cne-c-Aryarte at the Bravll Mages Guild.

However, if you properly claimed the credit yourself, Maglir
is confrontational and threatening. (Or tries to be.anyway) In
that GISC, either drop back 10 Chorrol and get the name from a
sputtering Oreyn or do a house-to-housesearch to find Aryarie.

The lask is to collect 10portions of Imp gall from Imps in
Robber's Glen Cave. This modest hideaway isa short jaunt
northwest up Ihe main road 10 Imperial City and is slightly

richer in 1001 (14 chests) than it is in Imps 0]). Each Imp
yields one portion ofgall,

Despite the delay, Aryarie is pleasedand offers up a nonccn­
trartual Ri ng of Shielding. Oreyn advances you to the rank of
Defender and offe rs you another job-thisone arranged on
the sly. He asks you to meet himat his home at night. If it's
daytime when you arrange10 rendezvous, he'll meet you at the
house-a humble shack in the city'ssouthwest corner- shortly
after 8 p.m. If it's already night, he'll headout directly and you
can meet him there now.

AZANI BLACKHEART

Your contact with the Blackwood Company 10 date has been
minor-a burst of anger from members of the guild's teyawiin
branch and, more recently, the news of Maglir'sdefection
(good riddance).

Naturally, there's more 10 it. Orcyn finally tells the tale of a
failed guild exped ition (arranged OIl the behest of a wiza rd
named Argoth) to retrieve an artifact from Azani Blackheart.
Oreyn lost 15 of the 10 men so assigned-including vitena
Dunton'selder son Vitellus, who died fighting a gallant
rearguard action. Then the Blackwood Company apparen tly
went in and performed the same mission successfully.

It may all have been a setup, for Argoth has turned updead,
and the artifact Ismtsslng.

The mission had a devastatingeffect on the gui ld. Since
then, Oreyn says, Danton has been gun-shy-creluctan t to
commit to war with the Blackwood Company for fear of sacri­
ficing the whole guild- with the result thai the organization is
dying only slowly, but dying nevertheless.

Oreyn decides to take the matter into hisown hands and
expose the Blackwood Compa ny as imposters. It's strictly off
the books-e-Denton doesn't know-and Oreyn ca n't orderyou
to join him. But ifyou refuse, he cacuons that guild contracts
are goingto dry up.

In fad , theydryup immediately. Bun gro-khash and Azza n
still have more quests to offer. to say nothing of four more
duties quests from Oreyn, but you'll cut yourself off from the
lot unless, sooner or later. you tellOreyn, "t'm ln."

Oreyn proposes to meet you at the leyawii n guildand then
explore Bjackheart's putative stronghold at Arpenia, a fortress
in the forest above the east side of The Lower Niben. You can
walk it with him, bUI it's certainlyquicker just 10 fast-t ravel:
tbts destination isenabled as soon as you need it.

Your approach to this Ayleid rui n is notable only for its lack
or notability. No guards outside, Inside. you won't fact' any real
challenges either. (This is not to say lt's safe: the place is alive
wilh traps.IArpenia is deserted, with none of the detritus of
battle or occupation.

This seals it for Oreyn. In the middle of the first big room,
he speaks 10 you: He's convinced the Blackwood Company's
assa ult was a sham. The two sides must have struck a dea l. The
meres buil l a seco nd storyon their reputation at the expenseof
the FightersGuild. Blackheart removed an enemy and kept his
artifact.



THE FUGITIVES

Here the mission shifts from investigation 10 a renewed
assault-c-an ostensible effort to complete the guild's original
contract with the lateArgoth. Oreyn says Blackheart is crazy
for Ayleid ruins, and Oreyn knows of another, Atatar, to the
northeast. This lime, be'lllead,

His hunch iscorrect. Blackheart is here. Atalar is big-well
stocked in trapsand enemies (more than 20 banditsand
rntters, ,111told), especia llyon the first three levels, with
Blackheart himseff, a Rt'dguard warrior severallevels above
yourown, w.lillng at the bortom wilh a Oaedric claymore and
Ifven armor.

And the artifact? Oddty, it'snever identified and you won't
find it. (We gttthe Ieeltng this might showup again someday!
Inany case, Oreyn's more interested in Blarkheart's ring, as
Ihis is the evidence thai will establish yourvictory. Give it to
yourcomrade, and you'redone. Oreyn bumps you up to
Warder and srnds you to Anan or gro-Khash for more
contracts.

~ ---

Do SOME CONTRACTS.
EARN SOME CASH

THE WANDERING SCHOLAR

When you return to Amn, you learn that a scholar, Elante of
Alinor, is researching Oaedra worship. You're to accompany her
into Brittlerodt Cave, near the fort at Sutch. and protect her
while she goes about her work.

Harne. a bit overdressed for spelunking, waits foryou just
inside the entrance.Sheindicates Ihat a Daedric shrinecan be
found in the caves--oaturally, it's in the inner ca\'t'--.lnd asks
you to handleany -difficulties" on the way down.

These "difficulties" are not insignificant; numerous Daedra
of various shapesand sizes await you.

At the bottom of the caves, Elante decides to stay. You ran
either bead back the way you came or go through the door
near the shrine. If you choose the latter. prepare to fight your
way through more Daedra (and pick up more of that sweet
loot). Either way, make your own way back to Anan foryour
reward and the usual bumpsin Fame and your reputation
within the guild. (IfElarne dies, the reward and fame bump
evaporate, but the quest isconsidered ccrnplete.)

Anan can promote you to Guardian or you've already
finished "The fugitiVl'S'" forgro-Khashl, but he has nothing
more for you at the moment

I
~

BUrl gro-Khash hasone quest foryou on this go-round. There's
beena prison bre.lk in Bravil, and the fughives, rather than
sensibly making themselves scarce. are hanging around and
lormenting the city that jailed them. You're to kill them, says
your journal. "Maybe you'll get lucky and they'll surrender."
saysgro-Khash. (He's joking.)

finding them isyour first problem. No one in Bravlt is
willing to talkwithout extra Inducement. Use persuasion or
bribery to coax an NPC's mspnsmon up to 60, and you learn
that the four are in Btoodmayne Cave.

If you're in the Thieves Guild, you have an alternative-find
another member to ~ive you the scoop with no Disposition
requirements, plusextra info: the prisoners' namesand the
little fact that the four are murderers. (Try Luciana Galena or
S'krivva; both have homes in Bravil,)

Fcnunately, their prisoners aren't together. A.-.hanta and
morgar are in the initial section of the cave (which is near the
river northwest of Bravill, and Dreet-Ial and Imton are in the
inner one. The first three are pitched one level above yours,
[orion is three above-and he's supplied with a magic weapon.

Get back to gro-Khash for the standard reward. for the first
time, he seems impressed. Maybr this grumpy old Ore has a
soft spot forslaughtering murderers.

Ask him about advancement. and he promotes you to
Guardian <assuming you've already done The Wandering
Scholar forAnan) and sendsyou to AlLan or 10 Madryn nrevn
foranother dutiesquest.
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Oreyn dispittched a team of guild fightefr-Including Viranus
Danton, whom you shepherded through an earlier quest-to
dear this mineof Trotls. He hasn't beard from themsince.
You're sent to investigate.

The mine's far to the southeast on the Ilsweyr border.
Fasl ·tr.n'f'1 to L.eyawiin and make your way southwest up into
the hills.

There are two entrances, one at eitherend of the mine. Use
the western one, to which the game directs you. You'll figure
out Ihe story more quicklyand the battles should prove much
more manageable.

Vou find three dead bodies by the time you reach the
bottom of the entry passage. In fact, apart from a single Troll
and a range of critters, everyone in this section of the mine is
dead: fiveguild members-and two from the Blackwood
Company.

Who exactlywas the gUild fighting here? Old the Trolls kill
f'ltl')'one1Or did the guild members and Blackwood folks kill
eachother1

II's the tatter, though you won't know this for rertafn until
),OU find Viranus Denton's bod)' and journal Ina large southern
chamber. (£Vide-ntly, the Troll-removal operation was goingwell
when the Blackwood Company stormed in and started killing
Trolls and men indiscriminattly. For fun, thereare other
passa~ In the journal that give some great insight into
VIranus and his personal life.)

YlnRIIS Donton: not cut evt 1M iulld ......

To find saidjournal. you must fulfill the guild team's
original mandate: kill the nine remaining Trolls. Try to catch
Ihem in the tunnels between the rooms, where they have no
room to maneuver, and you (an face them one at a time.

With the journal In hand, make yourway bad 10Chorro!.
Oreyn instructs you to lie low and perfonncontracts Icontact
either Azzan or gro-Khash for your next assignment>. "You still
have a career ahead of you," he says. Oreyn, on the ether
hand, maynot. He faces the unenviable taskof telling Vilena
Denton about the death of her remaining son.

Bad news travels fast. If this is yourfirst contact with a quest­
giver since completing Trolls of Forsaken Mine, you'll learn thai
Oreyn's littlechat with Vilena Donlon did not go well. He's
bun kicked out of the guild. And you, as his instrument, have
been demoted two ..mks 10 Defender,

Thb quest-your last for Auall-is the recovery of a sacred
stone that has beenstolen from the church in Bruma. You'll
gel the story from Cirroc at that city'sGreat Chapel of Talos.

The healer is in and around the church for most of the day.
He reports that the Stone of Sf. Alessia-a ward agalnsl evll­
is presumed to have been taken bya group of four or Ilve men
who were seen leaving the chapel on the night it Vanished.
They headed east (Your journal clarifies that this means "out
of town.")

Follow the road east from the gate and drop down a rocky
slope to a lone Khajiit named K'Sharr. He freely confesses
participating in the theft but says the stone isgone-his
party was jumped by ogres and he's the onlysurvivor-and
points youeast-southeast 10 the Ogres' digs in an Ayleid ruin
called Sedor,

K'ShilrT, robbu robMii of Jlonr

Once inside the ruin, it's not far to the stone: up the stairs,
arounda curving hallway, down another flight. across a I,uge
chamber and short hall, and there it is. Granted, you'll
probably have to mess up someOgres alongthe way, though
we likea speedy character's chance at a dash 'n' grab. Ifyou're
the more stealthytype, try sneaking by.

Then retrace yoursteps to the exit, to Cirroc (who gives you
three Restore Health potions), and to Auan for your reward.

And promotion? Even after all that's happened? Possibly.
Here's how it works for the remainder of the contract quests:
After you complete two of these three remaining contracts,
either Anan or gm.Khash will restore yourprevious rank of
Guardian. Upon completing all three, you'll be promoted to
Champfon-Oreyn's old position in the guild.
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THE NOBL.E'S DAUGHTER

This quest is rather strangeand sweet. lady Rogbut, the
daughter of Orcish nobleman lord Rugdumph, has gone
missing. You're to find her. Start by talking to the lord at his
estate northwest of Lake Arrlus. His pleasant hilltop mansion 15
within easy walking distance from Cheydinhal.

The lord thinksOgres made off with his daughterand
suggestsyou search (or hereast of his estate. His directions are
spot-on; the trio of monsters and their captive can be found
almost directly east of the front door. Approach them from the
hillside to the south. Theslope will make it hard for the Ogres
to get at you, and you can swing away at themwithout taking
damage In return. Watch your flank; while you 're banging on
one Ogre, another may be approaching from your blindside.

The young lady, more embarrassed than frightened. follows
you bark to the manor. The lord is overjoyed, misuses new
words. and presents you with Rugdumph's Sword. It's an odd
sword: It has a Silence spell (very useful against those mages),
along with a spell that absorbs Speerncraft.

Back in Cheydtnbal, grc-Khash is pleased, pays you off,
promotes you backto your old rank (provided you've
completed The Stone of St. Alessla for Auan), and says he may
look up the daughter sometime-a strange and sweet ending.
Except for the Ogres.

MYSTERY AT HARL.UN'S WATCH

Burz gro·Khash's final quest Involves the disappearance of
residents In the small community of Harlun's Watrh, just south
of Cheydinhal.

Your rentart. Drarana Thelts. is in the southernmost of the
hamlet's three houses. She tells you howodd, fli ckering lights
appeared several nlghls earlier by the Swampy Cave, how a
partywas dispatched to rheck them cut, and that its members
haven't been seen since,

Cherk out the swamps to the southeast, just west of the
cave, and you'll account for the night tights: wlll.o-the-wlspst
(Note that you'll need the wisps' glowdust in the Daedrlr
quest MAzura.~l

SW,jImpy On: bOld pl,jl(f to vblt

However, that doesn't explain the disappearances. Wisps
aren't likely candidates as killers, What saywevisit Swampy
Cave? It's packed with Trolls-more than 20 of them, between
Swampy Caveand the attached Swampycavern. But nothing
clearly indicates the fate of the missing resIdents-until you
penetrate to the southern lip of SwampyCave, where you find
the intact body of one Eduard Denile. Evidently, the wisps
weakened the searchers and the Trolls fin ished them off,

Your journal instructsyou to dear out the Trolls. Ihat
means both sections of the cave. In somespots, they're
arranged in clusters. so look for chckepclnts where you ca n
face one Troll at a time.

Return to gro-Khash foryour reward and promotion [0

Champion (if this is Ihe last of the contractsyou dol, and 10
learn the are has no more work for you. Ifyou've performed
The Stone of 51. Alessia quest for Auan, you've exhausted i111
the available guild contracts.

However, Modryn Oreyn wants a word wilhyou.

INFORMATION GATHERING

Meet Oreyn at his houseagain. Any hour will do---we hear he
has a lot of time on his hands, Expelled or not, the former
Champion is determined to takedown the Blackwood
Company and wants your help: You 're to kidnap Ajum Kajin, a
Blackwood leader, from the company's new base in Glademist
cave, east of Chorrol, and bring him to Oreyn for.. .wel1,let's
just call it "Interrogation.~

You must put all seven Blackwood guards to the sword .11
some point to get Kajin to accompany you, so go in swinging.
Kalm is in the cave's Innermost room. Order him to follow you
back 10 Oreyn's house; provided the guards are alldead, it's
as good as done. (If not, he'll summon the remainder 10

attack you.I
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Back at the house, speak to Oreyn. He wants three pieces of
informalion: the Blackwood Company's Sill'. the identity of its
leader. and the secretof the group's strength. You can
browbeat Kajin tu gt'l the info, or you (an sweat him. However,
you're not 10 kill him.

Either of the suggested methods willwork. You can gel the
first two bits of Info 000 members and Ri'Zakar) either by
raising Kajin's Disposition first 10 70 and then to 90 in the
Speechcraft mini-game or by poundingon him repeatedlywith
your bare hands. (A weapon speeds up this process, but you
ri~ killing him.I Of course torture isa despicable practice, in
this world or any other, but in this situation it does happento
he the quickest way to makethis Iellow spill hisguts.

These approaches will take you onlyso far. You'lI never get
Ihe third pleceof information from K.ljin. He'll say "I choose
death!" and a short time later his bodybursts into fla mesand
he slumps 10 the floor. He has killed himself rather than give
up the Blackwood Compa ny's secret recipe.

Oreyn is not dissatisfied. You'vegotten somegood info. But
10 get the final piece, you'll have to become the thing you hale.

INFILTRATION

Oreyn nowdispatches you to Leyawiln to
join the Blackwood Company and gel
thai last bit of data. This Iseasier
than you mlghtlhln k. Find your
way to the Blackwood Company's
buildi ng (just south of the
Fighters Guild in the western
part of the city). climbIhE'
stairswithi n. and speak to
the company's No.2 man,
leetum-Zee.

Hequestions youa bit, but seems more curious than suspl­
cious, and asks you 10 followhim to the Training Hall.
Apparently, he's been getting a lot of righters Guild members
joining his ranks. so yourcefectlon bn't that odd. Once you're
downstairs. he briefs you and three others on a mission to
remove Goblins from the hamlet of water's Edge.

Here. you come quickly to the source of the Blackwood
Company's power. the sap of the Hist tree. In the dialogues
thai follow, you realize ttns powerful narcotic is illegal and that
the Blackwood Company isn'l smuggl ing il in from the
Argoni,m homeland of Black Marsh. Rather, Ihrough magic,
they have found a way 10 keep one of the Hist alive in Cyrod iil.

You may think this ~ good time 10 makeyourexcuses and
bringthe sap back 10 Madryn Oreyn, but you'll be treated as a
pariah if you do. Ule's staying in character, and guild members
just think you've gone over to the other stde.l You have 10 let
this scenaro playout. Drink the sap dcwn-eotherwiseyou're
goingnowhere-and you'll automatically fast-travel to
water's Edge.

follow your Blackwood comrades west, behind the houses,
where seven uncha racteristica lly passive and unarmed Goblins
awa it. There's something amiss here, and you can hold back.
(You've been 10 water's Edge. after all, and maybe have already
guessed where this is leading.)

Bul you're going to have to join in eventually. Once the
Gobli ns are dead, tatk to your feltow Blarkwoods. They tellyou
that they still smell Goblins and order you to check the houses.

Sure enough, Indoors you find (our more Goblins-also
passive and unarmed- standing; around innocently. almostas
though they live here. Killthem all and you get a message thai
Water's Edge has been cleared of Goblins. Then you fast-travel
automatically agaln-c-a nd what do you see next but the smiling
face of Modryn Oreyn. You 're backat his house in Chorrol. He
explains thai yourguild brothersfou nd you unconscious on the
streets of teyawiin.

Tell Oreyn about the Hist sap. Hesays he'tllcok into it and.
in the meannme. sends you bark to Water's EdgE' 10 check on
its people.

-



When you look behind the houses where the initial
Blackwood assault on the seven Goblins took place, you find
nota single Goblin corpse. Instead, you find the bodies of
seven sheep.

And clustered near the shed, near the newly returned Marcel
Amelion, are the bodies of Blene Amelion. jolie and Eduard
Betiene, and Marie Alouctte. four Goblins in the houses. four
human faces now looking blankly up at the sky.

What (an you say to Amelion? Nothing meaningful. What
(an Oreyn say when you return to him? Nothing Ihat(an
assuage your sense of guilt. You knowwhat happened here.
You have partldpated. albeit unwittingly, in an atrocity against
your own people. Tht' only way to atone for Ihis crime is to
takeout the Hlst tree. And that's the final mission.

THE H'ST

You're 10 return 10 the Blackwood Company's headquarters in
leyawiin and destroy the Hlst tree. Oreyn advises that
Blackwood leaderRi'lakar Is an experienced mercenary who
knows 10keep it underlock and key.

l'i1 1",1' bums in ll')'oIwlln .•,

In fact , Ri'lakarand his lieutenant are themselves under
lock and key in their respective third-and second-floor

chambers. You'll have to kill la'Fazir, who attacks you when
you enter the Blackwood Company hall, for the key to Ieeturn
lee's mom, takedown jeetum-zee for the key to Ri 'Zakar's
room, and vanquish Ri 'Zakar for the cellar key. These threeare
each a tough fight Rest up between them, as each gets
progressively more difficult.

In the cellar, you find the Hlst tree itself, tended by two very
tough Argonlan mages and sustained bystrange machinery. Kill
the mages-they both have some nasty spells, but you can use
the tight Quarters to youradvantage-and get the IWO pipes.
(One ison the table on the south side of the room, Iheother
on the floor nearby) These enable you to activate the pumps
and destroy the tree.

On Ihe way out, you find our favorite Wood Elf, Maglir.
He greets you, whining about his ruined lire, and you have
10kill him.

Oreyn awards you with the Helm of Oreyn Bearclaw. We're
not sure how he came by it. (It was awarded to the hero of
Morrowind by the Daedrk lord Malacilth.l But perhaps ft 's not
a good idea to look a gift helm in the nametag.

He also bumps you overto Guild Master Vilena Donton to
explain everything that's happened. By design, she's bern
entirely out of the loop, and thiscontributes a little to her
annoyance should you confess to working with the dismissed
Oreyn (and even ifyou don't).

But thai fleeting anger isoverwhelmed bygratitude for your
gallant deeds, and with this in mind Donlon promotes you to
Guild Master-with J recommendation that you appoint Oreyn
as yourseccnd-ln-comrnand. "l he guild has passed me by," she
says. "You are its future."

Oreyn hems and haws a bit-but finally euepts. "Someone
has to keep you in line," he says.

IF You ARE THE FUTURE, WHERE
010 WE LEAVE OUR KEYS?

Now, It would be a sad stateof affairs were you 10 ascend to
the Guild Master rank just as the guild runsout of things to do,

So lt doesn't. Your stngle-handed reduction of Ihe
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Blackwood Company to (in Oreyn's words) "just another band
of menena ttes" opens up the markets for contracts and
fighters. The n~hters Guild is b,uk in business.

As boss, you receive a cash supend and a share in the gUild's
loot. When you're promoted 10Guild Master, you're givt"n the
key to a chest in your top-floor quarters in the rbcrrctguild.
Once a month, YOU'll find your gold and itemswithin.

Both are random. for the gold, the gamegenerates a
number from 1 fa 100and multiplies it by 10, so, conceivably,

youcould receive 10-1,000 gold pieces in a given month. The
items are all drawn from a biglist that induces magic
weapons, armor. jewelry, and potions.

nna lly, in broad strokes. you can now determine how the
guild operates-c-mstrurtmg Oreyn either to pursue more
contracts (which will boost yourstipend) or to increase
recruttment (which means more Items). It's good to be boss,
isn't itl

FACTION QU ESTS:
THE MAGES GUILD

OVERVIEW !]
Polus. who is in the lobby of the Arch ·Mage's Tower at Arcane
University in Imperial City.

The folks in the Mages Guild are more self-i nvolved than
others-qn some part because the use of magic in Tamriel ls
regarded with suspicion. Hence, you won't be performing
contracts for other people, but assisting In the guild's resea rch
and administration.

uke the fighters Guild. the Mages Guild has powerfu l
enemies and your focus will be to beat them back..

}aining is simple. All you have to do is ask. Speak to one of
the seven branch leaders: Ca rahil in the Anvil guild, xud-Ei in
BJ3vil , Jeanne Frasonc in Bruma, Falcar in ( heyd inhal,
Teekeeus in Cbcrml. nagau in Ieyawlln, or Adrienne serene in
Skingrad. (Unlike the fighters Guild, the Mages Guild has an
outpost in the Imperial City at the Arcane Unrversity. However,
this isclosed to you until you complete a series of "recommen­
dation quests: )

Gui ld lulls if? loatfd In I"I'ftJ city In Crrodlll, I nll the gull4 o n ~
joiltfd frem , ny of tt\ne 5outioftS"

There's one requirement: Theguild doesn't want criminals in
its ranks, so you must dea r any bounties on your head first.

That done, you're in. Ifyou'd like to stay in, observe the
same basic rules that hold true in other guilds. Don't steal
from guild members. Don't kill them. If you do, you'll be
kicked out and have to apply for readmission to Ranunus

The AruM Unl¥t~ity.IO(iIIr4ln t hl' Impe rt.11 Ot}',1s thl' Wilt of
powrr for thl' Ibgrt; Guild. At I.tl'l" Itiljl's of the qu nt. lilli', )'011' 11

com l' t o u llit hom••

What you retrieve as your penance depends on your offense.
If it's theft, Poluscharges you to replenish the guild's
alchemica l stocks by collecti ng 20 Dragon's Tongue flowers and
20 Redwort Flowers.

Dragon'sTongue is hardly easy to rome by. Fort Redwater.
along the Black Marsh border, has a large numberof the
flowersgrowing outside. If you can't find all you need there.
look (or clustersof the brightyellow flowers just northeast of
Leyawiln . As a last resort, there are a few flowers scattered in
many places throughout the West weatd between Skingrad and
Bravll.

Redwort flowers art also in short supply in ( yrodiil. The
highest single concentration can be found a short distance
southeast of Fleldbcuse Cave in County i.eyawiin, near the
Black Marsh border. If luck is withyou, you'll beable to get all
the Redwort you need in one place. If not, try the Ayleid ruins
of Wendelbek and Morahame (both on tht' eastern side of
Niben Bay. along the Panther River). If all else fails, scour the­
West Weald between Skingrad and Bravil, as the flowers grow
In small numbers throughout the area.



If you kill a li!uild member, you nave to find 20 portions of
Vampire dust and 20 Daedra hearts. The Daedra hearts may
not be a huge issue if you're into the Main Quest (which isall
Daedra. all the lime). You'll find them on the bodies of
Dremora and Xivilia. And if you're nor that far in the Main
Quest,you can buy fromsome atchemists (some of the lime)
whatyou can't pocket in the wild .

The Vampire dust is trickier, for a couple of reasons. II is
found in the remains of Vampires. and the game throws: you
into their palh on only a few occasions-notably at Bloodcrust
Cavern in Ihe Mages Guild "tntormation at a Price" quest and
Guttrd Mine in the Daedrk"Alura" quest Inaddition, visits to
upsand Tarn and FortCarmela are possibilities In the MFingen
of the Mountain" recommendation quest and the Main Quest,
respectively. (Cannata's on your route from weynon Priory to
Kvaleh.)

Theother problem: The moreyou deal with Vampires, the
greater the riskof catching the Vampire disease (porphyrlc
hemophilia). See the "Vampires" section of the "Freeform
Quem" rnapter for more details.

Ifyou're a repeat offender, you 'l/ be a repeal Ingredient­
picker. Iustdon't screw up a third time, or you're out forgood.

_ I
The mage l'ska r seemsto have vanished Into thin air. No one's
seen him fordays. Bubbly branch leaderJeanne Fraseric says
this won'tdo-what if someonefrom the Council of Mages
shoulddrop by?-and asksyou 10 bringhim back 10 the
material world.

Junnr Frisorlc:,th e An hMijlstH of t he Drumi Hi ll

Bolh the door and deskleeks are easy (should you feel
disposed to pick them inst~d) , and you should be in and out

You have one lead:Guild member Volanaro suspects that a
spellmisfired. Seek him out in the guild's cellar to discovt'r this
is just the cover story he's ffd Frasork.

The truth Israther more mean-sptrited. rrasencis not much
of a mage, and the Bruma gUild members don't respecther.
Volanaro asserts that "sbe's managed to bulter up the right
people just enoughto keep her position." And they deal with
the sltuanon by making her life miserable wuh pranks-like
)'skar's "disappearance:

If you raise Volanaro's OisposHion 10 70, he'll strikea deal
with you. He'll help if you'll substitute one prank foranother:
steal Frascric's Manual afSpellmft from the desk in her top­
floor office. He'll even teach you a low-level Unlock spell for
this purpose.

-- ~

IRECOMMENDATION QUESTS
~

You canembark immediately on a series of seven recommen­
dation quests-cone from each of the branch leaden named
above. With each questyou complete, the resperuve branch
leaderwill send a recommendation 10 the Ccunnl of Mages on
yourbehalf. Completingall seven nets you a promotion,
enables you to perform more diffieull assignments, and allows
you to dimb to higher ranks in the guild. We've arranged
them from easiest to most difficult, but you can do them in
any order.



J~r, risible .g.llia

You can alsofind J'skar on yourown, He's still hanj!ing
around the guild . Just explore;you may hear him chuckle.You
might even see a door openand dO<.C on rts own. Or, most
likely, the cursor will seewhat you can't and his namewillpop
up In the (Ornerof the screen.

If the search is unsuccessful, casta Detect tlfe spell and
I'skar will show upasclearlyas Fraserk or vctanaro. (I t's an
Indicator of Frasoric's modest magical competence that she
did n't do this hersetr.I lap him with a Dispel spell to remove
the Invisibility, and l'skar (with a crabby remark tailored to the
current stage of the quest) will marrhoff to present himself
to Irasortc, She bubblesa bit more, and her recommendation
is yours.

BRAVIL R

Bravil resident Varon Vamori has been riding on guild member
Ardaltne hard for some days-even stealing her Mage's Staff.
Branch leader Rud-El Isn't clear on the reason- it sounds like
the way that passjonare elgbt-year-old boys treat unresponsive
eight-year-old girls-but says it must stop. You're to have a
(hat with Mr. Vamori's Inner child and use ' whatever means
necessary" to recover the staff.

Despite her ruthless-sounding words, Kud-El intends a
Beguile scroll to beyourmain instrument in yourexchange
with vamori.

And, sure enough, that doesthe trick. While he feigns
various levels of ignorance of his beloved at lower Dispositions,
at a scroll-assisted one of 65, Vamori confesses that he likes
Arda lineand that her lack of interest in him feeds a rage Inside
him. Hence the theft of Ardalinr's staff. And hence, with
measures of shameand awkwardness thrown in. his subse­
quentsaleof that staff to a friend, Sorts Arenim, who lives in
Imperial City's tales Plaza District.

If persuasion will gt'( you to the necessary
dispositions In this quest, hold on to your
Beguile scrolls for someother time, Or,
you can Sfll them for a bit of extra cash.

You can dash off in pursuit of the staff straight away, but a
stop at the Mages Guild to consult Kud-El first will netyou two
more Beguile scrolls, And they'll rome in handy-for Arenrm is
even less will ing to discuss the mailer than his friend. Indeed,
ifyou mention "Mage's Staff," he'll end the conversation. (He



thinks you've come on behalfof Vamori, who Is feeling guilty
and has mad e severa l attempts 10 recover the staff.)

Again, the scrollworks wonders. With a Disposition of 70,
Arenim offers 10 sell you the staff for onlya portion of what he
paid: 200 gold.

Tholl mayseema lot of money for an item that. to judge
from Kud-EI's comment about the staff being "more symbolic
than practical: has nothing specia l to recommend it. Ca n you
get him to knock down the price?

How about knocking it down to O? wjves are well-known in
popula r myth for fa iling to understand their husbands' obses­
sions and for bt ingeager to give away purported treasures
duttenng up the basement So it is, we think,with Irtssa re
Arrnim. Use the other Beguile scroll to raise her Disposition to
65, andsbe'll tetlyou that it's in a locked chest in the cellar,
and the key is upstairs in her husband's desk. Oryou can save
the scroll for some other dose-mouthed character and take the
keyand staff.

xud-El doesn't want to know how you got the staff, bUI is
dellghted, and teaches you the Captivate spell (which is weaker
than BegUile), and promisesto supplyyour recommendation.

CHEYDINHAL RECOMMENDATION

AIOw-level mage has dropped a Ring of Burden down the well
behind the guild. Fakar (who hangs out on the top floor) was
experimentingwith the ring, and he asks you to retrieve It

h lnr, ArchMagl.'ltI'f.f t he Cht')'dlnhal Hall

The well's locked, and Fakar sends you to Deetsan for the
key. She'll provide it and, if ralcar's not nearby, will also supply
some useful background. (If she won't talk, eitherwait unlit
afternoon, when Deetsan is downstairs and Ialcar up. or until
he goes 10 sleep in his cellar quarters.I

You're not the first to be assigned this task. An eager
Associate named Vidkun was sent down the well and hasn't
been seen since. With this in mind, Deetsan leachesyou
Buoyancy-a rombtnedFeather/Water Breathingspell. At least
you won't drown .

Butyou may becomeover-enrumbered. Down in the well,
you find the unfortunate Vidkun suspended near the ceiling.
When you take the ring from his body, you gain 100 points
against your maximum Encumbrance, Before you descend, lose
enough equipment so this puts you at least five points below
the maximum. (This allows for the Buoyancy spellwearing off
before you ran lose the cement ring; It reducesyour
Encumbrance by 5 pclnts.) Otherwise.Hke Vidkun, you'll be
stuck in a bad place,

Back in the guild, Foliar hasvanished. Other guild members
direct you 10 Deetsan. Shetellsyou to just drop the ring
anywhere (evidently, this was just Falcar's perversejoke),
expresses sadness 011Vidkun's death, and explains the blowup
that occurred in you r absence.

Deetsan confronted Faker over the well affair. Enraged flrst
to learn Deetsan had helped you in your mission, then by her
threat to report him to the Council of Mages, Iheguild chief
launched into an incoherent rant ("your d.:lYS are numbered'
and stormed out



DH'tsIn ..ct ....n' Ulft .bout th e propif' 1M worb wit h.
unlike r..Ju ,.

So where's your recommendation? Deetsan asksyou to
searc h Fakar's cella r quarters for the letter or anything
unusual. You won't find the letter, but the dresser near the bed
contains two Black Soul Gems. Deetsan takes these from you
without explanation of their presence or function-but
comments ominously, "This Is worse than I'd expectedt-c-and
says she'll write your recommendation.

BI;uk Soul Gems are the tools of Nertom..nctr's, ilnd bl.'Come
Import'nllillrr on In your ques1lnj

What's going on here? You won't find out within the
confi nes of this quest. For now, let'sjust say that Falcar and his
BI,lck Soul Gems will be making a comeback.

ANVIL RECOMMENDATION

Merchants travt'l ing along the Gold Road between Imperial
City and the Gold Coast region have been fou nd dead. Others
are mis.sing.. The Council of Mages has asked Anvil branch
leatJM' Caraful to bringthe murders to an end, and you are the
cheese in her trap.

Clrahil sends you to the Brlna Cross Inn-the common
thread among the victims. You'll receive further instructions
there from Arlelle jurard-c-one of the battlemages dispatched
by the guild.

She makes the assignmenl sound dangerous, bUI i1lsn't.
You're not required to kill the killer yourself. And should you
choose 10 do so, you'll find it easy.

The inn is north of Anvil near Brina Cross-the point where
the mads 10 Anvil, Kvatch, and fort Sutch meet. You find
furard in the (ammon room. She tellsyou to take a room,
posing as a traveling merchant. and says she'll meet you
there later.

See Chapter 21 World Mapl Gold Coast
Map marker :t12.

The Brin. Crou Inn. An)' Oltt 0' thew I'"ple could be • kin".

Seekout the proprietor, Christophe Marane, and ask for a
bed. Heasksyour business. You can respond either thai you're
a traveling merchantor that you'd rather not say, (It doesn't
matter; Marane isn't tbe killer or a tipster. and he is concerned
about the rnurders.l He directs you to a room at the rear of the
Inn, and Juran! shows up there shortlyafter you do.

150 P"." ... O "FlGl<lL G...",I GUIOl:
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See Chapter 21 World Map, West Weald
Map marker # 14.

To find the cave. head west out of Skmgrad alongthe
road, then north cross-country whenthe fences end.

II 's a bighole. Inside the cave await deranged
Zombies. You must kill them before Erthor will agree to
followyouout. He doesn't say where they carne from,
but we suspect we'vejust witnessed this year's
"somewhat-lessawtul Zombie inddent."

Erther isn't around. From Sulinus Vassinus, you learn he was
forbidden to practice in the guildafter that "awful scamp
incident" lastyear. He has set up shop in Bleak Flats Cave and
checks In with the gUild nowand then.

However. vasstnus hasn't seen Enhor lately. No one has.
Oruja can fill in the blanks: She adds the cave to your map(it's
northwest of Skingt"adl and suggests rrminding Berene that the
whole Bleak flats Cave thing was her idea. Berene then teaches
you(gratis) the Weak Flreball spell. The implication is that
Erthor must have dug himselfa hole, and thai you're going to
have 10 dig him out.

•
SKINGRAD RECOMMENDATION

•
Branch leader Adrienne serene says she wants to consult the
mage Erthar about some notes he borrowed. We suspect from
her cranky manner Ihat she wants the notes back.

She laysout the sting. In the morning, you're to head east
along the road. You'll be followed at a clscreet distance by
jurard andanother batttemege. When the robber makes a
move, you're to protect yourself. For now, rest up for
tomorrow's exertions.

In the morn ing. make sure you're armed and armored and
have an offensive or healing spell at the ready. leavethe inn,
make your way past the wailing bartlemages, let yourselfout
the gate. and follow the road east-southeast.

The road rises into the pines and there is a dark figure in the
distance. U's Cam tnalda, whom you may have spoken to at the
inn. She's the one who seemed over.lavish in her greeting. Her
tone is now hostile. Nowyou can run.

But you don't haveto be scared. By forcing conversation
with you, Ca minalda has made a tactical error:
You're (00 close and she now has to face what
all magesdread-melee combat without a
melee weapon. She'salso unarmored and
just a level above yourown,so you
should be able to quickly cut her
down to sil l',

Not much 1001 for a robher­
just her fancyduds and some
gold. But you'll also find
Caminatda's room key from
the inn. The room holds a
chest and the chest holds
more gold. Return to Carahll
for her recommendation.
and you can moveon.

•



Either take Erthor in low or send him to the iuild under his
own power, to win Berene's assurance thai she'll get around10
writing your recommendation in her own sweet time.

Don't ftel compelled to escort Erthor all
the way backyourself, He Gin make it
under hisown power, tillingyou timeto
return to town at yourown pare.

LEYAWIIN

Dagail's a strange lady. When you approach the leyawiin guild
leaderfora recommendation, she makes a bewildering if
poetic little speech. The only useful nugget you'll extract is that
you need to talk to AiJla.

D~g~ll , An:h..~glsltr of lht tr,.wlin Guild

Agafa explains the weirdness: Dagail has "visions," <Actually,
to judge from Oagail's ownwords, she hearsvoices.I Once
useful, the visions have grown lesscoherent, and now, without
the protection of her Seer's Stoneamulet, they are "crippling."
You're 10.lsk around the guild to find out if anyone's seen the
missing: amulet.Comments from Sdrassaand Alves Uvenim
point to Kalthar, Ka fthar Is full of resentment over Dagatl's (in
his view) undeserved position in the guild and mentions similar
problems experiencedby her father. You get a journalentry
suggestingyou bring Kalthar's familiarity with the amulet to
Agata's attention.

Shesupposes Kaltbar overheard a conversation between
herself and Dagail-but says they never mentioned Dagail's
father. In other words, Kalthar seems to know too much. Agata
says she'll keep an eye on him while youquestion nagau about
a connection between her father and the Seer's Stone amulet.

You won't have to .u k the question. Dagail has alreadyseen
it in a visionand answers thus: "Blood ran blueand dragons
flew high. Under broken towers dod broken bodies it now lies,
waitini to be found"

Your journal interprets this riddle for you: You need 10 find
the fort at which Dagail's father was startoned. And your
compass and map now pomt you10Fort Btuebtcod, southeast
of teyewifn .

See Chapter 11 World Map! Blackwood
Map marker #30.



I

I

II'sa large two-section dun~ffin full of enemies-c-all outlaw
Maraude~ SOlve for the two mythic beasts (ranging from Imps
to ogres. depending on your tevell that guard the amulet
Along the way. you find good loot- half of the 16 containers
hold something useful or sateabte-c-and a drawbridge.

The remains of Oagail's father. Manduin. art' in the
Innermost room. The amulet's inside a coffin resting on the
ground near the far wall.

In thesecond I.ugeroom on yourway b.lek out, you 're
confronted by Kallhar. He reveals that he took the first amulet
and planned to return it after Dagan stepped down and he'd
advanced within the guild. And now he demands the other
one.

You have to fight him. Katthar's a battlemage, but he won't
be much trouble. Use the stairson the near side of the bridge
to reach the portcullis you saw after you entered the fort.. (It

can beopenedonly from this slde.) Backtrack to teyawlm and
return the amulet. Dagail's voices grow quiet, and the recom­
mendanon is yours.

CHORROL RECOMMENDATION

Ieekeeus asks you to clearup "a small matter." It proves to be
anything but small. The branch leader acknowledges an
"unpleasant history" between himself and former guild
member Earana. He discusses their quarrel only In the broadest
terms: Ieekeeus sees Earana as a renegade who disobeys
regulations. Earana thinksteekeeus abuses his powers. (For
moredetails. ask around the guild. Between Atragar and
AIt>eric utte. you learn the two got eachother bounced from
Arcane unlverstty In ImperialCity.)

At any rate, now Eara na's In town and Teekeeus supposes
she wants something from him. You'rr to fi nd out what il is so
she'll go all her way. " I do not wa nt her here,spreading her
lies," Teekeeus says.

u r, u hn' boar (III pkk with Tl"I'krl'us, . nd upKts 'au to
do (hI' pidling.

Earana can be found on the street outside the gutld or at
The Grey Mare inn. InlerfSling; she barely refers 10 Teekeeus-c
save a warning not to mention your conversation 10 him or
anyone else in the guild . She gives you another quest: She
wants a book, Fingers of the Mountain, which is in a ruin called
Cloud lop in the mountains north of Cborrot. She prcmtses 10
ma ke the search worth your while.

When you report to Teekeeus on yourconversation, it
develops that me branch leader wantsthe book, too. Doyou
get the feeling you've been misused?

This small surface ruin Is a fair march northwest of the dry.
and a good climb, as well. If you've been to Nonwyll Cavern in
the Master's Son Fighters Guild quest, fast-trave l there, then
walk west. You find the book on a charred corpse among the
broken columns.
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See Chapter 21 World Map! Colovian
Highlands MdP marker #22.

Whogets it? It's up 10 you. [anna has the prior claim. And
Teekeeus has been disingenuous in his dealings with you.
Luana doesn't want anythingfrom Ieekeeus. Rather, Teekeeus
has usedyou as an unwitting instrument in hisdispute with
Iarana.

But Earana's promised reward is as yet Hl-deflned. and you
do need Teekeeus's recommendation to climbwithin the guild.
(Ifyougivt the book to Teekeeus. it's a done deal.) On that
basis, yourdedsfon may seema foregone condusion.

Not to worry. You can collect the recommendation and still
keepyour promise to Luana, and vice W'1"S.1 .

If yougive the book to Earana. she'll ask for a day to
translate the work beforeyouvisit her at the inn. When you
do, she turns oversome notes. They're drawn from smeared
margin.1IIa, but your task is dear: rind a Welkynd Stone (a
I~ version of the GreatWelkynd Stoneyou'l collect in the
Main Questl in an Ayleid ruin, return to Cloud Top, and casta
Shod spell at it magical pillar at the site to obtain a major­
league Shock power-c-at significant personal risk.

If you don't already haw one, purchase a Shock spell from
Athagar, who is in the guild's foyer. In Ayleid ruins, Weikynd
Stonesaft' all overthe place, The two ruins dosest to Chorrol
are Wendir (which the undead have taken evert in the south­
western forest and, moreconvenient to yourdestination,
Upsand Tarn, in the northern mountains. (It's north of Nonwyll
Cavern and northeast of CloudTopJ

More cnnvenlent equals moredangerous. for, alongwith the
25 Welkynd Stones in Upsand Tam, there arc more than a few
Vampires and iI Vampire "patriarch." This carries some unique
risks-a 1-2 percent chance that you'll catch porphyric
hemophilia-the Va mpire disease.

Wt lk)'JId stoatS a" IlW'ful lei ~n, ch~~ n l,int on nwg!c, bill
tI_ .. ,.rtklllar OWIn t1rb qont.

Take a few Weikynd Stones. (They can also be used to
restore lost Magklta.) If you take just the one you need, don't
equip it or you'll use It and lose it.

Nor is vampirism the onlydanger. Casting your Shark spell
on the pilla r has a nasty side effect: You get zapped by
lightning. As the notes from Earana advise, you should counter
this effect. Possible approaches include increasing your
resistance to shock, reflecting the lightning, or fortifying your
health and takingthe damage. But if yousurvive the ordeal,
you have a nlee lightning spell called Fingers of the Mountain.

Don' l H fool" by h, mund~nt ~p"'''l1Inct.Thb stone pu u
quite ~ punch.

The quest has a second act. It pops up if you return to the
other party and explain that you've given the book to the other
person. Each person deals with this fact with equanimity: He
or she tellsyou to steal II back.

Ifyou're talking to Teekeeus. the steal-it-back dlrecuve is an
order. If to Iarana. it's a request. Refuse her request and the
second act ends early. She'll have nothing further to do with
you.

Neither of the thefts is difOcult, If you gave the book to
Earana. she hustledoff to stow It in her chest in her room at
The Grey Mare. Wait her out. (She eats between 1 and 4 p.rn.
and sleepsfrom midnight to 8 a.rn.l Bring the bookto
reekeeus, and the recommendation isa done deal.

If yougave the book 10 Teekeeus, he headed for his room in
the guild's top-floor living quarters,where he placed it in a
locked chest behind a locked door-cearh with locks that can
be opened with a key he keeps on his person. There'straffic
through this area only late at night and early in the morning.
Tum the book overto Earana, and she'll proceed to translate it
as described above.

If you inquireafter the book, Teekeeus notes that it's gone
missing. Perhaps your involvement in its disappearance is
implied. Or perhaps it isn't, and that's yourconscience talking.
But II doesn't effect your recommendation, which is in the bag.



A MAGE'S STAFF

RAMI NUS POLUS'S QUESTS

Creating Your St"ff

N«fOm.nrl' f'S hilVl' o~mm Wl'llsprlng Grovl', i1 nd will
i1H.,k JOUon sight.

The staff is a symbol, but noi Justa symbol. It isenchanted
with one of nine spells attached 10 three lOagi(al disci
pltnes. You choose the r nsdpltne and the spell. Ifyou select
Destruction, you'll have access to the Fire, Frost, or Shock
spells. If you choose Illusion, then you get Charm, Para lyze,
or Silence (which preven ts enemies from casting spells). If
yourdiscipline is Mysticism, then your spell choices are
Soul Trap, Ieleklnesls, and Dispel (which knocks down
pmtertive spells enemy rasters have active).

Polus is appalled by the mages' deaths and mystified by the
assault. Necromancers don't like the limelight. He lakes up the
matter with the Council of Mages while you see Delmar at the
Enchanting Center south of the Arch·Mage's Tower to arrange
your staff's creation.

]
I

With the seven recommendation quests complete, talk to any
branch leader about recommendation to be referred to
Raminus Polus at Arcane University in Imperial City. He's In the
Arch·Mage's l obby-through the door ahead of you when you
fast-travel to the University District.

Polus promotes you 10 Apprentice. gives you the Robe of the
Apprentice-a symbol of your rank- and sends you to acquire
material for another symbol: the wood for a Mage's Staff. It
comes from a grove near Wellspring Cave. east of Imperial City
near the shore of La ke Rumare.

RoiImlnllSPolus will bt your contilct (or Iht nnt sevl'1'iII1
Mall'S Guild qunb.

•
I
I

See Chapter 21 World Mapl Heartlands
Map marker # 4l.

This sounds like a munda ne retrieval mission. It is not. The
cave has been invaded by Necromancers. There are nine of
them-six in the C.1Vf' and three in the cemetery at the rrar­
and they have killed the grove's two guild attendants, zahrasha
and Eletta.

locale and activate both bodies. Zahrasha's is nea r the front
of the cave, and Eletta's is in Wrllspring Grove near the cave's
rear exil (on an island in the lake). You must kill the
Necromancers to claim the chest in the middle of the grove.

Why the attack? It's a mystery. The dosest thtng youget to
an explanation is the greeting from Novent Olhran, the only
named Necromancer present. Othran. who is in the Grove,
regards you as a Mplaything." "I'll make your corpse danre," she
says, "and then tear itself apart!"

Possible St"ff Effects:
nre
Frost

Shock

Charm

Para lyze

Silence

Soul Trap

Telekinesis

Dispel

H
I

~
oz
o
c

'"Ul

Ul
-<
:l:

'"~
~
'"Ul

Gl
c
r­
o

Dl'lmilr tunl the Chlron."lum, . nd wlii produ,t *
It ilff of JouT (hooslnll.

PA'IMAGAM£S.COM 15 5



Your choiceshould be dirtated bywhatyou have and your
style of play. Don't duplicate a spell effect that's in your
repertoire unlessyou'll make if stronger, For Instance. if
you already have the ringersof the Mountain spell from
the Chorrol SC)!mcnl of the recommendation quests, do you
need Shock? If you'rea fightt'r .11 heart and a mage on the
side, you want a spell with more direct effects than those
offered by the only lntermtttenuy useful Charm and
Telekinesis. (A nice cnrnpromtse between finesseand force
is Paralyze, which guaranteesyou aqUick let up In
combat.l

Twenty.Iour hoursafter you place the order, talk to Delmar.
The slaff is ready; it is in the cupboard at the back of the
room. (You'll also find a bunch of scrolls, Take them. YOU'I't
guild,so It's not theft.I Dash to Polus for promotion to
Journeyman and a newmission.

ULTERIOR MOTIVES

ThegUild is following up your dscovenes 31Wellspring cave
witha heavy-duty investigation. Related to that Investigation is
it book which was loaned by the guild to Skingrad count Janus
Hassildor, and now must be recovered. Thiserrand is yours.

Polus cautions that the counl is reclusive and will be
diffICUlt to meetwilh (asyou've learned If you visited the
castle in the "Allies for Bruma" segment of the Main Questl.
Steward Mercalor Hosldus in the castle lobby says the count
won't see you, and the steward won't broach the subject with
the countagain until the nextday.

The meeting spot is east-southeast of the mine in the farm
country along the Sklngrad- Kvatch road. fortunately, the royal
party is early. Unfortunately, it doesn't include the count. II
consists of Hosidus and his Necromancer pals, Mondrar Henim
and Arterion. In pursuance of unspecified plans, they mean to
kill you.

While Hosidus is a couple of levelsabove you, his friends
are both one below. But it's a moot point, because the fight
has scarcely begun when Hassildor turns up and kills his
steward and his companions.

The count scolds you for thinking: the meeting legitimate. [veo
so, it served a purpose Hassildor knew Hos4dus was involved with
Nl'OOmancrrs, but hadn't identirted his colleagues. He insists that
he is notOM of them-e-and saysthat this iswhat theguild
wanted to know. You were not sentfor the borrowed book-there
is nobook-but to spyon Has.sildor. Once again, a MdgeS Guild
quest-givt'r has lied to you.

( ounl HolSslldor chuflw s you for m«ting wil h Mt rulor.
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Mrrutor Hoddus is t h. sl_ . rd of usdt Sldnind, oiInd is ..nnoyf'll
by your ".rriY.lln luw n.

Nor is that the only delay. The next day, Hosidus saysthe
count will meet wilh you-but not nowand not at the castle.
He wants 10 meet near the Cursed Mi ne to the west of town.
after 2 a.rn. That's odd, but it's nonnegotiable, and even an
accomplished lock picker who breaks into the count's living
quarters and questions the nobleman wilh the strangeeyes
won't learn anything to contradict thisassertion.

II 's your turn to scold. Return to Polus. and he apologizes­
both for putting you in harm's way and for not telling you the
truth about the count's nature. (Be's a VampireJ But the real
point here is that the guild is nursing a fragile com pact with
Hasslldor: It keeps his secret and Hasslldor shares intelligence
with the mages, You were sent to Skingrad because Arch-Mage
I raven worried that sending a high-level guild member would
provoke an adverse response from the count and send
Necromancers diving for cover.

As if to make up for the fibs. you're promoted to I voker and
given a Spelld rlnker amulet with a constant Spell Absorption
effect that's adjusted 10 your character's level.

VAHTACEN'S SECRET

"I havea nrw task for you," says Raminus Polus. "and I assure
you there are no Necromancersinvolved,"

You're to lend a hand with research OI l the Ayleid ruin
vahtacen. lrtav Jarol (one floo r up in the Arch·Mage·sTower! is
nominally in charge of the project, but other work for the
Council of Mages has dtstracted him, and he asks you 10 look
into a report by Skaleel of a blocked passage.



Imll' ~rolll eee of Ih. f_ r~nYlnln.rn~mbnsof 1b~ Councilof
.~n. . ndO~ murcia projnts.t A)'I~ld ruins..

Your second stop is at a spell seller. Makl" sure you have
Fire. frost. Damage Magicka, and fortify Magick.l ava ilable as
spells or scrolls. Any variety wilt do.

Fast-travel to Cheydinhal and go south-southeast to
vahtacen. (If you've done the Mystery at Hartun's Watch quest
for the fighters Guild, you'll have a shorter trip if you fi rst
travel to SwampyCave east of the ruin or Harlun'swatch 10 the
northwest.l The nurthbound passage leads through caves to
the underground ruin. Skaleel waits at her camp in the first
large room.

SeeChapter 11 World Mapl Nibenay Basin
Map marker # ] 1.

The ruin has been a problem. The resea rchers havefound a
gtant pillar in a room at the bottom of the explored ruins. It
responds to magic. Several mages who've cast spells at it were
zapped back. They think it's a lock of some kind. but they
haven't found the key.

Denet. who's down In the room with the pillar, repeats some
of this story-cbut also fill s in some important blanks. He
points you 10 inscriptions on tablets in the comers of the
room: "ev motag anyammis" in the southwest; "av rnahe
nagaia" in the northwest; "magtcka loria" in the northeast;
"magtcka srla" in Ihe southeast.

Thll pilln b unllll••n)1hint etse 11'1 AyI.ld nlil'll, . nd Is 1hl' ....y to
this sue,

Ihe researrhers would have a shot at deciphering these
phrases with an Ayleld reference work, and Denel says Skaleel
may have such a book. She's in a snit over Iarol's inattention to
the project; this has made her slow 10 volunteer her help, and
made other researchersshy about asking for It. In the role of
tactless newcomer, you can do what they can't. Go up the
passage and askSka leel for -Ayleid reference" and she'll tum
over Ayleid Inscriptionsand Their Translations.

You can read just enough of this book on your own 10 see it
might help. On page 1. you see that vav moteg anyammis"
means "from fire, life."

This is a double due: One of the spells you must cast on the
pillar is a Fire spell, and it comes fi rst in the sequence. In fact,
shoot ... fire spell at the pillarnow. The strength of the spell
and where you hit the pilla r don't matter. Sl'tments of the
pillar rise and fall 10 reveal stairs leading down to a glimmering
doorway.

You can't reach the door until you've casl four spells in the
correctorder-and. alas. this is the only part of the book you
can figure out on yourown. You need Delen's help with the
rest. Talk to him about -Ayleid reference" and he'll takethe
book and ask you to read him the inscriptions for translation.
You can do them individually or all together. Translate
"magicka sila" either together with or after -magicka lorla." On
its own. it will be slightly mistranslated until you find its
context.

In "av mafre nagaia," "mafre" means "frost," "Magicka
loria" means "magicdarkens" or "wanes." And "magkka sila,"
translated in isolation as -magicshines," emerges in context
with"magic wanes" as "magic waxes: Hence. spells that do
frost damage and that damageand forti fy Magicka will fill out

the sequence.
Execution is tridy. fi rst off, do you have these spells?

(Scrolls work, too.l We hope so, since neither Skaleel nor Denel
sells them. Ifnot. trek to Cheydinhal, or perhaps farther. to
find them. Any fire, frost, and Damage Magicka will work..
(Note that the "damage" in "Damage Magicka· should be
taken literally; Drain Magick,a and Absorb Magic!Gl spellswon't
work on the pillar.)



See Chapter 21 World Map! Nlbenay Basin
Map marker #52.

You should also be happy. The helm has been removed from
your inventory for study, but you geta promotion to Conjurer
and a snazzy new robe.

The Council of Mages isgathering information on the
Necromancers. Among other places, they've sought data in
Arcane University's Mystic Archives, but without luck. Polus
thinks thiscourse may yet prove fruitful, and heasks you to
take a specific lack with archivist Tar·Meena: Ask about the
Black Soul Gems you found in Falcar's quarters in the
Cheydinhal recommendation quest.

Drop by the archives fora chat. The harried Tar-Meerta is
grateful to be asked about something specific and tells you to
find a book called Necromancer's Moon. It's on a small table to
the right of the dooras you enter.

NECROMANCER'S MOON

Read it and consult with the archivist. who calls attention to
a reference to "the Shade of the Revenant" and says it's OK to
borrow the book. BrIng It to Polus. He refers you to Bothiel
(who's in the lobby) on this same reference.

And this rings a bell in Bothiel's head. She recalls that Fakar
asked about the same thingsome time back. He hada file of
notes all the topic and dropped one. Bothiel smartly did not
drop it in the recycling bin , and now passes this "Hastily
Scrawled Note" to you . It mentions five primary sites-the
Dark Fissure, Forts lstlrus and linchal, Pothole Caverns, and
Wendelbek-and asserts thai "altars have been raised;
Anchorites have been called."

Polus recognizes the Dark Fissure as a cave in the mountains
near Cheydinhal. He asks you to go therewith the nebulous
instructions to find "anyconnection to what we've leamed"­
and to notget yourself killed.

TU·Merna runs the Mystic Archlvu, and 11 under prwure from the
(oundl of Magn to offer information about what's going on.

Uiligenl explorers will be rewarded in
vahtacen. Delle! stands neara chest
containing iI good many snails. Some
useful, some not. Included amongst them
are une uf each grr you through thIs
challenge.

Moreover, most FortIfy Magicka spells arecaston your
character, and this one needs to bea targeted spell in order to
hit the pillar.

Finally, you must cast the spells in the correct order,
following the inscriptions clockwise around the compass from
the room's southwest corner: Fire, Frost, Damage Magicka, and
Fortify Magicka. But you 're not told this anywhere, and you
may have to experiment.

What happens ifyou choose poorly? like the mages before
you, you'll getzapped by some or all of the four Dark Welkynd
Stones in the corners of the room-with the severity of the
shock tuned to the number of stonesthat have a direct line of
sight10 your Iocatton. (To avoid getting blasted at all, castyour
spells at the pillar from a position down the southern corridorJ

When you've cast all four, the pillar disappears intothe
floor and ceiling. Descend the stairs intoVahtacen Tarn. (Ifyou
ask Denel and Skaleel flrst. you'll be unanimously selected for
this task.I

This is larger than the small cleared portion of the ruin
above the pillar. Watch for traps In the center of the first two
large rooms and the comers of the third, and more than one
dozen Ghosts or Wraiths all the way through.

The last room hasa raised area in the center and no evident
way to reach the lap. East and west of this raised area, ronflgu ­
ratlcns of stones in the floor suggest that staircases can be
raised at these points.

The switch ison the right at the top of the northern stairs.
Now you cangrab the Ancient Elven Helm andgo back upstairs
to Skaleel by one of three routes. Sheknows the helm isa real
find and directs you to take it to jarol, He's happy, and Polus is
happy that Jarol is happy.
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II turns out that the battlemages beat you to Nenyond Twyll,
then the Necromancers beat the battlemages. The mages are
dead, save for Ftthragaer, whom you may meet a short distance
into the ruins (if the undead don't kill him firstl. He says the
Necromancers were waiting for the battlemages. and thai Allias
rthis traitor"! must have told them they were coming.

With that. he orders you 10 follow him, bUI don't! He runs
into Ihe trap at the foot of the stairs, and dies.

This leaves you 10 bailer a path through the undead, a half
dozen Necromancers, and two Necromancer bosses (not to
mention a range of nasty traps) down to Mariette Rielle. who
tells you before she attacks that it's all for nothtng Allias has
been reduced 10 a Worm Thrall--essentially, a Zombie slave,

You must find the undead edition of Atlias to confirm Ihls
assertion. This is tricky. as he'snot standingaround wilh the
other baddies, but is concealed behind a secret door at the east
end of the huge bottom chamber in Nenyond Twyll. The switch
to open the door is in an alcove north of the door.

Return first to Iraven, then to Polus 110 whom you'll
continue to go for promotion), who promotes you 10 Warlock.
This carries with it free access to the Council Charnber­
meaning folks there will no longeract indignant at your
presence there.

some time, This has inspired fears for his safety and concerns
about the reliability of his lnformatlon, Has his cover been
broken, or has he gone over to the other side?

Hilnnlbal TriIV,n, Artlt-Milge of iI guild undu $I'if, He' II be fl'Jur
conf.ct for lhe n m.ining Milges Guild quests.

The guild has dispatched battlemages to Allias's last known
location-the Ayleid ruin Nenyond Twyll, south-southeast of
Imperial City-to bring himin for questioning. But Travcn
fears for Allias\ safety at the hands of the mages-first that
he'll be seen as just another Necromancer in a Necromancer
stronghold and second as a perrejved defector. You're to make
sure Allias returns safelyto Arcane University.

~
I,

II youget trigger-happy. and take down the
Worm Anchorite before he has a chance to
perform his ritual, don'tworry. He carries a
note that details what the Necromancers
are up to, and Polus will accept this In lleu
of witnessing the actual event.

LIBERATION OR ApPREHENSION?

HANNIBAL TRAVEN'S QUESTS

Evil-doers rejoicel You too can make USf of the
Nerrcmanrcrs' altars10 create blacksoul gems o.f your very
own. Simply visitany altar-on a night when the spectra l
lights shine down on them, and bring-along somegrand
soul gems. Place them in the altar, and cast any Dispel
magic at the altar, and the gems will be converted to black
soul gems, suitable for trapping the souls of any human
(something normalsoul gems can't do).

It's easy to reach, though mountainous terrain requires a
roundabout route. You've been to Vahtacen, and the Dark
Fissure is across the river to the east-southeast and closer to
SwampyCave (which you may have visited ill the Mysteryat
Harrun'sWalch mission for the fighters Guild). You'll recognize
it from a distance from the attar out fronl and the column of
spert ralllg ht beaming from the heavens.

lb. Nffrom.nc..n h.v . a ... t.d . It. n 10\Von.hlp lh ,
King of Worm$ .

There's no need to explore the cave. (Polus cautioned you to
watch your step.) Watch as a Worm Anchoriteemerges from
the fissure and uses the altar to exchange Soul Gems for Black
Soul Gems. You'llget a journalentry about what you'veseen.
Report 10 Polus for promotion to Magician and a referral to
Arch·Mage Traven-c-the source of your remaining guild quests.

'rraven is either in his third-room quarters or the second-floor
Council Chamber. The guild has longhad a man working
undercover within the Nerromanrers' organizancn, but Arch­
Mage Traven has not heard from informant Mucianus Allias for

PR.MAGAM£S,CO,", 159
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INFORMATION AT A PRICE

janus Hassitdor. tfte guilds Va mpire ally in Skingr.ld, has
important information, bUI he won't hand it off to just anyone,
He has requested that you poly him a visit, Whyyou?Traven
doesn't know, and Polus ventures it's "rather unlike him:

The reason is plain to you after your last encounter on a
dark country road: Hassildor thinksyou can be trusted-and
has some doubts about the trustworthi nessof the rest of the
guild. And he's right

Go through Hat.tiunin the Skmgred castle lobby, and the
count will see you. He isn't going (a cough up the info at
"hello," He wants you 10 "takecare" of "a small nuisance"
first

Vampires have taken up residence in nearby Bfoodcrust
Cavern, Moreovt'r. their presence has drawn to Sklngrad a
group of at least three Vampire hunters. Both of thesegroups
present problems, but the count can't act against either
without the rtsk of G1 l1ing attention to himselfand his special
status. However, you operate under no such constraints and
(an kill the Vampires and either kill , help, or preempt the
Vampire hunters.

You have several options. The best sclutlcn. and the least
labor-intensive, is to helpthe Vampire hunters succeed in their
mission by Ielling them where the Vampires are.

You can do that right now, without a visH to the cave: you'll
have fa locate the Vampire hunters fi rst. Hassltdor didn't know
their whereabouts. On matters vampiric, he maintains a low
profilr.) But they must be staying at an inn. There are two in
Sklngrad: the West Weald Inn (at the west end of the northern
part of the townl and the TwoSisters Lodge (in the south part
at the center of the rtustcr of buildings west of the church).

If you go 10 the first, proprietor Erina jeranus will point you
toward the Two Ststers. And at the TwoSisters, Mag gra
Mogakh confirms tbe hunters come in to eat in the afternoon
and go to bed around midnight. (You can get a similar tip from
Mag's sister, Uga k, at the Gratdul Pass Stable westof the city.)

Stake out the inn unli/t heyshow. They'll be in the dining
room between 1 p.m. and 4 p.m. and in their rooms on the top
floor from 11 p.m. 10 7 a.m.

Tell the leader, Ender. you have information for him. and
that the Vampiresare in Bloodrrust Cavern. He'll thank you for
the lip. The four hunters take off for the cavern. Potentially,
you have killed two birdswith one stone-or, at worst, killed
one birdand nicked another.

See, the vampire hunters mayor may not complete the job.
This is not a scripted event. and there ts no way to predict its
outcome. All you ca n do iswait for journal entries thai the
Vampires have been rleared out of Bloodcmst and that the
Vampire hunters either are dead or have left town. Ifyou don't
gel both in a day's time, poke your head into the dungeon to
see what's gone wrong-a nd mop up.

It's easy tnough to directly follow Eridnr
and hi~ men on their rrck to the cave. Once
irrs!de, !otay far enough behind that the
vampires altack them first; you can be
wailing In the wings to finish oft whoever
survives.

Alternatively, yOUran La ke (are of the Vampires yourself.
Present you rself at Bloodrrust Cavern east of the castle and kill
them. It's not that tough. They're spread out, none is more
than a level above your own, and seven are at your level. Take a
portion of Vampire dust from one of the bodlesc-even if you
already have varnptre dust from a Vampire encounter
elsewhere in the game.
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This has its risks. In each encounter wit h a Vampire. there is
a small chanceyou'll be Infected with porphyrtc hemophilia­
the disease thai causes va mpirism.

Now seek 01/1 Eridor and tell him the Vampires arc dead. He
asks for proof. If you have even a single portion of Vampire
dust from Btoodcrust Cavern--the other nine Va mpirescan
stilt be alive-you can provide it. Eridor and his palsgive up
and leave town. That's persistence for you.

Athird possibility for players who enjoy difficu lt approaches
iswhacking everybody on yourown. Beespecially careful
about killing the Vampire hunters. Not because they're particu­
larly hardguys (Carsten is two levels above your own, Ertdor
.mdvontus Idolus are earn one level above, and Shamar is
yourequan. but because you may bring the law crashing down
on your head. HassHdor has already cautioned twice that he
can't rein in the Skinguard guardon your behalr.

However, [ridor's useful in this cause. Ask him where he's
looking for the Vampiresand he'll tell you: "Shamar's up by
thestatue, vcntus is out in the high pasture, and Carsten has
the lown exlt near the castle revered."

It's possible (though difficu lt) to rub out the men at each of
these loca tions whhout the Sklngrad guards being any the
wiser. Your best bet is a single killing blow---rlelivered from
behind with .I poisoned wea pon. Kill £ridor in his bed at the
Two Ststers-c-when he'll be initially unable 10 respond and
wit hout armor.

In any case, when both sides of the quest are complete.
return 10 Hassitdcr for the promised informat ion payoff: A
powerful Necrornanrernamed Mannimarco has arrived in
(yrodiil. Other Necromancers are Oocking 10 him-some guild
members haw even defeeted-and the count suspectshe has
bad things planned for the mages.

Ifyou've played earlier £Idrr Snails games.
the name Mannimarco may ring a bell,
He's a powerful Necromancer who's been
around a very long time, and wasdirectJy
imoolvt'd in the events th.lt occurred in
Daggerfall,

You won't get a promotion after this quest. You won't even
get another quest immediately. Irawn says his attention is
occupied by the Counru of Mages. Tryhim on the third day
after you wrap up "Information at a Price:

A PLOT REVEALED

Iraven reports that the Coundl of Mages has been thrown into
"disa rray" by the presence in the province of Mannimarm­
a.ka . "King of Worms." As Hassrldor intuited, the Necromancer
has targeted the Mages Guild-Traven does not say in what
way-bul Mannimarco's reasons are unclear and the guild has
rerctved no demands.

Of course. me whole concept of "demands" implies OJ plan
for continued coexistence of the guildand the Necromancers.
And you're about to find out that this isn't the case.

Traven sends you to Bruma. He has not heard from Jeanne
Frasortc. the bubbly leader of the guild branch there, for
several daysand .....crrles that "something may he amiss,given
recent developments."

You could say that. The Necromancers have invaded the
Bruma guild, killed Frasortc, volanaro, and Selena Oranta. and
set the place on fire. You must kill lht undead creatures
(ranging from Zombies to Wraiths) on the ground floo r and in
the cellar 10 reach a single Necromancer (Cam illa Lollia , who's
pitched one level above your own) in Frasork's upstairs
quarters.

Thl' arum. M.gfS Guild h.~ bl'l'n .lmo~t cumpll'f l'l, dl'St royr4 by
M.lInnimuco and his minions.

Once Lollla goes down, I'skar, whose invisibility provided
the source material for your Bruma recommendation quest.
dedoaks nearby. He witnessed everything that happened-sand
since then has been playing hideand seek with Lollia. whom
you may have heard tauntinghim. He saw the Ki~ of Worms
standing over votanaro. sucking his soul out of his body. and
saying "something about Echo Caveand destroying the Mages
Guild."
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SeeChapter 21 World Map/ Blackwood
Map marker # 35.

The other godforsaken spot is Fort Onlus in the Cclovlan
Highlands near the Hammerfell border. Ifyou walked from
Weynon Priory to kvatrh in an early stage of the Main Quest,
you've passed close to thisdungeon and should be able to fast­
travel to weatherleah. Rock Bottom Caverns, or Fort Diritrh,
then go west into the hills.

The dungeon residents-all guild turncoats dressed like
Necromancers-are not hostile. (Not yet, at any rate.) They all
tell you to talk to Caranya. She's down in the second section.
Cetttngto her may seem difficult owing to the heavy-duty locks

Irl~v Juol has fallen ttl the Necrtlm~m:l'~.

Teleman is to (he southeast near the Black Marsh border. If
you've visited the Ayleid ruin Atatar in the Fighters Guild quest
"Alani Blarkheart," fast-travel to that locationand make your
way southeast down the river. Ifnot, fast-travel to teyawitn and
head northeast through the Blackwood forest.

larol's the onlyguitd member in evidence here, and he's
dead-whether as a result of inappropriate experimentation or
hostile action, we can't be sure. There's no shortage of
enemies, drawn from an unholy alliance of Daedra and
Necromancers. Hack yourway through the two sections here to
a big room at the bottom, take the helm from larol's corpse,
and bring it back to Traven. who promises to keep it in a secure
place in the Arch-Mage's Tower.

Both artifacts must be turned in to Traven
10 complete the quests. bUI no one ever
said you couldn't use them before turning
them In . Acquire one, and feci free to
equip II in order to helpyou get the other.
They both have significant bonuses for
speucasteo .

THE BLOODWORM HELM AND
THE NECROMANCER'S AMULET

J'shr reveals what he saw while hidden during the fighting.

"At the worst possible time," begins Traven, "the council is in
ruins." The mages have split over the council's response to the
Necromancers' challenge-not on whetherbut how to fight
back. Some higher-ups in the guild want to "Ilght fire with
tire"-that is, use the dark weapons of nerrcmanry against the
Necromancers.

But the "fight fire with fire" folks-both regulars from your
visits to the second-floor Council Chamber-have handled the
disagreement in impolitic fashion. Two groups have swiped
artifacts from Arcane University-the Necromancer's Amulet
and the Bloodworm Helm-and carted them off to distant
locations in the CyrotJiil hinterlands. Ineach case, Traven fears
that the takers may fall victim to the Necromancers. And in the
next twoquests-c-stratghtforward retrieval missions running in
parallel-you're charged with recovering the artifacts.

And with that, the frightened mage takesoff for the
prctecttcn of Imperial City. You'll find him later, no longer
invisible, in the lobby of the Arch-Mage'sTower. You needn't
share his fea rsc-Mannimarco won't return to the Brurna
guild-but should follow in hiswake and get the intelligence
back to Iraven.

Again, the Arch·Mage needs three days to sort out a
response. In the meantime, Polus promotes you to WIzard and
provides the spell wizard's Fury-a blast of Fire, Shock, and
Frost damage that's tuned to yourcurrent level.
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Thailln has been Jeadi"g the now-hotched mission at Silom. bul
lets you tak e over when ),ou arrive.

The origina l plan called for a direct assault on the site. But
that's impossible due to an enchantment on Silom's door, and.
after an abortive attempt thai cost the party one member, the
mission has been recastas an ambush, From activityat the
site-two guards are patrolling outside-Thalfln judges the
Necromancers should emerge soon.

She also tells you that, on Traven's instructions, you're in
charge and asks for orders. You caneither prepare for the
ambush-assigning the three bartlemages to two spots in the
ruins to the west--or wade In and take care of business
yourself.

To get the ambush rolling, talk to eachof the battlemages
about "Abthttes." You'll learn that Thalfin is more comfo rtable
with an axe than a spell; Merete has a talent for "large-scale
spells": and that lveris a proficient healer. Hence, the non­
fighter Merete belongs in the northern spot. at a safe distance
from the action . and the healer Iver in the southern, so he can
apply his spells at close range. Ilbalfln doesn't ex press a
preference. but she's betteroff to the south.) Jfyou pick the
wrong spot. each suggests that they could be better used and
you can reassign them after they're at theirstations.

When everyone's in position. speak to Thalfin again. Keep
an eye on the base of the stairs leading up 10 Sllcrn's entrance.
Two Necromancers emerge from the ruin. Join the two out
front, and head east in single file,

The battlemages-c-Thalfln (the leader). Merete, and Iver-c­
are waiting foryou outside the Ayleld ruin of SHorn near
Skingrad. Your nearest fast-travel destination is Bioodrrusl
Cavern. From the cave, make your way southeast across the
headwaters of the Strid River lnto the ruins. Speak 10 Ihalfln ,
and she'll lead you to a pointcloser 10 the site and brief you,

IAMBUSH

The magu in Fort Onlul tum hostile on solin as you dereal th eir
leader. You'll need to fight your way bacll out.

on the first door into that section and the first gates you find
into Caranya's sanctum after youenter Fort Ontus Halls,

This just meansyou haven't gone far enough into this
section or looked hard enough. You can open the portcullis
southwest of Ca tanva using the lever on your side,

Caranya has no intention ofgiving up the amulet. She
means to pass it along to Mannirnarco. With a colorful remark
about the King of Worms sucking out your bone marrow. she
attacksyou,

Caranya's a tough character, with spells drawn from the
Necromancer boxed set, and it's a tough fight. But she's made
the same error as Ca minalda in the recommendation quests:
She let you gel closeto her, and that may be her undoing.

Take the amulet from her body and go out of the fort the
way you came. Thoseonce-peaceful guild turncoats attack you.
You can also use the exltat the north end of Caranya's room,
but you'll face heavier opposition that way,

First stop:a bewildered Traven, who says Ca ranya was
among his "most trusted advlsors." Then to Polus for
promotion to Master-Wizard. That makes you his equal in rank.
Where can you go from here?

You've checked the guild insurrection and nowcan turn your
attenuon to taking on the Necroma ncers. You're to rendezvous
with a group of battlemages dispatched to intercept a unique
Black Soul Gem and prevent its delivery to Mannimarco. You
don't knowwhat the gem does, but Traven thinks it may be a
means of saving the beleaguered guild. (In short. he's joined
the "fight fire with fire" crowd.) And that's all he'll say until
you complete the quest.
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Be rarcful when approaching the ruins .
GctUn?; 100 dose "'~11 alert the
Nl"(.l'Omance~ to yourpresence, blowing
yourrover. In the event that you find
y(lUtsclf exposed befmegellingyourallies
setlip. run bark to them and let the
Necromancerstome to you. Your guild·
maleswfl! Jump in to helpout.

The ambush draws gem-bearer Falcar out of Ihe ruin. (Yes,
Faka r, the Cheydinhal guild leader·turned·Necroma ncer.) Fix
him in place with a Paralyze or Burden spell, kill him, and
claim the gem without the need 10 fight your way into the
depths of SlIorn.

Be quick and arrurate. When combat starts. Fakartries to
retreat inlo Stlorn. Ifyou're in the right position, thisworks 10
your advantage, as il sepa rates him from the moband gives
you a clear target. Disregard Thalfin's cautions, circlearound
the statue, and come up on the Necroma ncers from the rear,
blocking his retreat.

If this doesn't work, you'll have to do it the hard way. Siloro
consists of three levels inhabited by lots of Necroma ncers and
undead. Fakar isat the bottom. Take the gem from his body
and reiurn to the guild.

You've saved Traven. With the gem in hand, Mannimarco
would have launched an assault on Arcane University. The
specia l BlackSoul Gem was designed to hold Traven'ssoul.

CONFRONT THE KING

But you'vesaved Traven onlyso that he may sacrifice himself
for the grea ter good. After you accept a final assignment ro
confront the Kingof Worms in Echo Cave, Traven reduces
himself to a Colossa l BlackSoul Gem.

Take the gem from the folds of his robe and fast-travel- to
Cloud Ruler Temple if you've completed the Weynon Priory
mission in the Main Quest, or to Bruma if you haven't- then
go west to Echo Cave.

Sec Chapter 21World Map/Jera1J
marker # 4.

The cave door is locked; you can't pick it. Guard Bolor Savel
holds the key. He says he will die defending: it. Oblige him ,
which isn't hard, take the key, and enter.

Bolof Savel is only the first ob stacle in your pat h to fina lly
muting Milnnlmarco.

Echo Cave is a big nasty Necromancer dungeon with
Necromancers and undeadspread over three levels. It's also
home to Man nimarco-in the large room on the depopu lated
third level (Echo Necromancer's Chamber). The King of Wonns
is several levels above you. He has hlgh.level Paralyze, Shock,
and Summon lich spells. and willgive you a Jo(ood run foryour
money. He's standing next to a switch that sets off "claw" traps
all over the room.

Milnnlmarto him~lf awaits )'tlll In Echo C.1I1'.

Ordinarily, he'd be able to turn you into a Worm Thrall (nke
poor Mucia nus Alliasl with his Enthrall spell. But the presence
of the Colossal Black Soul Gem in your inventory is sufficient
to prevent this. Thus ro bbed of hiscrit ica l weapon , he's
heatable. Close in and finish him off.



toot the chests afterwa rd-c- lots of good stuff-and play
with Mannlmafw 's Staff of Worms, which has a nice ream­
rnauon effect on dead bodies. Reru m to the Arch·Mage's Tower,
nowyour lower.

serve matnly as buffers in combat. Each has one random
Destructtcn spell and J full load of Warlock spells-c-rneantngat
least one spell from each of the Iotlowt ngdisciplines:
Destruction, Alteration. Illusion , and Restoration. But they're
alsoseverallevels belowyou.

ROOM AT THE TOP

TIlt> Worm has turned.The Necromancers have lost their center
of gravity, and the Magrs Guild is intact-though its
membership is reduced in number.

You're in charge. Yoo were already de facto Arch·Magf
before you set out on thai fina l mbston, so, on your return.
Polus doesn'l SO much promote you as recognize your new
status.

With the tttle comes. a range of privileges, You nowhave
access to the full rangeof g:uild facilities, including the Arch­
Mage's quarters on the top floorof the tower, That'snow your
quarters.

'?!!.t

••gic wllh , ptutlc.ll u~: thi s chn t wUl pro,id. you with Ingre­
dl.nb or. I1Y on. typ. one. , _.k

The Appn'nllcn m~y 110t ee yo., stronim.llirs, but will .~g.rfy

follow)'Vel Into b.rttl4! tr you 10 choaw.

What can you do with yournew pal?Well. Mannimarco is
gone and the formal Mages Guild quests are at an end. But the
Necromancers are around. and you can make mopping them
up a personal project. The "Hastily Scrawled Note" from the
Necromancer's Moon quest ldentjflesfive "primary sites," and
wecount numerous additional Necromancer sites.

Ihe Arch·Mage has dCCfSS to hisvery own
Spcllmolking and [nchanting Altars. If you
woIn!. you never have 10 visitanyof the
other fadlities In the Arrane Uni\'t'rsity.

Once a week. you can have the guild supply you with
additional portions of any ingredient. however rare or common
II might be. You Just have to put one portion of the ingred ient
you want In the chest In your Quarters. Twenty-four hours later,
there will beadditiona l portions of that ingredient in there.
Butdon't wail too long to grab them. After a week. they'll be
cleaned ou t.

Finally, you can enlista single apprentice from Arcane
Uniwrsity 10 follow youand fight alongside you. Ten of these
generic characters wander the CAmpus at anygiven time. If the
apprentice dies in your service, or isdismissed byyou,you can
come back for replacements ad infinitum.

These are not the toughest folks In Cyrodiil, and they may



FACTION QU ESTS:
THE THIEVES GUILD

OVERVIEW

Guild Rank
Pirkporket
Footpad
Ba ndit
Prowler
Cat Burglar
Shadowfool
Master Thief
Culldmaster

fenced Items
Requirem£llt
None
SOgold
l@ gold

_2OQ gold
300gold
500 gold
700gold
1,000gold

Ouest Requiremen t
May.the Besrth tef Win
untanng the Poor
The r jven Maiden
Ahdarji's Hei rloom
Misdirection
Taking (a reof tex
Arrow of Extrication
The Ultimate Herst

Available fence
nngar the World ,!"ea ry

Dar lee

Luciana Ga lena
Orrin
Fathis utes

Initially, you may wonder if there is a Thieves Guild in Cyrodiil.
Unlikethe Fighters and Mages Guilds. it has no branch
offkes-e-not even the unofficial ones that exist within the
seedier pubs in Morrowind. It has no obvious local representa­
tives. And word of mouth suggests it doesn't exist.

The Thieves Guild doesexist. but it isn't a conventional guild
with an imperial stamp of approval. Secrecy is the organi­
zatfon's watchword ; membership is exclusive and the Initiation
exercise rigoro us.

thieves Guild membership ca rries with it two unique advan­
tages. By appealing to eitherof two doyens (guild
lleutenantsl-c-Armand Christophe in Imperial City and S'krtvva
in Bravil- you can reduceyour current bounty by half. In
other words, you'll spend half as much money 10 payoff fines
to redeemyour bad behavior.

ArrnOind Chrilfophe, your first Doyrn

S'kriv\lOl, the nut Doyen

The guild alsogives you access 10 five fences, who are
parceled out over the quest line's course. They're the only
merchants in the game whowill buy your stolen loot. (They'll
buy standard lootas well, but because fences strike hard
bargains, you're better off selling your standard dungeon
sweepings to regular merchants.I Moreover, you can buy back
from a fence items you've sold to him or her. You'll lose some
money on the deal, but it'sfair payment to have the rights of
ownership stripped away.

Even thieves have rules. The handling of bad treatment of
fellow guild members will be familiar from the Fightersand
Mages Guilds. Don't beat up on yourfellow thieves and don't
steal from them.

Punishment works differently here. You won't perform
missions to redeem yourself, but pay fines.

,
Fines ~_

200 gold for theft

~500 for assault :r
1

1,000 for murder -.:= ....

Plus additional 1 ,000 bloodprire fo r any, unn t'c~a ry
murders:' .~, ;

• . ~ I~
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Moreovl'r. no "three strikes and you're out" rule accorn­
pames these penalt ies. You can offend 1o your heart's content
and stay in the guild as long as you have the cash to back it up.
And, fina lly, unlike the fines imposed byguards. the theft and
assault fines do not accrue ever multiple offenses. You can
smack OM' guild member with your 5....'0"', or 10.or 100, and.
Ifyou'restill alive after said whacking. you'll still have to pay
only 500gold. (Once you've assaulted one Thieves Guild
member. they kick you out of the guild. At that point, they
can't fine you again for i15S.1ulling a member because you are
no longer a rnembet.I

If this all seems permissbe. the guild also hasa no-titling­
on-the-job rule that has no parallel in the other guilds. The
Thieves Guild is about stea ling stuff, nOI killing people. "We're
nOI the Dark Brotherhood," saysChnstopne.

II works this way: Ifyou're instructed to steal item Xfrom
the house of Y, then the person of Y, and any other persons
occupying Y'~ house, rnust remain inviolate for the term of the
quest. If Ihey don't, the guild will hear about it instantly,
you're out, and you'll howe to pay a "blood prtce" of 1,000gold
per death for readmission.

However, note that the job doesn't start until you pass the
door of the target structure. If you kill someone on the street
outside the house of Y, the guild doesn't care.

This could get expensive, Ifyou take on a Thieves Guild
mission and leave it unfinished while performing other work
that directs you into the same area, and you happento kill
some people. you'l\OWl' the blood price, even though you wert
"on the chxk" forThiem Guild quests.

FINDING THE THIEVES GUILD

There are two routes into the Thieves Guild, One way is to read
a wanted poster for the "Gray Fox," They are all over Im peria l
City. Afew of the 10-plus locattons: next to the Arena entrance,
next to the exit from The King and Queen Iavem in Elven
Ga rdens, on the left wa ll inside the Divine Elegance shop in
the Ma rkel District. next to the exit from Talos Plaia District 10
the Temple Dist rict. and beside the ltghthouse entrance in the
waterfront District.

Read ingthis document gives you the topics "Gray Fox" and
"Hieronymus Lex: You haw to talk to a beggar whose
Disposition is at least 70beforethe beggar will ask, "ArE' you
looking forhim?" Choose the option thaI youwant to work
with the Gray Fox 10 get a tip to visit the Garden of Dareloth in
the city's Waterfront District at midnighl

The second approach (ames in the form of an invitation
from the guild that you get only after you commit a crime and
spend time in jail.

Any crime will do. It doesn't beveto be a theft (If it's a
murder, you'll also win the interestof the Dark Brotherhood
Iaction.I The offense doesn't have to be big: or dramatic. Take
something: sm..111that doesn't belong: to you, which alsoensures
that the fine or Ja il sentence will be small. 00 so under the
eyes of the nem'sowner, so the offensewill be detected. You 'll
know from the owner's reaction that It was.

T1Il!' ullim.lli. desirn.lliion for .1I 11l1rvn, .li nd Dn. w.lIy In tlt tllr

T1Ilnot'J Guild .

Wa it fora guard to show up or go find one and talk10 him.
Select "Jail." Go to sleep to run out your sentence. When you
wa ke, you find yourself outslde the prison. And then...

...dependtngon where you are in Cyrod iil, it may take a
while before the next step kicks in. If you're already in Imperial
City, Myvryna Arana may reach you within minutes. If you 're
not, and you want to forge ahea d with the Thieves Guild
quests, wa it where you are. She'll hand you a note that
contains information on a secret meeting: in the Garden of
Dareloth 031 midnight.

The messenger seeks you out only in the
eight ritib-ootlO me Wlldtmess,
dungeons, or ruraf.'roule locations like
Weynon Pnory, Cloud Ruler Temple, end
lilt" smaJl senlemems. If you're t the
province's southern or western extremes--,
in teyawiin or AR'lll-it could be up to
eight hoursbefore Myvryna dl'O~ uff her
message. Ifyou b.st Irawl between ( Illes, It
could ttlkr her even tcnger to find you. So
if you want the nOIC', ~tay in one city until
she find!> you,
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To get 10 the Garden of Dareloth. Iasr-navel to the
waterfront District, The marker on your compass pointsyou to
the fronl door of a dosed-up house. Though not identified as
such here, this is Dareloth's house. Use one of the nearby
arches to rut through the bankof housesand circle around to
the bark to find the realta~ Wait there for the appointed
hour. Congratulations. You've found the Thieves Guild.

ARMAND CHRISTOPHE'S QUESTS

MAY THE BEST THIEF

rinding is not joining. You are not yet a member. Unlikethe
Fisthlf'tS and Mages Guilds, the Thieves Guild requires a demon­
stration of your practical skills- rather than just a general
indlratiunof a level head. After two other would-be members,
Methredhel and Amusei, show up around midnight, you can
speak to Christophe about "Thieves Guild" and he'll give Ihe
three of you a challenge: Steal the diaryof Amanti us Allectus.

Christophe tells you virtually nothingabout whereto find
the journaJ--just that it's in the Imperial Cjty-c-but offersthat
beggars will help you for a price. Justone rule: You're not to
kill Allrctus or each other. (In fact, you can't kill either of your
rivals-t hey are essential rharacters-c-but you can fight with
them, to no goodeffect.l

AmulI'l, Arm.llnd Chrislopht, .li nd Mtlhrtdhtlln 1M Gndtn

of Dut' lolh

You have nothing to fear from AmuseL At thls stageof the
quest line, the Argonian is useless. He wanders fruitlessly in
Tales PI.1la.

Methredhrl is another matter. During Christophe's speech.
she exclaims that she'll have the diary beforedawn. And when
the speech ends, she runs for the causeway that leads
northeast to the Temple Disttict. She knows whereshe isgoing.

Do not follow her. Forany but the fastest characters, this
will cement her lead overyou.

Make sure you have lockpkks. (Ifyou don't, Christophe will
sell them to you for Sgold each.l Wake the beggar Puny
Anrus. who's sleeping near the wall north of the meeting place,
and bribe him to tell you what he knows about Alfectus. Be

reveals that Alledus lives at the Temple District's east end.
Fast-travel there, run to the east gale, turn south down the

last lanebefore the gate, and pick the two-tumblerlockof Ihe
first door on the right. The diary is in the desk on the ground
floor. (Read it; it's a short and gruesome account of the writer's
attempt 10 develop a Vampire plant.I

Let's supposeyou're not 50 quick off the mark. You arriveat
Allectus's house to find the diary missing. Methredhel has
beatenyou to the punch. Indeed, if it's the sameday, she's still
here and will bunt you with her triumph. Thenshe'll vanish
through a cellartrapdoor into the Temple Sewers, and you
won't be able to follow her.

Vanish to where? Back to Christophe to daim her prize? No.
Methredhel is subject to the same meeting constraints as you
and won't reappear in the garden until laic that night. Rather,
she has retreated to her homeand slowed the diarysomeplace
safe. Or so she thinks.

Your journal prompts you 10 steal the diary back. You've
only to bribe a beggar to learn that Melhredhel lives at the
north end of the Waterfront District.

Thiswill be a fairly easy burglary. The door and chest locks
are adjusted 10 yourcharaner's level, and Methredhel and her
roommate, Adanrel, go out for dinner after 6 p.m. every day.

let's suppose, again, thai you missed the chance10 steal
back the journal.Methredht'l is no fool. She returns the diary
the next nightand joins the guild. What then?

You get one more shot. This time, Christophe sends you 10
get gchssan'ssword. Bribe a be'ggar to learn thai Rohssan runs
an armory (A nghting Chance) on the rasrside of the Market
District. Thesword's in a chest in Rohssan's upstairs quarters.
You'll need to deal with the leveled locks on the door and
chest and a guardd~ within, bUI that's that.

One way or another, with diary or sword, you've satisfied
the guild's requirements. Meel Christophe behind Oareloth's
houseat the appointed lime, and you're In at the rankof
Pickpocket. You'll get mostof the guild's commandments, as
outlined previously. At some point during the Quest, Question
him about the Gray Fox for your next bit of data: He's the
thieves' guild master, thoughapparently he's uncomfortable
with the title.
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However, Christophe won't give you an assignment. Just as
you had to prove yourself an able thief before you were
admitted to the guild, you'll now have to demonstrate your
commitment by fendng stolen items before you'll receive a
mission.

INDEPENDENT THIEVERY

Christophe'sadvice on this score is broad. He charges you 10
find "a likely looking house," then to "break in and steal
some sluff."

Where? Anywhere you like. You're operating under few
restrictions. Allof Cyrudii l is your beat. The no·killing
restriction isn't even in effect , because this is not a quest. If
you like, you ca n do all your freelance burglaries now. After
you fence items worth a 10LlI of 1,000 gold, you'll beable to
do the next 10quests wlthourtnterruption.

For now you have to sell to a fenceat least SOgold in stolen
property before you ca n undertakethe unraxtng the Poor
mtssicn, In the interests of efficiency and easy distance, move
you r operations to Bruma- the localion of the only identified
fence. That's Ongar the wend-wea ry, who lives on the south
side of town.

Castles contain the most loot. But they also have lots of
guards, and your chances of gettingpinched go up. Shops are
decent targets, too, but they're heavily locked and the best
stuff is locked in keyless chests that are inaccessible. Middle·
class houses offer fewtemptations-though they sometimes
ccntaln smidgens of loot- and lower-class houses have none.

Upper-class houses are guara nteed to contain something
salable. Ifyou do the Dark Brotherhood quests first , you'll
make a number of these burglaries easy, as you'll see later in
Ihis chapter.

In targetlng upper-class houses,you will bump up against
the Dark Brotherhood quests; burglarizing quest locations may
or may not cause problems for you later. In many cases, quest
items appear only when the quest is runn ing, so you can't take
anything critical. Here area fewsuggestions of houses you can
try thai contain upper-class loot:

Anvil; Heinrich Oeken-Hult's house is north of the Chapel
of Dibella's east end. ', ,
BravlJ: Ungolim's house Is on Bravll PI,ua\ north side.

Bruma: lyra Rosentfa's house is in th e town's northeast
comer. \

Honmund's house is north of the Great Chapel of Talos.

Baenliu's house issouth of lyrjl Rosentta's.

.Cheydlnhal; The Orum house Isacross ttle river from the
Chapel of Ark,)y. ' .... ,
Chorrol: Rlm.llus Bruiant's house Is in the town's north­
central part.

. ~ ,~

Imperial Clty: Dorian's house'ls in Tales Plaza's south­
eastern quadrant. t' _ "

Iakben. Earl of lmhel's house is in the southeast corner
of Tales Plaza's traffic circle.

Umbacano Manor Is on the northeast corner ofTalos
Plaza's traffic circle.

Leyawhn: Alval uvam's house is in the' town's south-central
part,

Rosentta Gallenus's house is in the town's west-central
_part. ....
Sklngrad: Nerastaret's house is at the east-end of the south
part of town. ~

Summitmist Manor Isalso at the: east end of the south
part of town . s-e e:

•
Set the "City Pft aps" chapter for exact location of each
house.

FENCING
-----------------

Don't rush off to Ongar, fences drive hard bargains, Ongar has
a Mercantile skill of 60. That's probably better than yours.
You 're not going to gel as much as you expect for your loot.
Can you tweak this payoff?

Absol ute ly. II will pay off in your encounters with merchants
in legitimate and illicit goods. The techniques covered here will
work equally well when you need to enhance some e ther skill
in a hurry.

Your first step is to boost your Mercanlile sklll-your ability
10bargain. There are several ways to do this: permanently, by
training with a character for a priceor reading a Mercantile
skill book; semlpennanemly, by find ingand equipping an item
with J fortify Mercantile enhancement; or temporarily, by
afCjuiring and casting the appmprta te Absorb Skill spellor
scroll.

Master Trainer

Those who can train you up to 40;

foroch , who holds court at the Gottshaw Inn (southwest
of Kvatch)

Mach-Na, who rUIlS Ma ch·Na's Books In Cheydinhal

Those who ca n train you up to 70:

Margarte, the alchemy hobbyisl in Leyawiin

Seed-Neeus at Northern Goods and Trade in Chorrol

Those who (an train you up to 100:

Consult the MMasler Trainer Quests" in thl' Miscell,lncous
Quests" chapter.

The other step Is 10 char Ongar up in the Persuasion mtn l­
game. Make him like you. If he likes you, you'll get better
prices. Takeadvantage of the ground you gain with him by
coming back for marc.
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THE ELVEN MAIDEN

On its surface, this is a very ordinary mission. Christophe
dispatches you to collect a bust of the late Countess of
Cheydlnhal.

Fast.travel to Cheydlnhal's West Gale, Seek out one of the
city's beggars-Luckless tuclna or Brucdus the Orphan. It will
rest you a small bribe to learn the bust is near the countess's
guarded and haunted tomb in the undercroft of the Chapel
of Arkay.

Your pal Puny Ancus can help you. Wake the poor fellow,
He discloses that lex hasan office in the South Watchtower.
Your compass and map now pointyou to a spotnear Amantius
Alleetus's house in the Temple District.

Above the ground floor, you're trespassing, so be quick
about it. Two ladders-the second to a locked trap door-take
you up to lex'squarters. Don't worry about the captain. He's
out virtually all day on rounds, and if he's here, the erstwhile
painter, the captain , is likely sleeping. Unlock the desk's leveled
lock and get the gold and the records. Read the records, too,
for a hint on the next quest.

Cart the stuffto Christophewithout getting pinched-which
could be tricky, depending on your liming-and he tells you to
keep the gold, promotesyou to Footpad, and, ifyou've fenced
a total of 100 gold in stolen items, offers another mission,

Inside the undercroft door, wait and watch the patrolling
guard's movements. When she's in the eastern extremity, swoop
inand grab the bust from Iheshelf in the western extremity,
Then swoop back out again, before the guard cando anything,
and leave the church. Fast-travel to the Waterfront. (The
Ghost-or Wraith, depending on your level-appearsonly if
you open the sarcophagus in the niche behind the bust.)

The Waterfront's full ofguardst Usually, thereare two at any
given rime. Now, with reinforcements pulled in from the
nearby Temple District, there are four. And they are looking for
Christophe and the bust.

This makes your midnight rendezvous an unlikely event.
Christophe is hiding in the cellar of one of the Imperial
Trading Company buildings. Your journal suggests asking

Th~ bust of Uathol$1I Ind"r)'$

Mercantile
Skill

100

so
70
80
90

Barter
Gold

1,500

600
800
1,000
1,200

Fence City
ongar the World-Weary aruma
Dar lee _ - - leyawiin
Luciana Galena Bravil
Orrin (astir Anvil

Imperial City
Fathts Ules Elven Gardens

Granted, you will earn connections to new fences who have
more gold than Ongar's rather sad 300. But they also have a
progressively higher Mercantile skill-peaking at lao-and
hence they're more and more stingy about parting with thai
extra gold. Start with ongar and exhaust hisgold before you
move on to hiscomrades. Indeed, given your investment in his
good natore, there's no need to move to the other fences at all.
His barter gold will replenish in 1-3 days.

Thr first renee, Oogar thr World-Wury

110

The Imperial City doesn't usually collect taxes in the
waterfront Dlstrkt. The people here are poor, and Christophe
says the receipts would barely cover the cost of their collection.

Hieronymus lex, a "law and order" type in Imperial Watch,
has broken the tradition. The Gray Fox, who has placed the
Waterfront's people under his protection, wants 10 restore it.
You're to play Robin Hood and steal the tax money and
records,
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fellow thieves about his whereabouts. You won't learn anything
but the obvious on that score, bot you'll hear that Methredhel
is looking for you. Hang around for a while and she'll find you .

II turnsout no one commissioned the theft of the bust.The
mission was designed to nail a mole inside the guild.
Unsurprisill1!:ly, this turns out ro be Myvrynra Arano. (You can
alsopick up this morsel from Hieronymus In: if you're nearby
when he lets iI slip in conversation with a guard.l Methredhel
instmrtsyou to pin the theft on the spy. PI.1nt the bust in her
Waterfront District home, then tell Hieronymus lex she's
the thief.

Arana lives in .1 shack west of lex. This proximity and the
guardsmen running back and forth past the housecreates some
trouble in getting past the leveled lock undetected. so be
patient and wait for your moment. When you activate the
cupboard ncar the bed (not the one 10 the left of the
fireplace), the sculpture is automatically Inserted .

As Methredhel suspected, you'll also have trouble
persuading Lex of Arano's guilt. Boost his Disposition 1070,
and he'll blow what's left of Arana's cover. Follow him into
Arana's place, lie searches the cupboard, confronts the
Informer, and charges her with the theft. Arana's revea ling
protests art' to no avail. Shegoesto jail forever.

Will Christophe come out of hiding foryour Iate-nigju
meeling? He will. Along with your100 gold reward, you'll get a
promotion 10 Bandit and the identity of the second fence. Dar
Jet, who tivesin Ieyawiin. has 400 in goldand a Mercantile
skill of 70.

You also receive a referral to S'kriwa in Bravil for future
work. This quest's nugget of conventional wisdom on the Gray
Fox is brought to you by anyWood [If or Khajiit member of
the guild: The Fox's identity is a secret.

S'KRIVVA'S QUESTS

AHDARJI 'S HEIRLOOM

S'kriwa's home is near Bravi l's North Gale, but Christophe's
advice was on the mark: Don't bug her there unless the door's
unlocked. (She's a drug dealer on the slde-c-she makes a
regular skooma delivery every Saturday-and she values her
privaryl You're betteroff catching her at the lonelySuitor
lodge (9 a.m. to 9 p.m. on Tuesdays and Thursdays and 8 p.m.
10 10 p.m. daily fordinner) .

The door is unlocked a lot:6 a.m. to8 p.m.
on Sunda~'S. Mondays, Wednesdays. and
Fridays; 6 a.rn. 10 9 a.m. on Tuesdays and
Thursdays; and, on Saturdays, 6 a.m. to 10
a.rn. and again from 2 p.m. 10 8 p.m.

If you've fenced 200 gold in stolen loot, the Khajiil will have
an assignment for you. AhdarJi, the widow of a former guild
fence, has 10,>1 a beloved ring 10 a "street scavenger" (thai is, a
freelance thief) and isofferin)! a reward for its return.

Find Ahdarji through bef,gars in her hometown of teyawtin.

For a smart bribe, either Rancid Ra'dirsha or Deel the Scalawag
reveal'> thai she lives on the west side of town, lunches at the
Ffve Claws lodge (specifically, from noon 10 2 p.m.I, and takes
her dinnerat the Three Sisters lodgt' . (lndeed. she lingers there
unIii midnight.>

You'lI never guess who took the ring: Amusei, your
ineffertual rival in ~May the Best Thief Win." Ahdarji wants
himdead but, after you explain about the guild's nCl-killing
rule, settles for making himsuffer.

On that score, the city guards have beaten you to the punch.
Ask a guard witha Disposition of 45 or payoff a beggar to
learn Amusei has been jailedfor trying 10 blackmail L.tyawiin's
countess. The beggars throwin the wisdom that the guards can
be bribed 10 allow a visitor to set' a prisoner.

Armed with this knowledge. make yourway to the castle
dungeon, where you will be refused admittance to see Amuse!
before you can even ask. Brihery (20 gold) will work here. So
will picking the pocket of the guard for the key to the cells. So
will not asking for permission and making your way stealthily
down the hall, picking the lock on the door 10 the cells and
chatting with Amuset,

Offerhima lockplck, and he'll tellyou how a fence told him
the ring wastoo hal to handle. It had already been stolen
before Amusei touched it. Inscribed "To Alessia," the ring
belonged to Leyawtin's countess. Amusei planned to sell it back
to her, and that's how he got pinched. She has the ring now.

"The countess rarely leaves the castle," says the thief. "Good
luck gettingit back." (Amusel will escape his cell when the
quest ends.I Adirect assault on the royal quarters iYT'1 impos·
slbte, but you'll need to be an accomplished sneaker to pick
the lock on the second door while avoiding detection by the
two nanking guards.

Consult yourjournal. It suggests you check with Ahdarji or
the begg.m again. These optionsare mentioned in an almost
lnrldental way, but in fact this isan either/or proposition and
an importanl one.

If you talk to Ahdarji, she reveals that her attachment to the
ring Is more than sentimenta l. II is professtonal, The ring
allows the wearer to read the count 's private message'>. Now
she'll pay double (200 gold) for its return.

An extra 100 gold is not that much money; talk to a beggar
Instead. If you do, you'll gel the name of a contact within the
castle Irountess handmaiden Hlldara Mothrill. You'll pay 10
gold and alsoget a suggested piau' and lime foryour
approach. (Ms. Mothril eats dinner in IhE" castle at 8 p.rn.) Nol
10 mention a reference to ,l hidden torturechamberused for
lnterrogatlcn of Argonian immigr.mt,> from Black Marsh.
There's an element in Leyawiin that loathes Argonians.

You'll find the lady in the dining room in the castle's County
Hall a littleafter Bp.m. Molhrills not a willing participant in
the burglary, and she needsencouragement to spill the
beans-a Disposition of 60 to speak about Alessia Caro's
schedule (shegoes to bed after 11 p.m. and isaway in Chorrol
from the 15th to the 17th); 70to discuss the ring Ithe countess
wears it all the time but puts it In her Jewelry box at night);
and 80 to note that the secret passage links the cellar to the
royal quarters. (You (an also learn abcur the countess faking
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Dtd you wonder whythis seems easy? Thoseguards running
around in the Waterfro nt slumsaren't new rharartersadded to
the game for this purpose. They're drawn off from other
Imperial City districts-c-spedflcalty Arcane Un iversity (two
from the dayshift and two from the night) and Temple District
(one from each shift).

This has usefu l implications for a player struggling to meet
the requirements for fenci ng, and you may want to stretch out
this quest and takeadvantageof the reduced police protection
10 build up some credit with fences Ongar and Dee far.
Admittedly, the Temple District doesn't haveany pure upper­
class homes. but a number are on the rusp between middle­
and upper-class loot, And the university is thronging with
stealable items.

In anycase, return the Sldlf to Methrtdhel, and she'll
dispatch you to the Waterfront 10 ~py on lex- sticking to him
closelyenough to overhear all)' conversation. The assumption
here is that he'll eventually receive an order to restore the
borrowed guards to their original duties.

Shark for the period of the lockdown, and he's got the 5CIme
"curfew" line as everyone else.)

Methredhel has a plan to force Lex 10 redeploy hi.'i resources
and thus loosen hisgrip on the Waterfront: rlveguild opera.
Ii~ will simultaneously stage burglaries at prominent
locations aCT~ the city. You're to steal Hronnir's Staff from
the Arch-Mage's room at Arcane UniVl'rsity and, just in use the
mages are slow-witted today, leavea note from the Gray fox in
his nighlstand suggesting that other precious items may also
disappear unless universtty security is beefI'd up.

The theft is easy. Visit the topmost room in the central Arch·
MJg£" s Tower either as lnstrurted-cwhen Hannibal Iraven is
sleeping (1 a.rn. 10 7 a.m.l-cor when he's downstairs in the
Council of Mages chamber (9 a.m. to 11 p.rn.l Take the slaff
from the table and activate the nightstand to insert the note.
(The requirements are the same if you're an Arch·Mage.)

Whileyou're at tt, ccltect the document fragment: Song oj
llrormlr, from the top of the little bookshetf to the right of the
Altar of Enchanting. This is more Gray Fox trlvla-c-an extract
from an epic tale that atludes to the theft of the Gray Cowl
from Daedra lord Nocturna l. (R Mortal man hast taken it from
me unaware.")

I•MISDIRECTION

If you observe basic caution. you shouldn't have to deal with
anythingworse than locksalong the way. The onlyserious
ob5t.lcle is the jewelry box (atop the dresser near the bed ),
which will have a tough lock. depending on your level.

Grab that document, DMnJng thE' CIder SaolJs. from the
jl'Welry box as well. Its point is that the Elder Scrolls are
prophecies. [This is our bit of Gray Fox arcana for thismission,
though the connection won't be apparent for some time yet.)

leave as you entered and make )'Our way to Ahdarji and
S'knvva for their separate rewards and promotion to Prowler.

Hieronymus Lex, the Imperial Walch captain with the no­
tolerance posltiun on the Th ieves Guild, has sent guards from
all over the city into the Waterfront District with a view to
capturing the Gray Fox. The Fox issafe. but the guild's work
isn't gellingdone, and S'kriwa wonders howlong this
can go on.

If you 've fenced goods worth 300 gold, S'krivva sends you to
the rily to locate Methredhel, who is handling the guild's
response to this crisis.

Sureenough. if youvisit the waterfront, there is a crush of
guards.lsking after the Gray Fox; a curfew in t'Ued.; Chrtstcphe
under effective house arrest; Lex. in his old spot near Myvrynr.J
Arana\ house, drclaringthe district "closed for business"; and
no one Sdying anythingmuchabout anything.

You can draw a bead on Methredhel'slocation-Dynari
Amnis's house in tales Pklla-by bribing a brggar with 15gold
in any other Imperial City district. (Traditional Waterfront
informer Puny Ancus has been ronsjgned to the Abandoned

off her rtngat night from a stray remark to her lady in
wailing-but you'll have 10 be close byet the time.)

Use the door in the castle lobby's soumwest corner to reach
the cellar, In the storage room at the tull 's end, throwthe
switch In the barrel against the west wall to open a secret door
nearby and follow the hall beyond first 10 the torture chamber,
then to the royal quarters.



Lex isstill between Arana's old place and Christophe'sshack
in the slums. You'lf scarcely have approached him when a
Dremora appears to the north. walksup to the captain, and
delivers a note.

Lex gels new orden.

Keep an eyeon that note. lex drops it and iI skitters away
from him. Retrieve il to discover that it's from Raminus Polus
of the Mages Guild-and Isn't so much an order as a threat.
But the threat works. lex calfs off the dogs. You can watch as
the city watch dears out and the people return.

Return to Methredhrl (st ill at Amnls's place) and she gives
you one last job: Return Hrormir's Icestaff to the Mages Guild.
Not dire-rtly-that would be too dangerous-bul to a "safe
chest" In the homeof fanner university researcher Ontus
Vanln.

Thehouse is In the north wall in the distrid's southwest
comer, and the chest is upstairs against the southeast wall. Hit
it in the p.m. on a wetkday, and Ontus won't be home. He
takes lunch and dinner out and In between, shops until he
drops-In stores with a magical bent Thestaff Isautomatically
Inserted when the chest Is activated.

You're done, If you stop in to see Methredhel on yourway
10 Bravii, you'll find she's already returned home to the
Waterfront District. Your reunion with S'kriwa will be accom­
panied by,1 reward of 300 gold, promotion to Ca t Burglar, and
the identity of a third fence. (That's tuclana Ga lena in Brdvil­
with 600gold and a Merrantile skill of 80. She'sat the lonely
Suitor lodge frum noon 10 2 a.m.l

LOST HISTORIES

Athief named Fherams was sent to Skmgrad to retrieve a book
railedThe test Hisrories of Tamrit'l for the Gray Fox. He has not
returned. If you've fenced goods worth 400 gold , S'kriwa will
send you in his foctsteps.

Fast-travel to Sklngrad and find the beggar Foul fagus or
Nigidius me Netdy. Bribe one or Ihe other with 20gold,and
he'll t(>11 you thai Iheranis wasbragging at the Two Sisters
lodge about having stolen something from Castle SkitlJ!rad.
'rheranis didn't figure on Watch Captain Dian bring present for
this confession. Result: theramswasimprisoned.

The bt'ggar doesn't rate your chances of seeingTheranis on
visitor's day thai highly. He suggests two options: Gel arrested
or break Into Ihe jail.

But there is alsoa third: get a job in the castle. This is both
the easiest solution and the most involved. Ask at me caule--,
or ask a Breton. High Elf. Imperial, Nord, or Orc In town­
about "Work In Castle Skingrad" for a referral to Shum gro­
Yarug, the count's butler. follow up witha questionabout the
butler himself to learn he leaves the castle for the West Weald
Inn oil 10 a.m, and moves to the Colovian Trader at noon.

You're hired as the "slop drudge" who brings food 10 the
prisoners. Shum gives you a description of tasks and profubt­
lions, then you can go to work. look for the dungeon door up
the stairs 10your left in the castlecourtyard. Identify yourself
to the jailer, and he admits youto the cell block.

Gelling tossed In the dink is quicker. If you don't have Open
spells, make sure ahead of time that you have lockptcks. so one
will accompa nyyou into your cefl. lift a bit of fruil from the
table in the castle lobby andselect "Jail" when the guard runs
up and does his law-enforcement spiel.

Finally, sneaking and lockpfcklng will work. lt's the hardest
of the threeapproaches-the jailers have a high Sneak skill
and the leveled locksstan at three tumblers-c-one well within
the abilities of an accomplished thief.

One way or another. you're in jail. And theranrs isn't here,
But tell the lone inmate, Larthjar the Lagga rd, that you're here
to rescue him. This bumpshis Disposition up 20 pointsand
he'lt tellyou what became of yourquarry. (This is not the right
moment 10critique Larthjar. If you do, his Disposition faUs 40
pcints.l

Larthiar relates that the "Pale Lady" has taken Theranb from
the !all three times, and this lime he has not returned. A bad
sign. No explanation of who Ihis"lady" might be, but
Ihe ranis's Argonian cellmate was taken a shan time ago and
put up a hell of a fight. There's a good deal uf blood about.

If you got yourself arrested, open the (til door with a pick
or spells. follow the blood trail thai leads from the cell next
door to the blank wall at the hall's end. Activate the "strange
candle" on the right to open a secret
door and enter the wine cellar at lis
end. When the hall ends in a
wall, use the handle to the left
to open a second secret door.
You're in the butler's
quarters-c-and now lake in
the full meaningof his line
about sLlylng our of the
wine cellar.

Thebloodstains
rontmue into me (ask
room. Activate the
rightmost of the three
sconces to open the front
of the renrral cask.
Down the pass.age
beyond, you're
at tarke d by the Pale
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lady-a flimsy Vampire-and find theranis (dead; activate his
body for a Journal entry) and the Argonian prisoner (Arnusei,
in trouble again-this. time (or stealing a fis.h). Amusel's
grateful (or your rescue and says. he'll join the guild. He has a
message (or the guild (rom Iberanls. which he'll passalong If
you get him out

Two escape routes present themselves-through the jail or
through the wine cellar and the castle proper. Both can work if
you havea decentSneak skill and hit the patrolsright-the
patrollin~guards have a high Sneak-but the winecellar route
is the better one, with fewer chances of detectjcn. Avoid
bringing Amusti down the main castle staircase, and instead
make (or the courtyard through the northeastdoor on the
lobby balcony.

Ouulde the castle. cum the bridge and head down the path
toward Skingrad. Ha lfway down the hill , you get an journal
entry. Talk to AmuSfi about the bookand get Theranis's
message: "look under the bush near the well, behind
Nerastarel's house."

Nerastatel's house is in the southern part of Skin~rad­

north of the South Gate. The message 15 correct. The book is
near the well behind the house, between a bush and a rock.
Read it if you like; 11'5a brief account of how, "oncea
prophecy contained in an Elder Scroll is enacted In Tamriel. the
text of the parchment becomes fixed.... It becomes a historical
document dedartng the unequivoca l truth of a past event."
(Th isdoubles. as. the Gray Fox tidbit for this rnlssion.)

Why is the Gray Fox looking for this info so urgently?
Return the book to S'kriwa for a payment of 400 gold.

TAKING CARE OF LEX

Though twice thwarted. Hieronymus lex is. still a problem for
the guild. If you've fenced ')00 gold worth of stolen items, the
Gray rOk (via S'kriwa) asksyou to "eliminate" him.To be sure.
the guild's. rules00 killing are still in force. "Ihminare" isan
unfortunate choice of words. S'knwa meanseliminate lex as a
thrrat-by getting him a newjob.

As. it happens, Anvil's. countess is. looking for a guard
captain. The commander of the Imperial Watch has sent her a

list of candidates. This list does not carry a strong rerommen­
dation for Mr. Lex, who, through his uwn heavy hand and the
guild's own concerted efforts, appearsas somethingof a
screw-up.

This letter has arrived in Anvil and currently resides in the
deskof Da lrfhitl. Countess Urnbranox's steward. (She wants her
cousin 10 get the position and has lied to her ladyship about
the letter'sarrival.) The Gray fox wants you to steal that list
and arrange man ufacture of a newone that makes this
perennial thorn in his sidesound like the best thing since
sliced bread.

Now. why (lVe Lex thts particular job? S'knwa doesn't know,
but §"lys the fox "has. extended his protection to the Umbranox
family and lady Umbranox in parnrular." (This. is the quest's
one newdisclosure on the Crill' Fox, and you'llget iI wrap-up
of earlier ones when youvisit the Anvil rourt.l

You need an accomplished forger, and you'll have to find
one on yourown. S'kriwa says only that she doesn't know of
one In Bravil. And then. the crowning touch: You're to sneak
into the Imperial Prison and use the legion commander's seal
to make II .111 niceand official beforeyoudeliver the list
personally to the countess.

first off, you need that leiter. How this unfolds depends on
whom you approach. Mos.t people in Castle Anvil will tell you
the steward's office is In the private quartersand that Dairihill
is not there much-she spends her mornings in the audience
chamber and takesdinner at 8 p.m, with the countess. That
enablesyou to set up a burglary timed to her absence. vou'll
have get through two locked doors. slip by a guard, and open a
locked desk.

But there's an easierway. Start in Anvil proper. Speak to one
of me beggars-Penniless OIvus or Imus the DuH-lo learn
nothingabout MOairihill's. Office," but thai the castle has
"secretways and secret people." "Find the blacksmith; says
the beggar.

Your journal doesn't know what to make of this. But,
indeed.there is a bladtsmith north of the castle lobby. Orrin's
a Thieves Guild member-s-and. soon, one of yourfences-s-and
will show youa secretdoor that bypasses the guard and one of
the locks. It's in the little wine cellarnorth of the main s.mithy
room. and isopened by activating the right·hand column of
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TURN A BLIND EVE

If you stay put in Bravil, Methredhel will appear a coupleof
hours after you complete Taking Care of lex, and she tellsyou
the Gray Fox has a job for you. No details, just that you're to
meet himat Helvius Cede's house in Bruma (see Bruma city
map in the "World Maps" chapters). Thisformula will he used
for each of the remaining quests.

Methredhel's behavior during this search reca lls that of
Myvrynra Arano if she sought you out after your release from
prison in Finding the Thieves Guild. Thai is, she's sent cut from
the waterfront District She'll look for you only in seven of the
eight dties-c-nct in smaller settlements, the wilderness,
dungeons, or in Bruma. On each case, you'll get no message
and no further prompting in the city where the meeting is to
take place.l And if you leave a location when she'sen route to
it, she won't target your new location until she's reached the
old one.

It you want the mission now, wait for her to catch up. If you
don't , this wt/l takea while.

The house is in Brume's southeast comer. Ceda is waiting
for you outside. The Fox, with the Gray Cowl hiding his face
like a veil, is sitting by the fire downstairs. Greet him
pothely-csmart-mceth hIm and you'll knock hIs Disposltfon
down 5 points-and the guild leader will get down 10 business.

reassignment order to lex personally. "The lookon his face
should be priceless." reads your journal.

Can thisplay out diHerently? Sure. We like 10tell Datrthtll
about the letter, watch her sputter, trapped by her own derelt,
then withhold the letter, give it to the countess, and fi nally
come back to Dalrlhltl for our 20-gold lip for the delivery. life
is sweet.

So where's lex? He's on his rounds. YOII cancatch up to him
on the roa d or wa it for him to catch up to you at the South
Watchtower in the Temple District (where he stops for lunch
for two hoursat noon) or The Bloated Float on the Waterfront
(where he stops fordinner for two more hours at 6 p.m.).

He sees the Gray Fox's dirty hand in his transfer. And he's
right- but doesn't he sound paranoid now? You can't help but
feel a bit sorry for him.

lex takes off for Anvil. Ifyou're curious, check in at the
castle to find he's in town guard armor and has joined the
patrols.

After traveling to Anvil twice and the Imperial City twice.
you are done wilh this marathon. Go 10 Bravtl and S'krivva for
promotion to Shadowfoot, a reward of 500 gold (plus 500 gold
reimbursement for the forgery) , and access to a fourth fence­
your pal Orrin from CastleAnvil. Wilh 800gold and a
Mercantile skill of 90, Orri n's easiest to fi nd in the castle
smithy.

That'syour last mission from S'krivva. But patience. Before
long, provided you've Ienred stolen goods worth 600gold,
you're going to see a familiar fare.

there are two exits from the secret
passage. One leads to the castle staff's
private chambers. Theether leads to J

secret cave under the castle. 11 has an
outside entranceto the harbor. Nobody
lives here, so you can make il yourown If
you want.

"Hieronymus lex, overly fanatical- not recommended,"
reads the entry.

Now to find a forger. AgaIn, the Anvil beggars are helpful.
For a bribe of 15 gold, either will point you to an individual,
known only as "A Stranger," who lives near the Anvil Mages
Guild. (I n fact, right next door to the Mages Guild-in the
fa lling down Abandoned House.l AStranger, whoever he is,
will need 14 hours for the forgery and a fee of 500 gold to
turn over the document givinglex his highest phony
recommendation.

two that bracket a niche in the northwall. (You can find and
use it on your own.I At the top of the stairswithin, press the
left-band column 10 open a second secret door. The stewa rd's
office Is around the comer to the west. You'll have to master
leveled locks on the door and desk before you cangrab the list
of candidates.

The Strillnger, who Is ill muter forger and much, much more.

Now for the seal.The Im perial legion commander's office is
in the northwest part of the outer ring of the same Imperial
legion District that houses the prison. This won't be easy, The
area is patrolled, the bUilding is often inhabited (it's the Mess
Hall) , and it is locked up tight as a drum. The three lockson
the path to the seat. in quick sequence, will test any player's
lockpicking skills: the left-hand outside door, the door inside
and to the right, and the lock on the trunk to the left of the
legion commander's desk.

You won't take the seal, but use it automatica lly on the
forged letter when you select it. It's off to Anvil for a morning
audience with the countess. (You can talk to her at 8 p.m.
when she comes down for dinner, but she doesn't like mixing
business and pleasure} looks likf> you got there just in time;
she was prepared to give the job fa the stewa rd's cousin. She
approves the assignment and asks you to deliver the
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It's a retrieval mission. The Gray Fox wants a great crysta l
called Sdvi lla\ Slone from theTemple of theAncestor Moths­
an "extensive and well guarded" monastery in the mountains
of northeast Cyrodiil. (EssenUally, it\ a retirement home(or
blind Moth priests.l fie is not specific about the stone's
powerr-saying simply II confers .....advantage." After you
recover the stone, you'reto meet the Gr;l)' Fox in Bruma again.

You're forbidden to shed "innocent blood" in this quest, but
no brood price attaches 10 the deaths of the stone's guardians.
This doesn't sound so strange at a distance, but it may when
you reach the monasteryand the "guardians" proveto be the
blind priests. Thissounds like the Gray Fox shaving the rules to
suit his purposes. He must want the stone
something bad. (I ndeed, by the end of
the quest line, meconcept of
"blood price" will have
va ntshed.)

Your first step is 10
feelout the begga rs. For 20gold,
any be~ar will tivl' ynu more
background tnfcrmation than you'll
get out of the monks at the site, The
Moth priests serve in rome Elder
Scrolls-related capacity at the
lmpertal Palare. when their age
advancesor sight declines to the point at
which they can't work, thl'Y go to the temple.
Here, they live In a secret labyrinth and are said
to be masters of fighting in darkness.

This is the second time in a row the Gray Fox
has sent youon an Elder Scrollserrand. What is
goingon here? You can't find oul yet-not until
the end of the Thieves Guild quests-but a sma ll
slice of knowledge is a secondary reward for
successful completion of this mission.

It's a longtnp-cespedally byThieves GUild
standards. After all, you've been hanging oul in
citiesand haw probably been u~ng last-travel
between them. If you'vealready performed the
Daedri< quest "Alura: youcan do that here,
too. From Alur,l's shrine. make your way east­
northeast to the temple.

first, visit (he three monks in the Monk's Quarters. Hjar,
Hclger, and Hridiare peaceful and blood price applies here.
Play friendly. They'll play dumb 10 most of your questions, and
you'll need to boost their Dispositions 10 70to get answers­
Hjar fills in a few more details about the "blind monks," and
Hclger confi nns thai Savrlta's Stone is in the catacombs.

T~mpl~ of Ih t Ancntor Motbs

They talk, but thcy don't say a heck of a 101. To understand
what the monks ate about, get the book Pension oJthe
Anct'Slor Moth . You'll find one copy here and another in the
temple proper at the farendof the nave.

The monks interpret the
Elder Scrolls. So profound Is
the scrolls' wisdom that their

readersare driven deeperand
deeper into blindness. When the

blindness becomes total, the monks come to the
temple to nurture the Ancestor Moths, spin their silk

lnlO cloth, and embroider the cloth with the Moths'
history. (The mon ks on the surfaceserve ilS Iacltl­

tators.l The hlind monks arealsogood with
swords.

This takes place in that secretlabyrinth. And
ifyou can gel Hol}!et's Disposition up 10 80 , he'll

lead you up the hill 10 the chapel and the
adjacent crypt and unlock the crypt door, or

you can pick it.
Through the locked door at the

other end of the crypt. there are four
levels of catacombs-c-three rightly

populated withenemiesand
one (the third) heavily laden

with traps.
II's OK to kill these folks.

They'll try to kill you the
moment they detect your
presence, and. blind or not,
theyaregood with those

Akaviri Daf-xatanas. You'll
(ace a "boss" equal to your level
(on the bottom leve!), two
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sub- bosses (on the first and second levels), four Priests at your
own level (allon the fi rst), and four Rats.

Sup pose you're not of a mind 10 kill a bunch of sightless,
silk-weaving, retired priests-even if the GrayFoxsays it's OK.
You (an avoid them. There aren't that many. And thoughthe
deepdarkness here is a great equalizer, remember that you still
haw an advantage: Ifyou carrya light source. you can see your
enemies. (If you don't have one, you'll find three torches in a
barrel in the crypt opposite the entry stairs.) They can't see
you. All they (an do is hear you. and you can control how
much they hear. Sit a spell as the priests file by. (They'll
observe their usual schedules for work, meals, andsleep.) Take
•an attemate route. The place is big enough that you can do
that on the upper two levels. Take your shoes off, walk rather
than run, and sneak rather Ihan walk,

You shouldn't have much trouble with the traps in the
Caverns of the Moth. Keep an eyeout for tripwires and jump
over them.

Savltla 's Stone is on thecentral dais in the Shrine of the
Moth. Unfortunately, n's not the onlystone up there. The Dark
Welkynd Sloneon the pedestal nearby will zap with a Frost
spell an exposed character within a certain range. Ifyou have
to fight the boss here, lure himaway firstand do battle on the
earthenshelf tbat surrounds the room. Approach the stone
from under the cover of a nearby pillar and the wallsof
the dais.

You can't hide from the stone using magic or your Sneak
skill. However, you can cast a frost-Shield spell to reduce
damage. And you can time your dash for Savina's Stone. The
Dark Welkynd Stone can fire once everysix seconds. That gives
you a five-second window between shots to comeout of cover,
grab the stone, and get back under (Over. Ordodge the bolts.
Oruse a Telekinesisspell 10 grab the stone from a distance.

You don't need fa sneak bark through the catacombs. The
ramp in theeast wallof the shelf leads up to an emergency
exit that places you beside a well behind the Monk's Quarters.
And on the way to the exrt. in a chest on a litt le rise, there is a
unique document-lnstnlCtiotls: The Gray Cowl- that sheds
new light on your boss and the predicament of life at the top
of theThieves Guild.

You've(Orne across speculation that the Gray fox's Gray
Cowl was stolen from the Daedra lord Nocturnal. This
document suggests that she allowed it to be stolen and 'Stales
that Nocturnal has revealed that the cowl ca rries a curse of
utter anonymity. "His true natureshall be unknown to allwho
meet him," it reads. "His identity shall be struck from all
records and histories..•. He shall be known by the cowl and
onlyby the cowl,"

Get to Bruma. With the Gray Cowl document In your
inventory, you can askwhether the cowl belonged to
Nocturna l. Give him your source, and the Gray Fox confirms
the document's accuracy.

Awonderful tool for a gutldmaster who must live in shadow.
But it terrible fate to beconsumed by that shadow.

ARROW OF EXTRICATION

You must play the wa iting game. SUy put. The same rules
apply as before-a-except that this time, the messenger will seek
you out in Bruma hut not in Chorrol.

The messenger is Amusel, who has managed not onlyto
join the Thieves Guild, but also to ingratiate himselfwith the
Gray fox.

You're to meet Mr. Foxat Matintu'S Ancrus's house in
Chorrol (see the Chorral map in the "World Maps" chapter).
It's at the southwest comer of town and, as before, the owner
is waiting outside with all admonition not to keep Mr. Fox
waiting.

The Gray fox has been experimenting with Savitla's Slone
and discovered he needs "somethingspecia l" for his plans.
You're 10 steal the Arrow of Extrication from Bravtl court
wizard fathis Aren . You can kill Aren if need be-the Fox
doesn't can' anymore-but not in Castle Bravil.

Accept the mission , and it's off to that rusticcity once again.
(Blow off the Gray FoX, and everyone hearsabout it. and you'll
lake a gUild-wide S·point Disposition hit. plus an additiona l S·
point hit indealings with the Gray fox hint selfj

Guards in Bravil (and castle folkgenerally) offer that Aren is
a gloomy Gussaid to hangaround with Daedra, and that he
has a roomin the castle's north wing. Abeggar with a
Disposition of 70 or better, or one newly bribed with 20 gold,
will mention that Aren also has a ruined tower outside lawn
where hestores his choicest treasures. (If you pay for this Intel­
ligence, you'll also learn that the tower is southeast of Bravtl.)
Fatlusalone ca n open the tower door,but begga rs Wretched
Ai,l and Cosmos the (heat suggesf a secret passage that links
castle and tower,

So it sounds as though the castle is the place to start. It's
easy to find the north wing. Pick the leveled lock on the middle
door on the bakonyabove the castle lobby, and you 're there.
(The two guards flanking the door have a good Sneakskill and
may take exceptlcn.llnslde, hang a lett, pick another leveled
lock, enter, and you gel a journal entry that you've found
Aren's chambers.
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He trawls to Cherrcl. where he'll hangat
The O.1k and Crosier, for the Mis.r;ellanl"Ous
quest "Sins of the father."

BOOTS OF SPRINGHEEL JAK
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though it were a broken toaster. You'll slill get yourSoo-gold
rewa rd, promotion to Master-thief and access to the last of the
five fenres-c-Fathts Ules. He's based in the E1ven Gardens
section of the Imperial City_

Ifyou hang out in Chorrol atter completing Arrow of
Extrication, Amusei may lakeas 10ng.1s 36 hours to show up
with a request from the Gray fox fora meeting at GJnr~htl's

house in Chrydinhal (see the Cheydinh.ll map in the "wor ld
Maps· rhapten. (The same rules apply to thissearrbas applied
in the priortwo ones-cexcepr that Amusei now will find you in
Chorrol and won't find you in CheydinhalJ The house i~ near
the front of the Chapel of Arby.

Spnngheel Jail. isa famous thiefwho died300 years.1ga­
and issaid 10 have been buried with his boots on. You 're to
locate the grave and recover the magical boots. You have one
lead: Iekben. the Earl of Imbel, is lak's only known descendant.
ttl' lives somewhere in the Imperial City, and his house might
contain a clue 10 the grave's location.

The first step is to bounce lakben's nameoff a begga r and
see if it slicks. An investment of 10gold will be rewarded with
tnforrnatlon that the Ea rl of tmbel lives along the centra l
rotunda of Tales Piau and that he's a rather odd bird. He only
goes out at night. (Refuse to bribe and you'll be misdirected to
Bruma.I

II 's easy enough to break in. The earl's out, and his servant.
Gemmlus Axius, is asleep on Monday, Wednesday, and friday
nights from 10p.m. to 2 a.m.

Alas, you're notgoing find much information. You can
liberatean 1mbI'I family genealogy from a locked desk in the
earl's top-floor study, but it doesn't mention Jail. byname or
even hint al his gravesfte. Ajournal entry suggests that you
need to persuade the earl personatly

Another option is to question Aldus. He'll giw different
replies depending on whether his master or Axius himself is
home or not. (The servant gors shopping in the Markel District
on Tuesday, Ihursday, and Saturday mornings and visits the
Temple of the One from 8 p.m. to midnight on Sunday nights.)

Ules has 1,000gold and a daunting Mercantile skill of 100.
After the quest line ends, he'll become a fixtureat guild
headquarters.

The Fox doesn't drop any hints about his plans for these
artifacts-aloneamong the Thieves Guild quests thisone
contai ns no hints about the guild master-but he alludes to
making useof your talents in the near future and vanishes
when you leave Anrrus's house. The "near futu re." in thiscase,
means when you've fenced 800gold instolen goods.

You can search the chests or rut to the chase; it doesn't
matter Ithe treasure is random and wlll bedifferent eachtime).
If you open both chests. a pop-up message tells you that the
arrow isn't in this room and you should look fora secret
chamber. To find the secret passage, activate the right·hand
column of those flanking the nkhe opposite the door. Beyond,
another locked door leads to the Wilard's crone. Here begins
the dungeon crawl.

The gmtto's the first of two sequential dungeons-the other
is the wlzanrs lair-that link the castle to Fathts Aren's tower
southeast of Bravll. 11\ a largt' walt'rloggrd region wilh lotsof
dlstractlcns. and at one particular spot it'seasyto miss the
correct path.

At the first junction, kill or sneak past the creature thereand
unlock the gatf' that's straight ahead of you. Take the leftof
two ramps curving down to a broad watery channel to the
south.and ronunue south until you see the floor fall away
ahead of you.

ThIs deep pit can deposit you in the calm waters of Niben
Bay. Beware of the giant Slaughterfish in the underwater cave.
The fish has some nice treasure in its belly, but the exit you
want Is near the top of the eastwail-initia lly hidden by
overhanging rocks.

Ouce past this point, everything is obvious. You unlock
more gates and face Conjurers and Daedra . In the Wiza rd's Lair
is a large room with stairs in Ihe back right corner that lead up
to the lower entrance.

Aren is wailing near the top of this tall and tattered surface
ruin . (Also waiting. along the way, are other Oaedra-all keyed
to yourlevel, with Stunted Scamps at tevel 1and Xivilia at
Ll"'It"l12.) You can't get to the big boss directly. Parts of the
ringpathway on his level afe missing, and it's too far to jump.
So climb fa the top of the stdin agatnst the north wall, then
dropa level on the gap's tar side.

You GIn kill Aren, but a proper thiefwon't bother. His Sneak
~kill is a pathetic S, and you can creeppast him into his liule
alchemy lab, open the chest in the right rearcomer. and swipe
the tower key and the Arrow of Extrication.

Bul tholl'Snot the Arrow of Extrication. Aren doesn't have it.
The "key-shaped arrowhead" isas good as it gets. The Gray fa)',
is disappointed , but talks about having the arrow repaired. as
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Some of the replies areltes. But taken together, they present
a picture of a dangerous man.

Moreover, lookal what's not present In the house: a second
bed. There's just the one (or Aldus. Unless the earl sleeps
standingup, there's something: you're not seeing here.

A mystrrious rnlran(C' In [ ;ul lmbl'l 's b..semeet,

That wou ld be the catacombs, reached through a manhole
In thecellar. It requires a key, and, <ISyou'll learn from Axiusif
you wake him. Iakben has Ihe only one.

And what would lakben be doing sleeping in the catacombs?
Well, Aldus is pretty clear about that, too. though he doesn't
use the key word: The catacombs are the fa milycrypt and
Iakben is a Va mpire. That's why he'sout prowling for his
"supper" in the middle of the night and that's why you're
supposed to be in dangerwhen he returns.

Oddly enough, when you do meet the earl (which may take
a while; he's rather efuslve), he's as Iimid as hisservant. He
acts like J terrified robbery vict im, and when you ask about
"Sprtngheel Iak's boots: he turnsover the key to the crypt.

Skip the crypt. Irs not essential. The earl is wearing the
boots. You can kill him up in the house, take the boots (which
boost yourAcrobatics skill SOpoints), and return them to the
Gray Fox. Quesl over. But if you attack him, his timidity will
va nish and all of a sudden you're fighting a well-equipped
Vam pire Spellsword.

Avisit to the crypt nels you another document that you can
use to put a unique question to the Gray Fox at quest's end. Is
it worth the trouble? Two Vampires are here. A third is likely,
and five more are possible on top of that.

Kill 'em all, sneak around, and loot the coffi ns and chests,
or just go after Sptt ngheel Iak's coffin , which issouth of the
entrance behind two locked doors and a Vampire patriarch.

Here is Sprt ngheel Iak's diary. 11 discloses thai Jakben is
Sprtngheel Jak and that he once partnered with a famous
thief-whose name he can't seem to recall. Is this the Gray
Fox? That would fit: Iak died 300yearsago and you've heard
that the Fox has been around for 300years.

It you haven't already killed Iakben.
opl.'ning the coffin will be that undead
gentleman's cue to charge on stage.

Gel back to Cheydlnhal and collect another 500gold and, If
you've read the diary, a bit of obscure Thieves Guild lore. The
Gray Fox deniesknowi ngIak. He is net immortal. The cowl Is
handed down from master thief 10 guildmaster. There have
been dozens since the first stole Nocturnal's cowl. "I am hoping
to be the lasl," he says.

THE ULTIIYIATE HEIST
•

You 'll need 10 have fenced 1,000gold in stolen goods for this
last mission. Ifyou got the last 200gold through the fence
Fathis Ules, don't wait in the EIVfn Gardens fo r the messenger.
II's one of the spots Amusei won't look for you. For the
quickest turnaround, travel to the city's Waterfront District.

Amusei invites you to meet with the Gray Fox one last
time-at Othrelo's house in the northeast comer of the
Imperial City'sElven Gardens (see the Imperial City map in the
"World MapsRchapter).

You're to steal an Elder Scroll from the Imperial Palace,
something nobody has ever attempted. much less accom­
plished. The Gray Fox talks about the greater gloryof the
participants in this operation, bUIadmits thai he needs the
scroll himself. He doesn't say why.

Ifyou succeed, your reward will be "worth far more than
mere money' t-c-meanlng. doubtless, the leadership of the guild
and stewardship of Ihe Gray Cowl. The Gray Fox has confessed
himself weary of the burdens of the latter. You can't be
promoted any furtherwithout displacing him.

It's a long and elaborate quest, and you'll have to perform a
string of diffkult tasks in a particular order. This is confusing.
and at the end of the briefing. the Gray Fox gives you a book,
Plan for the Big Heist, thatlays it all out point by poinl.
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The Elder Scrolls are kept behind a door that cannot be
opened. Savtlla's Stone, which you liberated from the Temple
of the Ancestor Moths in Tum~ Blind Eye. has revealed a
hidden path around that door-a forgotten escape route called
the Old Way.

However, the entrance to the Old Way isstaled. Tounseal it,
you must enter the palacecell-us and activate the Glass of
TIme. "whatever that 15," the great thief adds.

Hecan't tell you muchabout the Old Way. Thevisions in
SaviUa's Sloneare cloudy. The Fox has leamedwhat items
yoe'ltneed in your passage, but not the obstacles you'll face.
Hence, you'll lake with you the bootsof Springheel Iak, which
allow you to jump to an otherwlse-unreachabteposition and
protectyou against damagewhen falling from a great height,
and the Arrow of Extrication, which unlocks the last door. If
you forgot to bringa bow, one of the skeletons in that room
has one.

The Gray Fox has engineered events so that, whenyou reach
a reading room in the palace, you'll receive the scroll from the
blind priests. They'll think they're turning it overto a "notable"
named Celia Camoran. Butshe'll be "unavoidably detained"
and you'll step into her place. Thus. you 're not 10 speak to the
priests.

Some finalcaveats: Blood pricevanishes dUring this mission.
No guild penalties accompany any murdersyou may perform
en route, However. killing is still not .1good idea. as you may
acquire ~ bounty-though the guild doyen can still halve it
afterward-and ~ loadof gu~rds will be in the immediate area.

However, noneof the plan is wntten in stone. "Of course,
the chances of something goingwrongwilh this plan are very
high," s.J)"S till? fox. "When that happens, you'lljusr have 10
gE"t creative."

THE PALACEBAS~I

Your first step is to find the "Classof TIme" in the palace
basement. Fast-travel to the Palace District, enter the Elder
Counr!l Chambers, and hanga left. Follow the ringcorridor to
the locket! door that leads10 the crypt. Be stealthy here, as
one guard isstationed close byand a second patrols
the area.

180 Pin"''' O""~"L G..ME GI,IIClC

There's no sarcophagi here-just palace junk of various
descriptions, albeit entemining junk like the giant chair. giant
club, giant crystal ball. and giant hourglass at the end of the
ringcorridor. Oh. and a guard that is likely to be patrolling
down there.

The giant hourglass is the Class of Time. Activate it for a
journal entry direding you to search for the door to the
Old Way.

ARBORETUM, ARENA. AND PALACE SEWERS-------- -- ~ ---~ --. - -
That waseasy. Now it gels tougher. The Old Way is three
sewers away, and one of those sewers is home to Vampires and
their pals.

Start in the ctty's Arboretum. Near the exit that leadseast
into the Arena District,a grate leads down 10 the South East
Tunnel just north of the path. Use it. In the sewer, follow the
passage north and east to il gate with a leveled lock. In the
mom beyond , use the wheel in the west wall to open the door
in the east. Beyond the door. drop into the trench and head
either north or south.

Passages from both the north and soutf rooms lead east to
a region called Beneath the Bloodworks--that is, the Arena
Sewers. (The Bloodworks is the Arena's lower-level practice
area.I Both take you to the exit to the Palace Sewers, but the
northern route is longer and more dangerous. so take the
southern route.

The Arena and the Palace Sewers beyond are vampire and
undead IOJir>i. Open the door 10Ihe east and descend the stairs
Into a roomwithgates to the east and south. The east path is
blocked by a remotely operated gate at the moment, so open
the gate to the south, kill the Wolf, climb the stairs in the
room beyond, and follow the corridor to another gale.

Tum the wheel in the room beyond (which opens the closed
gate blocking the east path),open the gale to the north, drop
off the bridge, and head east through the newly opened
mechanical gate. Cross a trench room wilh a dosed northern
exit to a gated room with analher wheel in the north wall. lurn
the wheel to open the north exit from the trench room.



Use that exit and take the western passage 10 a locked
gate-eopened with the key you received from the Groly fox. In
the middle of the room beyond. a manhole leads to the Palace
Sewers, Activate the (OYer, and your journal offers advice to
look for the entrance to the Old Way.

You won't have to look far. In the Palace Sewers, open the
galeand descend the stairs, Head north through a second gale
10 a patr of cisterns and across a trench. On the far side of the
trench, just right of the bridge, an area where the sewer wa ll
has collapsed reveals the "strangedoor" to the Old Way.

The Old Way is a tomb. Numerous undead-from Skeletons to
Wraiths, according to yourlevel-c-ream its halls, which are
further complicated by swinging-mace traps and some heavily
locked doors.

Make your way south 10 the entrance to the Lost Catacombs.
But howdo you get oua II 's a little tricky. bplorethoroughly,
don't make assumptions, and keep an eye peeled for holes thai
have beenknocked in the dungeon walls,

Theentrance 10 the Lost Catacombs is artfully concealed. In
the southwest corner of the level is a well. Look south from the
well.There is J section of SJndy sub-structure; with niches in
the watts where loose soil has been rollcctlng. similar to the
starterdungeon. The last niche on the left is not a niche at all,
but a makeshift Tamp leadingdown to the final door.

THE OLD WAY I

Unfortunately, thosesame switches also activate the two
Da rk Welkynd Stones that (tank the exit. They fire rhain­
lightning at you in strengthcommensurate to your level.
There's not murh cover here, aside from the corners near the
switches. 50 it'seasiestto dodge these bolts or draw their fi re
and run for the door while theyregenerate.

HALL OF EpOCHS
---

AI the lop of the fi~l night of statrs in this largr Aylrid rui n,
you get a journal entry speculating thatthere must be a secret
way to open this door, that It must involve the Arrow of
Extrication, and that you'll have to stand In a special spot with
a clear view of a pillar for the keyhole to open.

Unlork that sidegate in the east wa ll of the upper level. This
puts youon a balcony. Push the block at the balcony's south
end to open a secret door in the room below that leads to a
large chamber. In tbe southwest corner are descendmg stairs
and another set to the east in the room at the bottom. Goall
the way to the bottom. Atthe east end of Ihis room. behind
the altar. is a second block. Push it.

Nothing happens in the immediate neighborhood. Butas
you retrace your steps, beginningat the bottom of the second
flight of stairsyou start seeing new Zombies. When you return
to the big room with the statue. the stone walls at the north
end of the room have been removed.

THE LOST CATACOMBS
---------------

Part palace crawlspace. pan cave, part Ayleid ruin, this levef is
a standard run' n' gun with undead baddiesand Rats. You can
see the exit from a good ways off; youjust can't open it The
irongatedown 10 the Ha ll of Epochs isoperated remotely, and
there aren't any remote rontrots in sight.

U~ your Sprtngheelenhanced jumping ability to reach the
switches on the balcony. (Either the cast or west switch will
do.I Use the ruined staircase agalnst the east wall as a
laullching pad if this proves difficult, Push the buttons. and
the door opens. LISf' t he AlTOW of htriColdon 10 opPlt the SI'Cm door.

fonnerly, these: walls blocked access 10 a bridge that you
passed under on your way into this room. Now you can walk
onto the bridge itself. Sure enough, in the center is a pressure
plate.Standon the pressure plate and your journal say>. "This
must be Ihe spot: The statue at the far end of the room dOC'S a
lBO·degrl"f tum. and a hatch opens in its belly10 expose what
must be the keyhole. Ifyou ca n fire the Arrow of Extrication
into it, you'll reveal the door.

Your Marksman skill does have an impact on the accura cy of
this shot, but not a big one. and you should he able to hit the
target reliably with a lowskill if you know where to aim- Ihe
spot where the ngure'shands hold its sword. Saw the game
before trying this.

PeI""GAIIlI:S.COM 181

~
::!
oz
o
c:

"'~
i'
"'-i
:r

"'<
"'til
G)
c:
r­
o



o
-'
::>
o
:::J
>
"':r
I-

"':r
I-

III

Iii
"'::>o
za

~

If the arrow hit.. it'> mark, you hear a distinctive sound and
the statue rises to revea l a flight of stairs leading down into Ihe
fireplace of the Palace Guard barracks. If you miss, pick up the
arrow and tryagain, or reload the saved game. Gointo sneak
modeand aruvate the revealed door.

THE ELDER SCROLLS LIBRARY .
-------

Most of the guards here are sleeping. that's a good thing. Who
knows what they'd do if thcy saw you walk out of the fireplace?

However, you may also find guardscoming and goingon
their roends.ff they detect you, tbey won't bother trying to
arrest you; they'll Just attack. So stay hidden and wait until any
shih change is completed, then moveout on the tail of the
ne.....lyawakened guard.

Bear leh down the hall. The little ramp at the end leads to
the Palace Library. Make sure a guard isn't watchingwhen you
pick this lock and another leading to the Inner libra ry's
corridor. Athird door leading into the library proper is down
thr hall to your left, bUI you haw to pull the lever at the end
of the nall to the right to open it. and a blind priest is sitting
practically on lap of it.

tnstde tht" library, take a seat at the round tableat the foot
of the stairs. When you hear footsteps, a blind priest appears
on the stairsand bringsyou the scroll. Pkk iI up from the
table. (You can try to read it, but it's all gtbberish.l

Now make yourescape. The remotely operated door by
which you entered has closed behind you and can't be
operated from this side. But a second door-up to this point
impassable-scan be found on the library's upper level. Now
thill you have the scroll, you can pick the lock on the second
door. Ifyou can reach the door without the priests detedlng
your presence. you should IJe fine. Sneakup thc spiral stairs
and keep yourmouth shut. Talking to the priests ~till means
instant exposure. drawn swords, pursuit, and possibly death.

Bu t, once out of the library, how arc you to get out of the
palace tower? The pa~silgc down from the guard barracks is
impassable. Go lip and look for an unconventional route.
Remember, the Gray fox mentioned that the bootsof
Sprtngheel Jak not onlyallow you to reach otherwise­
inaccessible areas-c-they've already done so in the Hall of
Epochs-c-but theyalso prevent you from takingdamage In a
long fall. You just have to find J place to fall.

Your optionsare limited, as you're running out of tower.
Only the modest quarters of the blind Moth priests and the
lavish ones of Chancellor Ocate are above you now.

Ocato's chamberholds the exit. Dlve into the flue beneath
the loose grate in the chancellor's firep lace. If you've avoided
del.ecl~on and Evangeline. [he chancellor's apprentice. Is asleep
(midmght to 6 3.m.1, so much the better. The activation point
in the near righl comer of the flreplace is hard to targeton the
ny, and you're likely to be runninghard if the priests are
pursuing youand Evangeline Is shootingfireballs
at you.

Jump dow.. the nrepl"ce IQ~IW fram the Impt'rioll Polin,.

The result? Ifyou're wearingthe boo ts, you land safely in a
spot a mort distance fromwhere you entered the Old Way. The
bootswill be destroyed In the process. Ifyou're not wraring
the boots, a lesser character may very well die-It's a longway
down-and a greaterone certainly will take damage. In that
use , though. you keep the boots.

Either way, you won't be further pursued and have only10
return through the seWCB to Othrelo's place in the EJven
Gardens and turn overthe Elder Scroll to the Gray fox. He Is
beyond delighted.

In fact. the quest Isn't quite over. The Gray fox has one last
task for you. Heasks you to bringa ring to Countess
umbrancx in Anvil, trll her onlythai II is a gift from a
stranger, and 10 report back on her read Ion.

The Cu, FOlrey,.. ls himse lf.

You won't have to report back. When you check in with the
countess duringher morning audience, you notice that A
Stranger Is In his traditional place on the bench in the
Great Hall.

Approach the countess once she Is seated on her throne and
offer her the ring. In the end, Corvus responds by renouncing
his life of crimeand passes both title and cowl to the new
guitdmaster.

That would be you. Congratulations, Mr. fall.
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Corvus um branox Is the man who took up
the- Gray Cowl a decade ago. He is/was the
husband to Mi1Iona and islwas the Count
in Anvil. You discover all of this during the
conversation between the twoof them in
this scene,

EPILOGUE

How do thingswortout for the umbrarcxeszThe countess
does not respond to her husband's renunciation in words, but
when you leavethe Great Hall. Corvus's throne vanishes from
castle storage and appears on the dais beside hiswife's and a
chair for Corvus now appears in the castle dining room.

You (an have a good deal of fun withyour new equipment.
The (owl carries threeenchantments. It boosts yourSneak skill
by25 points. It has an automatic Detect Ufe spell that
identJfics all nearby non-player charactersas luminous fcrrrrs-c­
respective of intervening wa lls. And the Feather spell Increases
yourmaximum Encumbrance by200 points, soyou can carry a
lot more 1001 (or anything else).

The cowl ts all.(} a second identity, Look at the stau page­
the one that showsyour BounlY, fame. and Infamy. Now
look at II again with the cowl in place. the cowl gives you
an instant Infamy 0(100 and an instant Bounty of SOO
gold. (You can pay this off. and halve It by going to
Christophe or S'krivva, but you reacquire the bounty when
you put on the cowl again.) • ..

Any bountyyou accrue as the Gray Fux vanishes when
you remove the cowl. You become yours('lf again and,
owing to the cowl's magic, no one whowitnessed the cowl's
placement or remova l is aoy the-wiser as to your being the

-Cray fox, (Howe~, any quest acrtvity pertonned as the
Gray rox will be attached to·Y9U( "normal" character.I

Thus. you (all confine your-himes to your GraY:Fox. .1,'

Idrnllty and Insulate youroriginal rharartcr Iromthe
adverse efteus cf committing (rimes, all the WIlDt.iKstu ing
all the advantages. , ". .. r. .

In the tmpertat City's Waterfront District, Dareloth's house
has effectively become yourhouse. The front door remains
barred, but you can now enter the basement througha door in
the "garden" at the rear. You can find some loot upstairs in a
four-tumbler chest.

There's also a point of interest here. TheArrow of
Extrication is well; in the Hall of Epochs (unless you retrieved
ttl, and the boots of Spnngheel lak may have been destroyed
during "The Big Heist." ButSavilla's Stone is here. (No, you
can't do anything special with It.l So are the three documents
you turned over to the guild in quests. The tax records from
"Untaxing the Poor" and Hieronymus Lex's orders reassigning
him 10 Anvil from "Taking Care of Lex " are both on the desk
upstairs, and The lost Histories oj Tamrirl book from the quest

"Lost Histories" ison the bottomshelfof a bookshelf nearby.
(The Gray fox wanted poster ison the wall.)

And something else: You've got visitors! After all, this is the
guild headquarters. Iathls UI~ nowshows at Dareloth's house
at 7 p.m. and hangsout until Sa.m. He doesn't bringa
casserole or a bottle of wine, but he is Johnny-on-the-spot for
fencing. No longer will you have to triJ\'C1 all over Akatosh's
green earth looking for these guys.

ArmandChristophe drops by ill noon and stays till
midnight. Isleif the Open Handed will visit on weeknights;
Methredhelon Monday, Wednesday, and friday nights; Amusei
on Tuesdays and thursdays; and one of Methredhel 's
roommates, Carwen. and a pickpocket named lair 00

weekends.

You get iI variety of reactions from differerrt types of non­
player characters if you appearor speak to them whilewearing
the cowl. Martin and Millona Umbranox respond angrily, while
Corvus Umbranox seemshappy. "The cowl suits you," he says.
"Me? I am much happier without It." Otherswill be honored or
fearful.

Without a bounty on your head, guardsrecognize you as the
Gray fox but saythey'lllook the other way this time. Wilh a
bounty, they confront you fiercely but won't follow through
unless you resist arrest. (You can also bribe the guard for the
full amount of your bounty. Paying it off legitimately or going
to Jail is 001.10 optlon.)

You may alsowonder what the new Anvil guard captain,
Hieronymus lex, would thinkabout having the fanner Gray
fox as'his boss. After all, hiswish ar yourlasl parting that
providence would throwthe G~y Fox Into hispath in AO\'il has
come true.

Well, he doesn't think about ii , because he doesn't know.
Only the countessdoes. And, of course, lex will never know.
because the title is now yours and Corvus Umbranox and the
Gray fox art thus twodifferent people. Confronted by UtI' Gray
fox, Lex will behave like any other guard.

Poorfellow. He jusl can't Win.
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I I
FACTION QUESTS: THE DARK

BROTHERHOOD

Speak to proprietor Ma nheim Maulhand 10 learn that
Rufio's the lone guest. and that you'll find him downstairs In
the Private Quarters. Thetrap door Isin the niche in back of
the stairs. Rufio's room Is at the end of the hall. Thedoor is
unlocked. and you're likelyto fi nd him in bed. (Rufio sleeps 20
hours3 day; from 2 a.m. to 6 a.rn. he wanders the inn.} He's
exceptionally weak, and one light blow will surelydo him in.

I
~A KNIFE IN THE DARK

If you 've performed the Daedrtc quest
"Hirclne," you canspeedthis up a bit by
fast-traveling to Hirclne's Shrine instead
and making yourway cress-country to the
southwest. Or. If you've performed the
Mages Guild quest"Ambush" fast-travel to
the Ayleid ruin. Nenyond Twyll, and make
yourway cast-southeast.

Lachancespeaks before youcan move. Thethree conversation
threads all work out the sameway-with slightlydifferent
wording. but no variations in Lachance's Disposition OT the
equipment you'll receive at the end.

It becomes apparent that the Brotherhood is more than just
a guild. It's also a cull of death that worships the "Dread
father, Slthis.~ To join the Brotherhood.you must kill a man
named Rufio at tne Inn of III Omen. The Speaker provides a bit
of Intel if you ask about Rufio. The target is "old and wea k and
sleeps hisdaysaway." says Lachance. 'You could kill him
before he even has a chance to wake."

If the proposalgives you the creeps, just leave II alone. If
you don't kill Rufio, you'll never hear from Lachanceaga in.
And if it reatly offends you, you can kill Lachance. (Well.you
can try. He's an accomplished assassi n with fai rly nasty stats.l
Ifyou succeed, you'll cut yourselfoff from the Brotherhood
for good.

If )'011 want to join. fast.travel to Btavn. You'll find the inn
roughly halfway up the road to Imperial City.

Note that Lachance won't appea r In T11e Bloated Float (the
floating inn in Imperial City'sWaterfront District), Cloud Ruler
Temple, Camora n's Paradise. or the Dagon Shrine, though he
will show up In the rest of the lake Arrtus Caverns complex.
Nor will he make his initial appearance al the Inn of III Omen
between Bravil and the trn pertal City. «hat's the destination
for the fi~t Dark Brotherhoodquest. Ifyou sleep there after
thai quest is complete, Lachance shows up.)

Healso won't appear ifyouactivate the bed In yourprison
retl. Indoingso, techniully, you're not sleeping but ~gnifylng
yourdesire to serve out yoursentence rather than escape.

.-
(niH l»c:ltn U(....ee, s,.OIlln for l~ SIOId!. H.rnI••~nc1 )'OUr DfW

tt.st fri tnd,

Vou won't have been playingObllvfcm for very long before you
overhear a street rumor about how the Dark Brotherhood
cernes to killers in their ~Il't'p. The rumor is true. To get an
invitation 10join this assassin's guild, )'ou'li have to kill
someone. Howshould you choose a victim?

Though you're neverexprnsly told this. it'll haveto be
someone who doesn't really deserve to die. This means the
victim must belong to .II least one non-evil faction.

Now, you could wa lk into the street and kill just about dny
non-essenttat character and fulfil l this requirement. However.
in doing so, you could make your game somewhat mere
difficult In the short or longterm. for example. youwouldn't
wa nt 10 kill J shopkeeper, You never know when you'll need to
visit one. The beggars are important in the Thieves Guild
quests. Avoid killing members of factions you are a member
of-if only to avoid tilt potential guild and criminal penalties.
The cityguard~peda lly In packs-are morethan most
pteyerscan handle.

Ideally. kill someone you're probably goingto have to kill
anyway. We suggest one of those local Mythic Dawn agents
listed under "Dagon Shrine" in the "Main Quest" chapter. The
two in Imperial City appear onlyat the end of that segment.
but the others are all around beforehand. (Yes, they're Mythic
Dawn , but each also belongs to a non-evil community faction,
and so the game regards them as non-evil.I

The two weakest victimsare Tanasa Atano and Tolisi Girith
(both Ievet Sl-cservants at the Riverview mansion in
Cheydjnhal. Your best shot at a d ean kill is when they're
asleep In the cellar (:2 a.m. 106 a.m.l or on Sundays. when
both leave the house and spend virtually the whole day (9 a.m.
to 11 p.m.I at Newlands lodge.

Once the killing has been performed, simply go to sleep Ina
bed or on a bedroll. You'll wake at the prescribed hour to find
an ominous black-robed figurestandingbeside you. This Is
lucien tachanre-c-a Spea ker for the Dark Brotherhood.
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A WATERY GRAVE

VICENTE VALTlERI'S QUESTS

First thing to know about Vicente valtieri: he's a Vampire.
However, he's sacrificed his Vampire agenda for a Dark
Brotherhood one, and you have nothing to fear from him.
Valtieri explains how the contract system works-most notably,
that some missions come with a bonus for meeting "certain
parameters." However, your first quest has no such bonus. You
must kill pirate captain Gaston Iussaud aboard his ship, the
MarieElena. which is docked in the Imperial City's Waterfront
District.

Ifyou've spent ttme wandering the Waterfront District, you
already know about this ship. It's at the east end of the docks.
Ifyou approach the stairs that lead down 10 the top deck. the
first mate, Malvulis, warns you about snooping and. with other
pirates, will attack If you get too dose.

M'raaj·Dar may not like you, but he'll still sell you some
very useful assassin-friendly weapons and items.
Particularly nasty arc the Poisoned Apples. If you ca n sli p
one into an NPC's inventory, or remove any nearby food
and leavea Poisoned Apple in its place, the next time that
NPC catswill be their last. The foul fruit will kill any non­
essential NPC who cats it, so practice using it effectively,
and it will prove to bean assassin's best friend. Just be
patient! APoisoned Apple doesdamage over time, so
you'll have to observe your victim eating for a while before
they drnp.

Ocheeva waits for you just inside the Sa nct uary Talking to
her completes the quest. She refers you 10 Vicente vatticrt fo r
assignment and gives you two pieces of enchanted armorthat
fortify your Sneak, Illusion, Marksman, Blade. ami Acrobatics
skills bya total of 10 points.

Talk to everybody here: Gogrcngrc.Bclmog. Ielaendrll.
Antoinetta Marie, and Telnaava. (M'raal Dar dislikes you on
sight-his insults are slightly different if you're a Khajiit-until
about halfway through the quest line.l lt's fun and it's good to
get into the habit of talking to everyone. Via "contract," each
of you r colleagues, at a Disposition of 30 or better, offers hints
of how best 10 perform a given quest.

The abandoned house is east of Cheydlnhal'sChapel of 4
Arkay; it's the third house in from the East Gate. Pick the front·
door lock to gain admittance.

TIle option topresent the rtnreetphrase at-theSanctuary
door is only'available after you've met with luden

.ta chance and killed Rufio.· l ' 1

Your fint D.llil Brolhl'thood asslgoltleol couldo' t be any easier.

If you like, wake him fi rst and respond to hisassertion of "I
ain't done nothing!" with "Oh, but you have, Rufio" to get an
unpleasant taste of why he's in hid ing. (Return to the inn later,
after the quest is complete, and his murder will have registered
with inn hands Maulhand and Minerva .)

Howdo you recontact Lachance once the deed is done? As
before, Lachance will fi nd you. Simplysleep in a bed aga in­
even at the tnn of III Omen-and he'll appear when you wa ke.

Lachance nowsendsyou to an abandoned house in the east
part of Cheydinha1. Enter the basement, try to opena black
door (which looks more like a spooky painting) , usethe
password "Sanguine, my brother" to enter the Sa nctuary, and
then spea k to Ocheeva .

Before you go, aska few more questions. You learn that the
Black Hand that runs the Brotherhood consists of a listener
and four Speakers. You're not to dishonor the Night Mother,
betray the Brotherhood, disohey orders. or kill or steal from
another memher.

Lachance also alludes to the penalties for infractions. You
will be visited by the Wrath of Sithis- literally. When you sleep
after committingoneof these infractions, an undead spirit
with precisely that name will drop by for a chat and you'll have
to defeat it for readmission to the Brotherhood. Atougher
version will appea r aftersecond and third infractions, although
after the third tim e you 're fightingonlyfor your life. Winning
the battle won't get you back in the Brotherhood.
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The Milr;.. rlrf'nil,lying at anchor on t he Impcorial City Waterfront.

Adirect approach is out of the question. However, vattieri
observes that the pirates have been loading a lot of cargo lately
and that you might be able to smuggleyo urself aboard in a
crate. At the east end of the docks, you'll find an open crate.
Yo u ca n't activate lt, but just stand nearby fora short while
and you'll geta message inviting yo u to climb inside. Do so
and you rind yourself on the ship'sempty lower deck.

Makeyour way up to the middl e deckand then aft. Apairof
pirates arequarrelling spiritedly over the wisdom of having a
woman (Malvul isl on boa rd. When they're done talking, one
pirate heads your way-the other will bed down in the aft
chamber-so backtrack to the trap door and walt until the
coast is clear. Then advance and climb to the captain's quarters.

Stay hidden and put a bighurt on him quickly with a spell
or sneakattack. However swiftly you put down Tussaud, two
pirates on the ship's top deck hear the ruckus and enter the
cabin. These fellows areweaker than the captain, but you don't
want to get into a two-en-one. Quickly lake the key from
Tussaud's body and unlock the chest atop the dresser in his
bedroom. Now you can exit via the rear door onto a balcony at
the rearand swim backto shore.

An alternate approach is to jump to that same balcony from
the east endof the dock, pick the lock on the door, and enter
the captain'scabi n directly.

Fast-travel back to Cheydinhal and check in wilh Valtieri.

Make sure this particular accident happens to a Bruma resident
named Baenltn. It's a specific type of mishap, and if you meet
the specs. you'llget a significant bonus.

On the second floor of Baenltn's horne is a secret door.
Beyond the door, there's a spare between the wall and roof
where tres connect a mounted head to the wall above Baenlin's
favorite chair. loosen thoseties between 8 p.m. and 11 p.m.
and Baenhn will wind up wearing the head. Kill him anyother
way, or kill Baenlin 's Nord manservant Gromm, and you'll
sacrifice the bonus.

Bat nlln rnjoys • quirt momt nt befort his body Is shattered by .

Minot.ur hud.

Baelln's place is the second house on the street to the right
just inside Bruma's east gate. Use the basement door around
the back. Be careful making your move 10 the second floor.
Neither Baenhn nor Gromm goes out at all, Wait untilGramm
is busy in the kitchen-to the right, across the living room, as
you rome out of the cellar-or upstairs with the old man.

At the top of the stairs to the second floor. make a U-turn to
the right and enter the bedroom. Activate the section of wall to
the right of the desk (the one with the peephole), enter the
crawlspace. wa lt for the appo inted hour, and activate the
fastening.

In fact. you can kill Baenlin a little ahead of schedule or a
Httle later; he typlralty sits in the chair under the Minotaur's
head from a little after 7 p.m. to midnight.

Then exitbackthrough the cellar and return to the
Sanctuary. Ifyou dropped the head on Baenlin, you get the
dagger Sufferthom. with leveled Damage Health and Damage
Strength enchantments plus the gold. Ifyou took a more
co nventional route, you get just the gold. Eitherway, you
adva nce in rank 10 Slayer.

Pay another visit 10 Baenlin's house the next lime you're in
8ruma. The body hasvanished. There's a new tenant-Caenlin.
He doesn't have much to say beyond a dismissive reference to
his uncle's death. (This is the one ra re case where you're pretty
clearly meeting the Brotherhood's ctlent.)

And what of Gromm? If you didn't kill him, you're likely to
find him crying in his beerat Olav's Tap and Tackdown the
street. He loved the old ma n and moums that he couldn't
protect him.

SCHEDULED FOR EXECUTION

You've already metyour nexl target. His name is Valen Dreth .
He occupied the cell across from you in the Imperial Prison at
the beginning of the game. At that time, he was unfailingly
unpleasant. Nowyou have a chance10 pay him back.
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You can get somebackground about
Shadowscates from Ocheeva.

Thl' Sh..dDWSU II' Sur-T..U.HI ,ro,nd~ IIttII' f hl.lIl'ntr In fDmb..t,

but prm..ps)Gu UIIWGriI Dut I deal~ · \;

Iedmirally, Ihis isa Mtscellollneous QUest. but it'seffectively
a Dark Brotherhood ~ide Quest-aVailab le onlyto members
who'vecompleted the QU~I "Scheduled for ExecutiOn" and
onlyuntil quest-giver Teina"}Ya dirs in ' The PurifiLltion."

Hesends you to kill.1n Argonian named. SCa rTan·who'!.
hi(Jing in the Bogwater swamp and asks)'Ou 10 return with
ynur victim's heart a~ proof. This Shadowscale fled Black
Marsh and refuses to perform his duties as a royafassassin.

Bogwater is southeast of Leyawnn. It'll be a shorter walk
if you've completed the Daednc QUest "Noctumat" (tast­
travel to I ldewarer Cave and walkeasn. the Mages Gui ld
quest "I£yawiin Reccrrunendaticn" (fast-travel to fort
Blueblood and head south), or the MiS(ellaneous quest
"Whom Gods Annoy" (tast-rravel to Darkrathom Cave and
proceed southeast).

You'll find Scar-Tail around bls carnpflre on a slope
above Topal Bay. It's an easy kill . Your intended victim has
alrea dy fought art one attempt on his life by an agent of
the Argunian Ruyal Court and has only a few hit points lett.

The Rrnd ad e Sh..dowsc:ale

Make yourway back the way you cameor, if you have the
prison key. just head up the stairs and out. You'll get the usual
leveledgold for the mission and the Scales of Pitiless Justice as
your bonus.

Valtierl now has a special assignment for you ("The
Assasstnated Man"). And Telnaava wants a favor that is actually
a side quest; "The Renegade Shadowscale."

That's not the only familiar reference. Vahleri mentions thai
a prisoner recently escaped the Jail usingsecret tunnels
rormected to the sewer ..ystem. The grate you passed through
effortlesslyon your way out has since been locked, but your
quest-giver provides the key. Avoid killing 1111:' guards 10get
a bonus.

Retrace your steps to the sewer exit-c-near the dockjust
down the hill from the Imperial City Prison in the northeast
corner of Lake Rumare. Once inside, there's onlyone path. A
trench room in the second section has a remote ly operated
gate (0 the soumeast end and a locked gate (0 the northeast,
The door beyond the locked gate leads to the thirdand final
sectson of the sewers. Fewsurprises here, except for a bodyat
the edge of a cistern (which will beexplai nedsoon enough)
and a new lock on the manhole that leads up to the sanctum.

The dungeon is t ff«tivtly ldentlcal in layout (0 the starter
dungeon, but this one has guards looki ng into the emperor's
assassination. There are eight-four in the Sanctum, two in the
Imperial Subterrane, and two in the Imperial Prison. Theyall
have a lowSneakskill, bUI most are positioned directly in
your path.

The gate that blocked the royal party's access to the sewers
at the beginning of the game is nowopen, but detour through
the roomwhere the emperordied in order to read Captain
Gepard Montrose's report on the "mconclustve, to say the
least" investigation. (U's on the table, The guards have dumped
the assassins' bodies into the sewers.I And if you're really
good, you ran also pick Montrose's pocket for the keys to
Dreth's celland the Imperial Prison.

Stay in sneak mode and make your way slowlyand surely up
to your old cell, whereyou can Hsten 10 Dreth trade taunts
with a guard. When the guard heads for the stairs, approach
Dretb'scell.

So long as you kill Dreth quickly, it doesn't matterwhat you
do here. Talk 10 him or don't talk 10 him. Shoot him through
the door with trow and arrow (as Ielaendrit suggests) or open
the lock with either your pickor Monlrose's key and kill him
with a melee weapon. As Vallieri said, Dreth has wasted away
in prison and he goes down immediately,

YDu're j'Ding tD dil' In hl'rt!

Talk to him and he'll offer-an .1ltrnutt- iipPmach: let
him tivr. take his treasure (the usual leveled goldyou'Uget
for finishing a quest) from .Ihollow 10 the- smaller ofthe '
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rocks ncar hi ~ fire, and present the heart of the dead agent
to Ielnaava.

Either way will work, The dead agent's body isjust west
and slighlly south of the carnpflre. beside a bigtree.
Ieinaava recognizes either heart as Argonian and turns over
the Boots of Bloody Bounding, which fortify your
Arrobalics and Blade skills.

THE ASSASSINATED MAN

You 're 10 fake the murder of Francois Molierre in Chorml.
Evidently Molierreowes money to "the wrong kind of people,"
and those people have dispatched an "enforcer" to do him in.
It the enforcer believes Motierre is already dead byyour hand,
hewon'l do the Job. So the plan is for you to "kill" MoHerre in
the enforcer's presence with a knife laced wtth the rare poison
Languorwine. which stmutatesdeath. (Vallieri will supplythe
knife as well as an antidote wilhwhich to wake Molierre 1001er.)

Wilh each contract fulfilled, the Dread Father Sithis is
provided a peedous saul to do his bidding in the Void.
Bul in this narncutar contract, with no one actually being
killed, Francois Motierre had 10 make a special
arrangement with turten tachanre-c-so he offNed up
lht' lifeof hisown mother, He's rertdinly done his
family proud.

The Moliem place is just up Chorrol's centralstreet, on the
left nearside of the traffic circle, Pick the lock on the front
door. Motierre waits for you just inside. He says time isshort.
The enforcer, an Argonian named Hides-his-Heart. isalready on
hisway to kill him.

He goes over the plan sketched byValtiert-adding that
you'll need 10 leave Chorrol without hurting the enforcer and
return the next day to revive Motierre while his body is on
display in the undercroft of Chorrol's Chapel of Stendarr,

Because this quest requires you to keep
someone alive, rather than killing him, it's
the only Dark Brotherhood contract that
can be failed . keep Motif'lle alive at all
rests.

When he's done speaking, position yourself beside Motierre
with your poisoned blade at the ready. Afew seconds 100Ier,
you'll bear Hides-hts.Heart muttering his threats through Ihe
keyhole.

the best way to handle this is to poison Motiem shortly
after Hidrsappears through the door and then makea swift
exit. If you Iingt'r, things may gel complicated. the enforcer
and the debtor neve a little conversation. It's revealed that
you're 01 competing assassin. Hides tells Motierre he's been

naughty and tellsyou to back off. Motierre gives you cues 10
act. And Hides atlast tells you to defend yourself

Up to this point, you can take down Motierre and gel out of
the house without startinga fight. If you stay longer, the result
isvery likely combat, probably pursuit. and either yourdeath
at Hides's handsor Hides's death at the hands of the vigilant
City Walch - which is just as bad in the game's eyes as if you'd
killed himyourself.

We'll assume thai everything's gone okay and that you're
now stilnding just outsideChorrol'sSouth Gate. Nowwait until
after midnight for Motierre's body to be discovered and
removed to the chapel crypl.

You find him lyingpeacefully in the southern extremityof
the underrroft. Activate his body and he automatically revives.

MOllern looks dud enough, bul 'OU un rKtif)' Ih"t by

"dmlnlsterlng th~ Linguorwlm' "nlidott.

Here Motierre finally thinks to mention that his dead
ancestors will regard his rising from the deadas a desecratton
of their resting place and will rise to defend it. You'll have to
kill or evade three Zombies before escorting him to TheGray
Mare, where MOlierre can book passage out of Chorrol. One
Zombie is right behind you, one's inthe undercroft's north
wing, and the third is 10 the northwest in the main undercroft.
finally, have the dead man follow you out of the crypt and
south to the inn.

Back in the Cheydtnhal Sanctuary, Vallieri gives you the
amulet Cruelty's Heart. He handsyou to Ocheeva for future
quests. Along wllh a promotion to Eliminator, he supplies the
key to the well beside the Abandoned House. 11 '11 drop you
right into the northwest corner of the Sanctuary's main room.

If Motierreor Hides-dies duringthe quest,
you won't get the promotion or the key.
but youGIn still move on 10 the next
quest You 'll get both perks after you
complete "Ihe lonely Wanderer quest,"



Ifyou wish, valtlen will also turn you intoa creature of the
night. You just have to talk to him about "varnplre" and then
confirm. Think about it beforeyou takethe leap.

THE LONELY WANDERER

You must kill a mgh Elf named Faeftan. He lives in Imperial
City. He likes to go for long wa lks, and that'sallOcheeva
knows. She suggests you consult your colleagues.

She also urges discretion in your pursuit. Im perial Legion
captain Adamus Phillida is to the Dark Brotherhood what
Captain Hieronymus lex is (or was) 10 theThieves Guild. Ifyou
wan t a bonus, avoid doi nganything thai wou ldget the ca ptain
hal and bothered-like kill ing Faeha n in front of witnesses.

The best advice from your colleagues comes from Va ltieri:
He saysthe Imperial City's Elvish commun ity istight-knit.
Somebodywithin it must know of Faelian. Ask any Elf in the
Imperial City with a Disposition of 50or betterabout Faelta n
10 learn he livesat theTiber Septlm Hotel in Ta les Plaza and is
a "rather distastefu l fellow."

From here, you have several options. Based on this intelli­
gence, you can slake out theTIber Septtm. wait for Faelian to
return to the hotel (at 8 p.m.) or leave aga in (at 1 a.m.) and
buttonhole him outside. (He won't talk in the hotel proper.)

You'llquickly see that Faelta n can't forman intelligible
sentence, but he's fairlyfocused about acquiringhis drug of
choke (skocrnal . and leaves you with the impression thai he'd
befriendly ifyou could supply it. He'll even give you a
connectio n: Nordinor in Bravil sells thestuffduringthe
wee hours,

raeuan is under t he influl'nce of skooma all dily, every dily.

Of course, skooma isskooma. and you don't have to goall
the way to Bravil to find it. If you're hold ing, that skooma will
do as wellas any. And ifyou're up for a burglary, you can find
three via ls of the stuff in an unlocked chest In the big room
upstairs at skooma addictTrenus Duronius's house in the
western Temple District.

Duronius goes out on weekday mornings­
leaving as earlyat 8 a.m. and staying out
as late as 3 p.m. The front-door lock has
three tumblers.

Rendezvous with Faella n anywhere outside the hotel and tell
him that you have skooma, and he'll invite you 10 meet him at
his "special place"- lorkmir's house in the Elven Ga rdens
District-between 11 a.m. and 5 p.m. He'll even supply a key.
Ajournal entry reports that this isthe spot fo r your hit.

Alternate approach: You can figure this out intuitively by
fo llowing Faeltan on his rounds. Fromaround 2 a.m. to 8 a.m.
he's at the Abandoned Shack in the Waterfront District, where
he always seems to have company, and then wanders the Elven
Ga rdens District until he pops into lorkmir's place at 11 a.m.
It's on the north sideof the central street in the western
portion of the district. Break in and explore a bit whileyou're
waiting for Faelian-if onlyto satisfy yourself that you won't
be interrupted. The place has been plundered and lorkmir has
been knifed in the cellar. No clea r evidence pointing to the
killer is present- the knife beside Lorkmi r is unowned-but
Faelian's the natural suspect. He has a key. Lorkmi r doesn't.

But these are long and rather tedtcusapproaches. With a
Disposition of SO, the hotel's hostess, Augusta Calidla . will
confirm Faeltan lives therewith his wealthy girlfriend, Atraena.
Caltdla says he's around only at night, and shespeculates he
spends every waking hour eitherusingthe drug or looking fo r
more. (Your journa l makes it clear that the hotel itself isn't a
sufficientlysecure location for a hlt.l

To further narrowthe sea rch, talk to Atraena. Thissad,
pretty woma n spends all her time in the hotel. With a
Disposit ion of SO, she'll tellyou everything- most notably,
how Faetta n visits lorkmir'shouse to use skooma. Thisgives
you the house as a destination.

Ocheeva gives you the standard leveled-gold reward for
killing Faeltan and an enchanted steel bow as the bonus.

BAD MEDICINE

The warlord Roderick lies deathly ill in the mercenary
stronghold of Fort Sutch-c-kept alive onlybya potent
medicine. Infiltrate the fort and replace the medici ne with a
poison supplied by Ocheeva. The Brotherhood'sclient wants It
to appea r thaI Roderick died of his illness, so It is essentia l that
you remain undetected. If you're spotted, the defenders' guard
will be up, the poison ing attempt will fail , and you'll have 10
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Inside', the m·fatrd hous.rgue'sts await.

Youdunit. In a quest straight from old mysteries, you're the
homicidal party-peeper in a gathering at Summitmist Manor In
Skingrad.

:IWHODUNIT?

1. A Disposition workshop, with lotsof meetingand
greeting, finding out what everyone really thinks of
everyone else, and, when the murders start, watching
the guests' suspicions percolate. Most of the pre­
departure tipsare geared to this approach. This mission
is an elaborate construct with J little romanceand lots
of hatred stirred into the mix, and it would be a shame
10 let itgo to waste byjust killing everybody tightaway.

The five otherguests think it's all in fun . They have agreed
10 be locked in the house until oneof them finds a hidden
chest that contains gold and (they believe) the exit key.

In fact, the chest doesn't exist and nobody's getting oul
alive. Each guest has somehow wounded the anonymous host,
and they have been gathered here for yourkUling pleasure.
And ifyou kill each of the five without witnesses, you 'llget a
bonus.

The house is two doors in from the northof the city's two
eastern gates. The doorman, Fafnir, supplies the key and you 're
in. In the lobby, elderly Malilde Petit briefs you on each of the
other guests: a young Dunmer lady, Dovesl Dran: a Nord , Nels
the Naughty; retired soldier Neville; and young nobleman
Primo Antonius. She asks aboutyou. Tell Petit you 're an
assassin sent to kill her, and her Disposition shoots up to
maximum. She loves a good joke.

You can play this mission all kinds of ways, but thereare
three general styles:

Ifyou don't have the stats for sneaking, you 'll need some
speed. Wait until the guards open the gate. then make a run
for Roderick's sickbed, thump him once, and drop into the big
room below and make yourexit.

Return to Ocheeva for Ihe usual gold reward. Ifyou avoided
detection, you'll also getthe bonus: an enchanted shirt, The
Deceiver's Finery.

This time, simple activation isn't enough; you must takethe
medicine out of the cabinet and put in the poison. Then scoot.
Retrace yourstepsto the gateand then to the trap door.

Rodl'rick's polson III'S within the ml'dldnr cabinl!t. Rrplace It with

the bottle' of polson, and he''!;as good as dead.

kill Roderick the "old-fashioned way," Polscn > bonus, Old,
fashioned way -::: no bonus.

Worst case, you 'll have to fast-travel to Anvil, walk north
along the Anvil-Kvatch road and, whenthe road curves east,
cui northcross-country, You'll pass the abandoned Atrene
(amp and Lord Orad's Estate, and just down the stope to the
northyou'lt see the fallen-down abbey tower,

But depending on where you are in the game, a shorter
route may beavailable, Ifyou've completed the Mages Guild
quest "Anvil Reccmmendauon," fast-travel directly to Brina
CrossJnn and make your way north. Ifyou've performed the
Daedrk quest "M;'Ilac;'lth," fast-travel to the shrine and head
east.

Near Fort Sutch is a ruined tower connected to the fort by
flooded tunnels that Ochecva suspects are unguarded. The
tunnel entrance is a trap door In the foundation southwest of
the tower. You'll have to pick the lock, but that's the extentof
thesecurity until you get into the fort proper, where two
guards, Neesha and utmoggro-Crcmgog. block the corridor.
They are discussing Roderick's perilous health.

You may thinkyou have to get past these two, but in fact,
you need them to opena locked gate behind you that leads to
Roderick. Sneak up just close enough to overhear what they
have to say. When they're done talking, backpedal up the hall
and hide in the second niche down the side hall. The guards
will open a key.required gateand leave it open behind them.
When Neesha bears lett 10 Roderick's sickbed,you'll see the
medicine cabinet stralght ahead of you .

Neesha positions herselfnear Roderick's bed , andgrc­
Cromg0lt patrols the area near the medicine cabinet. With a
decent Sneak skill, and possibly a little concealing magic, you
should have little trouble gettingaround them.
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The characters have a huge number of unique responses
adjusted 10 va rious circumstances and Disposition
ranges. Don't regard this is a rush job. Take your time
and play it out to fullyenjoy it.

Uw your ~i1 vl' r ton gul' t o t urn Ihl' hOIl M'gu"'l~ ilgilln~t each ether••,

•.•• nd Ihl'y Just might do fhl' dirt, wor1c for you.

2. Aki lllllg field In four wa lls. Conceivably, you rould tear
through it ina few minutes. The kill ings are easy, and
none, with the possible exception of Neville (who
should be hit with a sneak attack), should take more
than one blow, Just prowl around and wait until each
guest Is alone-which will be increasingly thecaseas
you thin their numbers. Try to lure the players 10 the
other sections of the house, and kill them where their
murders won't be witnessed byotherguests. (It's a
three-story house. with lotsof doors in the living
quarters on the top floor to establish priv,lCY.)

3. Set the stage and Ihenget the restof the guests to kill
each othert This requires some art. The elderty Matilde
won 't attack anyone, but with Dlspcstticns of over 70
and the rightcircumstances. tach of the other fourran
be persuaded to attack heror each other. One for­
insta nce: Antonius's burgeoning passion for Dran can
be channeled into a preemptive attack on her if three
guests are dead, Dran lives, and Antonius's Disposition
is at least 70.

Back in Cheydinhal, you get the usual gold for the killings
and, lfyou earned the bonus, the Night Mother's Blessing,
whicfl providesboosts in multiple skills,

PERMANENT RETIREMENT
e ~

Ina mission handed down bythe Brotherhood's ruling council,
you're to assassinate the tmpertal tegion "pest" Adamus
Phillida . To send a don't-mess-whh-us message. and win your
bonus, cut off Phttlida's ring finger and place it in the desk of
his successor.

An enchanted arrow called the Rose of Stthis-c-one shot.
one kill-is provided for this purpose. But Ocheeva mentions a
caveat: It ca n't pierce Phillida'5 armor. You'll have to use it
when he is unarmored. Surveilla nce may be useful.

The Rose of Silhis is specially commis­
sioned and crafted to kill one person-in
this GISt , Adamus Philllda. When fired on
anyone else, it onlywounds.

Gro·Bolmog suggests you have greeter freedom of action
than Ocheeva implied. You don't have to usethe deadly arrow,
but we think the Orc is steering you wrong here. If you attack
Phillida with a melee weapon, he'll immediately put on hts
armorand you're suddenly fighting a guard captain 15 levels
above yourown.

After a career of thwarting the Brotherhood's plans. Phillida
has retired to teyawiin, where he- lives in the Of)' Watch
barracks. You can follow him through his dayor simply talk to
his lone bodyguard, who says the- old man keeps a regular, safe
routine-includ inga daily swim. The swi m, in a pool at the
cast end of the chy, doesn't take place untill p.m.

AfUr, Itfl'dml' of Sl'O'kl' 10 IIw lqi&n, Phlllid. fi ...II, trts hl~

g... rd dO'#W n. Show 111m tlw I'fTllr of lib WJl~
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valtiert doesn't eat; Teta('ndril eats in the
Sanctuary onlyon Mondays, Wednesdays,
and Frldays: and M'raaj -Dar eatsat 4 a.rn.t

Search tacnance'squarters Iltoroughly, and
you'll find a barrel fi lledwilh the deadly
Poisoned Applesl

The Poisoned Apple affects any NPC who
eats it, so the player could save it and use
it on some other unsuspecting NPC
elsewhere in the gamel

Purification: the systematlc killing of everyone back at the
base. "And, hopefully, we kill the traitor in the process."
he says.

Alas, there's no altemauve path here-eave not doingthe
quest and thus giving up the whole quest line. You can still
consult with your colleagues about the quest vta "contract,"
but you can't reveal you r orders-e-your com rades only marvel
at their secrecy-and the only relevant advice you'll receive is
drsheartentng Ocbeeva tells you Lachance's word is IJw.

Lachance provides two lools10 help in the extermtnatton.
The Poisoned Apple is helpful if you clearout the food first
and then wait until someone eats.

M'ruJ·Ou hn n"ilIlir (oml' to re illwn ilInd wanu to tit your nl'W

best,rim•. Sldlr,lt\ 100 lIull', 100 lilI1r.

We suggest you summon Rufio's angry ghost in the Iraining
room so il can do the maximum possible damage-there may
be as manyas three people here. Once the ghost is engaged.
backstab or perform power attacks on itsopponents, Vallieri
and Orheeva can be attacked in their sleepor in the privacy of
their rooms, Thenyou'll just have to mopup.

IOF SECRET AND S

Don't fu~t to take the severed finger end the raft of useful
k£'YS on Phillid.l'..body. You must physicalty place the finger in
the locked desk in the locked ground floor office atlmpertal
legion headquarters in the cuter ring of the Imperial Prison
District.

In Cheydinhal, Ocheeva tums over the standard reward­
plus a SOO·gold bonus for giving the finger 10 the Im perial
Ltgion rcmmander.

And th.1t's not tnt' end of it. the killing makes the papers;
check oot the newBlack Horse Courier. The next timeyou're In
ltyawlin. drop by the City Watch barracks. Phillida's poor
bodygudfd has commutedsuiddr overhis fa ilure. Check his
body for a nate.

What techance tensyou changes everything. Then! is a traitor
in the crgamzatton, and that traitor is somehow linked to the
Cheydinhal Sanctuary.

You're In the clear, and the traitor'sactivity predates your
arriva l. But your colleagues are all suspect. because Lachance
now charges you 10 undertake an ancient rite known as

Tht hollowrd-out tree hld6 . I.ddl'r down to u fh illnft \ prinl t

quarters, find It bl'fore Jeu ente r r llrt r.lrr~ut. ilInd rllu fillna,old

fonfront.llo.. wl1h 1hl' Skl'll'lill (;uudlilln~

Ocheeva has received sealed orders for you from Lucien
Lachance. The letter directs you to meet him at Fort Farragut.
leave Cheydinhal by the east gate and rltmb the hill to the
ruined tower.

fort Farragut is populated with shl: Derk Guardians (like the
one that t i~les.sty palrols the Cheydlnhal Sanctuary) and a
range of nasty traps. You don't have to deal with them at aiL
tnstead of the big door inside Ihe lower, use the trap door
Insidt' the giant dead tree just northeast of the ruin, and you'll
wind up at the base of a rope ladder in Lacha nce's Sanctum.

LUCIEN LACHANCE'S QUESTS

THE PURIFICATION
--------
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There won't beanywhenyou're done. Kill off the whole
Drarontsfamily: the mother, Perennta. and her children,
Matthias, Andreas, Slbytla. and Caelta. Lachance knows the
location onlyof Perermla and suggests you elicit from her the
whereabouts of her kids before you send her soul to Slthis.

She's at Applewatrh-a farm just west of Bruma. You can
get there most easily bygoing east-northeast from Chorrol
along Orange Road and hl'adlng northcress-country when the
road'scourseshifts from northeast to east. Or jusl go CTOSS­

country the whole way. It's hilly terrain , so leave the horse
behind.

It couldn't be easier, Perennia 's a tittle dotty, thinks you're
with a shopping service she's hired, and gives you a list of the
rhildren's addresses and suggested gifts and 100 gold for Ihis
purpose. Kill her and, if he gives you 'rouble, her dogJake. Or
kill her first and take the list from her body; it doesn't matter.

You can handle her family in any order. Andreas is probably
the easiest to defeat He doesn't wear armorand is armed only
with a dagger. Just wail until he goes to sleep (around 2 .1.mJ
or until the Impertal Iegion trooper who seems to be perma­
nently stationed at Andreas's Drunken Dragon Inn isn't nearby.
1I's southeast of the Ayleid ruin Atatar from the Fighters Guild
quest "Azani Blarkheart. "

Matthlas is best killed between midnight and II a.m.. while
he's sleeping upstairs at his home in the southwestern part of
the Imperial City's tales Plaza District. Pick Ihe lock on his
front door.

You can kill Caella while IhisCity Watch guard is on night
patrol in Leyawiin-unlike other watch troopers, she's only one
level above yours-but it's easier to wait until she appears a
little after 7 a.m. at the Three Slsters Inn , where vou ran

Thll'old Dr,u:onb Inlltron Pell'nn" is dtfinilil"l, the II"iIsim 'IImll)'

m.ntbu 10 dispos il" of.

the Necromancer's power to summon undead alhes. so thai
could gel nasty.

You 'll find yourreward (SOO gold) and instructions In a sark
on the southwest side of the tree in the middle of the traffic
circle southof Chorrot's northgate.

NEXT OF KIN

l["UPi'·AFFAIRS OF A

THE "DEAD DROP" QUESTS

Postponean attack on M'raaj-Dar until he's clone prartkmg
his spells in the training room. He'll he lowon Magicka and
will have to fight you conventionally.

Depending on the dayof the week, you may have problems
finding Tetaendrfl . who spends partsofTuesdaysami
Thursdays outside the Sanctuary in Cbeydfnhat proper and
weekends in Leyawltn (when" she wanders near the east city
gate). If that's the rase, either wait for her return or seek her
out. You 'll find her schedule on Ocheeva 's body.

Return to Fort Farragut. Lachance explains that your orders
will now l:JE" deposited at "dead drop" locations around the
province-the first in a hollow rock on Hero Hill . He rewards
you with the black, glowing·eyed hOISt Shadowmere. And he
promotes you to Silencer- his private assassin.

The fi rst drop is some distance to the southeast over steep
slopes. tnslde d great rock, you find lnstrurtlons to kll1 a
powerful Necromancer named Celedaen. who is in the process
of turning himself into a ljrh. (Necromancers in the flder
Scrolls universesometimes do this in the hope of achieving
immortality.) 'the orderssuggest Celedaen is too powerful to
confront directly, but that the cave must « mtaln rerords lhat
give some hint of a weak point.

Leafrot Cave isa long way to the south. and the direct route
goes through pathlessand quite possibly unexplored terrain .
Assume you'll have to get there under yourown power. You'll
find it much easier to follow the road west to lake Rumare,
then head southand southeast. and finally rut east, cross­
country, just northof the Ayleld ruin Morahame.

YOIt won', have to descend far info this small cave, at the
edge of one of the Panther River headwaters, to find the
Necromancer's notes. His journal, The Path of Irenscendence. is
on the table against the east wall in the first room. Celedaen is
using a magical hourglass to extend his life. Your journal
suggests that its remova l wou ld kill him. II does. Just sneak lip
on him in the innercave and pickpocket him. You ran kill him
conventionally, loa, but he's 20 levels above yours and he has
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dispatch her In privacy. She'll be in a private room on the
second floor; pick the lock.

Gothrough the modest dungeon of Muck Valley Cavern to
reach Sibylla. WIthin easy walking distance of Cheydinhal, It
contains six toeight otuers. (Slbylla went to the cave to live
with the animals and has gonesavage.) You shouldn't have
much trouble with them. butSibylla may prove a fair
opponent. She's a level above you and wields a mace with
authority.

Once everyone's dead, click on the grate in the well in Castle
Skingrad'scourtyard foryour usual 500 gold and new orders.
Sometime after you find the trailor'sdiary in "FollowingA
lead," return to Applewatch. You'll find the graves of the five
family members arrayed in an arc just southeast of the farm
house. You can claim Caelta's un-enchanted steel longswcrd
from her grave and read the inscriptions on each. Only the one
on the mother's grave alludes 10 her being a murdervictim:
~May her spirit forever curse the murderer whostole her
precious life,"

This Isn't just an idlereference. When you read the
Inscripllon on Perennta's stone, her ghostappears, approaches
you from behind, and attacks. It won't be higher than level
Four and, with an enchanted weapon. you'll have no trouble
puttingthe mother down a second time,

BROKEN Vows

Actually, it never got to the vows stage. The KhaJJiI nobleman
I'Chasta has declined an offerof marriage over the young
lady's dowry. The girl's family is disappointed and wants satis­
fact ion.

Your compass points you to J'Ghasta 's home a bit south of
the city's cast gate. When youget past the lock, however, it
may appear he Isn't home,

Recall that yourorders mentioned himspending much of
his time practicing unarmored combat. Atrap door leads down
to the Secret Training Room on the lower floor just behind
the stairs.

J'Chul. b, manu of Hand-to--H.nd comb,l, .nd has honl'd his

body Into I lethal wupon.

This is perhaps your most straightforward mission. Just
because I'Ghasta's a good hand-to-hand fighter doesn't mean
you must be one as well. Kill him with yourweapon of choice.
Then find yourway to Old Bridge-iI's along the Red Ring
Road south of Imperial City-for your usual reward and
orders. Your fastest route is to swimsouth from Ihe Imperial
City's waterfront District.

FINAL JUSTICE
--~--~~~--~~-----

Your next target is an Argonian hunter named Shaleez. You'/I
find him in the flooded Mine Just north of Bravll.

Shaleez wanders through the minea good deal during the
day, You may have an easier lime finding her if you visit
between 10 p.m. and 5 a.m., when she's asleep. Between those
hours, hanga right at the first junction; climb a ramp Into a
large, semi-flooded room; ascend another around the comer to
the southeast; and drop the hammer on her, You'll find a
couple of nice magical weapons on her body.

Again, travel to collect yourreward and new orders. Fort
Redman's on the east bank of the lower Nlben. It'scloser 10
Leyawiin than 10 Bravil, and you make better time Ifyou've
been 10 Water's Edge (which is across the water 10 the
southwest) for the fighters Guild quest, ~Ame lion's Debt," or
performed ellher the "Sheogorath" or "Nocturnal" Daedrk
quest.The one shrine is 10 the northwest and the other is to
the east-southeast.

Acoffin (containing the 500 gold, a schedule for an Alva!
Uvani, and yourorders) Is Just right of the door Into the fort.
fort Redman proper is a Vampire lair, and you find a single
bandit in the tower itself.

A MATTER OF HONOR

Uvani is your next target. He's a traveling merchant, hence the
schedule. Thus. you can Ilgure oUI where to make the hit.
There are two issues in this difficult mission: avoiding the glare
of publicity and avoiding getting killed.

uvant can kill youeasily. He's not just a merchant but a
battlemage who isa master of Destruction magic. You'll need
something special to cancel out this advantage: mead. Uvani is
allergic to the honey it contains. If he drinks it, about five
seconds later he'll be paralyzed forever and al your mercy.

You'll find mead all over the game-including eighl
portions In the cellarof Summilmist Manor in Sklngrad (which
you cleared out In "WhodunIW) and five In the living quarters
section of your former Sanctuary in Cheydinhal.

Buthowdo youget Uvanl to drink the stuff? It's tricky.
Watch him. You 'll see thai, at mealtimes, he'll often sneak
around, He likes to steal his food , Your challenge is 10 make
sure the only food available for him to steal is Ihe mead.



.- .

Ifyou didn't use the Poisoned Apple in
'The Purification" Quest, that will work
herr as well.

Inother words. you'll have 10 clear out all the edibles in the
immediate area. Atthe inns along Uvani's route, that means
you risk gettingcaughtstealing yourself-or committing
murderwhen you attack the paralyzed Uvani.

THE COLDEST SLEEP

Next stop: Gnoll Mountain. east of Bruma. Kill Havilstein
Hoar-Blood. who has himself killed the chiefof a Solsthelm
mead hall.

This isa comparativelystraightforward hit-a rough one,
though. as Mr. Hoar-Blood is fi ve levels above your ownand
has a magic battle axesupplied witha variety of nastyenchant­
ments. Nole, too, Ihat the mountain is fairly high and quite
steep over somesections of slopeand that you (ace an
unexpected and simultaneous second opponent in Rcdmaw,
Hoar-Blood's pet wolf.

There's another option. The only private spot mentioned in
the schedu le is the merchant's home in thesouthwest corner of
Leyawtln. You can pick the lock, clearout the cupboards, and
wait for Uvani there.

However, Uvani doesn't make it home very otten. Leyawiin is
at the end of the last and longest legof uvanrs itinerary, and
the merchant may reach the city sobehind schedule thai he
immediatelyturns around and heads hack to Bravll. You may
have to wait here quite a whi le for the perfect situation.

An impatient player may give up and opt for the dangerous
compromise of kill ing Uvani in the wilderness between cities.
However, your victim won't steal mead found en route, you
can't ambush him (his Sneak ski ll is 100), and it'll have to be a
straight, stand-up fight. You can win this battle-especially if
it's fought in rough terrain where Uvani will have moretrouble
hi«ing you, but he'll probably only have to hit you once
to end it.

Pick up your money and orders from the hollow stump in
the garden reached through the passage between Rindir 's Starts
and Edga r's Discount Spells in the western part of the Imperial
City's Market District.

Havllst rln Hoar·Blood enjoys a quIr t mom enr beflt~ he's murd ered

In cold blood.

Kill 'em in the rightspot and you'll have some macabre fun
watchingthe bodies 100m down the mountainside.

Your orders for the next mission are in the Ayleld ruin of
Nomal, southeastof Cheydmhal. The easiest WJy 10 get there is
to fast-travel to Muck Valley Cavern, where you removed Stbylla
Draconls in "Next of Kin," and then head south. Yes, you have
to go inside this time, but not far. Justdescend the stairs,
following the curving corridor at the bottom, and tum right at
the first junction. Dive into the water, pick the lock on the
gate, and the chest is right in front of you.

Nornal is a huge. four-level marauder bast.
vou may explore it 10 the Misc('lIaoeous
quest "vamplreCure."

A KISS BEFORE DYING

In Bravil. a Wood Elf named Ungcttm spends his days inside
his secure house and his evenings outdoorspraying to an
ancient statue that his fondest wish might be granted.
Evidently he's in love with a married woma n. The woman's
husband has learned of Ungolim's passion and has summoned
the Brotherhood to settle the affair ... or so your ordersstate.

I
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You're warned that, as in the case of I'Ghasta in Bruma,

ungcum suspects his life Is in danger, may attack you on
detection. and has bribed the guards IO'look lhe other way.
Your journal suggests stealth.

Ungollm Sfl'lu fhr blrssing of fhl' llIrky Ltdy, unaw ;U'.. that hislutk

hilSjust run eut,

In Iact. theywere not mundane at all. It turnsout thai
everythingyou know is wrong. Since wiping out the Draconls
family, you 've been consistently directed to the wrong "dead
drop" locations and, rather than performing Lachance's
missions, have been decimating the ranksof the Black Hand,
I'Ghasta, Shaleez, Uvanl, and Hoar.Blood all were either
Brotherhood Speakers or their Silencers, and Ungolim was the
listener.

La chance now tellsyou to lie in wa it near your next fa ke
"dead drop" location and confront whoever delivers the orders.

FOLLOWING A LEAD---- _._---_. ---
To date, your orders havealways been at the dead drop when
you arrived. Not on this occasion. You arrive in Anvil to fi nd
the barrel near the statue in the pond empty. Just wait. Be fo re
long, you see a Wood Elfnamed I ntlrcth heading in your
dirertion. Sure enough, he deposits the orders in the barrel. If
you speak to him. he'll tell youwhat he knows,

Iuden u th.llnt r .lI"lvrs un rxprct rdly to show you lh r rrror

of your ways.

Thf Wood [ If boy [nllroth, doing the tr~ ltor's dirty work .

Any of the three conversational approacheswill do. ffhe
only differences are in the wording of the responscs.) Enilrolh
says he was given his marching orders bya robed, faceless man
the previous dayas he passed by the Anvil lighthouse. Enilroth
believes the man lived in the lighthouse cellar and speaksof an
awful smell coming from those rooms. He refersyou to Ulfgar
Fog-Eye. the lighthouse keeper. for a key.

The orders directyou to assassinate Arquen-a "High [If

whore" whose whereabouts are uncertain. However. don't go
looking for info on Arq ucn at the locations mentioned; you'll
find her a lillie later in this quest. Nor should you detour to
Fort Farragut. Lachance said the place is being watched, and
apart from looting it, there's nothing special you can do there.

Enilroth keeps the 500 gold. You can liberate it only by
picking his pocket after your exchange- not before; the gold
doesn't appear in his Inventory until you talk 10 hlm-or
taking his life.

Activate the statue of the Lucky Lady 10

receive a blessing that boosts your Luck by
to point! for 1,000seconds.

That'll work. Ifyou're verygood at sneakl ng-c-Ungolt m's
ownSneak skill is 55-you cancreep up on yourmark and
whack him as he wanders near the statue in the northern part
of town.

Before you can loot Ungollrn's body or set out to collect
your next orders. you 're approached by lucien Lachance. who
says, in essence, "What the hell are you doing?"

You may have alreadysuspected that something was amiss.
After all, you started working for Lachance to eliminate a traitor,
but recently, you've been performing missions that are, 10 judge
from the official descriptions, comparativelymundane. And then
there was your discovery at Unvani's house in L.eyawiin.
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The Nlj ht Mother and he' damn~d children, first offerinj's 10 the

Dfl"ad rather 5lthls.

When you arrive. you can't move. Arquen recites an invocation,
and for a moment the statue seems to come to horrifying life.
lis contortions reveal a trap door down to the r rypt of the
Night Mother-the entrance 10 this last and shortest of the
Dark Brotherhood quests.

After your companions descend. you can move again. Follow
them. First activate the statue to receive its blessing. You need
a little extra luck, and this is the last time you can extract the
blessing.

After you descend. listen as Arquen appeals to the awakened
Night Mother for guidanre-c-and this dark legend straightens
her out. Lachance was an obedient servantof Sithls. Atraftcr
remains within the Black Hand.

HONOR THY MOTHER

The members of th e Black Hand jather 10 invoke the Night

Mot her's Blnslnll.

Bellamonl chooses this moment to strike. He kills Alar and
Bellsarius on the spot. He tries 10 attack the Night Mother, who
can't be killed, and then you. With Arquen's help. heat him
down. He's 20 levels above your own, with a tongswcrd of
Burning, so this could prove difficult.

When he's dead, the Nigtu Mot her speaks to you. She
explains everything, Invites you (0 loot the place (the three
sarcophagi contain nice random magical eqllipmend, boosts

Someone c1ear!y has Issues...•

Iake the mother's head from the lillie shrine in Ihc sante
room. It doesn't do anything. buill givesyou a little Easter flU!
in the next higscene.

You're 100 late to save Lachance from paying for the traitor's
mischief. At Applewatch, you find him dead at the hands of
the Black Hand . lis remaining members are still here-Arquen
(who turns oul to be not a prostitute, but a Speaker). Banus
Alar. Betlsartus. and Mathieu Bcllamonl.

Not to worry. As Lachance told you, you are not susperted of
complicity in the plot. Indeed. with Lachance's death, you're
promoted to Speaker.

Butthe Black Hand acts as though. with Lachance's death.
the crisis has largely passed. You've read the diaryand know
better. One of these "fingers" of the Black Hand is the traitor
and is wailing for the planned ronsujtaticn with the Night
Mother to strike,

Which one? This is where the head from the lighthouse
basement comes in handy. Simply drop it anywhere inside
Applewatch. Three of the four Brotherhood members take no
notice of it when you speak 10 them, Butone, Bellamont,
seemsto recognize it and is momentarily thrown offguard.

However. you can't expose him. On time, he'll expose
himself.) Just tafk 10 Arquen about the Night Mother between
midnighl and 3 a.m., and she'll ask if you're ready for the trip
to the Nighl Mother's resting place. If you agree, you'll be
teleported, and the five of you reappear besfde the statue of
the Iurky l ady in Bravll.

Al the lighthouse. you can bully Fo~·[ye into giving you the
basement key either by following up a request (the first reply)
with a threat or a demand, or bysimply demanding it (the
second replyl. However, jf you ask for the key and then say
nothlng he'll get ticked off and attack.

The evidence you're seeking is on the little table next to the
central pillarin the cellar's back room. To judge from this
diary, the traitor Is a lunatic obsessedwith obtaining revenge
against tarhance and the Night Molher for his own mother's
murder. The diary also supplies the location for the
Miscellaneous quest "The Ghost Ship of Anvil."



• •

your Blade of Woe dagger (with Damage Health, Damage
Willpower, and Demoralize enchantments), and then zaps you
back to the Cheydlnhal Sanctuary.

Once you arrive, speak 10 Arquen and she'lllay thingsout
She's going to gel the Sanctuary up and running again. You'll
serve as the Brotherhood's listener-the conduitbetween the
Speakers and the Night Mother. You've reached the top of the
Brotherhood's ladder, From here on out, It's all gravy.

This lsn't a quest so much as an extended reward. Check in
with the Night Mother's statue In Bravil on a weekly basts,
returneach lime to Arquen with the 'whispers" (the identity
and location of a single dientl. and you'll collect from her your
cut of the week's receipts. These are the samesums that you
received as rewards in your early Brotherhood missions-2S to
300gold,depending on your level. Note that none of the 19
possible clients is real; their identities and locations are
selected at random from tlsts. None of them are located within
Cyrodiil.

As Usttntr fll tht Dan: 8rothtrhood, you all! furtd ilnd I'rsptotd

~bo"'t ~II olhtn;.

You canorder one of these acolytes to follow you Inyour
travels. (In theory, If you're also Arch·Mage of (he Mages Guild.
you could have both an apprentice and a murderer Lliling you
around.I The murderers have a somewhat more elaborate
command set than the Guild counterparts. In addition 10 the
usual "follow," "slay,~ and "goaway," Brotherhood underlings
also follow in stealth mode and follow 'wtth utmost haste,"

Initially, the Sanctuary Isempty save for you and your
lieutenant. It won't remain that way for long. Onceyou start to
collect assignments, the hideout is repopulated with up to
three generic low-level members: a Khajiit swordsman and an
Imperial archer-both two levels below you-and a Breton
mage at your own level with a repertoire of I0 spetls. If you
took out the old Sanctuary's Dark Guardian, you find another
one of those patrolling the halls as well.

These kids are very much in awe of you, and you can freak
them out a bit with pop quizzes on the nature of Slthis and the
Night Mother. If you ask about rumors, they'll often repeal
yourdeeds in the Brotherhood back to you.I

I
EPILOGUE
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~ENA
AIactton of a slightly different color: bright red.

These are grim times for Cyrod iil. The emperor and hissons
are dead. Daedra are coming out of the wood~rk. Kvatch is
largely gone. The guilds are under slege. Only in the Imperial
City's great Arena can the people give up their caresfor a few
hours to the intense sport of gladiatorial combat.

Thereare two ways10 participate in the Arena. You (an win
money as a gam bler. or fame and money as a combatant.

It has no entry requirements-anybody GIn play-c-and just
onegreat. over-arrhtng quest: If you can defeat 27 opponents
overthe course of 21 matches. you'll become the Arena's new
grand champion.

Either wilY, present yourself at the entrance to the Arena­
on the east side of the Imperial Clry-cbetween 9 a.m.
and 9 p.m.

lbf Impf" .1 (II, a re.... . ' It hu stood ,Inn lhf d.Y'

of C.ldu Shinjl.

THE GAMBLER

This appears pretty straightforward. Speak to Hundolin, the
gatekeeper. Th is agreeable fellow will accept your wager on
euher the Yellowor the Blue team for 25. SO, or 100 gold as
many times as you wish while the Arena is open for business.
If you win , see Hundollnaga in and you'll get double your
money back.

Once you plare your bet. enter the right-hand Arena door
onto a bakony overlooking the killing floor with a cheering
crowd around you.

You can't reach these folks and couldn't Interactwith them
even If you could. However, youcanchat with eight NP( s who
visit the bakonyat va rious points durtng the week: Cwlnas.
Pista Marillin. and Winson (everyday); Roderlc Nerrane on
weekdays; wurneek on Monday. Wednesday, and Friday; and
Elisa Pienane (wife to Roderkl and uten and Dratora Athram
on weekends. (Note that Cwlnas has a bit part in the Main
Quest and won't show up at the Arena while its 'The Pathof
Dawn- segment is running!

Ma ke it a point 10 visit the Arena .11various times and spt'ak
to all of them. Mostly. it's for fun. One is f1alcy. atleast one is
addicted, one'sgoingto catch hell from his wife (though she
never catches up to html, and. as you'll see.one has useful
information. (Some gam blershave to travel significant
distances and 0;() may takea while to appear.)

When you step into the room, an announcer starts talking,
two portcullises in the Arena open, gladiators clad In yellow
and blue emerge, and the fight begins.

>on
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instance, If the glad iator doesn't have a weapon, heor she may
wellget rreamed-though that's not a sure thingelther.)

50 howto improve your Luck at the spurof the moment?
Spells. potions, scrolls, and magic items all work. The Irick is
find ing themjust when you need them.

Two Fortify Luck spells are available from I revataat the
Chapel of Dibella In Anvil. One raises Luck by 10 points for60
seconds, the other by 15 points for 90 seconds.

Three typesof fortify Luck potions carry respective boosts of
10, 15, and 20 points for 30 seconds, and two fortify l uck
scrollsoffer boosts of 50 and 100! All turn up in loot and their
resperttve vendors, but not predictably-theyappearon lists of
items that are adjusted 10 the player's level- and it's lrnpos­
slble to say preciselywhere they'll appear.

Weak fortify luck potions are availa ble at Renctt's Booksin
Chorrol and at the Cheydlnhal Mages Guild.

Or, if you're a loumeyman-level alchemist, you can make
one. You'll need two of the three ingredients that have a
Fortify Luck effect. It's the tertiary effect of the common
bonemeel and primrose leaves and the secondaryeffeet of the
raregreen stain shelf cap.

Now, Ifyou're a Journeyman alchemist. you probably have
at least reached the rankof Apprentice in the Mages Guild and
so have access to the Arca ne Unfverslty If so, you're all set.
You'll fi nd bonemeal in the Arcane University's Chironaslum,
upstairsat the Mystic Archives, and upstairsat the
Praxcgraphtcal Center, and theother two ingredients grow wild
on the grounds.

If you 're not an Apprentice, you're shut out of the relevant
areas of the university campus, and you'll have 10 collect the
ingredients the hard way.

The cellar of Aga rmir's house (ncar the southern lip of the
city's Talos Plaza District) holds 13 portions of bonemeaf. You
must pick a three-tumbler lock to get into the house and a
leveled one (minimum two tumblers) to reach the cellar.
Agannir spends much of his time out and about, so it's an easy
burglary. CAgarml r Is himselfa thief who is involved in the
Miscellaneous QUest "Unfriendly Com petition," 50 don't whack
him before his time if you want to complete that mlsstonj

Primrose leaves grow in fai r quantity in the wilderness, with
an 80 percent chance of harvesting the ingred ient from each
plant. It grows in greatest quantity (nine plantslln eastern
Cyrod ff at the eastern headwatersof the Panther River. The
closest location Is Pelt's Gate. lust swim south fromthe water­
front to Old Bridgeand then south along the river to find three
plants.

Green stain shelfcap is an i(fier affair. They can be hard to
spot. lT11eygrow out of the sides Ilffrees and rocks.l You have
just a 50 percent chance of harvesting the lngred len t from any
given plant. And it can be found convenientlyonly in the
north-central part of Leyawiin (two plants), So you may wi nd
lipsearching in the distant wilderness. The greatest conrentra­
ttons can be found sou th of the Onyx Caverns (six plants)-It's
east-northeast of teyewifn ncar the Black Marsh border- and
in a small surface ruin south of the Aylefd ruin pfukanda (three
plants). The latter is just up the slope northwest of Lake
Rumare.

:I

If only you hold ill" amulet lib th r en e Drollorol Athnm possr ssrs•.•

It's nol Just tafk. The game does check your Luck attribute
when you step into the spectators' area: when II reaches 50,
the fighter on whom you bet begins to accrue additiona l hit
points. The more Luck, the morc points and, ingeneral, the
better the odds-though naturally hlt poi nts alone won't make
up for critical shortfalls In your figh ter's ordnance, (rc r

Can you can Influence the result? Not directly. An invisible
barrier separates the balcony seals and the Arena floor. And, of
course. you don't know who has what equipment until you
watch the figh t.

However, if you speak to fellow gambler Dralcra Athram.
you learn that luck seems to have an impact on the outcome.
Mrs. Ath ra m says her enchanted amulet helps herwin her bets.

Hundolinsaid the chances of winning are 50/50. That is
true, However, that's where the parityends. The fighters are
equipped at random and it's in these load-outs that much of
the battle Is won and lost. Each com batant Is guara nteed to
receive light or heavy raiment (armor) and will probably (a 90
percent cha nce for each item) receive each of the following: a
meleeweapon that could range from a dagger up to a two­
handed Elven weapon; a shield; and a helmet Hence, the
actual odds could be distinctly uneven in any given battle.

LUCK

You could win 01 fortun r In thr Arrnr-or Ion your shirt tryin g.
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Flnally, the game has three different amulets with Fortify
lurk enchantments. The strongest, which carriesa t u-poln t
bOO~I , turns up unpredictably in loot and shops. but the other
two can befound In the wilderness-and one of them is right
under your nose.

The weakest, with a 6-poinl boost, can be found beside a
statue inside the ruined lower above Fort Llnrhal. which is
northeast of Kvateh. Amiddle-rank amulet, with an a-poi nt
boost. is atop a pillar In the ruin of Fort Teleman-near the
Black Marsh border south of the southern headwaters of the
Panther River, Acharacter with a good Acrobatics skill can
reach it by jumpingatop the wa ll, following It 10 a spot near
the pillar, and jumping: the gap.

(Naturally, this raises the issue of howyou can boost your
Acrobatics skill. The samegeneral rules apply, but you can also
use trainers and skill books- and it's a good deal easier 10 find
an item encha nted with Fortify Acrobatlcs.)

FinaHy, you canjust kill M r~. Athramand take her amulet.
We guess it wasn't that lucky after all! She gels around. and
the easiest approach is to kill her-and probably also her
husband and fellow Arenagambler, Ulen-in their bed at
home. Pick a three-tumbler lock to enter their house on the
north side of the plaza 's central rotunda.

Kill Dtalon Athr am whJle she's sleeping, .md th e Iu(ky amul el

will be yours,

THE COMBATANT

The heart of the beast. Use the left-hand door and descend
into the Arena Bloodworks-so named for the blood that
sometimes drips down from the killing floo r above.

:1

Thl! Areni Bloodwol1ts, tnll1ing hall of some of thl! best warriors

Cyrodiil hu ever Ilnown.

This is the training area for Arena fighters. Talk to Owyn at
the east end of the north room. He'll talk some intimidating
talk and, if you nevert heless ~ign on as a fighter, assign you the
unflattering rank of "pit dog" and give you a choice of light or
heavy raiment. You'll have to wear this in every Arena battle
save the last.

How to rhoose? It's best to be guided here by your armor
sktlts and whether you wa nt to travel light. The raiments are
identica lly enchanted-adding 2 points to your Personality
attribute and 5 to your At hleticssktll-c-butthe heavy raiment
weighs 27 pounds more than the IiJo!ht. (Ignore Owyn's
comment about figuringyou fora "heavy ratment type," U's
j U~ 1 a tease, not an assessment of your stats.j

And the rest of yourordnance? Don't worry; you're not
going to be thrown to the wolves of randomness likethose
Bl ue and Yellow team guys in "The Ga mbler" sectlcn->
althoughyou have in fact been assigned to the Blue team.
(Owyn mentions this under the "Rules of Competition" toptc.l

Instead, you're thrown to the wolves of standardization. The
raiment is full -body armor, and its usc prevents the use of any
cuirass, greaves, boots, gauntlets. or bracers you've acquired in
your travels. (Ifyou remove the raiment duringthe match ,
you're disqualified and will have to refight the match. If you do
it again, you're stripped of your rank and barred from future
matches.I

However, you can usc whatever weapons, shield, helmet,
and enchanted jewelry you please.

Ifyou do not have a weapon, you'll find several here: four
Iron claymores on wooden racks in each of the two principal
rooms; three Iron warnammers on another rack in the entry
room; and an iron Iongswerd beside d bedroll on the east side
of the entry room. (You'll want something better-s-that is,
enchanted-if you plan to make the Arena a career.I You [an
also find an Athletics skill book, The Ransom of Zarek , in a
cupboard against the Bloodworks' north wall .

l>
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THE MAT

If you're sUited-UP. the Arena is in cperatlon (for now, the
same 9-to-9schedule as for gamblers) , and you don't have a
bet riding with Hundolm. tell Owyn you're ready for a match.
He offers a short briefing. Agateopens nearby; pass through it
into the adjacent "Red Room" and the passage that leads up to
IheArena floor. At the top of the stairs 10 the portcullis, the
announcer begins his spiel. You're on.

To flghl In Ihe Anon.., you mud go through Gwyn, t hl' c:urmud­

gf'Only billdl'm.ntl!'f.

TATICS
--

It's always a fight to the death-no yielding-and anything
goes. Spells are fine. Bows and arrows aTC fine. Running away
screaming isfine.

There are many ways to win. A101 of them involve standard
combat tactics. and we (Over those in the "Combat" chapter.
Here. we discuss tactics specific to the Arena.

The Arena floor is an enclosed, circular area from which you
can't retreat-the door back to the Red Room locks behind
you-and that contains no extra supplies. Be prepared in
advance with palions, spells, weapons, and those few pieces of
armoryou're allowed. The longer you can postpone your
sojourn in the Arena, the betterstuffyou'll acquire in your
adventures and the betteryou'll do here,

II's wide open. You can jump up on the abutments beside
the gates, but they're not sufficiently elevated to putyou out of
range of a melee weapon . And the spikes along certain sections
of wall don't do any damage,

However, four blocks, arranged in a square around the
central gratfng, do provide potential stumbling blocks for
pursuers, and four pillars closer to the walls can be used to
slow pursuers and also offer cover from ranged weapons and
spells.

The Blue and Yellow team gates aredirectly opposite each
other. You can't shoot through them with arrows or spells, but
you (an openup at a distance the moment the gate comes
down. This is the farthest youropponent will ever be from you.
Don'twaste the opportunity.

Wh.n th. g<lff'S'''' lo_,..d, th. b<lul. ~gJns, ,nd It rig.s until

SOR'lf'onr lin dud.

Finally, note that thesegates remain down during the
righting. Don't back into this passage; it's a potential death
trap. but it's also a place to ensnare the more elusive of your
opponents.

Those opponents are a varied lot, but they're all unfailingly
aggressive and very fast. It'svital that you have eitherexcellent
nanve speed yourself or spellsor enchantments to enhance it
or to slow down your opponents. If you can outpacethe Yellow
team, you can win many matches-s-even against otherwise
superior opponents-simply bykeeping a safe distance, slowly
wea ring down youradversary with spells, and then stepping up
to deliver the coupde grace,

Afterward, you'll learn something of Arena protocol: You
can't loot the bodies of youropponents or claim weaponsand
shields they may have dropped when they died. You alsocan't
enter the Yellow learn's reported Red Room. (II doesn't actually
exist.l All you can do isdescend agilin to your own Red Room,
activate the Basin of Renewal to magically replenish your
Health and Fatigue, and report back 10 Owyn for a reward and,
at the endof each of the seven tiers, a promotion.

Along the way, you can (hat with a supportive Blue team
gladiator and the unpleasant Yellow team hero, who work out
in the BJoodworks. The latter has different tauntsat each
level-all of which contribute to making killing her in the last
hero-level match the more enjoyable.

THE OPPONENTS

The Pit Dog Matches
Mostly easy. You facea female Wood [If supplied with a
longswcrd and a light shield and helmet; a male Imperial with
a heavier shield and helm; and an Argonian archer. All are a
level above your own, but only the rugged Imperial stands a
real chance of beating you. Yoo receive SO gold aftereach of
the flrst two victories and 100 gold and promotion to "brawler"
after the third.

The Brawler Matches
Your first and thirdopponen ts are an axe-wielding Nord and
an axe-wielding Khajiit each two levels above yourown. In



between. you face (stmujtaneou..ly) Wood Elf twinsl..ters-e­
each a level up on you-who are armed witha bowand a
daymore. Watch out for the bowwoman. She has a Chameleon
potion; all of a sudden, she vanishes and youstart getting hit
by arrows that comeout of nowhere. SLly behind the pillars
and switch overto healingspells until the potion runs its
course. You'll receive 100 gold after each of the first two
victories and 150gold and promotion to "bloodletter" after
the third.

lb" Wood ( If twin slsl"B musl bot h hi' d",ruCl'd brfo tl' you' ll bf'

d.doll",d victor.

The Bloodletter Matches
Here, it starts to get tough. Your opponents aren't quite so
hardy as those in the brawler bouts, but they're generally
better equipped: The openingBedguard may use a mace. The
Breton tady that follows has a shortsword, heavy armor, and
Endurance and Speed potions. You'll recefve ISO gold after
each of the first two victortes and 200 gold and promotion to
"myrmidon" after the third.

The Mynnidon Matches
TheShtmmerstrike dau er used byyour first opponent carries a
weak Frost Damage enchantment. The High Elf (light armor
and a tongswordl and Ore (heavy armor and a silver battleaxe)
that follow are comparatively nondescript. You receive 200 gold
after each of the first two victories and 250 gold and
promotion to "warrior" after the third.

!!le Warrior Matches
The Nord swordswom.an who opens this round b a good
challenge-three levels above yourown and as Iast with her
longsword .as Owyn asserts. Thesecond round puts you up
against the firstof two magic users. Owyn's advice is spot on:
Close with her quickly. (It's better to face her lcngsword than
her daunting array of spell,.:.) rinally, you Iace an Orr with a
big old warhamrner with which she probablywon't have to hit
you more than twice. Maintain " safe distance, but stay close
enough that you can dart in for a telling blow. Ih e hammer is
heavy (7S pounds) and slow to swing, and you'll have a
window for a quick hit after each miss. You receive 250 gold
after each of the fi rst two victories, 300 gold and promotion to
"gladiator" after the third.

The Gladiator M.~"te~h~.~s'- -;_7"_ _ :7::;-_
The three Argonian pr isoners are unarmed .and present lillie
threat-unless they can box you in and gangup on you.
(They're all of a higher level than you, and each has a
respectable Hand-ro.Hand skill.) So stayaway from them and
the walls. follow a path between the ptltars. In the COUfS(' of
pursuit. the pillar.> eventually will separate one from the
others. When thts happens strike SWiftlyand then withdraw
and take them down one byone. They're followed bya Khajiit
wit h healing potions and a Breton (somewhat easier) with a
longsword. You receive 300gold after each of the first two
victories and J50 and promotion to "hero" after the third.

The Hero Matches
This final round opens with what will probably he a long and
bloody fight agatnst a former memberof the Blades (several
levels above your own) who seems to have all hisold
equipment. including his Akaviri longsword. Makf' SUTt you
have some extra healing potionsset i1side for this match,

HI' once SI'1\'I'liI th l' I'm~rvf, olI .. d now Chis 1'1-81MI' b ,,,"In. his

1"lnlll{ to good use--.1iollinst ' ou.

The second battte ran be short. You fare a magic user five
levels above your own and supplied with a pack of fire Damage
spells and a Grey Aegis shield with a potent Resist M.agic
enchantment. You don't want to get involved in a spell-trading
contest. As with the earlier mage. dose with her qukkly. You
receive 350 gold after each of the first two victories.

The third match is nasty indeed. You finally face the Yellow
team champion-thai bad-tempered woman from the
Bloodwolh-.1nd a pair of allies. She'sseven Irvels aboveyou,
and the allies. a m.agk user and an archer. are, respectively, two
levels aboveand even with your own. However, they're Wf'1I ·
equippedallies-the archer has a high-quality bowand arrows,
and the spellcastcr has iii nice amy of Destruction and
Restoration spells.

In short, trouble.
You're not alone, ABoar, Porkchop(previously seen only In

his Bloodworks pen), fights on your slde. Make the most or
him. That may be tOUjilh, since you have no direct control over
his movements. And If he goes up agatnst the champion, he
may live up to his name in the opening seconds of the match.
But. ideally, he'll either occupyone of the three whileyou're
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taking on the othersor gnawat someone'sbackside as you slice
into the fron t Iur vke versa),

Goafter the allies fi rst. Otherwise, they're bound 10 pelt you
with spells and arrows and wea r you down. Yes, you may take
a whack or two from the bad-m annered girl while you perform
these laSks, but the mJl{ic user has fewdefenses in melee and
the archer none. And you did bring healing potions. yes?

Success is rewarded with ljOO gold and promotion to
"champion."

GRAND CHAMPION MATCH

One more boot: You can challenge the Arena's grand
champlon-c-the half-Ore Agronakgro-Malog- known to (and
loved by) Cytod iil's peopleas "The Gray Prince.'

The Guy PrineI' ha~ nt'Vi'r been dt'fu lt'd . (ould you be the one 10

end his reign i1~ grilnd , hilmplon7

for this task. Owyn h,1I1ds you off to battle matron Ysabel
Andronicus, who holds court at the other end of the room. To
date, she has been at best curt to you. She's still a bit curt, but
now she'll at least answer your questions.

The rules that held in standard Arena matches are more or
lcs..abandoned here, In this match, you can wear whatever
armur you please. Andronkus says gro-Malog probably has his
own Raiment of Valor (an emblem of his gra nd-c hamptcn
status) heavily enchanted and suggests you do the same.

Gro-Malog's ralmemls indeed enchanted: It boosts his
Health. Fatigue, Ath letics, and Personality by 10 points each.
On top of that. he has a lcngsword and shield and he knows
how to use his equipment. (His Blade and Hea\')' Armor skills
are both vety high, as are his hit pointsand Fatigue. In short.
he's a very tough opponent.I

Prepare for Ihe battle by beefing up OIl ...well, everything:
armor, weapons. potions, spells, and so 011. The same tactics
you 've used III earlier bouts will serve you well. Indeed,
maintaining a healthy distance or a respectable Bleck skill (the
higher than better) is more important than ever, as gro-Ma log
has some killer power attacks.

Bur suppose he's beyond your abilily to beat. There is a
second route. Talk to gro·Malogabout "the Gray Prince" and
perform the Miscellaneous Quest "Origin of the Gray Prince
(See the "Miscellaneous Quests" chapter for details.)

The upshot. You're sent to find proof of gro·Malog's "noble
birthrighl" but wind up discovering that he'shalf Vampire! If
you're already champion when you complete the quest-you
can do it at any time and with or without an Arena affiii­
ation-c-he'H beg you to challenge him. When you do. his
response will be listless.

Then cnetk in wit h Andronicus and select a nhkname.
female characters have twochoices: Lldy luck or The Iron
Maiden. Pick carefully-the nickname hJS11 0 effects for good
or ill, but il will slick-and make your way up 10 the Arena as
before.

Now. past experience in Morrowlnd may suggest you're still
ill for a fighl. Cbararters who usedyou to end their lives in
that game had a nasty habitof fightingback. And in the Arena.
inilially. it seemsas though nothing's rhanged. Right our of the
gale, gro-Malog charges at you...

.. .aod then stops. He sheathes his sword, stands there, and
begs you 10 end his life.

Hit him once and he'll go down , not to get up again . Strip
the raiment from the late champion-you can also claimthe
rest of his possessions if yo u like-and present the armor to
Andronlcus 10 receive 1.000 gold and your own IIghl or heavy
raiment. Ifhese have the same enchantmentsas gro·M~log's

raiment and the same weights as the two you chose between
when you first signed on.)

You've done it. We bow down before you,

EPILOGUE

h there more? You bet. After she names yougrand champion.
And ronhus invites you to return 10 discuss your future.

This turns out to mean weekly matches in which you gu up
against monsters and wild animals. These combats-c-whic h
continue indefin itely- can take plare at any hour of theday,
(Belting continues on its l)· to·9 schedule.l You'll always have
three options,varying in difficulty, and success is rewarded
with gold commensurate with both the number of creatures
killed and your current level.

AI Levet Sor lower, you can choose among a battle with a
single Boar, a Boar and a Wolf, or two Wolves and a Goblin
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Skirmisher. At levels6-8, you {an face a Goblin Berserker, two
Trolls. or twoGoblin Berserkers and a Troll. Al levels9-11,
you'll go up against one Mountain lion. two of 'em, or twoof
'em plus a Spriggan. At Levels 12- 14, it\ a Bear. two
Mlnotaurs, or iJ Bear and twoMinotau~. (Note that the Bear
looks like the Brown Bearfrom the wilderness but hasslightly
different slats-most notably, 75 more hit points.) At levels
15---17. you're goingagainst an Ogre, twoogres. or two Ogres
and a Land Dreugh. And at levtl18 and higher. your
opponents range fromone to three Minotaur lords.

That's the big perk. Thesmallone; You now haY(' a groupie.
You'll meet the Adoring Fan just outsidethe Arena entrance
afteryou ascend to the championship. This Wood Elf, with hair
like a yellow chocolate kiss, watched you kill the Gray Prince
and now worships you devoutly. tn dialogue, he offers to carry
your weapon, shine your shoes, and give youa backrub. All
he'll actually do is follow you, stay put. or make himself scarce
on your instructions.

As g~nd ch.lmplon, yotI11urn lh~ adontloa of your own

ptnonal bn!

Even so, he's not entirely useless. At night, or if you enter a
dark area, he'll bringOUI a torch. And he serves effet1 iVl'1y as
an early·wa rning radar for combat. The moment someonegets
an idea to cat your brain, Adoring Fa n is off, returning once
the danger has passed, Unless, of course,you ger sick of his
devotion and attack him yourself, in which case this character
will defend himself vigorously-and, we may say, fruitlessly,
since he'ssix levels below your own. (However, youcan't kill
him In any perma nent sense; he eventually respawnsoutside
the Arena .)

Oneother minoreffed: Your great dud enters the realm of
gossip and rumor. You'll hear about it againand again from
other people. Most of them will be in happy stalesof shock
and awe.

Butone, the- Blue teamgladiator, who madeso many
admiring and encouraging comments as you climbed the Arena
ladder. is clearly incensed that you've killtd his friend and
mentor.

"Congratulations, grand champion," he saysbitterly. '" hope
it was worth it:

D ADDv r
- -------------- -

One fina l note. South-southwest of the Arena, under OJ small
Rcrnanesque colonnade, a Redguard named Branwen and an

ArgQnian namedSalttth practice hand-to-hand combat.They're
training to be combata nts in the Arena, and they do so every
day from 6 a.rn. to 1 a.rn.

huy day, Branwen and Salllih work Illward their one go..l­

bt'Comlng Arrn. combatants.

There'sa little more to it. It doesn't nse to the level of 3

Quest. but it docssupply a lauch more information about the
otherwise anonymous btademasrer, Owyn.

Enter the Bloodworks and loak on the floor just 10 the right
of the raiment cabinet near Owyn 10 spot a crumpled piece of
paper. trs a leiter from Branwen to Owyn in which she claims
to be his daughter.

"One nightwith a sc.ullery maid is all it takes; she writes.
"Or maybe your father deserted you, 100•and never taughtyou
the basic lessons of lifer

~ crumplrd note on Ihr nDOra nr Owyn spr..lcs t'Olum6 . bou l

Braawr"'s predk..mrtll -.llnd Owyn's ll'plnlon on th r rld lter.

Neither Owyn nor Branwen willcomment un this message.
(We suspect Owyn'scomment is in the numple.J Butyou (an
find some nice loot in the Arena hopefuls' ramp. wait Wilhey
(urn in and then pick the lock on the five-tumbler chat in lheir
little camp. (You can also pickpocket or-ugh-murder
Branwen for the key.)Thechest contains 1(10 gold, the Blade
skill book Song oj Hmrmir, and an enchantedbracer(Bands of
Kwang lao) that boostsyour Hand-to-Hand skill by 20 points.

Other illicit activities: The five-tumbler lockbox in the Arena
foyer contains 500gold-a lucrative target fora late-mght
burglary. Just mind (he guards.
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AZURA

DAEDRIC QUESTS. LEVEL
RESTRICTIONS. AND REWARDS

• Has the level requirementas well as the requirement to have
finished all of the other Daedrirquests.

2
20
20

20t '
17
10
15
10
17
5
10
10
8
2
5

Level
Rr:quirrm entArtifut

Azura'" Star
Goldbrand
Masque of Ctavicus Vile
Oghma Infinium
Savior's Hide
Volendrung
EbonyBlade
Ri ng of Khajllfi
Mace of Molag Ba l
Ring of Namtra

_Skeleton Key
Spell Breaker
Sangutne Rose
Wabbajack
Skull of Corruption

AlUra
Boethia
Clavlcus Vile
Hermaeus Mora
Hirdne
Ma laath
Mephata
Meridia
Molag Bal
Nanura
Nocturnal
Peryite
Sanguine
Sheogorath
vaermtna

Quest

Reading Modem n em ks alsogivrs you the location of Alu ril'"
shrine. for a lot of players, this is the first Daedric quest.

After all, the MAzura" quest is seml-mccrporated into Ihe
Ma in Quest under the heading "Blood of the Daefra," which
actively puts forward the quest as the way to obtain a Daedrir
artuact that Ma rtin needs 10 create a gateway into (amoran's
Paradise.

However, you don't have to go along with the program. You
can perform "Azura" separately from the Main Quest. The
artifact a n come from any of the l 'i Daedric quests, and you
can do Azura's quest at any point among them-except for
last, which is reserved for the "Hermaeus Mora" qcesr.

The shrine is in the Ierall Mountains north of lake Arrius,
which is itself ncrtn-nortbeast of Cheydinhal. If you've
performed the Fighters Guild quest "The Noble's Daughter,"
fast-travel to lord Rugdumph's Estate and make yourway
northwest If you've done the Thieves Guild quest "Tuma
Blind Eye: fast-travel to the Temple of the Ancestor Moths and
makeyourway southwest and then south down the valley. The
shrine is on a mcuntam shelf just above and west of the vallry
floor.

At the shrine. the goddess's fotlowers are much more
peareful than the savage Daedrtc creatures you've encountered.
But theyare suspicious of your intentions and either won't talk
to you or won't tell you anything.

There are 1'i Daedric quests. but that's a deceptivenumber.
Many of the q uests are effectively two or three missions-and
one comprises five.

Before youget the spedflc touk from a Daedra lord, yotJ

must fi nd the shrine and then makethe appropriate offering.
And you won't always get help findi ng: the shrine-in six

quests. you get none at all-dnd the help you do get will be
ava ilable from no more than two people and then only if you
have the correct topic. (Of count, ii's possible to stumble
across the shrines on your own while explorfng. but if someone
gives you the location, it will be written to your map and save
you a lot of time.l

How to get the necessary "Daedra cults" and "Daedta
shrines" topics? If you're just slarting out, you can't. You have
10 read the book Modern Heretics:A Study of Daedra Worship
in the Empire, and it's available onlyto characters who've made
some progress in the game. To get it. you must either complete
the " weynon Priory" segment of the Main Quest or finish the
recommendation quests for the Mages Guild.

Compk ting the "Weynon Priory" segment gives you access
to Cloud Ruler Temple-s-a Blades fortress high in the Jerall
Mountains northwest of Bruma. The booklieson a table in the
Grral Hall and on a shrlf in the library in the east wing.
Finishing the recommendation quests gives you access to the
Initia lly locked-off areasof the Imperial City'" Arcane
University. where the bookis on a shelf on the ground Ilccr of
the MysticArchives.

Theofferings are often a challenge, 100. In 10 quests. you
must provide an item-some of them ultra-obscure. In another
you have to provide three thai are ultra-mundane. And in
another you must adjust your Slats to the liking of the
Daedra lord.

finally, the Daedrtc quests are restricted by level. For
example, 10 do Sanguine'squest, you must be at least tevel B.
The reason}The rewards for thesequests are the most
powerful weapons, armor, and items in the game. It wouldn't
do to have some little level 1 character runningaround with
me Mace of Molag Bal. now would it?
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The communion of the f~l thful ~t the shrine of .bura.

However, speak to the Dark Elf Mels Maryon, raise his
Disposition to SO, and you'lllearn how to summon the
goddess: offer glow dust at the shrineat dawn or dusk.

Glow dust can be found in the remains of the WiI1-Mhe­
Wisp. However, these ethereal creaturesshow up only in
mythic creature dungeons at level 10 and in swampy areas at
level 9. (The closest location would be xlngcrest east-southeast
of the shrine.I

You cansometimes buy Ihis rare ingredient from alchemists.
Another option is to wait for the "Blood of the Daedra"
segment of the Main Quest, when three Wisps tum up on and
around the downslope north of Azura's shrine, or the Fighters
Guild quest ~ Mystery 011 Harlun's Watch,': when three more
turn up ncar the entrance to Swampy Cave.

And if noneof these possibilities work out, happily, there is
one loose portion ofglow dust knocking around in the game.
It's in the Bruma Mages Guild--on a table on the left side of
the room In the cellar's northwest corner. (Join the guild first
by talking 10Jeanne Frasoric, and it won't even be considered
steaung)

Maryon didn't give any hours for youroffering-just
"dawn" and "dusk." That's S a.m. to 7 a.m. and 5 p.m. to 7
p.rn. This is one of the rareoccasions when the game requires
yourpresence at a specific lime.

Activate the shrine with the glow dust in your inventory
(assuming you'reat least level 2), and Azura will ask you to do
her a service: Relieve the suffering of (that is, kill) five of her
followers who long ago killed the Vampire Dratik and were
themselves Infected withvampirism in the process.

The Gutted Mine they inhabit is just over the mountain to
the southwest. It'ssmall, but It is filled with five "Afflicted
Brethren- just looking for your blood. Earh is marked on your
mapand compass.

The only possible hitch is that twoof them are in a lower
section behind a secret door in the mine's northwest comer­
operated bya nearby pull cord. And they can infect you with
the Vampire disease (porphyric hemophilia), so bringa Cure
Disease potion or two.

Just ring Iur service.

Note that the Orr Vampire has on his body a worn note. It's
interesting in and of Itself. but there's no special bonus for
returning it. Simply return to the shrine at any time, and Azura
will award you Alura's Star-a reusable Grand Soul Gem.

And you may miss this, but that stuff she says about lighting
candles in memory of her lost servants? It's true. Five oranglsb
candles are placed high on the great rock behind the shrine
when you kill the fifth Vampire.

With the 'Daedrtcshrines" topic, you canget the location of
Bocthla's shrine southeastof the city from Bora gra -Uzgash,
who runs Borba's Goods and Stores just east of Cheydtnhal's
West Gate. (Ms. gra-uzgash Is a homebody and only goesour
for dinner, which she takes at Newlands lodge from about 8
p.m. to 10 p.m.I

In fact, the shrine's waaay southeast. You'll cut your journey
In half if you've visited Drakelowe on the upper(orbolo River
for Miscellaneous quest "Vampire Cure." Otherwise. you face a
long trek overincreasingly difficult terrain along the
mountains' western fringe.

At the shrine, speak to Haekwon , a Redguard. He tells you
to make an offering of a Daedra heart. You'll find these in the
bodies of the most human-like Daedra-c-the Dremora and
Xlvilai. Your journal informs you that you must be at Level 20
to begin this quest.

The Xivllai makes a couple of nasty appearances in
Camoran's Paradise in the Main Quest but is otherwise a
leveled enemy that appears only after you've reached level 20
or 21 . However, the Dremora isstandard equipmen t in and
around the Daedrk citadels in Oblivion.

Or. ifyou have the rightspell, you cansummon one of these
Daedra and then plunderit for its heart. Athragar in the
Chorrol Mages Guild sells a Summon Dremora spell. Volanaro
in the Bruma Mages Guild offers a pricey Summon Dremora
lord spell,and Bcrissean at the Arcane University's
Praxcgraphfcal Center has a Summon Xivilai spell.

Finally, two Daedra hearts are rattling around inside the
gameworld-one in a four-tumbler display case in the
company offices on the top Ooor of the Anvil Fighters Guild,
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CLAVICUS VILE

OnlCUl VIII.' oind Itls ec re puppy, BubOls

Vile wants a sword containingthe soul of the warrior
Umbra. (You may have encou ntered and dispatched this
somber individual in the mountains behind Suran in
MorrowindJ You're 10 bt-gin the quest in Pen'sGale-a village
near the Red Ring Road south of the Im perial City and east of
the shrine.

You won't have gone far before you hea r a voice. Don't turn
around; there's no one there. The voice is Barbas, the Hound of
Clavkus Vile, and it's coming from a figurine of a dog that
appeared in your gigantic backpack at the end of Vile's speech,

Barbas insim you've made a bad bargain. Umbra's trouble.
Your journal elaborates, Silying that the sword in Vile's hands
mighl cause ~grt'a l nnn" to the lord's realm. "So, just leave
thin~ be," Barbas says. "Walk away. It's your best bet, really"

You can walk away at JOy tirne-c-lust as you call with dny
quest. But you haven't yet done anything to walk away from.

No one tellsyou where to find this shrine, bUI as it's j u~t

southwest of the Imperial City-cendcsed by a northern loup
of the combined Gold and Red Ring Roads-c-ycu're Iu s likl'1y
10 need that kind of help.

At the shrine, talk10 the Khajiit, Ma 'Ra~ka . He explains that
you need 500 gold to transact business with the god. Your
jcum at reus you that you haveto be at level 10. If you've got
the gold on hand, acnvate the shrine directly.

But you are fighting each one-on-one, after all, so how hard
could il be? And there is plenty of lava, and Boethta forget 10
put guard rails on hi~ bridge spans. And there art' lots of nlce
tight places 10 snea k around ,JIId bushwhack your opponents
from, and narrow paths neal the lava where someone could
have ':11I accident.

When Ihe ninth opponent goes down. another portal
appears. Once you've fini~hed toctlng the losers. enter the
portal, return to the shrine, activate it. and you'll receive a
splendid enchanted sword called Goldbrand. which ha~ a Fire
Damage enchantment that dues a fixerl12 points of damage
per strike. (No, you can't convert il into Eltonbrand as you
could in ,\forrowind J
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Activale the Boethta shrine with the heart in your inventory
And the god tells you scornfully that you are not of his flock­
but gives you a chance to proveyourself. He then opens a
portal to Oblivion and challenges you to take part in his
' Tournament of Ten Bloods· : iI series of one-on-one duels with
members of the nineother Iamriel races. (YOUI'} is the tenth
~ blood": you won't figh t a character of you r own race.I

You"1I complete a circuit of nine small, squarearenas, linked
by gates and arranged in a great circle about a statue of
Boethla. with the invisible god himself cast as the announcer
and com mentator (and rather enjoying himself, wethinkl.

Arrivt" at the tournament loaded with potions. repair
hammers. spare weapons and armor, and fil led Soul Gemsor
VJrl.1 Stones to recharge your magicalgear. These are rough
opponents. And there are nine of them. And you must fight
them, one after the other. And you cannot rest or return home
for sandwiches and Band-Aids. Your only advantage is your kit.
They are all cbvtouslyovercenfldent swaggering bullies who
nave rume with only a few Poison or Paralyze potions apiece.
So make every point of Encumbrance count when you come to
the Tour nament of Ten Bloods.

Gol ~Vf'rythlnV Pollonl l Spu~ wupons and umorl Repair

hoimmrB? Filled Soul Gemd

the other on a table in the big room at the bottom of the entry
stairs 011 the top levelof CeyAtAIAr (a large Aylrid ruin north of
Ihe Guld goad about rwo.thtrds of the way from Skingrad to
l.lke Rumarel,

til
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AI Pelt's Gate, look up Irroke the Wide. (He lives on the east
side of the settlement but spends his day wandering in the
area.) At a Disposition of 60, he'll open up and explain that his
apprentice lenwinfound the Umbra sword, seemed to be
taken over by it, adopted the name "Umbra," and finally
signed on with mercenaries and vanished. However, he's had a
report that she's been seen recently at nearby Vlndasel-an
Aylcid ruin just tu the west.northwest along Red Ring Road.

It's not hard to get down to lenwinfUrnbra-nothing but
Hitters and the usual Ayleid traps block the way-and she's
pretty much as trroke led you to expect. Shegives you a choice:
eave or fight.

In fact, you have three options.
leaving iscelebrated by Barbas as a wise dedston. and

perhaps it is wise. It probably saves your life. Umbra isone of
the toughest characters you'll meet In the game. She's
extremely difficult to kill one-an-one. And if Umbra the person
hils yuu solidly with Umbra the sword, she may not need 10 hit
you again. (Don't worry about consequences. While Vile is
ostensibly licked off at you for backing out of yourdeal and
says some threatening things if you activate the shrine. there
are no actual bad results.)

ShC' Sf'C'mlqullC' "IrC', but IhC' hn lomC' rqC' InuC's.

Then again, Ihissoul-trapping blade is one of the best in the
game, and Umbra isclad from head 10 foot in ebony armor.
Those are two excellent reasons for killing her. (Also, Barbas Is
right: It's a bad bargain.I

We vote for not tellfng her that you're goingto fight. Just do
it: Hit herwith a nastyscroll from your dungeon-delving-c-ycu
should always have one of these on hand-to knock down her
Health. and when she's tryingto catch her breath, beat on her
with, say, Goldbrand (from the "Boethla" quest), and you 'll
wonder what atl the fuss wasabout. (Also look for some nice
loot in the chest beside the northwest plllar.l Make sure to hit
her hard and fast. though: she regenerates Health like a Troll.

At Ihis point, Barbas restates his caseof not giving the
sword 10 Vile. You can refuse to give it to him formally
tretumlng rhe shrineand denying his request) or simply go off
and do other business and leave the quest unflnished. It
doesn't matter.

Or, if you keep even your bad bargains, simply return and
turn over the sword. The "masque" you receive in exchange-

in fact, a full helmet witha glum face molded on the front­
raises your Personality by20 painIS.

Nice. But think of what you just gave away.

HIRCINE

You hear about Hircine's shrine (and the ones dedicated to
Mephala and vaermlnal from Ontus vanm. a minorplayer in
the Thieves Guild quest "M isd i rect lon~ who lives in the
southwest comerof the Imperial City's Talos Plaza , Just swim
across Lake Rumare from the Waterfront District, make your
way east on the Red Ring Road to the Ayleid ruin Sardavar
Leed (or fast-travel there if you visited it In the Miscellaneous
Quest "The Collector"), and head up the hill south-southeast to
the shrine.

Speak to Vajhira, a Khajiit, and tell her you'rea hunter. She
says to offera Bear or Wolf pelt at the shrine. Your journal
tells you thai you need to be level 17.

Providingthe pelt (Quid be a simple task. You may already
have one. Or a Wolf or Bear may be nearby. TIle most common
location for Wolves, their toughercousins TImber Wolves, and
both the Black and tougher Brown Bear isCyrodlil's forests.
The area around the shrine Isconsidered forestland, and a
creature can be found direct ly north, south. east, and west of
the shrine.

HOW!'Vtf, the appearance of a Wolf or Bear at these
locations Isnot a given, and perhaps this would be a good spot
to look at how the gamegenerates creatures.

In this case, they'redrawn from a list of 14---t'ach of which
can appearonce the player reaches a particular level (a Wolf
beginning at levelland a bear at level 7).

Butnoneof the creatures isever alone in the spotlight. At
Levels 1-3, the oddsare 2S percent that a Wolf will appear.
(The creature could also be a Deer, a Rat, or an tmp.) AI level
4, the Timber wolf and a second Deerjoin the crowd, but the
creatures from levels1-3 can still appear. Hence the chance
that a Wolf will appear is now 2 in 6. AI levels S and 6, four
morecreatures-Including a third Deerand a second Imp­
can appear, so the chance of a Wolf showing up drops to
2 in 10.
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In Anvil. you can pick up the location of Malac.ath·s shrine
from the hunter Plnarus Inventlus, who lives at the west end of

the city (but can frequent ly be found wandering outside ltl,
and the mage Thaurron, who hangs out at the Mages Gultd.

It's easy to find even withoutdirections. Take the road north
out of the city, then the turnoff for lord Orad's Estate; at the
estate, just hook north and west around the hill behind the
manor house. You'll run right Intothe shrine.

Ata Disposition of 50, Shobob gro·Rugdush explains that
Malacath ltkesTroll fat. You get it by killing a Troll with a
character of Level 4 or higher. (Trolls are always leveled, and
the ones with Troll fat start appearing at level4J

Where? These ape-like creatures turn up regularly In the wild
and Indungeons. However, you'reguaranteed to find them In
and around veycnd . a bigAyleid ruin northeast of leyawiin; on
both levels of Nonwytl Cavern and Forsaken Mine (from the
Fighters Guild quests "The Master's Son"and "Trolls of
Forsaken Mine.~ respectively); on the second level of Newt
Cave, south of the Yellow Road near the mouth of the Corbolo
River; and both outside and insideTidewater Cave, southeast
of t eyawi!n on Topal Bay. (This last is part of the "Nocturnal"
quest, soyou could do that one first and pick up the Troll fat
en route.)

If you visit the undeador possibly Necromancer lair Howling
Cave, east of Bloodcrust Cavern (which Is itself just east of
Castle Skingrad). you'll find Trolt fat on a table in the
southeast comerof the bigroomat the beginnIng of the
second level. Or check out the dead Trolls on the second and
third levels of Veyond or in the water under the bridge just east
of the mouth of the Panther River. Or start checking
alchemists' inventories.

Wilh the fat in Inventory (a nd at levrl 10or higher), activate
the shrine, You'll get different responses depending: whether
you 're an Oreor a non-Ore, but the upshot Is the same:
Malacath says Orad has claimed the Daedra's ogres as hisown,
You're to free them from their enslavement.

Go have a chat with Orad. Ifyou tell him , "I admire your
efforts," he'll explain his phllosophy-the Ogres are beasts so
no legal Issues attach-and disclose that they'reworking in
Bleak Mine to the east. If you declare yourself against slavery
from the getgo. he'll stop talking to you and you'll have to talk
to lady Orad to 10Qte the mine.

:1MALACATH

Iwn so, with fourcreaturecpportumtjes around the shrine,
you'll probably get a Wolf or Bear at one of them. But suppose
you don't. Where do yougo?

Ifyou're committed to the hunung route, your best solution
isseek out the creatures in different terrain,when.' they appear
at different player levels and perhaps at better odds. For
instance, Wolves can also be found at creature lccatlcns In
mountain forests, snowy mountains, and farmlands beginning
at Levell and in mountain regions, highlands, hills, and
Vampire lairs beginning at level4.

Or you could set about stealing the ant' of the four existing
Wulfand Bear pelts. There's cne Bear pelt on a barrel on the
right at the top of the stairs In the Cheydinhal fighters Guild
and another on a tabledownstairs at Dro'shanji's house In
Bravil.

The search for Wolf pelts leads to some Interesting places.
One Is in the possession of Sakeepa. a shepherd who works out
of the AlesweU settlement along the northerncentral portion
of the Red Ring Road. Unless you 'vecompleted the
Miscellaneous quest "Zero Vi sibi1ily,~ he'll be extremely hard to
find: Sakeepa Is invisible, $0 iseveryone else InAleswell. And if
you do spot him, he may not be easy to pickpocket, as he has a
respectable Sneak skill of 21.

The other Is at one of the most remote locations in the
game: Dive Rock, way, waaay up in the northern leratl
Mounttins near the Morrowlnd line-an undocumented quest
location W("II visit more thoroughly in the "Freeform Quests"
chapter. For now, suffice to say it'swell east of the Temple of
the Ancestor Moths, and that the pelt's Ina sack beside the fire
just east of a very scenic overlook.

With the pelt in your inventory, activate the shrine; the
Daedrk god of the hunt then sends you on one. You're to kill a
Unicorn In Harcane Grove to the south-southeast and return
with Its horn.

Naturally. the Unicorn isn't alone. It iswatched over by
three Mlnotaurs of the grove that. bya strange coincidence, are
eachJust a bit tougherand meaner than you. Rather than
wading In, wail until there's somedistance between the big
critters and their charge, then either take them down
separately or go straight for the gusto now kill the Unicorn and
take her hom.

Or, if you have managed to kill the Minotaurs without
incurring the wrath of the Unicorn, or if you can Charm or
Calm her enough to prevent her from attacking you, you can
hop on and ride her. Take her for a spinaround Cyrodfll. Note
the admiring glances of the guardsand townsfolk. Then kill the
unicorn and take
hCI hom.

Now deliver the Unicorn hom to Hlrdne's shrine. Hirdne
makes a bloodthirsty littlespeech and gives you the Savior's
HIde-light armor with a strong Resist Magic enchantment.
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Undt t new manaXt mtnt

In Imperial City, you'll hear two reports about a Mephala
shrine-one fromour pal Ontus Vanin in Ta les Plaza (using
the usual "Uaedra shrines" tepid and the other from l uther
Broad, whoruns a boarding house in the E1ven Gardens
District (using the "Imperial City" topic).

,
I
i

;!
'"
~
rn
o
'"n
o
c
[;l....
<Il

Mephala, Wthplnner and plot·Wuvt'r

You mayalready have had some experience collectingnight­
shade in the Miscellaneous quest "Vampire Cure." If so, you
may have some leftover and that'lldo handsomely.

If not, we'll repeat in short form our advice from that quest:
In the wild. the nightshade plant (an be found in greatest
supply in Camoran's Paradise from the "Paradise" segment of
the Main Quest; in the wilderness halfway between Bravtl and
Skingrad: and in the region south of Bravil and west and
northwest of FathlsAren's lower (a.k.a. Temple of the Emperor
Zero). You can also find it loose at The Main Ingredient in the
Imperial City's Market District; In the libraryat the Chonol
Mages Guild; in a niche in the Sanctum portion of the Imperial
dungeons when you revisit It for the Dark Brotherhood quest
"Scheduled for Execution"; and in the Crypt of the Night
Mother underthe l ucky lady statue in Bravil (only available in
the Dark Brotherhood endgame).

Activate the shrine with the nightshade in inventory and
you'lllearn that Mcphala does indeed spin 3 st range web. She
wants you to go into Bleaker's Way, where lhe oil-and-water
Dark Elves and Nards live side by side in peace. and sow
discord between its two families bykilling their respective
leaders and in each case planting evidence that lmpflcates the
other family.

Nothinghappened when you activated the shrine? Then you
were probablytoo late-the ortering period ends at 6 a.m.---or
you've already been spinning your own nastyweb in that
community. Any crime ccmmltted against a member of either
the Ulfgar or Dalvilu fact ions before you get the "Mephala"
assignment kills the quest. In that case, Hlavel won't tell
you about the nIghtshade, the nightshade won't work on
the shrine, and you and Mephala won't bring strife to
Bleaker's Way.

If you've been to the Roxey Inn ncar the northeast corner of
lake gumare, fast-travel there and make a quick jaunt up the
steep hillside to the northeast; the shrine is at the top.

Speak to the Dunrner attendant. Dredena Hlavel; request an
audience and she instructs you to make an offering of night­
shade between mid night and dawn. You must beat least level
15 to begin this quest.

IMEPHALA

But pause for a moment at lord Orad's Estate to admire the
fruits of your labors. The Drads are now working the farm
under the gentlestewardship of the freed Ogres!

At theshrine. Ma lacath is satisfied: the great hammer
Volendrung (with Pa ralyze and Drain Health enchantments) Is
yours.

The mine's yournext stop; the door is halfway up the slope
east of the manor house. Pick the three-tumbler 100k or borrow
the key from a small tablearound the corner to your left as
youenter the manorhouse. Ifyou're not sneaking. be prepa red
to go almost directly into a difficultcombat. The place is
guarded bya !lmall armyof Dark Elves-quite a few of them
grim veterans five levels above your own. And they keep watch
vigilantly just inside the mine entrance.

You have a few options here. Killing all the gua rds first. rhen
picking the keys to the poor Ogreslaves' cells fromthe guards'
life less bodies, is the best way to preserve the delicate, peace­
loving Ogre slaves from harm.

Anotherapproach is to enterwith a crate of tockpicks, or
considerable skill in lockptcktng. or an Open Hard lock spell,
then sneak past all the guards, open the cell doors, and spring
the Ogres from their pens. The guards then amble about in
puzzlement, surprised by the unaccustomed Ogre traffic in the
passageways, and pretty soon they find you and try to beat you
to death. The Ogres, grateful for your aid. join the fracas on
your side. If the Ogres die in theirstruggle fo r freedom
Malacath doesn't seem to mind. (But ifyou kill one of the
Ogres, Malacath is not well pleased.)

Once allof the Ogre slaves have been released from their
cells, they ponderously and wordlessly leave the mine and
make their way west to the estate, and you get a journal note
to return to the shrine.
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Ordid youget a strange journal entry that somethingyou'd
done in Bleaker's Way had spoiled Mephala's plan? This means
that. after gelting the quest but before making the offering,
you ran off and made mischief in the village. That also kills the
quest, but you get an explanation.

The Village lies on a mountain shelf just west-northwest
across the silver Road. It's big for an off-the- map settlement-s­
seven houses and the Goodwill lnn--though rather a quiet one
at times. If you hit town at one of these odd hOUfS. just talk to
Kirsten at the inn in the northeast corner of town to learn Ihat
the localleaders arc Hrol Ulfgar and Nivan Dalvilu.

Happily, moil of these folks don't lock their doors during
the day. Take advantage of thissimplicity to drum up the
"evidence" you'll plant on the bodies. Dalvilu's place is just
west of the inn. A Dalviluceremonia l dagger lies on a low table
against the wall to the right as you enter. Ulfgar's house is at
the west end of the village. Grab the Ulfgar family ring:
beside a Guideto l eyawiin on the table near the base of the
,lltic stairs.

Then slip into (or remain in) the respective houses before
dark and await the owners' returns. The two men run around
town 2 p.m. to 6 p.m., return home, meet with each other
from 8 p.m. to 10 p.m., and then (all it a night.

Killing Da lvllushould be easy enough; he's only a level
above yours. But Ulfga r issix up on you, with a decent set of
combat skills, and he'll put up a heck of a fight.

Note you can' t do the usual "activation" thing to place the
ring and dagger at the scenes; you have to transfer them into
the victims' inventories.

When both items have been placed, a journa l entry advises
you to report to someone {and anyone will dol that you've seen
Da tvilu and Ulfgar attack eachether.

Then step back and watch the chaosunfold. By the time
you've completed this report, the battle may already have been
joined, with Nards Ulrika Ungar. Belrl r, and Kirsten fighting:
Dark Elves Arvin, Ma lyani, Redas, and Satha Dalvtlu in the
streets (and conceivably any ancestor guardians, should the
Dark Elves invoke this power). The Da rk Elves have a distinct
advantage in num bers, and we'veyet to sec the Nards wi n
without the player first, uh. feveltng the playing field.

However, don't kill everybody or you'll sacrifice your
reward-s-a very nice Ebony Blade, which, while not quite on a
par with Goldbrand in combat damage, has Silence and Absorb
Hea lth encha ntments.

MERIDIA
: .

We'd count this as an easy mission, except that no one tells
you about this shrine west of Sklngrad.

However, It'ssufficiently dose to the city that it may pop up
on your radar in other quests in the area- such as the Mages
Guild mission "Ulterior Motives" or the Settlement quest "Bear
Season." Chart a course west-northwest from Sklngrad's West
Gate to fi nd the Meridla shrine between Cursed Mine and
Snardrock farm .

At the shrine. speak to Basil Ernarde, a Breton. to learn
Meridia hates the undead and Ihat a suitableofferingwill be
drawn from their remains. That's deliberatelyvague, beca use
the god will accept more than one item-either bonemeal
from the rema insof a Skeleton or ectoplasm from a Ghost.
Check your journa l to learn that you must be at least level 10
to begin this quest.

What 's a nice D;ud ric Princess like you doin,g in a place Iilte t his?

You won't have to go fa r to find an offering. Under a bush
just southwest of the northern of the two benches west of the
shrine is a portion of ectoplasm!

With the offeringin inventory, activate the shrine and
Meridia will send youoff to wipe out a band of Necro mancers
in Howling Cave east of Castle Sklugrad.

You might have already been here. (We've mentioned
Howling Cave in ~ Malacath" as a source of Troll fat. Ifyou
haven't done that quest yet, get the fat while it's hot.l The
northern passage leads to a secret door and the secret door to
five Necromancers-all three levels above yourown and
abetted by seven or eight undead creatures. When the fifth
goesdown. you'll be directed bark to the shri ne, where Meridia
gives youa Ringof Khajiiti, with Chameleon and fortify Speed
encha ntments.
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MOLAG SAL

No one tells you about the MoIJ~ Boll shrine west of the
Imperial City. Ifyou were 10 head straight west out the bridge
from the 10110$Plara District. you'd first hit BreakneckCave
and then the Ayleid ruin Narflnsel, Head south-southeast at
Narflnset to find the shrine in a clearing in the woods.

Speak 10 Ihe Redguard. Amir, to learn you must find J t ion
pelt to use as an offering.

Mo~ Il.d, Hu...nfrr of Souh-Thr Corruptor

That's actually a Mountain Uon'spelt. In Htrclne's quest.
with a similar requirement. you may have found suitable
«eatures nearby. In Molag Bat's. you won't. MouoLl!n Lions do
notllve in the woods. Vou can find them in the plains (levrl 10
or higher); mou ntains (guaranteed at Levels 10-n, with a 50
percentchance at [£vr116Of 17), highlands (levels 10-15);
and even rainforest regions (levels 10--1 4). Of course, you can't
begin this quest until YOU'H' at leasl level 17, so fi nding the
pelts shouldn't be a problem. Plus, there are others 10 be
found...

'"ARat Problem," one of the fi rst righters Guild quests, can
supply as many as six pelts. Or you can seek out the game's
two dead Mounlain tlons. Om' has been killed by a leveled
Ircll in a corner of the second large room on the second level
of Newt Cave-south of the Yellow Road near the mouth of
(he Corbulo River. The other should appear just southwest of
Fort Ash. (It may be inaccessible helow the scenery ifa random
Oblivion Gate appears at this lccatlcn.)

With the pelt in inventory, activate the shrine and get
another disla!.>lcful mission. Bat tellsyou about Melus Petilius,
who has forsworn violence. You're 10 induce him to break his
oath and attalk you with the Cursed Mace (which Bal oblig·
ingly provides).

Petihus lives near the settlement of Brindle Home-a
hamlet in the deep woods to the southwest. At a Disposition of
60, Jny of tilt residents will praise him to the skies. (Pelilius
sounds like a proper hero.) BUI he apparently was ondone by
the death of his wife, Vena. While Peuhus wasoff defending
the village, the poor woman died. He moved 10 an outlying
cabin (which you cansee off to the southwest) and visits his
wife's nearbygrave daily.

Petlltus is solid as a rockon thai oath if you talk to hlm at
home. Zero out his Disposition. Punch him in the face. Cut
him with yourweapon of choke. Nothing.

You need to get Pettllus's goal Ina morestressful setting­
say, at his wife's grave. He heads there a little after toa.m.
Simply follow him southeast across a meadow to the stone,
deposlt the mace nearby, gtve him a spanking,and then
talk 10 him.

So much for his oath. He'll pick up the mace and beat you
to death with it. You'll reappear back at the shrine, and Bal,
sounding rather bored. will award you the Mace of Molag BOIl.
It'sa powerful mace on its own, and it digsinto your enemy's
Strength and Magkka by !) points with each strike.

Now you can torment Pettllus on your own. Return to his
wife'sgrave 10 find him praying. You can speak to him to freak
him out-or simplyexecute him and redairn the Cursed Mace.

NAMIRA

Again, no one tells you about the Namira shrineeast-southeast
of Bruma.

Unless you've been playing the gamein reverse, when you
talk to Hrolfrodi the Harrier at the sill' you learn that you are
too attractive to worship here. You must make yourself mort"
"loathsome" to summon the Daedra. (You'll also learn that
you must be at least t evel S 10 brgin the quest.)

Ms. Harrier doesn't expla in further. Basically, she's lelling
you you'vegot too much Personality. So, after a game spent
raisingyour suts as high as possible, in this quest you
suddenly find yourself lowerlng one of them to OJ value of 20
or lower.

This is a little tricky. Two potions that loweryour Personality
are knocking around loose in the game, and others tum up
in loot and alchemist shopsand, Indeed, ran be cooked
up by you.

Butyou'll discover here that a pure Damage Personality
polion can't be consumed by you but usedonly to poison your
weapon. However, you can drink such a potion as longas it has
011 least one positive effert-c-mat is, tne game doesn't read it as
a potson-c-but you'll have 10 make that one yourseff
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To do that, you'll haw to be able (0 recognize third-level
effects of ingredients, and 10 do that, you'll have to be at least
a journeyman in the Alchemy skill. Damage Personality is the
second effect for flour: the third effect fo r bog beacon esco
cap, both types otcinnabar polypcre cap, emetic russula cap,
leek, pumpkin, summer botete cap,and sweetrolk and the
fourth effect for lettuce and wbeat grain.

However, your best bet is to go to town on cheapwine. tt's
all ove r the game. Wecount 48 bottlesin Bruma alone,
including10 in the chapel hall of the Greal Chapel of Talos.
seven Jn Baenlin's house and cellar, and six in the jeraft View
Inn and its basement. Each bottleconsumed will knock 10
points off your Personality tor two minutes-while also
dragging down your Agility and Intelligence for the same
period and giving a boost to your Fatigue.

Play it safe and don't drink the wine (or potion) until you're
backat the shrine. and then talk to Hrolfrod i and activate the
shrine swlftly, You'll have to appear Hke a boozehound to the
shrine as well as 10 the quest-giver.

Namira sounds like you're still a Itttle too popular but never­
theless sets you a trial. Agroup at devout Naml ra worshippers
livE's in the absolute darkness of the Ayleid ruin Anga to the
south. Some do-gooder priests of Arkay are planning to shed
some light on their plight. You're to use a spell called Namira's
Shroud to help these"Forgotten" kill the priests.

This is re. lly pretty simple. Namira's Shroud is a darkness
spell. When cast on one of the four priests, the priest's torch
goes out. and he's suddenlyfair game for light-hatingNPCs.
Ibe forgotten zero in directly on the highlighted priests­
usually tbree-on-one-c-and kill them with little trouble. When
the fourth priest goes down, you'll get a journal entry to return
to the shrine. (Your Perscnatltyshould long since have
returned 10 normal. but you don't have 10get drunk dgain.)

Don't kill any priests you~lt, or you'll sacrifice the reward
from Nami ra-a Ring of Namira wlth very nice Reflect Damage
and Reflect Spell enchantments. Indeed, the only blows strurk
in Aoga arrive if you penetrate to thesecret room in the
southeast romer-cwhtch holds two boss-level chests-and go
toe-to-toe with two leveled undead.

NOCTURNAL
We think Nocturnal must be sort of J soft touch. People keep
stealing things from her. Ages ago, the original Gray Fox stole
Nocturndl's Gray Cowl. And now, two Argonians in Leyawlin
ha\'e made off wilh the Eye of Nocturnal. You're to track them
down and grt it back.

Thisis one of the easier Daedrk quests. You'rr !!\'tn the
location of the shrine by_Atves uventm In the Leyawiin Mages
Guild. And like the "Perylte" quest. this one, Just up the road
that runs east of the Upper Niben from Leyawiin, requires no
offering tor you to speak 10the goddess. It does, however,
require that you be at least Level 10 10 begin.

. ---------.

You'll lose the compass pointer when you re-enter Leyawiin
and get blank looks when you gel the "Eyeof Nocturnal" topic
at all. However, speak to any male Imperial in teyawnn on the
"Ieyawiin" topic 10 learn that weebam-Na and Bejeen have
been bragging about scoring a "valuable jewel."

Noctum~l, lh ! Night Mld ....n

You may recall weebarn from the Miscellaneous quest
"MalOgii the arc." in which he has J funny cameo. (If
weebem-Na somehowdied in that quest, you won't get thi..
one at all.I His house backs onto a pond in the downtrodden
district between the Great Chapel of Zenlthar and the castle.

Here, he's kind of weird and sensiuve. "Neverheard of the
thing," he says. "Neither has Bejeen. You ask 100 many
questions....

Bejeen seemsas nervous as her roommate, and in eachcase
your journal suggests you eavesdrop on their conversation.
LeJVe and return sneaking, and you'lloverhear a briefdebate
about whether the Eye issafe from the Trolls in Tidewater
Cave.

At this point, you'll get a journal entry about investigating
the cave, and it appearson your map on the Topa l Bay coast
southeast of the city.

You can confront the two Argonlans about "Tidewater Caw"
and gel a journal enlry thai you'vealerted them 10 the fact
that you overheard Iheir conversa tion. However, that's just
dialogue, and the Atgonians don't try to move their treasure.

Tldewa ter Cave Is a critter cave-3-lO encounters with
beasts ranging up 10 Bears-c-bur the featured attractions are
the two leveledTrolls outside and three within. (They're tough
but are weak dgdlnst fire damage.) In..ide, makeyour firsl left
and then a left at theT intersection to find the Eye at the end
at the underwater passage. Back at the shrine, exchange it for a
Skeleton Key- .m unbreajabte lockpick that boosts your
Sec:urity skill by 40 points.

PERYITE
This shrine you're likely to discovt1' onlyin your travels. No one
mentions the site on the southeast bankof the Silverftsh River
east of the Imperial Bridge Inn-im1red, no one talks about the
god Perylte at all-and it'snot closeto any of Cyrodiil's cities.
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Stra nge place. The five worshippers. arranged ina circle west
of the shrine, are all frozen In place. Tryto activate one to
learn he or she is unconscious.

"Hl'I·LO! I'm hl'r t for my qUl'st! Voo-hoo!Anybody IIRl'n lng?"

No offering is needed here. (Probably because there's no one
to tellyou what It should bet) Just artlvate the shrine (when
you've reached at least Level t nl and Peryite speaks. The
followers tried to summon the god with a spell. It evidently
backfired or a resentful god fired back (hiswords arc a little
ambiguous), and now the bod ies of the five rest in the mortal
plane while their souls reside in Oblivion. Peryite now wants
you to reunite bodyand soul, and will send you to a specia l
Oblivion realm for this purpose-c-one of two occasions in
which you'll visit Oblivion during the Daedrtc quests. (The
other is in the "Boet hta" quest.l

You may worry that you need soul-trapping magic and Soul
Gems for this purpose. You don't; these aren't souls in the
same sense as you've come to understand them in Cyrodiil.
You merely must run a gauntlet of leveled Daedra and find and
activate each of the five souls. Each has itsown marker on your
compass and map.

You arrive Iadng north on the remains of a ruined bridge,
with a sinewy landmass extendingaway to the southwest,
southeast, and northeast.

You can coiled the souls In anyorder. All fi ve He alonga
great circuit arou nd this real m. You'll find the soul of IIvel
Romayn to the southwest near the door to a small tower; that
of tr.reeus to the north of Bomayn's, near the entra nce to a
small dungeon ca lled the Sightless Grotto; and that of Kewan
well to the northeast-through the dungeon and then a fa ir
trek northeast and east. (He's near the right-hand wall shortly
before the path begi ns to turn south.

You can takea couple of routes from here. Around the rocks
just southeast of Kewan is the entrance to another dungeon.
It's hardgoing-17 leveled Daedra over two levels with some
good loot-but deposits you onto an island to the southeast
near a leaning lower. When you exit. you' ll see the soul of
Maren the Seal straight ahead of you near a great fi re.
(However, it's easier to reach Marcn by an cverground route
and use steppingstonesout to the island.)

Either way, once you're backon the mainland, head south
through the archway with the two suspended corpses. lots of

Daedra here, and near the fire at the westend YOU'll find
Mirie. Backtrack toward your starting location. In the open
area north of where you arrived awaits a luminous blue portal.

Enter it to return to the shrine. The worshippersare back In
their bodies, doing worshi pper-type things. but seem none too
grateful for this event. Perylte's more appreciative and turns
over Spell Breaker-a shield with a strong Reflect Spell
enchantment.

SANGUINE

You can get two reports in Ski ngrad of a Sa nguine shrine in the
Imperial Reserve-from Fadus Calidius of the Skingrad righters
Guild (using the "Daedra Shrines" topic) and Falanu Hlaalu at
AllThingsAlchemical (using the "Daedra cult" topic) .

If you traveled cress-country from weynon Priory to Kvatch
in the Main Quest, you probably found the shri neon your
own. (It'ssouthwest of the weatherteah estate you visited in
two of the Chorrol Miscella neous quests and southeast of Fort
Dirlch from the Settlement quest "AVenerable Vintage.")

At the shrine, Engcrm. a Bosmer, tells you that Sanguine
would lookfavorablyon a gift of Cyrodiilic brandy. You also
learn that you must be at least level 8 to begin the Quest.

Silnguinl', Lord of Hud-Pillrtylng

Four flasks ran be fountl-and a fifth bought-in Im perial
City. You'll fi nd two flaskson the small table just inside the
door to The Gildcd Ca rafe in the Market District, a third
upstairs on a table at the nearby Mystic Emporium, and a
fourth on a desk on the second floor of Seva rlus Atius's house
in Fales Plaza. And you can buy Cyrodiilic brandy at The Ma in
Ingredient in the Imperial City's Market District.

Three brandies ca n be found in Anvi l- two in the castle
(one on a table in the private quartersand the other on a desk
in the royal quarters) and the other atop a shelf on the second
floor of Heinrich Oa ken-H ull's house. Three mere turn up in
Bruma-two in the castle (one In a display case In the Great
Hall. the other on a table in the lord's Manor) and the other in
Baenlin's house on top of a desk in the south seccnd-tlocr
bedroom. And three more are in Chorrol- two in the castle
(on shelves in the Great Hall and private quarters) and a third
on a table beside the fireplace in Francois Motierre's house.
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Two brandies can he found in Bravil-cone on a shelf in the
north wing of Castle Bravil's private. quartersand a second on a
shelf on the second floor of Ungcltm's house. Two more are in
Cheydinhal-on desks in the lord's quartersat Castle
Cheydinhal and Rythe's house. Two are In tryawiin-cone on a
shelf in the private quarters at Castle leyawiin and the other
on a desk in the west wing of the second floor of Ahdarji's
house. And two more ca n be found In and around Skingrad­
one on a desk in the Lord's Manor In CastleSkingrad and the
otheron a table in Milvan's house.

Finally, if you'vealready brought the "priest who would be
emperor" to Cloud Ruler Temple in the Main Quest, you'll find
a flaskon the shelf in the west.wtng bedroom next to Martin's.

With the brandy in inventory, activate the shrine and get an
unusual quest. Countess Alessla Care of distant teyawlin is
about to holda dinner party. Sa nguine thinks it will be as
"stuffy" as the countess herself. You're to liven things up with
the "Stark Reality" spell he provides. Think Usta rk naked" and
you'll be gettingdose.

You can fast-travel directly to Castle Leyawiin, but you can't
just march inlo the dining room. Aguard is glued to the
dintng-roomdoor (in the south wall of the throne room) all
day and he isn't disposed to discuss the matter.

However, at 6 p.m., he eases up a bit. Ask him about
"D inner party." Ifyou'regot up in nice duds, he'll let you in.

What's "uke' ? II 's determined by a formula that adds up the
"clot hing va lue" of eacharticle you're wearing: This is a hidden
star. but a suit of upper-class clothes or a couple of nice pieces
of armor wo uld fulfill the requirement nicely.

And at a Disposition of 70, the guard simply lets you in even
without suitable attire-with the partingcomment that he
hopes he won't regret it.

He witl regret it. Once you GIst the spell, the stuffy little
countessand her fourguests lose their clothesand start
running around in their undies. We'd love to stick around for
whatever follows, but it's not practica l. You see, the spell has
also hit you. Lookat you r inventory. You don't have an
Inventory. It's all been blown away (but not forever).

For now, you r cover is blown, the guards burst In, and you'll
either have to makea very quick and efficient exit-don't use
the south-wa ll door to the serva nts' wing; it'sa dead end-or
simplysubmit to arrest to avoid getting killed.

Back at the shrine, Sa nguine rewards you with a Daedra­
summoning staff called the Sanguine Rosc ...and unlocks the
chest containing your belongings. Who knew runn ing around
in yourskivvies could be fun and rewarding?

SHEOGORATH

No one gives you the location of Sheogorath's shrine, and it's
one of the moredifficult ones to find. However, it's one of the
easiest to get. You only have to be Level z.

It's near the £Isweyr border a little less than halfway
between Bravil and teyawi!n. Follow the road south and
southeast out of Bravil. w hen it passes the Ayleid ruin Bawn, it
turns south-southwest, crosses a nameless river, and formsa C

as it climbs and then drops down ahill north of Fort Nomore.
Head southwest after you pass the fort. You'll soon see the
statue all a rise below a great rock.

Shecgcrath's the mad Daedra prince, and his followers are
probablycrazier than he is. Make sure to talk to them all.
They're... interesting. But they nevertheless manage to point
you to the Dark Elf Fern! Ravel, who, slightly less mad, tells
you to supplya triple offeringof a head of lettuce, a lesser
Soul Gem. and yarn.

The lettuce and Soul Gem are easy to find in nearby Bravtl,
and in Border Watch lettuce and yarn are likewise easy to
obtain.

In Bravil, look for four heads of lettuce on the second fluur
of the Fighters Gui ld, three In the castle's dining hall, and two
in the homes of Andragll. Clty-Swtmmer, Lucia na Ga lena, and
Ranaline. One of the gems can be found in AWarlock's luck,
on the table just south of the entrance, and another's on a
shelf In the rear ground-floor room in the Mages Guild.

In Border Watch, a small settlement south of the shrine and
west of Water's Edge, you'll find two heads of lettuce on the
top shelf in the right near corner of the dining room in I'riska's
house and two samples of yarn near the rugin M'dlrr's
house-cone out in the open and one in the uprlKht barrel.
(You may want to learn the lay of the land in Border Watch, as
you'll be back here mcmentanlyj

Wilh the three Items in inventory, activate the shrine for a
quest rather in the messtng.wtth-mortals spirit of the Sanguine
one, Apparently not much happens in BorderWatch beyond
shoddy housekeeping, but its Khajiit residents are alive to
apoca lyptic implications in ordinary events. You're to heat
things up by makingone of their most dire prophecies
come true.

Once in town, ask anyone about "K'S barra Prophecy" for a
referra l to the village shaman, Ri'Bassa. (Ifhe's not home, try
the inn up the hill; he's the fellow in the hooded robc.l Tell
Bi'Bassa you're a ~ t rave l i ng scholar"; his Disposition rises 10
pointsand he'll expa nd on the legend a bit-though he won't
disclose the three portentsunless it reaches 60. (Ifyou ridicule
the prophecy, it drops 10, he'll dam up on you, and you 'll have
to work that much harder to reach GO.)
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VAERMINA '

When th,e bontbardrnern ends, you ~et a journal entry to
return to the shrine. Do so,and Sheogorath turnsover a "fun
little toy" called wabbajack.

for 20seconds, this staffwlll trensm ute almost anycreature
into another creature. There's no telling what that other
creature will be. It could be something bigand horrific. likr a
Oaedroth, that wants to eat yourface. Or it could be a Rat thai
you can kill with one blow. Hence, when used against tougher
enemies, it's an effective way 10 dial back nasty encounters.
Would you ratherfact' a Xivilai or a Mudcrab?

The staffwon't work against a non-player character or an
atready.wabbajack.ed creature, bUI its attempted useeither
against an NPC or anyowned creature, like J Horse, Sheep. or
Dog. is regarded as assault. And in the eyes of the law. killing a
wabbajack-ed creature is the same as killing the original.
(However, if you, say, turn a legicnnalre's horse Into an Ogre
and the legionnaire kills the Ogre (and thus the horse), you're
lia ble onlyfor the origina l assault)

It is a fun toy, though, and It can lead to some rather inter­
eslingencounters.

This is a quest in itself-one that will be that much tougher
if you havtn't had much to do with the Mages Guild to date.

So let's bring you up to speed: Bl.1ck Soul Gems are
produced byNecromancers 10 capture the souls of non-player
characters-standard Soul Gems can holdonlythe soulsof
(features-and are iI persistent themein the Mages Guild's
quests. Vou'li discover them in the Cheydinhal Guild's recom­
mendation quest, watch their manufacture in "Necromancer's
Moon," and carrya gram one for protection in the finale,
"Confront the King:

OntusVanin in Tates Plaza ran due you 10 the location of
vaermina's shrine. It'ssouthwest of Cheydinhal on the east
short of lake Poppad.

At the shrine, speak to the Dunmer, Aymar Douar, to learn
you need to come up with an offering of a Grand Black Soul
Gem. Vou must be at least Level S10 begin the quest.

The portent!' are plaguesof vermin (Rats). famine (the death
of IIvestorkl, and fear. Ri'Bas!ia won't talk about thts third one
(which you don't need to worry about; Sheogorath hand les it
himsrlO but does invite you 10 askabout the community itself
and suggests you stay at the Border Watch Inn, relebrated for
its cheese collerncn. In fact. it has a cheese museum. Yes, a
rheese museum.

Ri'Bilssa hasquielly given you the methods of simulating
the first two portents. Rats and cheese go together, and there's
a lot of cheese on display at the inn. Bur not jusl anycheese
will do. Sprak 10 S'thasa. who runs tne inn, to learn she has a
rare Olroy cheese that, if used in her cooking. wouldserve as a
magnet for rats. II 's the orangey wedge in the display casewith
the blue backing at the fron t of the inn.

Either pickpocket S'thasa for the display·case key (not
always an easy lJsk) or pick the five-tumbler lock while she's
asleep (10 p.m. to 4 a.m .). Then. takethe cheese, place the
wedge in fhecooking pot outside the inn, and wait a bit.A
horde of Rats appears east of lawn and climbs the stairs
toward the pol.

Thisgets kind of complicated. vou don't have to kill the
Rats-Ri'Bassa will ultimately take rare of them ifyou don't­
but you can do so usi ngyour weapons. If you fee l so inclined.

Now you just have to attend to the Sheep. Poor Sheep. The
pen's just southof the inn. Again, you can butrher them with
your weapons or activate Ihe feed trough with the Rat poison
Ri'Bassa left on the stairway up to the inn In yourinventory.
Note thai only five of the Sheep appear initially; Ihesixth
doesn't show until you've lured in the Rats.

When the last one keels over, Sheogorath speaks to you and
raises the curtain on the final act. Return to the stairsand
descend to the first CTOSS path. You 're pinned in place. Ihe
wind picks up. the sky reddens as ifan Oblivion Gate has
opened nearby-and the center of the village is bombarded by
a host of flaming German Shepherds! It's raining dogs in the
village of cats! The kittiesare convinced that Border Watch is
doomed . <Despiteall their grim talk, theystayput after the
quest ends. Perhaps they haveanother prophecy that covers
Ihis eventu,lIity.l
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There are two ways to get a gem. If you're lucky, Grand
BlackSoul Gems will tum up in Necromancer loot The closest
Necroma ncer lair to the shrine is Dark nssure--almost straight
east across the geed River headwaters. Abossand boss coffin
ran be found on the cave's Ihird level.

Oryou ran make one. Ideally, you'llhave comple-ted the
Magrs Guild quest "Necromancer's Moon" first. That way.
you·1I have access to the bookof the same- nameand a pair of
notes that layout the procedures. (Ifyou'rean appre-ntice In
the Mages Guild. you can find the book in the Mystic Archives
outside the confines of the quest)

First, YOU'll needan unpopulatedordinary Grand Soul Gem
,mdanySoul Trap spell.The locations of the fanner arc
outlined under the "Grand Soul Gem" section under the
Miscellaneous quest "Vampire Cure: The latter can be
purchased from any low-level Mages Guild spell vendor.

Now, visit an altar outside one of four Necroma ncer lairs:
Da rk Fissure: fort rsurus (east of Kvatch); fort linchal (north­
northeast of Kvatch); or wendelbek (between the two northern
headwaters of the Panther River).

And now. probably, you'll have to wa lt-up to sile days. The
altars can transformgemsonly on one dayof each week. You'll
know the day hasarrived when a beamof spectral light
descends from the sky. When Itdocs, place the Soul Gem ill
the altar and cast yourSoul Trap spell on the altar. foom. The
Soul Gem Is now a Black Sou l Cern. Take it and get back to the
shrine.

Whenyouactivate the shrine with the gem in your
inventory, the goddess asks you to retrieve her stolen Orb of
vaermlna from the tower of the wizard Arkved, which h on a
hilltop south-southeast of the shrine. "In myOrb, Arkved has
found more than he bargained for," she says.

Ark\Td's jower is actually the seven-level dungeon below the
tower. At least, we think it is. Defended by Daedra and rather
poor in loot. it isa very strange place-l ike something out of a
dream. The first level displays some furniture on the ceiling.
On the second, you traverse a vast dark void. (You'll need a
torch.l The third holds giant furniture and exits into an
Oblivion-likewilderness. The fourth level, 11 ,1 11 of Changes. isa
crazy houseof halls that lead to doscts and doors that open on
blank walls.

This leads 10 both the fifth level (a deed-end platform Ina
great dark hall of hanginl!corpses) and the sixth (3 compara­
tively conventional stretch of dungeon-the la51 stretch of
whim is littered with Zombie bodies). The sixth brings you to
"Death Quarters," where, rather Ihan factng a great battle wilh
the thieving wizard. you discover the Wlldrd "unconscious."

Arkved is locked in a nightmare. The wonders and horrors of
this stale are transparent in the writings he's left behind; read
the note and crumpled sheet of paperon the table beside the
Orb and the second crumpled sheet on the floor beneath.

(Re.ld also the Illusion skill book Palla. Volume 1. Great
story, and this is the onlycopy. The second volume, also rare,
callbe found in the royal Quarters in Castle Anvil castle. in
Heinrich Oaken-Hull'shouse in Anvil,and in the libraryof the
Leyawiin Mal!es Guild.)

You can kill Arkved or leave him be; all you have to do here
is tab the Orb of vaermina.The door in the northeast wall
leads to a previously nonexistent trap door that deposits you
undersome bushes in the surface tower,

Back at the shrine, Vaermina awards you the Skull of
Corruption. This staff creates a ..hart-lived 00 seconds)
"corrupted done" of its target, with the sameappearance,
gender, race, stars. and inventory as the ori~inal.

As withWabbajdck, the Skull (an be usedcasually as a toy
to foment interesting strife around (yrOOiil. (The twins do nut
pldy frie ndly; the newcomer is always attacked as an enemy)
But, again like wabbajack. the staffdoes have a practical use
when brought to bear against the stronger enemies. who
become their own worst enemy.

Note that using the staff agai nst an innocent is J crime.
However. killinl! the do ne is not. Indeed. that's the only way to
interact with it. You can't talk to it, pkkpocket it, or loot its
body for duplicate keys.

HERMAEUS MORA

To get this quest. you must fulfill fourconditions:

1. Complete the other 14Oaedrtc quests.

2. Have reached the "Blood of the Daedra" segment of the
Main Quest, in which you're assigned to collect a Daedrir
artifact. (This is designed to ensure that a pliJ)'t'f who's
performed the other 14questsand has bern careless with
his Daedric loot (an still find an artifact available for use
in the Main Quest. HOWfVef, we'll tell you right now that
you won't want to 1!ivt this arntact away.)

3. YOU'Vf' reached level21 or higher.

4, Go to sleep. II doesn't matter where.

When you wa ke, an emissary named Casta Flavus is beside
your bed. He tells you that the Daedra lord Herrnaeus Mora
has summoned you, writes the shrine's location to your map.
and directs you to travel there. (rlavus va nishes from the game
when you activate Mora's shrine.I

The shrine's deep ill the western jerall Mount.lins. Even
when you know its location, it'sdiffiru ll to reach. Theslopes
along the mostdirectapproaches from the south and east may
prove prohibitively s1N'P. though it's possible to get there by
approaching from the Vampire lair lipsand Tam to the
southwest.

But there are two discrete paths up the shrine.Theone
that's easier to find starts jU51 up the slopenorthwest of the
Main Quest dungeon Sancre Tor. YOU'll' soon on a broad ,
windingtrack that leadsupward througha series of battle­
ments--and past a series of hoslile critters.
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Sheognrath's shrine, you ca n pick up an Altmer soul from ~
Angalsa ma , an Argontan soul from Beewos. a Breton soul from ~

GregoryArne. and J Nord soul from Ortis.

The other path isguarded b)' Bandits as well as cttters,
marked bybridges rather than battlements, and is much harder
to find and follow. (It begins on a stony valley floo r well eastof
the Ayleid ruin Nlnendava on the southsideof the mountain
that'ssouthof Echo Cave.I Note that there's a western fork
off this path that leads to NinendilYa, so it's possible to lose
your way

There's no offeri ng requirement here. Simplyactivate the
shrine and Mora commissions you to collect 10souls-one
from each race-cand supplies a special SoulTrap spell (Mora's
SoulTrap) for Ihis purpose, (Ifyou visit the shrineon your
own, without the invitation,you'llget a vague message thai
you "haven't followed the path- to speak to the Daedra lord.)

This is a nice way of Sol)'ing that you're to go on a
killing spree.

You can collect thesouls anywhere and wreakas much in
the wayof chaos andconsequences as you wish. But we
suggest that you simply make the rounds of certain Daedrtc
shrines using fast travel and klllihe worshippers.

Why? Well, the shri nesare in remote IDeations, so you're
unlikely to get ca ught. Most of the worshippers are easy kills,
with no armor and poor weapons, and are likely to be no more
than one level aboveyour own. And, as you'vecompleted the
other Daedric quests, these characters no longerserve any
useful purpose and hence you won't kill anyone likely to come
in handy in the rest of your game.

The actual soul collection issimple. No Soul Gems required.
Just cast Mora's SoulTrap-s-make sure it's Mora's and not one
of the standard spells-and then kill your target. When the
target difS, a journa l entry indicates that you'vecollected a
soul of the target's race. (I f you don't get one, you either
already have that race or you're using the wrong spellJ

The fastest route starts right here. At Mora's shrine, pick up
a Dunmer soul from Norasa Adus, an tmpenal soul from
Brusdus Longus, and a Khajiit soul from RI'Jirr.

Where to next? Ideally, you wa nt a location with as many
souls as possible. Two of the shrines, Perytte's and
Sheogorarh's. each have fivr worshippers, and, in each case,
you still need souls from four of the five.

At Peryite's shrine, you can collect an Altmersoul from
Mirie, an Argonlan soul from Er-Ieeus, a Nord soul from Maren
the Seal, and a Redguard soul from kewan. Alternatively, at

Diu, . Dill'" lIf, Kh. JIl t, . lMI lmpf1U1. n fft dOWII, . nd

_ II to te.

Now you have seven souls and are missing a Bosmer, an On:,
and either 01 Breton or a Redguard. The most efficient way to
handle this is to hit C1avicus vile's shrine, where you canget
the Bosmer's sou l from Anedhel and the Ore's from Gulgro­
Burbog, and then Meridla's shrine. where you can pick up
either a Breton's from Basil Ema rde or 01 gedguard'sfrom
Demetrius.

And you're done. Scoot hack 10 Hermaeus Mora's shrine.
The Daedra princedoesn't carethat the souls come from
Daedra worshippers(including his own) and turns over the
Oghma Infin ium.

This is the ultimate skill book. Read it, and you'll be offered
a chance to follow the path of steel, shadow, or spirit. These
correspond to the combat, stealth, and mage slat sets. The
steel path bumps up your Strength and Speed attributes and
Blade, Blunt, and Heavy Armor skills by 10points each. The
shadow path does the same for your Speed attrthute and
Acrobatics, Ught Armor, Security, and Sneak skills. And the
spirit adds the points to your Intelligence attrtbute and
AlteratIon, Conjuration, Destruction, and Restoration skills.

Once you've read one. the book vanishes. With that, the
quest line is done. There's no aftermath- but you've got some
amazing equipment with which to fact' the rest of the game.
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MASTER TRAINER QUESTS

ACROBATICS TRAINING

ALCHEMY TRAINING
------- -

The low-level Alchemy trainersare Felen Belas at the Anvil MagfS
Guild and S'd rassa in the teyawljn Mages Guild. (S'drass.l Is the
quest-giver for the Miscell.1neous quest "Tearsof the Savior,")

The mediums are Ardaline at the Bravll Mages Guild-you'lI
recover her stiff In the Br,n..ilguild'srecommendationquest-s-and
Brotch Cajus. who has a house just east of Bruma's Greal
Chapel of Talos.

The latter two will bump you 10 Sindeton, whoworks out of
the cellarof Skingrad's West Weald Inn and is the quest.giver
for the marathon Miscellaneousquest ..Set>king Your Roots."

Sinderion doesn't seem too high on training. Bid he'll entertain
the idea in excha nge for bottles of Cyrod iil's best twowines:
both the Tamika and Surilie Brothers wines from the year199.

There are around 30 botttes of each wine in the game. The
closest in each case are in the wine cellar of Castle Skingrad­
reached through a door (two-tumbler lock) off the dining room.
Sinderlon's tickled to have them, and you've got your training.

Torlwm ilwalU)'OIl at Arlin't (amp. whrn YOU'tr trad)' for

ArrabOitin trOlfnlnj.

sport catted "chapel climbing," which she'll confirm if you
question her about "Imperial City,"

The mediumtrainers are the dog-hater Tsrava. who Iivn at
I'Ba ri'shouse in the south.central part of Leyawim. and the
dogtrainer Ga nredhel, who has a place of her own in the
southeast corner of Cheydinhal.

Each points you to a master trainer named Aerin who's
supposed to have taken up residence at a camp in northeastern
Cyrodiil. It's in the northern foothills of the vajus range-north
of Cheydlnhal, east of Azura's shrine, and northeast of lord
Bugdumph's Estate.

Surprise. Aerin isn't here. In tart, there's no one named Aerin
in the game. But an amiable fellow named Torbern is here, and
It just so happensthat he's an unparalleled Acrobatics trainer.
Speak to him about "Training" and you're done. However, you
may never get master-level tramtng thai easily again.

The low-level trainers for Acrob.llics are Quill·Weave, who lives
on the maindrag in Anvil, and Idol Vli nonnan, who lives in the
northeastern quadrant of the Imperial City's Elven Gardens
District. (Quill-Weave has a part in the FightersGuild quest "A
Rat Problem.") Vlinorman doesn't haveany quest tie-ins, but
there's a story abroad about her being involved in an illicit

Vou'll have to climbinto the game's higher reaches before ),OU

come upon these missions. Complete them. and make use of
the addit ional training they permtt. and your rharart er will
enter the realmof the superhuman.

You (an improve your character's 21skills bygaining
experience in the world. reading "~iIl boob," and by paying a
non-player character to train you in a given discipline.

urn skill has five trainers. Two are low-level trainers who
can bringa given skill up to 40. (Athletics is the exception; it
has just one Iow.level nalner.l Two are medium or "advanced"
trainers who ran bring the skill up 10 70. And one is a master
trainer who can kick the skill up to its maximum of 100.

The lowlevel trajners don't refer )'011 up the chain 10 the
medium ones. You'll hear about mostof the low- and mid-level
trainers from folks you meet io your travels. though you won't
always hear about them as trainers. Sometimes you'll hear
something that suggests they're adeptat some skiJI-rel.1ted activity.

Maoy of these trainersare affiliated with
guilds. dod you must be a guild member
for full access to their services. fightt'fS
Guild members always require guild
mernbersblp for training. Mages and
Thieves Guild members never do, bUI
somenmes the mages tiresequestered in
area"of the guilds that a nonmember can't
reach without trespassing.

The master trainer's identity is known only 10 the medium
trainers in a discipline, and they'll revealit and that trainer's
location in response tad query about "Training" onlywhen
yourskill in the dlsdpltne reaches 70. (You can find the master
trainers on yourown, but then you won't have the necessary
tnpir.)Then go find the master-sometimes at the ends of the
earth and sometimes right under your nose.

In 20 of the 21 quests, the master may set you a task or lest
before he or she trains you. The one exception is Acrobatics,
which is a freebie. (Alteration is also a freebie for Argonians.)

Anumber of these tests play offyour stats and experiences
In the game world-the numberof people you've killed, for
instance-and you already may have fulfil led their conditions.
Should you fail a test. you can retake it lmmedlatefy-csave in
the "Speechcraft" quest. in which failure is not an option.
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The questfor master-level Alteration trainingis a challenging
one-unless YOU'll' A'l(onlan.

The low-level trainers are Dovyn Arcn, who has a home next
door to Acrobatics trainer Ida Vlinonnan in the Imperial City's
Elven Gardens District (but also spends a 101 of lime in Fathis
ules's house in the southwest part of the district) , and Deetsan
at the Cheydinhal Mages Guild. tDeetsan figures in the
Cheydinhal guild's recommendation quest-s-and takes over the
branch after the departure of the Necromancer, Fillear.)

The medium-level trainers are Athragar at the Chcrrcl Mages
Guild and Abhuki, who runsthe Filregyllnn just off the Green
Road south of Imperial City. When they can't train you any
more, they'll point you to master trainertooth-in-the-Sea on
the Niben Bay coast northof Bravil.

At night. Tooth sleeps on a bedroll on the east sideof the great
rock that contains the entrance to Flooded Mine. During the day,
from a little after 6 a.m. to 6 p.rn. , he's at the bottom of Ninen
Bay at a spot northeast ofthe rnlneandsoutheast ofVeyond's Cave.

Approach Tooth about "Tralntng" before 1 p.m. He'll test
yourwater-breatlnng magic before he consents-unless you're
a fellow Argonlan. Argonians have a natural water-breathing
ability and are exempted from the test.

•
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Two bottles of wine are alllh<1t Slnderion requires for Irainlng.

ALTERATION TRAINING

you straysuffldently far to surface forair, whether you actual~Y

surface or not, you'll fail. After the period elapses, he offers his
congratulations and the training button will be available, (If
you approach him after I p.m., he'll kick the test to the
following day.)

How do you stay alive underwater? The ideal solution is to
usea helmet with a constant Water Breathing enchantment.
There are sixof them, but can you find one? It's hard. These
don't existwithin the game world but occasionally pop up in
leveled loot: the Black Marsh Helmet at level 3, Helmet of the
Deep at level 5, Cave Diver's Helmet at Ievel B, Helmet of the
Drowned at Level 12. Seastrider's Helmet at level 17. and
Helmet of the Flood at Level 21.

You may find one on the bandit chief Black Brugo (from the
Misrellaneous quest "Knights of the White Stallion"), Rigmor
(from the Miscellaneous quest "Nothing You Can Possess"),
Blackwood Company guards (from the Fighters Guild quest
"Information Gathering"), or any Marauder boss.

If you can't find one, you can usespells or potions. (The three
hours compresses to about six minutes In real time-the duration
of 12castings of a jn-second Water Breathing spell.I This spell
can be purchased from Ungarion at AWarlock's lurk in Bravil,
Trayvond the Redguard at the Cheydtnbal Mages Guild. or
Edgar vautrine at Edgar's Discount Spells in the Imperial City's
Market District.

The weak Water Breathing potions have the sameduration as
the spell, but you can reduce the busy work somewhat bybuying
or finding eight standard or fourstrong Potions of the sea.. The
fanner can be found in chests in the captain's cabin on the pirate
ship The Sea Tub CJarabella at lhe Anvil dorks; on an outdoor
balcony reached from the royal quarters in Castle Anvil; in a
recess off the second level of the tower above Fort vlastarus.
located near the Gold Road east of Skingrad: on the third and
fourth levels of Veyond's Cave. a Troll lairon the coast north of
Bravll: and in leveled loot hcginning at tevel S.

The strongpotion is found in Chancellor Orate's Imperial
Palace quarters duringthe Thieves Guild quest 'The Ultimate
Heist"; can be received as a reward in the Settlement quest "No
StoneUntumed"; can be purchased in the Bruma. Chorrol, and
leyawiin Mages Guilds. The Gilded Carafe in the Imperial City's
Market District. TheSleeping Mare in Pell's Gate. and All
Things Alchemical in Skingrad: and begin to appear in leveled
loot at Levell O.

And you can make potions yourself. You'll need be at least
an Apprentice-level alchemist and have at least two of the five
relevant ingredients. Water Breathing is the second effect of
both the standard and the Rurnare Slaughterflsh scales (the
latter from the Settlement quest "Go Fish"), white seed pods,
and onions, and the third effect of Dreugh wax,

However, be careful which ingredients you choose, All but
the whiteseed podsare accompanied bya significant Health
hit. Theseed podsare found in goldenrod plants-most
plentiful in the area around Fort Wariel northwest of kvatch.
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You'll btcoml' WtU uquaintl'd with the haurds of underwater

tnntln your quest for AItl'U"tion tfalnlng.

You must hangout with him underwater for three hours in
game time, During this period, remain dose bythe trainer; if
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Gln·Wulm h;u • vested Intu r st In OIrmor; It runs In fhl' filmily.

]BLADE TRAINING

See thr world, ene 10( i1 llon ;It • t imr . Ruslil won'llr.in you Ilnlrss

YOIl'n gottrn uOllnd.

Alb: Ll'n(oll.: Do-tooder or f.mr-serkrrr You makr th r n il.

Just as Bradus watches your "dtscovenes" stat, Lencclia
monitors your fame and infamy. He doesn't care whetheryou're
more one or the other- just so long as your name has gotten
around Cyrodiil. He won't train you until your Fame or Infamy
hits 20. Ifyou don't have it, go out and complete "good" quests
for Fame or "evil" ones for Infamy. (You ca n also boost your
Infamy by acquiring a bounty. When you pay it off, the Infamy
you've acquired remains in ptace.l

The low-level trainers in the use of bladed weapons are Naspta
Cosma. the stewa rd at Castle CheydinhaJ, and Right-Wind al
the Bruma Fighters Guild.

The midlevel onesare Sherina and Rhano at the leyawiin
and Anvil Fighters Guilds, respectively. Ata Blade skilt of 70,
they'll bump you to Alb Iencolta-c-a hlademaster who, passing
through Cyrodiil on his waysouth. has stopped at the Faregyl
Inn south of Imperial City.

Bradus is a world traveler who measures your achievements
by the number of locations you've discovered. Ifyou've
discovered 30, she'll train you. If fewer, she'll send you out to
see more of the world first .

IARMORER TRAINING

ATHLETICS TRAINING

Gin-Wulm is rather indignant at the presumption of your
request, anti gives you a quiz: "w hat does the name Hazadtr
mean to your

Unless you've read the book The Armorer's Chaflenge (or
have it in your inventory), you'll only be able to answer
"Nothing"- which getsyou exactly that

However, the master trainer hints that the book isavailableat
nearby rtrst Edition bookstore. (I t's also on top of a bookshelf
on the second floor of the Cheydinhal Fighters Guild.) Now you
ca n answer, "He won the Annorer'sChallenge" to secure training.

The low-level Armorer trainers are Eitar, who lives with his wife
Margarte (herself iI medium-level Mercantile trainer) at their
house just east of teyawiin's Grra! Chapel of Zenithar, and
Tad rose Hetas. the busy smith at the Bravil Fighters Guild.

The midlevel trainers are Rohssan. who runs the A righting
Chance shop in the Imperial City's Market District, and Rasheda,
the proprietor of fire and Steel in Chorrcl.

AI a Armorer skill of 70,both will mention that you (an gel
further training from Gtn-wulrn. He's allegedly a smith at The
Best Defense In (he Imperial City'sMarket District. but he seems
10 devotemost of his time 10 wandering in the Market and Elven
Garden Districts.

The low-level Athletics trainers are cheese-loving shepherd
uuras. who has a house in the southwest corner of Skingrad.
and the henpecked Mahei in leyawiin.

The medium ones are Hauls-Rapes-Faster, a drunken pirate who
sleeps byday at The Fo'c'sle in Anvil and wanders the Waterfront
at night. and Hondttar, who hasa little place just southwest of
Cherrol and has a minor part in the Miscellaneous quest "Shadow
Over Hackdtrt." At an Ath letics skillof 70,askabout "Training"
and both will kick you to master trainer gusla Bradus. who lives
with her husband , Sllgor, on Anvil's main drag next to the
Abandoned House,
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CONJURATION TRAINING

Follow in Irene Metrick's bloody footsteps to urn her tru st oInd

recebe traininlf.

The low-level Conjuration trainersare Fathis Aren, the court mage
at Castle Bravil. andSulinusvassinus at the Skingrad MagesGuild.
Vassinus has a minor role inthe Skmgrad gUild's recommendation
quest. Aren figures in the Thieves Guild Quest "Arrow of
Extricatlon' t-c-and can he killed therein, so either don't kill him
or put off that quest until he can't help youany more asa trainer.

The medium trainersare Alberic Utte of the Charrol Mages
Guild and, oddly enough, Arentus Falvius-cthe high priest at
Bruma's Great Chapel of Tales. When your skill outstri ps their
ability to further train you, Falvius and LItle will send you to
Olyn Seran, who can be found at Molag Bal's shrine-located
in the Great Forest west of the Imperial City.

Seran wants you to put on a little magic show: You're to
summon a Faded Wraith before him.

[vidently, she's killed well over SQ.-and that's the minimum
number you'll have to whack beforeshe'll train you. Note that
she does mean people-s-non-player characters, as distinct from
creatures. (The game tracks both on your stars page.)

If you raise Metrick's Disposition to 60 and
ask about -tmpertat City," she'Illdentffy
four other tralrters-c-lncludtng medium
Sneak trainerothrelos and medium
Security trainer Mandi!.

IBLUNT TRAINING

BLOCK TRAINING

Survive 01 butlnlf from Androlgil to pron you'lle got wh"t It tak es

for Block t roll lning.

Ifyou'requick on your feet, this may also prove a test of
speed. Just keep Andraglrs dinner table betweenyou until the
clock runs out. When the lady shoulders the hammer, it's done
and you'vegot your training.

The Jaw-level blunt-weapon trainersareangry merchant Buga k
gro-Bol at Southern Books in leyawiin and Vigdis at the Anvil
Fighters Guild.

The mldlevel guys are Christophe Marane, proprietor of the
Brina Cross Inn northeast of Anvil-likeother inn operators.
Christophe gets no word-of-mouth at allan his training-and
Allan at the Anvil Fighters Guild (and Quest-giver for many of
the earlyguild missions). Onre your Blunt skill hits 70, each will
point you to Irene Metrick, who has a house In the southwest
Quadrant of the Imperial City's Elven Gardens District.

Now, Ms. Metrick is a woman of mystery. (We discussher a
bit In the "Freeform Quests" rhapter.) The medium trainers
make references to some horrific acts Inher past. ' Hew many
people have you killed in your lifetime. ehz" she asks. "Not as
many as I, my little friend,"

The basic trainers for Blockare Fadus Ca lidtusat the Ski ngrad
Fighters Guild and Huurwen at the Anvil FightersGuild. At the
next level are cheerful Lum gro-Baroth at the Chorml Fighters
Guild-not to be confused with hissad-sack brother KUI7-and
grape-grower Ambroise Car me, who has a house in the southwest
comer of Skingrad.

The Block master, Andragit. who lives above Dro'Shanjl in
the north-central part of Bravll. wants to test your prowess fi rst.
Basically, you need take a beating from Andragil's wa rhammer
without responding in kind. Un-equlp any weapons and don't
equip any for the term of the lest-45 seconds-a nd don', get
yourself killed.Ot'sokay to punch her, though Ihis rather violates
the spirit of the exercise} We also recommend a nice shield. It's
not required, but you'll have a better chance at stayingalive.



You'll h.....r 10 put up your crukr s .Incr show Hrl.llIs CHI. wh.ll you

know "'orr hr ' ll ttlin yuu.

The low-level trainers in the Hand- to-Hand skill are Nahsi at
the Bravil FIghters Guild and Rufrius vinidus at the Anvil guild.

The medium folks are Davela Hlaren. who runs the imperial
Bridge Inn-on the north bank of the SilverfISh River east of
the Yellow Road-and Thieves Guild member Ra'qana r at
Castle Cheyd inhal.

The latter two directyou to master trainer Helvius Ceria, who
hasa home in the southeast comerof Bruma. He's in the Thieves
Guild as well. and you've already met him if you've performed
that guild's "Tum a Blind [yeW quest. (His house is. used for
your meeting with the Gray fox.)

HAND-TO-HAND TRAINING
-~----------

Ceria'sgot a lest for you, too: Barehanded , smack him around
for 30 seconds and reduce his Health by about 40 percent to
prevent him from getting "bored," Don't worry; Ceda's gui ld
affiliation is Ignored for the term of the test, so you won't gel
booted if you're in the guild. Onceyou've hurt him enough,
he'lI speak to you and you're in.

stand your best chances of finding them In mountain forests.
where Bears (an appear at levels 7, 12, and 18.

So it's hard to gh-e directions here. But if you'reat level 7,
you'llhave a slightly betterchanceof finding bears near [lenglynn
(anAyleid ruin west-southwest of the Imperial City); Hngerbowl
Caw (north of the Imperial City and just northeast of AlesweJl);
Fort Cannata (south of Chorro!); Fort St'janus (north of lhe Yellow
Road southeast of the Imperial City); Piuka nda (northwest of
Aieswell); Pothole Caverns (south of the Faregylt nn, which is
itselfjust off the Green Road south of the Imperial City); and in
the Nibenay Basin wilderness west of fort Faden Qust east of a
stubbysoutheastern inlet that dividesthe Corbolo and Reed Rivers).

If you're level 14 or higher, you can also check near the
Ayleid ruins Kernen (in the mcuntams just east of Cheydtnhaf
and Rielle (in the mountains. northwest of Bruma).

If you're more interested in completing (hisquest than holding
on to your hard.earned cash, there's a simpler way to fulfill
Andarens request.Traderssell Bear pelts.and youran buy five
at a time. Visit a few towns, gather what you need (keeping in
mind that pelts can be heavy), and report back to her when
you haveall of them.

DESTRUCTION TRAINING

Now, this is nasty. While you can buy this pricey spell from
Athragar at the Chorml MJgt's Guild and Caranya and Gaspar
Stegtne at the Arcane University, youcan't cast It until you haw
oil Conjuration skill of 75.

Sounds likt> a (;uch·12 situation: You need the training to
help youget the spell and the spell to get you the training.

Fortunately this spell is also embedded in a scroll.
Unfortunately. that scroll is not for saleanywhere and doesn't
exist at any fixed locations in the game. It appears only in
Inot-notably, loot from magic users like Necromancers and
Conjurers. (The closest such hideaway is the sma ll
Necromancer lair Elenglynn to the west-southwest)

Why? Andaren apparently has a bone to pick with xynareth.
and she asksyou to help her in excha nge for traini ng. You'll
have to bring her 20 Bear pelts.

This is not a smalt task. As discussed under "Hirrtne" in the
"Daednc Ouests" chapter, Bears appear only at certain levels and
in certain regions. They're most common in forests but begin to
appear there onlyat Level 7- with a second chance at a Bear
kicking in at lf've1 1S. However, if you're level t8 or higher, you

The low-level trainers in Destruction are Chanel. the castle mage
in Castle Chorrol, and J'skar, who works out of the Bruma Mages
Guild. Note that, in the Miscellaneous quest "Canvas the Castle."
you can get Chanel booted out of the game, so either avoid Ihis
event-it's not required-or postpone it until the mage can't
train you any more. By contrast. you'll need to complete the
Bruma guild's rrcommendatlon quest before you can train with
the invisible and uncommunicative l'skar.

The medium trainers arc Marc Guli tte at the Anvil Mages Guild
and Delphine lendat the Bravll guild. They're a bit different from
the run of medium trainers; they won't give up the location of
master trainer Bralsa Andaren unless you can coax their
Disposition above 80.

Wesuspect they're hesitant because Andaren is off her
frtakingnut. She's made [amp near a shrine to Kynareth west
of the weatherteah estate in the Imperial Reserve and is
evidently kil ling off the wildlife.
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But slop fighting when he tells you to stop. Once he talks to you,
he becomes a guild member again. Keep fighting, and it'sassault.
with the usual potential consequences flowing from assault.

HEAVY ARMOR TRAINING

The Heavy Armor basic trainersare Brodras at the Leyawlin
f ighters Guild and Bumph gra·G.u h .11 the Bruma guild.

The medium trainers art valus Odlilln Cborrol-cquest.glver
for the Misrtllaneous quesl "The Killing field"-and Varnado. a
cowortfr of Armorer master trainer Cln.wulm at The Best
Defense in the lmpertal City's It'Lll'ket Oistrict They" put you in
rcudt with master trainer PranilH retired gladiatorwho'ssettled
at the Rexey Inn. on the Red Ring Road at the northeast comer
of Lake Rumare.

Pran;ll h.1IS onl, Dn~ Inlrr'fflill l i f. th~ d~ M.lI lrnr. (hI!

proprlrtor af chI Ro•." Inn.

Prana l has taken a shine 10 the Roxry proprietor, Mollene, and
will trainyou if you put t<1t'ther a little giftfor her: a silver pitcher
and a set of fourglasses. He'll provide SO~Id (0 cover the cost,
but no details as to the items' appearance or where 10 find them.

Along with the offerings for the Daeddc mission"Sheogorath,"
this is the closestlhing to a "cl utier" quest in Oblivion . n's not
that difficult. Just remember that Prarral said "glasses"-not
cups, mugs, goblets, or tankards. There's jU51: one typeof glass
In the game (silver) , and it can he found all over the place.

Ifyou're not particular ahout how you acquire the glasses. you
can rip them off from a variety of castles, chapels, guilds, nice
houses and inns, and Arkved'sTower- the big, strange dungeon
from the Daedric quest "vaermtna." If you are particular, you
(an buy them at lelles' Quality Merchandise in Anvil, Bravll's
The Fair Deal, aruma's Novaroma. Borba's Goods and Stores in
Cheydlnhal, Chorrol's Northern Goods and Trade, the tmpertal
City's Three Brothers Trade Goods and The Copious Coinpurse
(both in the Market Distnctl. leyawiin's Best Goods and
Guarantees, and Skingrad's Colovian Traders.

There are two typesof silver pitchers in the game. Either
will do to complete the set. However, neither is forsale, and
you'll either have 10 steal the pitcher or find ir in leveled loot.

You can steal the pitchers from many of the same places tnat
you found the gtasses, By contrast. the lootcan appear in a certain
type of chest spread over illI three classesof houses (most
common in the middle-dass ones); in the legion commander's
chestyou'\Iopen in the thieves Guild quest "Taking care of lex";

in two chests In Fathts Aren'sCastle Bravil quarters and one in his
toweroutside the dty, which you'll visit inthe Thieves Guildquest
"Arrow of Extrication"; in two chests in the sertlcn of the Imperial
Sewers that you used for the final Thieves Guild Quest, "The
Ultimate Heist "; the rnest thai contains lilhnilian\ notes In the
SettlementQUest "No Slone Unturned"; in chestsand sacks that
appear at the smallwilderness encampments: and in certain of
the lone chests thai ap pear out In the wilderness. (See the
"Freeform Quests" chapter for detatls.I

With thegtasses and pitcher in inventory, speak to Pranal about
"Gift." He'll ask you to give 'em to Malenc. Via "Gift." we'll
accept Ihemg1adty-whiledisclosingthai she doesn't like Pranal
that way-and you've merely to use the topic again with
Pranal to start on Ihe road to lOll

ILLUSION TRAINING

In Illusion, the low.level folksare Hil the Tall, a priest at
Cheydinhal"s Chapel of Arby, and Ianrus Brolus, who lives at
tstrius Brolus's house in Brurna.

The medium·levcl trainers are ()rahil at the Anvil Mages Guild
and Kud·[j in the Brilvil guild. At an Illusion skill of 70, they'll
bump you 10 Martina Floria at theArcane UnMrsity's Chironasium.

Mart lnOi F1orl.llli one of th t hljh ,nm klng membl'n of Iht Mitl!t i

Guild; ~hf ~pfnd~ all her IImt In Iht AnOint Univt rslty.

Now, with thai sklltlevel, we're bettingyou're well into the
Mages Guild quests. If not, now's the time, as access to most of
the unlwrstty (Includingthe Chironaslum-;"Enchanting Center"
In the common longue) is limited to guild members of
Appreotice rankor higher. You 'll have 10 complete the guild's
recommendation quests to get the full fun of the campus.

noria wants 10Welkynd Stones to trainyou. Theseaquamarine
lilVi lamps, which restore Magicka , can be found almost exclu­
sively in Ayleid ruins-but not alw"ys in suffkient numbers to
fulfil l Flcrta's demand in one trip.

The stones are most plentiful in the Necromancer lair
wendelbek. between the northern headwaters of the Panther
River, where S8are spread over four kwls. But that'squite a trek
to the southeast and much morestone than you need for the t"sk
at hand. Better to visit ViI'ftrin. on an island jU51: east of the
northeast exit from the Imperial Sewers (21 stonesoverthree
Irvels); Sardava r teed. on the Red Ring Road south of the city
(16 stoneson ant Ievt'O; Fanacasecul, on the Red Ring Road just
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It's hard to find Alawen and hard to talkto her when you do.
Ifyoudon't find her in the camp by day, she'sprobably off
hunting. She hunts with remarkable persistence and stamina.
Even ifyoucan keep up with her, you won't get her to talk to
you, so intent is she upon her task. So we suggest you visit the
camp between 10p.m.and 4 a.m. when sheshould be sleeping.
Ifshe's not there, wait. It'sa good bet she's returning from a
hunt that has taken her far afield.

When you do talkto her, make sure you've got an Elven bow.
Ifyou don't, she's only going to send you off to get one.

Alas, no Hven bows are lying around waiting for you. It's
another leveled item that may turn up at weapon shopsifyou
reached level 13or in leveled loot beginning at Level 9. Focus on
Bandit and Marauder dungeons, as theyfrequently have archers.
The closest of these locations are Fort Strand eastof Anvil and
Belletor's Folly south of Kvateh.

Your best bet for buying one is probahly The Archer Paradox
in Bravll. Your best bel for finding one is Githriian-one of the
baddies from the Fighters Guild quest "Den of Fhleves" whohas
two chances of possessing the bow. Or, if you've reached level

AI;twen lIno,," tbt an archfr Is only as good IS his or her fqulpmfn(.

The low-level archery trainers are Edla Dark-Heart, who lives at
Regner's house on the south sideof Bruma, and the vintner
Shameer, who has a place of hisown just west of Skingrad's
Great Chapel of lulianos. (Conventional wisdom has Dark-Heart
as an assassin On the run from a Skyrirn murder charge.)

The mtdlevel onesarevineyard worker Reman Broder, who has
a house in the southwest corner of Sklngrad. and hunter Plnarus
tnventius in Anvil. (The latter figures in the early Fighters Guild
quest "A Rat Problem.")

At a player skill of 70, and a Disposition of BO, either man
will pointyou to Alawen at Troll Candle Camp east of Anvil.

MARKSMAN

•

• The burglar Dranas lerano from the Fighters Guild quest
"The Unfortunate Shopkeeper"

• The Daedra worshipper Rona from Mepha la'sshrine

• The hunter Schlerus Sestius of Pelt's Gate

• Shaleez from the Dark Brotherhood quest "Final Justice"

• jhranglrfln from the Fighters Guild quest "Denof Thieves"The low-level Light Armor trainers are Dul gro-Shug, who has a
house in the northeast quadran! of Imperial City's Elven Gardens
District, and Offand. who works out of NordWinds in Bruma.

The medium trainers are Iudana Galena, a Thieves Guild fence
who has a house in thesouthern section of Bravil (right above the
house for sale) , and the Argonian·hatJng Ahda~i, who has a house
in leyawiin (just west of the castle's southern gate) and figures
in theThieves Guild quest "Ahdarji's Heirloom." At a skill of 70,
they'll bumpyou over to the master, l 'Barl. who shares a house
insouth-central teyawitn with mid level Acrobatics tratner Tsrava.

J'Barl wants a new Elven cuirass. You'll definitely find one on
Alan! Blackheart. from the Fighters Guild quest of thesame name.

And lf you're levellS or better, you might find it in loot
from a wide range of characters. We can't give a full list of
possibilities-you know how the whole leveled loot thing
works by now, yes?-bul it includes:

• Bandits in general, notably the oneson the top level of the
Ayleid ruin Vi lverin (opposite the northeast exit from the
Imperial Sewers)

• Vampires in general, notably, three in Blcodcrust Cavern
(near Castle Skingrad) from the Mages Guild quest
"Information at a Price" and the Imperial and Nord
Vampires in Gutted Mine from the Daedrk quest "Alura"

• The Black Rock pirates (set' the "Freeform Quests" chapter)

• Dead treasure hunters;

• threeof your opponents in the Tournament of Ten
Bloodsfrom the Daednc quest "Boethta"

• At least three of youropponents from The Hunter's Run, which
you'll visit in the Miscellaneous quest "Caught in the Hunt"

• The two Camonna Tong thugsat Walker Camp north of
Cheydtnhal

• TIle Bandits Ayisha , J'Baasha. and Mensa Setas at Hsherman's
Rock, from the Miscella neous quest"Maloga the Orr"

LIGHT ARMOR

south of the bridge to the Imperial City's Ta tos Plaza District no
stoneson one level); or Sercen, on the-Red Ring Road just east
of the junction with the Silver Road (10 stones on one levell.
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to help restore the balance,

Once you've completed the "Dagon Shrine" segment of the
Main Quest, you'll find quest-related gates outside each of
Cyrodiil's seccnd-tler cities and as many as 50 random gates in
the wilderness.

The low-level trainers in Restoration are the healers Cirroc at
Bruma's Great Chapel of Talos-he figures in the Fighters
Guild quest "The Stone of St. Alessla"-and Marie Pelletle OIl
Skingrad'sGreat Chapel of jullenos.

The medium-level instructors are the healers Marl in Bravil 's
Great Chapel of Mara and Ohtesse in Cheydlnhal's Great Chapel
of Arkay. They'll referyou to master trainer DIcta at the Chapel
of Akatosh In Kvateh.

(You'll need to beat least an apprentice in the Mages Guild to
contact Farano.)

They'll refer you to Dagafl In the Leyawlln Mages Guild.
Dagall's a bit off-center untilyou restore her stolen amulet in
the Mages Guild Leyawlin recommendation quest, but she'sgot
enough on the ball to know how many Oblivion gates you've
closed. If you've zapped three-s-the minimum requirement to
get through the Main Quest-she'll trainyou. If you've closed
fewer than three, she'll send you out to close more.

I..

11,MYSTICISM TRAINING

MERCANTILE TRAINING

16 and are playing the Dark Brotherhood quests, try the Dark
Guardian bowmen in Iuden Lachance'shideaway in Fort Farragut.

TryAngalmo in the Chorrol Mages Guild or Druja in the
Skingtad guild for basic Mysticism training. (The former's skills
are unadvertised. The latter figures in the guild's recommen­
dation quest.I

At the next level, trainers are Ita Rienus in the Bravtl Mages
Guild and Boden Farano In the Arcane Univel'5ity'sMysticArchives.

Palonlrya loves gold. And hey, who doesn'tr

Yes, It's a lot of dough. but you can get it in one long quest by
collectingAyleid statues for Umbacano in the Imperial City's
Tales Plaza District. See "The Collector" in the "Miscella neous
Quests" chapter for the details.

Note that this soon has a nice after-effect. Once yourMercantile
skill reaches 7S, you'll get a new topicwhen in dialogue with
shopkeepers: "Invest SOO gold in this shop." Select thisoption
and the money will be subtracted from yourcash and theshop's
"barter gold"-the amount of cash It has on hand to buy your
goods-will jump by SOO. That's the limit per shop. but you
can do it with as many shops asyou like.

For basic Mercantile training go to Foroch. at the Gottshaw Inn
sou thwest of kvatrb. or Mach·Na, who runs Mach-Na's Books
in the business district in the western part of Cheydinhal.
tlororh's skills are unadvertised and Mach·Na is known mainly
for his grumpiness.)

The medium-level trainersare Margarte, who shares a house
just east of leyawiin's Great Chapelof Zenithar with herhusband,
Eltar (himself a low-level Armorertrainer), and Seed-Neeus,
who runs NorthernGoods and Trade nearChorrol's south gate.
(Margarte figures in the Fighters Guild quest "Drunk and
Disorderly," and Seed-Neeus has a part in the Miscellaneous
quest "Shadow Over Hackdirt."!

They'll refer you to master trainer Palonirya, who runs
Divine Elegance in the Imperial City's Market District.
Palonlrya looks in your pocketbook. Ifshe finds at least 10,000
gold there, she'll train you .



M;n~n ll Rian is ilboul Ihe only pt'rson in Cyrodill who will ilSIr you
to steal from ht'r.

Her test is simple: Steal the coin she has in her pocket. This
shouldn't be hard, since your Snea kskill is 70. Then talk to her
again about "Training," and you're in.

_...

above S'krivva 'sjustsouthwest of the Bravil city gate (and appa r­
ently a second home in the city's canals), and Gltstel, who lives
with low-level Security trainer Malintus Ancrus in the southwest
corner of Chorrol- murh to the outrage of her neighbors.

The midlevel trainers are Othrelos, who has a house in the
northeast part of Imperial City's Elven Gardens District, and
Mirabelle Monet, who runs the boarding house on the Anvil
Waterfront (The Fo'c's'le). They'll point you to master trainer
Marana Rian. She has a home in the northwest part of theTemple
District but spends her evenings wandering in the Arboretum
and Waterfront District.

We've saved the biggest of the training quests for last.
The lew-level oratorsare the bond Alga, who lives with partner

Honmund at his house in Bruma, and Uravasa Othelas, a priest
at Bravil's Great Chapel of Mara.

The medium trainers are bard Varon Vamori , who has a house
in Bravil (and a part in the Bravil Mages Guild recommendation
questl, and the big·talklng Gruland Carrara. at Cheydlnhal's
Great Chapel of Arkay.

SPEECHCRAFT TRAINING

SNEAK TRAINING

I'baana sendsyou on a FedEx erra nd: You're to retrieve a
message from Thieves Guild doyen S'kriwa in Bravil. Shelives just
southwest of the city's northgate. S'knwa seems rather caught
out by your appea rance but gives you a note to take bac k to the
trainer. (Read it if you like; these two evidently are up to no
good.l Just deliver it to j'baana (who isn't pleased) and the
training isyours.

Now, here's the funnything. I'baana iseven less nomina lly
imprisoned than he appears. HI' has all the keys-prison,
Imperial Watch, and Imperial Watch office-and 30 Iockpicks
besides. He could escape at will butapparentlystays because he
enjoys his abode.
The low-level snea kersare CIty-Swimmer, who has a little place

_Don't hother talkingto the Jailor about access to the cells.
j'baana's imprisoned after a fashion, buthe's not really inprison.
You'llfind the Khajiit wandering around out ofdoorsbehind key­
locked gates in the enclosed northeast portion of the Imperial
Prison District. You can either talk to him through one of the
gates-e-l'baana can appear at either of them--or enter the rear
yard by either stealing the Imperial City Prlson key from a jailor
or picking the f ive-tumbler lockon the rear door inside the
central bastlun. (And good luck with that, huh?)

Obtain training in Security from low-level instructor Malin tus
Anrrus or Samuel Bantien. AncTUS isa current thief in Chorrol-­
his home in the city'ssouthwest comer is used for your meeting
with the Gray Fox for the ThieVC5 Guild quest"Arrowof
Extrication." Former thief Bantlen has a house in the southwest
quadrant of tmpertal City's Tales Plaza District•.

The mldlevel trainers are thieves Dro'Sha nji, who has a place
belowAndragil's in north-central Bravil, and Mandil, who lives in
Othrelos'shouse in the northeast quadrant of the Imperial City's
Elven Gardens District.

They'll direct you 10 I'baana. He's in the Im perial Prison
District. We're guessing the master of Security needed a little
more Sneakskill.

SECURITY TRAINING

Much of I(vatch has been virtually destroyed by the Daedra.
Asa result, this quest could play out a few ways.

Ifyou haven't gotten intothe Main Questyet. Ofeta is trapped
in the chapel. You'll have to remove the Oblivion gate outside
the walls and kill off the Daedra that occupythe plaza outside
the chapel to reach her.'See "Breaking the Siege of Kvatch" in
the Main Quest chapter for detafls. She'll consent to train you
when the city Is safe.

That requires completing the Miscellaneous quest "The Battle
for Castle gvatch," in which you clear Daedra from the castle at
the west end of the city.Ta lk to Savltan Matius after he enters
the church to get that operation going, and seethe
"Miscellaneous Quests" chapter for details.

Don't take ala rm if youcan't find Oleta in the chapel on your
return. Once you complete "Breakingthe Siegeof Kvatch," Matius
Instructs officer-in-charge Tierra to lead the survivors down the
h1ll to the refugee ca mp to the south.That's where you'llcontact
OIeta for training.
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When you hi! 70, they'll point you 10 Speechcratt master
Iandllwe at the Temple of the One in the Imperial City's Temple
District.

Tandilwt' has th e well being of Cyrodlll's most impoYt'rlsht'd

~sldenls on he r mind. Sht''d li b you to ta "" an Internt as well.

Before she'll trainyou, randtlwe wants you to undertake a
pilgrimage: You're 10 talk to each of the beggars in Cyrodiil.
There are 19--five in the Imperial City and two in eachof
CyrodiU's seven second-ncr cities. All you have to do is enter
dialogue with each.

If you're a Thieves Guild member, you may already have dealt
extensively with these wretched folks, whooften serve the role
of Informants in those quests. Ifso, you'll get credit for those
conversations, and, if you can remember to whom you have and
haven't spoken, you don't need to repeat them now. Moreover,
anybeggars you may have killed before the quest beginsare not
heldagainst you. (However, kill a beggar during the questand
YO U'll be unable to complete It,)

Thebeggars follow regular schedules.They all sleep from 10
p.m. 10 6 a.m. on bedrolls in remote sectionsof town, spend their
days wanderingnear two or three fixed locations, and return to
their bedrolls shortly after 6 p.m. to cal. (The onlything that
changestheirschedulesis bad weather-and that only InAnvil,
Bruma, Cheydinhal, and teyawnn.) Hence, if you can't fi nd a
person, find his or her bedroll and walt.

InAnvil, the beggars are Imus the Dull and Penniless Olws.
tmus sleeps behind the Flowing Bnwl on the Waterfront. During
theday, he can be found near the WaterfrontDistrict entryway,
outside the Chapel of Dibella and on the docks. And in the event
of rain, he'll take cover under the overhanging roofof Heinrich
Oaken-Hull's house, Olvus sleeps just east of the main gate. He
hangs out near that gate and the chapel, and. in rainy weather,
under the overhanging roof of Morvayn's Peacemakers Just west
of his camp.

In Bravd, the beggars areCosmus the Cheat and Wretched Ala.
Cosmus sleeps behind the lonelySuitor lodge In the southwest
comerof town and spends his day near the Great'Chapel of Mara,A
Warlock's luck shop,and the city gate. Aia sleeps behindThe
Fair Deal in the northeast corner of town and spends her day
near the city gate, the lonelySuitor, and the chapel.

In Bruma, lhe beggars are fetid Jofnhild and Jorck the
Outcast. Jofnhild sleeps behind the rocks beside the North Gate
and hangs out near that gate, on the stairs to thesoutheast. and at
theGreat Chapel of rafos. When it rains. he takes shelterunder

the overhanging roofof Honmund's house just north of the
chapel. jonk sleeps behind Anora's house on the south side of
lawn and spends his day near the chapel, the East Gate and Nord
Winds. When it rains, he heads for the front porch of Bradon
urrtan's house in the southwest part of the town.

In Cheydtnhal. the- beggars are Brucclus the Orphanand
luckless tuclna. (While Aldos Othran sleeps on a bedroll aga inst
the south wall , he's not a beggar. See the Miscellaneous quest
"Corruption and Conscience.") Bruccius sleeps within a ring of
buildingsjust southeast of the West Gate and spends his day near
the NortheastGate, the Great Chapel ofArtay, andoutside Borba's
Goods and Stores. lurina sleeps in the southwest comer of town
and spends her day near the West Gate, the town statue, and the
chapel. In rainy weather, both Brucdus and lucina make for the
porch of Riverview in the southeast corner of lawn.

In Chorrol, the beggars are lazy Kaslowyn and Nermus the
Mooch. Kaslowyn sleeps amongboulders against Ihe south wall
in thesouthwest part oftown andspendshis day near the fountain,
the Chapel of Stendan; and justdown the street to the southeast.
Nemussleeps beside the rocksjust north of the chapel and spends
his day near the South Gate, the North Gate, and the chapel.

In lrnperta l City, the beggarsare Fralav the faker, Simplicia the
Slow, No Coins Drartinus, Ragb.lg Buntara. and PunyAncus. Fralev
sleeps near a well in an enclosure in the southwest comer of the
Elven Gardens District; he spends his days near the gates to the
exterior and the Palace District. Simplicia sleepsnear a well inan
enclosure in the southeast comerof the Market District and spends
her day nearthe district 's center and the exteriorgate. Dra nin us
sleepsat the southend of an alley in the northwest quadrant of
Tatos Plaza and spends his dayon the northor southside of the
district 'scentral rotunda. Buntara sleeps in an enclosure nearthe
northernmost portion of the Temple District and spends her day
nearthe Palace and Waterfront gates. finally, Ancus sleepsbehind
the boarded-up house in the Waterfront District and spends his
day near the lighthouse and at the north and south ends of the
docks. (Amusei sleeps on a bedroll near Ancus's, but he's not a
beggar, He's involved in a handful of Thieves Guild quests.l

In leyawiin, the beggarsare Deeh the Scalawag and Randd
RJ 'dirsha. Deehsleeps near the well just northeast of the west
Gate and spends his daynear the North Gate, the Great Chapel
of Zenithar, and the West Gate. In rainy weather, he hangs out in
the sma llgarden in the plaza in the southwest part of town .
Ra'dirsha sleeps in thesouthwest comer of town and spends her
day near the East Gate, the garden Deeh likes, and the chapel. In
bad weather,she takes refuge on the little porch at the five
Claws todge, just north of the chapel.

Finally, in Sklngrad.jhe beggars are Foul Fagus and Nigidius the
Needy. Fagus sleeps behind a stable, which isitself behind theWest
Wealcl lnn-on thesouthsideof the northern half of the dty. lie
spends his days nearthe Great Chapel of fulanos, the Northeast
Gate, and outsidethe WestWeald Inn. Nigldius sleepsjustacross
the street-s-next to the Skingrad Fighters Guud-e-and spends his
day near the Northeast Gate, the lntersectlcn south of the town
statue, and the chapel.

You shouldn't have any trouble talking to the beggars. The
only potential problem is,disease. The beggars are a regular
cauldron of bacterta. All of them are carrying something, and
three of them have two diseases. You can keep yourself safe wilh

Cure Disease potions, spells. or S(ro~I1S~.~~~~:§~3:]:L~!!!~
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ANVIL

At The Count's Arms, from noonto midnight,you'll find a
young man named Vclwyn Benirus who's looking to unload his
grandfather's dilapidated mansion in the northeast comer of
town. (You can also learnabout the house and Benirus
through the rumor mill.)

The price: 5,000 gold. If you've looked into Cymdtil's real­
estate market -see "Houses" in the "Freeform Quests"
chapter-this somewhat rundown mansion may seem like a
bargain.

Well , yes and no. Info on the mansion is thin to nonex­
istent. You can assemble a little history on your own: Via
"Rumors," you'll hear from a passerby a report thai he or she
heard someone scream inside the manor the previous night,
and speculation that the house will never besold.

In any case, lfyou give him the money, Velwyn gives you the
key antideed. And he'll takeoff directly for partsunknown.
(You'll have to track him down later.)

Acursory lnspectlcn of your purchase suggests you've just
bought a flxer-upper at a nice price. One odd thing: In the
farthest, deepest room of the capacious cellar isa "sealed
portal" in the south wall that doesn't respond to your poking
and prodding.

Bl'nlrul Manor bl'dlonl

The first time you try sleeping in the house, three Ghosts
materialize and attack you. Kill them with an enchanted
weapon; a journal entryannounces the house is haunted and
mentions a crash downstairs. Avase has fallen from atop it

cabinet in the parlor. Under the vase rests a skeletal hand,
along with a page from a creepy diary that refers to a secret
room that only a Benirus can open. Read the diary-you learn
Velwyn'sgranddad was a Necromancer and a grave robber­
then take it and the skeletal hand .

You need Velwyn to open Ihe door. Unfortunately, he took
the money and ran. Passersby pointyou to The Count's Arms
again , and folks there indicate he's bound for the Imperial City.
As isoften the case, your map knows more than you do. It
directs you to the city's Elven Gardens District, where you learn
from passersby thai Benirus is staying at The King and Queen
Tavern.

Buttonhole Velwyn there; he acknowledges thai he should
have mentioned thai the house was cursed. Via the topics
"torgren Benlrus" and "Lift the curse," he agrees to meet you
at The Count's Arms and straighten things out. Return to Anvil
and speak to Velwyn .11 the inn. He directs you to follow him
back to the house. Once inside, you assume the lead .

Seven Ghosts mark your route-two on the ground floor
and five in the cellar. You may be able to dash past them and
then stand guard against pursuers as Benirus waves his hands
over the symbol on the cellar wall. when he opens the secret
door, the Ghosts vanish-Velwyn, too; he heads back to the
inn-and you're free to explore the crypt/laboratory beyond
the door.

Thl' rffilng pliICe of lorgrrn Bl'nirm

With the skeletal hand from the parlor in inventory, activate
the altar. When torgren's spirit completes its speech-it's a
tissue of lies, but you'll have to comply to kick things along­
activate the Skeleton itself. Kill Itquickly before the Ltch starts
conjuring undead nasttes.

When activating the remains of tcrgren.
position yourself on the far side of the
altar (with a nice enchanted weapon) to
betterintercept the great darkform when
it materia Illes.

Then loot the place. You'll net Lofgren's Staff. The Tome of
Un/ife (worth around 350gold), 40--1,490 gold (depending on
yourlevell. and an assortment ofgems and jewelry.

When you emerge from the basement you discover that your
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Faustina is armed with a nasty dagger
named Witsplinter, which sapsyour
Magfcka and intelligence-a nin' prce
when she finally goesdown for the count.

When the three robbers are dead, who should walk in but
Maelona and Gogan in Anvil city guard garb! Maelon,l explains
that they've beenworking undercover to bring this gang of
"sirens" down and turns over your reward of 10D-600 gold
(depending on yourlevel).

This completes the quest, but you're not quite done. Take
the Gweden bedroom key from Cartla's or Tserlnna's body. This
lets you out of the house and into the cellar. Aside room In
the cellar ho'ds a nice little Easter Egg: The proceeds of past
robberies enable you to identify as past victims Heinrich
Oaken-Hull, Plnarus lnventius. and Ernest. Alas, you can't
return the items to their owners and embarrass them with their
wives but someare worth a fair amount of dash-notably a
two-tumbler jewelry box containing the "Oaken-Hull Family
Jewels"; tnventlus's iron cuirass and prize Minotaur horn; and
Astia Inventius's amulet.

You'll come away wlth a leveled 40-1 ,490 gold, an emerald,
and a gold nugget Not too shabby!

There are minor variations at this point, depending on your
character'sgender and decision, but everything results sooner
or later in the summoning of Signy and a Khajiit, Tsarinna, and
a fight.

The fight can be a bit tricky, as the gang attacks inside the
small farmhouse and there isn't a great deal of room fo r
casters or marksmen 10 back off and do what they do best.

Readyfor a short item-retrieval mission? On tile deck of the
Serpent's Wake. the northern of the two ships docked in Anvil
harbor, awaits a fretful sorceress named Varulae. Theship has
just returned from a trip to Summerset Isle to retrieve a crystal
ball that belonged to varutae's mother.. .and the crew's been
murdered.They are now "Spectral Sallorsr-c-a rmed with
sharpened cutlasses and adjusted to your level-and they

All you have to do is visit The Count's Arms for a fourth lime
and check in with Velwyn, and you're done. He'll eventually
make his way bark 10 The King and Queen Tavern in the
Imperial City.

Ag;i n, you tan pick thisone up either from the rumor mill or
directly from Maelona, whom you'll find strolling through
town..•and whose husband Gogan is said to be "intimately
involved."

A gang of women has been luring Anvil's men to remote
places, seducing them, and robbing them. When they robbed
Gogan, they stole a ring that has been in Mariana's family for
generations. She'll give you 100gold 10 get it back. (Gogan can
offe r a bit of help as well; he' ll identify the women who
approached him as a fetching Nord and an tmpertal.l

Visit the Flowing Bowl, where the robbers: have been
fingering their marks, at any lime during its operating hours;
it's the westernmost structure on the city'sWaterfront. You'll
barely have sat yourself down when the lovely Faustina Cartta
or Signy Home-Wrecker enters and makes a beeline for you.

THE SIREN'S DECEPTION

haunted mansion is transformed. The errant shutters and
fallen painting have been rehung, The exterior wa lls are intact.
There's food on the table and a fire in the hearth. It's not just a
house; it's a home.

Slgny Homr-Wr~ker .nd r.ustln. C. rt l. work their "';tgl! In thl'
Flowing Bowl.

Ifyou're male. Signy observes thai you're alone and offe rs to
remedy the situation with a winkand a nudge. Ifyou 're
female. Faustina invites you to join the gang. Either way, you're
set up for an 11 p.m. rendezvous at the Gweden farmhouse
southeast of Anvil, which the respective lady will add to
your map.

Make your way southeast of Anvil to the hilltop farmhouse.
It will be locked until 11 p.m., at which time you can enter and
have a chat with little Faustina .
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haunt the ship. You're to get the crysta l from a chest on the
bottom deck and return it to varutae.

"So Isnuck on board, later that nighl, and Islit their
throats. Every last one or them.,; The ghost ship or Anvil they'll
call it now!"

BRAVIL

Killing Henantler in the Dreamworld will
bring aboutyourown demise as well.

THE TEST OF COURAGE

The entrance to this easiest or the tests isdownstairs at the
front or the dream house. All you have to do is swim down a
long underwater passage without either 1) drowning (which is
prevented hy the timely usc of two weak Water Breathing
potions round en route) or 2)gettingturned around while
making the two somewhat awkward turns and going in the

You learn through the Bravil rumormill that a friend of Kud-Ei
hasgone missing. Speak to the A!tonian herself at the Mages
Guild for the details: Her Irtend Hertantler's reckless expert­
ments have finally gotten him in trouble. Confirm your
readiness to help recover him , and she'll lead you to a house
just across the way where her friend lies in a restless sleep.

Using his Dreamworld Amulet, this obstinate spell­
researcher traveled into hisown dreams. He created the amulet
to seeif he [Quid use thesedreams as a training ground to
help betterhimself and face his weaknesses head on. Three
days later, he's still in there. You 're to follow him and find out
what's happened.

Getting 10 Henanlier's Dreamworld issimple: As Kud.Ii
instructs, equip the amulet (which she'll provide) and go to
sleep in the adjacent bed. You appearnearHenantler in a
twisted version or his house-a strange hybrid environment
with portals leading to four tests (Courage, Patience,
Perception, and Resolve). Your only possessions: the amulet
and your spells. But the amulet casts a constant.effect Silence
spell on you, so you can't cast the spells. You (an useonly
those thingsthat you rind in this strange place.

Henantler has been Irlghtened into inaction but manages to
disclose that he's lost things here and needs yourhelp to find
an exit. The "things" he's looking for are elements or hisown
sanitythai have been ripped from him, represented by four
Dreamworld elements. Only by returning these lost partsor his
own mind to Henantier canyou restore his sanity and open up
a way home. At the end or each test, an element (an be round:
a gleaming sphereor energy the size or a crystal ball.

Srwilrr the Sprctral5.1 l1o r':s vicious shnprnrd cutlass.

Clean the clocks of two mort' baddies. take the crystal ball
from the chest near the ladder-and, if you like, some lootat
the far end of the hold-and get topside again. The sorceress
offers up the enchanted cutlass Bedwave (which has a leveled
Drain Health enchantment) and then makes her way to The
Count's Arms in Anvtl, where she'll hangout for the restor
the game.

The murders or the sailors? You're notgiven any direct clues
on the ship as to howthey occurred, butyouare in the Dark
Brotherhood quest "Fcllcwl ng a lead." In that mission, you'll
retrieve a traitor's diary from a macabre apartment beneath the
Anvil lighthouse. In the middle of that book, there's a story
about sailors visitingthe lighthouse and ridicul ingthe writer as
a "human rat."

Using the key provided, let yourself into the cabin, take the
captain's key from his body, loot the chest (100 gold. a piece of
leveled magic jewelry, and a jade necklace), beat on the thing
here, and drop down the hatch to the mid-deck. Nothing much
10 see here-two baddies and twodead crew members behind
closed doors-so trot to the hatch to the lower deck at the far
end of the halland descend to the hold.

Thr S~l'p~nt's Wake looks peaceful rnough from thr outside, but

Vnular knows better,
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wrong direction. You surface In a pool at the bottom of a
ruined tower; the Element of Courage is right in front of you
for the taking. Do so, andyou'll be teleported back to
Henantler's dream house.

The ave-styk' door near Henantier's bed leads to the Test of
Patience-c-an Ayleid-Iikr ruin that's one big nasty trap.

You get the sorunon righl at the beginning. You have 10
restore fourelements of Henantier's vanished sanity to open a
path back to the real world. These elements are represented by
the gleaming spheresfound at the end of eachtest.

Farther ahead He three grids of pressure plates and arrow
traps. You can't gl'l around them. (11')' to bypass the traps by
dropping down onto the lower level and you'll die.) Granted, a
character with a greatSpeed attribute and Acrobatics skill
could blow across them and take low to modest damage. But
the player who recognizes the scroll as a mapcan find a way
across with no damage at all by following the path of a
particular runic character from the bottom edgeon each map
all the way across each of the grids. Use the accompanying
maps 10 make yourway across.
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TH E TEST OF PERCEPTION--------------
The Ayleid ruin-like door upstairs leads to the Test of
Perception. This consists of a heavily trapped pathway that is
notable for its supremedarkness-illuminated only by Dark
Welkynd Stones that give off a dim red light when the player is
in range. You can get through the test In this darkness, but the
torrh In the "Perceive" containerat the start of this tT<ld
makes the task mucheasier. Mo\1' slowly and watch the ground
carefully. and you 'll be fine.

Northeast of your starttngarea, on the fourth block, a
pressure plate triggers J Iatling-rock trap. You can't prevent the
threegreat blades in the circular area beyond from beingset in
motion, but you can avoid them easily. In the broadarea
beyond the circle fou r gas-emitter traps await, and another
fallen-rock trap lies two blocks farther along.

Just beyond this trap, a slope formed of jumbledblocks
leadsup to a broadavenuewith five great bladesoverhead.
Just hull)' past the lot. or move in babysteps into the gilPS
between the descended blades. And watch for another falling·
rock trap in the round structure light after them.

One more leg to (Over to reach the Element of Perception: a
hillock of lII·fittingstones dotted with four pressure plates that
set off a Frost Damage spell commensurate withyour level
from nearby Dark Welkynd Stones. As before, grab the element
and you 're whisked back to Henantler's dream house.

THE TEST OF RESOLVE

Veterans of the Imperial City's Arena will instantly recognize
the scene. You're on the nastysideof the Red Room door,
looking up the ramp toward the portcullis. Only. this 15 no
more the Arena than the dream house is Henantier's house.
The pillars are tilted, the sky red, the stands empty and the
wholeplace looks scorched. It's the Arena transported to
Oblivion.

Take everything from the "Prepare" containerjust ahead of
you: full leveled suitsof light and heavy armor, a leveled
shield, leveled sword , leveled staff, and a leveled blunt weapon.
Get suited up and makeyourway up the ramp to meet the two
Minotaurs.

The Minotaurs are each a levrl below your own, and the
Staffof Ughtning may be all you need, Just keepa respectable
distance from the monsters and don't waste any of the
weapon's charges. (If need be. mop up usingwhichever of the
other weapons Is best suited to yourskills,) Once lhey're dead.
stairs rise from the groundjust outside the portcullis. At the
lop sits the Element of Resolve.

Once you 'veassembled all four elements. talk to Henantler
about "Dreamworld" and you'll quickly fiod yourself back in
the bed at h~ real-world house. You losethe amulet and MI)"



There is no compass targel to the treasure,
but if you Simply follow tfle rim .along,
you will come across the chest.

CAUGHT IN THE HUNT
•

..

Once the skeleton is unshackled, Blakeley's ghost puts in
another appearance and mentions that the room contains"a
map to my gratitude- beforemarching into the next room and
vanishing, his spirit set free by your action. (Meanwhile, you
can collect a nominal reward from two chests-cone underwater
near the entry hatch and hard to see without first moving into
deeper water.I

Themap's righl behind the pillar to which the skeleton was
shackled...x.. turns out to mark a spot a short ways east across
two bendsof the river.The chest Is underwater-sandwiched
between four rocks just south of a small dock-and ccntatns a
hodgepodge of nice loot.

You learn from either the Bravil rumor mill or personal
experience thai the ghostof an old man walks the near shore
of Niben Bay at night.

Jfyou start with the rumor, you'll Jearn that Gllgondonn at
Silverhome-on-the-waterwtlt know more.The proprietor of thai
Inn, just Imide the city's North Gate, knows the watchman's
schedule: He appears nightly at 8 at Bawnwatch Camp.
Gilgondorin obligingly marks this on your map. The camp Is on
a small island a bit southeastof Bravll.

Thewatchman won't speak10you at first, but if you follow
him southeast to a point just up the hill behind Fort Irony, he
Identifies himself as "the man once known as Grantham
Blakeley,~ asks you to look for him "in the mouthof the'
panther; and looks southeast across Ihe bay

The forlorn wJ lchmOlP's som~r vigil

thing you collected in the Dreamworld and get back all your
old belongings-plus a reward of six leveled scrolls from your
grateful host.

THE FORLORN WATCHMAN

Your journal suggests returning 10GlIgondorin for his read on
"the mouth of the panther." He tells you It's the mouth of the
Panther Rlver-the point where it flows west Into Ntben Bay is
choked with sharp tocth-llke reeks-s-and it's just eastacross the
bay from where Grantham ended his spectral walk. Swim across
10find a ca@ship. the Emma May, which ran up on these rocks
years ago.

Don't botherwith the lap ded; it offers no access to the IDip.
You canenter the upperdeck through a gaping hole in the ship's
starboant side. Inside, you'll find spirits (ranging from Ghosts up
to Wraiths), hatchways down to the middle deck and up to the
captain's cabin, and, ina sidecabin, a logbook that suggests the
combination of a stonn and a mutiny wasthe ~hip's undoing.

The captain's cabin contains anotherspirit, gold (40--1,490,
depending on your level), and three potions; the middle deck has
two mort' spirits and as many as three more potlcne and the
lower deck the holds the Wraith of the mutinous Gable. The
small key on hisbody unlocks the door behind himand the
shackles of the skeleton (theunfortunate Blakeley) in the
room beyond.

You pick up from the rumor millor from ursarme Loche that
her husband, Aleron, is missing. Ms. lorhe, who lives above
Henantler's place, reportsthat Aleron's a gambler heavily in
debt to an Ore usurer named Kurdan gro·Oragol. Aleron was to
have met gro-Dragol the previous dayat the lonely Suitor
Iodge, but he hasn't returnedand Ursanne. knowing what )he
does of the Ore's character. fears for her husband's life.

The lonely Suitor is on the other side of the river. No sign of
Aleron but Kurdan's uestatrs and Quite as unfriendly as
Ursanne suggested. Coax his Disposition up to 60 and learn
that he wants a favor to disclose Aleron's whereabouts: Retrieve
his father's axe from Fort Grief Island oul in Ntben Ray or (he
implies not so subtly) Aleron won't make it home ever again.
Hegives you a chance to prepare yourselfand bidsyou 10
return to him when you're readyto go.

When you 're prepared, Kurdan provides the transportation
out to Fort Grief Island. Just activate the little boat besidethe
dockbehind AWarlock's Luck shop (back across the bridge,.1
hard right and down the stairs).and you're there.
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The ruins at Fort Grief Island

Surprise, surprlset lnslde the surface ruin is Aleron toche.
Kurdan has created an event called 'The Hunter's Run"
(evidently inspired byRichard Edward Connell's "The Most
Dangerous Game") in which humans are prey. You'll have to
venture into the dungeon alone (Aleron's no fighter), brave the
many traps, kill the three hunters, and return with the key to
the now-locked outer gate.

The first , an Imperial at yourown level. is right at the start
of the dungeon. so that'll have to bea stand-up fight. The
others-a Nord two levels above yours and an Orr three
higher-may require some art; use the dungeon architecture to
good effect, Lur.e the Nord forward into nearby arrow and pit
traps. Make the Ore chase you around the pool at the bottom
of the stairs while you wear him down with spells. If he falls
in, so much the better.

SearchThe Hunter's Run well; there is a
fair amount of 1001scattered .100ut,
presumably from previous victims of
Kurdan's game.

You need the keys on the Imperial and Nord 10 open the
door to The Hunter's Abyss (the second level) andsupposedly
the key on the Ore to open the gate out of the tower. That last
one's fake bUI, happily, you'll probably find the real one before
you have a chance to try the phony.

When you leave the dungeon you're forced to watch in
horror as Kurdan murders the defenseless Aleron . You're going
to have to kill the Oreand a Khajiit archer henchman who
appears on the ledge above you . It's probably best 10 lure
Kurdan somewhere the archer can't gel a bead on you, take
him down. and then finish off the henchman.

After you dispatch Kurdan and hiscrony, take the real key
from hiscorpse and make your way to the gatehcuse just
inside The Hunter's Run. Turn the lever and the gate outside
will open. allowing you access to the boatonce more.

Take the boat back to Bravil and call on Ursanne Loche to
report her husband's death. She rewards you with a
Speechcraft skill book, Biography oj the WolfQueen.

BRUMA

Two SlOES OF THE COIN
~ - . -- _. --

The rumor mill suggcsl5 that Amara Auria needs help recov-
ering some money stolen from her byher boyfriend, Jorundr.
The truth isa good deal more complicated.

Should you approach Amara herself (she lives at the south
end of the (ity), boost her Disposition to 60, and then speak to
herabout 'forundr" and "Stolen gold," you'll get the
Impression (con finned bya journal) that her proposal is not
quite on the up-and-up.

Agree to help, and she lays it out foryou: Amara asserts
that. against her will , she hasserved as Icrundr's accomplice in
a series of small crimes. last year, Jorundr started taking on
bigger targets and killed a guard in one of these capers. He was
(aught, and when Arnara returned 10 their hideaway, he'd been
arrested and the gold they'd stolen had been moved. You 're 10
vlslt the prisoner in the dungeons under Castle Bruma and find
out where he put it.

It's easy to seeIcrundr. Just ask the guard about "Visit a
prisoner" and he'll unlock the doorto the cells.

Until you're on the other side of tltt bars, Jorundr won't uust you.

But Jorundr won't talk. He thinks it's all a trap arranged bya
corrupt guard named Tyrellius Lcgellus. Persuasion and bribery
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A BROTHERHOOD BETRAYED

Case c1osed..•almost. Braden'swi fe, Erline, Insists her
hubbywasno Vampire and offers somecompelling arguments.
However, none of this makesan impression on Runellius, who
says the authorities haveconflrmed wllh a neighboring city
that Raynll Dralas is indeed a nobleand worthy Vampire
hunter. If you're to put a drnt in this case, you'll have to find
Raynll himself.

And thai'Seasier said than done. Most folks on the streets
know nothing of his whereabouts. You'll have to speak to
either Hafid Hollowlegat the Jerall View, Fjotreid at the Bruma
Hammer and Axe, or Perrine at the Bruma Wildeye Stablesto
learn he'sstaying: .11 Olav's Tap and Tack. (With a Disposition of
70, Olav himself will confi rm this and even provide a key to
Raynil's room.I

Raynil is gone, but you'll find the journal of someone
named Geleboume behind the dresseron the right side of the
room. Take it. The document recounts the explor.rtion by
Geleboume, Braden, and Raynll of an Ayleid ruin, their
successful extraction of a potent artifact. and the extraordinary
steps they took to secure it Apparently, all three of them were
a part of some sort of adventuring brotherhood in the past.

Suddenly, thingsbecome crysta l clear, and more so when
you check back with Olav and learn that Gclebourne was the
previous "vernplre" hunted by Raynil. Raynil had been killing

Jorundr's loot includes two skill books. This
offsets the skill loss from haVing to be
arrested to get him to rafk,

aren't posst blc here, and you r journal suggests that you'll have
10getyourself arrested to earn his trust. The easiest way is to
try 10 pickpocket the watching jailor; select jail when you're
arrested and. poof, you're in lorundr's cell.

Now thaI you'rea fellow cell male, he lays out a very
different story-one in which Amora wasthe one pushing for
bigger scores: she killed the guard and turned in Jorundr. The
one common element between the two tales: Jorund r moved
the gold. Now he wantsAmara dead and makes you this
proposal: Kill her and bring him her amulet. then he' ll tell you
where the gold Is hidden.

At the end of Ihe chat, a thirdelement enters the picture
togellus himself. He wantslonmdr 10 reveal the location of his
stash. (He's not lnteresred In you, and youcan't deal with him
JUSI yet.)

You can handle the Jorundr/Amora situation in one of two
ways: Kill Amora as ordered or tell her of jorundr's plan.

Om money is on Amara as Ihegreater of two evils. but the
firsl course Is also slightly easier and no less lucrative than the
second. Confront her, and comedean aboutJcrundr's scheme,
Tell her you 're doingthings Jorundr's way, and she will pounce.
She's a spellsword three lewis above yourown, likesto use a
Chameleon spell. and may remain alive long enoughto
summon the city guards.

The amulet on her body isa fake and Jorundr will identify il
as such. Instead, take her chest key and unlock lhe one beside
her bed downstairsand take the "true"amulet. Jorundr then
discloses lhal the gold is buried outside the city near the North
Gate. The chest, in a cluster of rocks on the slope to the right
of the road, contains a leveled mixtureof gold.gems, Jt'\Io'elry,
and skill books. All donel

If youdecide to tell Amara aboutjorundr'splot and choose
her scheme, things ....,ork out a bit differently. Shegivesyou the
rea l amulet Willinglyand tells you to get the loot location from
Jorundr. What she didn't count on wasthe dirtyguard,
tcgellus, overhea ring your exchange in jail. When yougo to
claim the treasure, he's on the scene as well, You can talk to
him-he'll claim he's killed Arnora ---or go straight into
combat, In which caseyou'll learn he's proba bly kill ed Amara
from a journal note after his death. He's tough, bul not as
tough as other city guards, being just five levels above
yourown.

Gel the treasureand check in al Amara's bouse to ccnfhm
her death and complete the quest. (You ran alsovisit Jorundr
again to let him in on the plot and Logellus's death.)
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LIFTING THE VALE

The small cave isa short distance west. and Raynil is waiting
in its first room. He won't surrender. and he isa challenge to
kill. Cl.1im the three kt')'S from his bod)' and open the nearby
chest 10 find the artifact is an "unremarkable" amulet.

The area around the Sentinel is fairly auve
with creatures, sobe on yourguard.

You're supposed to see her duringaudience hours. but you
can in faa talk 10 Carvatn whenevershe's in one of the castle's
public areas. It turns out the countess is missingone important
Alcaviri piece from her collection. The Draconian Madstone,
which immunizes the we-arer from poisons. waslast reported to
be in the ruinsat Pale Pass. Ifyou wish, Carvatn will relate a
gooddeal of that location's significance in the First Era war
with the Akaviri invaders-the upshot being that the enemy
command post at the pass was never discovered and remains
los1 to this day.

Carvain gives you the flrst milestone on yourtrip­
Dragonclaw Rock, at the end of the road that leadsnorth and
east from Bruma. You'll have to get the rest using: the diaryof
an Akaviri courier and a map. It'seasy: Gowest up the hill to
the Sentinel statue and then north alongthe slope 10 Ihe
Serpent's Trail .

This small dungeon is Inhabited by four nasty Ogres and six
or seven creatures. Ina long:, straightsection of corridor, you'll
find a skeleton wllh the orders mentioned in the. courier's
journal. Take the orders with you. You can'( read them, but
they'll come in handy at Pale Pass.

The door at the other end of the passage takes you into that
hidden valley, You'Jl have 10 kill or eludea dozen moreOgres
on the path down 10 the ruin. Just stick to the old, overgrown
road and eventually it will wind Itsway to the ruins.

This is one of the game's rare time-senstttve
events: you must c.arry Itoff within a day,
or Raynil will escapewith the artifact.

It's ani)' unremarkable until you get it back to Braden's
widow. Evidently the dead man did not trust hiscomrades and
masked the amulet's true nature behind a word of command.
Thewldow speaks thai word and restores the amulet to you as
the Phylactery of lith ness, which hasa leveled Speed
enchantment, The quest is done-but you canstill check in
with Runellius at Olav's inn and exchange information.

hiscomrades for their chest keys and has used the "Vampire
hunter" reputation (rom the killing of rhe first to secure his
vindication in the killing of the second, Bring the journal back
10 Runelhus at Braden's house Jnd you'll put the case on a
new heading: He'll muster the guards fora dty·wide search for
the suspect. You're to met"! himat Olav's inn in an hour.

When you do. Runellius reports Ihat Raynil wasspotted bya
scout, who unfortunately lost himIn the mountains west of the
city. Hesendsyou off to Boreal Stone Cave to intercept him,
and the haste he urges on you isn't just a dramatic device, so
listen10 what he says.
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You'll need a Fame of 10 to get this quest Countess Narina
Carvain collects Ak.Jvirl artifacts. You'll learn this from the
local rumor mill or from the countess's herald. Tolgan, who
seeks you oul whenyou'reoutdoors in Bruma and provides an
enticement of 25 gold to meet the lady.



lbf fonnn headquarters of the Akavlrt invilsion te rce In the First

[rol Is your dest inatio n.

The dungeon itself is infested with Skeletons-fi ve lewisof
undead Akaviridefenders. You need to reach their commander,
Mishaxhi, In the Venom of the Serpent level. There's some
variety to the routes, but they all converge in a large room with
a central drawbridge with arrow traps at its entrance and four
Skeletons at its exit.

The (o mmander of the AkiWirt hflldquartfr5, Misha.hi

Mishaxhi thlnks you're the messenger from the Akaviri
homeland; as long as you have the orders from the skeleton in
the Serpent's Trail, you're fine. just L1lk to himand select the
second option and the commander will walk into the wall
behind himand vanish. As he does, a secret door rum bles to
li fe, revealinga treasure va ult. The Madstone's on the pedestal,
and there's some nice loot In the big cheston the left. Theside
door is a shortcut to Scales of the Serpent.

If youselect the 01her options, or the second one without
having the orders in your inventory, Mishaxhi attacks you.
You'll have to kill him. (He's just one level above you, but he
has the fult Blades kit.l After he "dies," his body vanishes and
the secret door opens.

Carvatn rewards you with a Ring of the vipereye. which has
leveled Fortify Agility and Resist Magic enchantments. Note
thai after the quest is over, the Madstone appears in the hall
next to her throne in a locked display case.

The vale also contains an undocumented quest. (See "'A Ring
of Keys" under "Undocumented Quests" in the " Freeform
Quests" chapter.I

CHEYDINHAL

CORRUPTION ANO CONSCIENCE

You may want to save this quest until after you've completed
"Defense of Bruma" in the Mai n Quest. Ulrich leland is one of
your toughestsoldiers in that battle-but he won't be if he
gets jailed or killed In this quest beforehand .

Corrupt u ptai n of thf Chf ydinh.d guard, Ulrich le land

Since the ascension of leland to guard captain, the city
guard hasdeveloped a heavy hand-rlealing out bigfines for
even the smallest of infractions. You'll be referred bythe
rumor mill to one of the more vocal comptatners-c-ttevana
Nedaren, who lives just south of the Great Chapel of Stendarr.
And she, in turn, will mentionan especially egregious abuseof
authority-how a fellow Dunmer, Aldos Othran, lost his
home-and cite a potential ally in combating these abuses.

That'sGarrus Darelliun, the No.2 man in the guard. He can
be found in CountyHall 011 the castle on the north side of
town. Boost his Disposition to 60 and Da relllun confinns
Nedaren's storyabout the fines and discloses that he thinks
leland is puttingthe money in his own pocket.

Darelli un would liketo bring his boss up on charges, but
needs a witness. Aldos Orhran is the most likely candidate, but
he can't approach him directly. You can. Othran follows One of
three routes around the city during the day, bUI you'll always
find him at his bedroll besidea campfire in the southeast
corner of town from a tittleafter midnight to 10a.rn.

He'll be drunk, but a question about "'Ulrich l eland" will
make an impression. Regrettably, it makes the wrong
impression. Othran asks you to follow him back to his former
home, where hehas words with the guard and eventually pulls
a kn ifeon him. Theguard kills Othrau.
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Things can develop in twodirections from here.
Your journal suggests you bringOthran's death 10 Nedaren's

attention. She's enraged and from her rage comesanother bad
plan. You're 10 lure leland to Nedaren's home with a report
that she holds evidence incriminating him. "I'Udo the rest,"
she says.

Your journal won't like the sound of this, andwill suggesl
thai you talk to Datejttun Instead. Butyour journal isn't the
bess of you, and. heck, it can be fun to makebad things
happen to bad people.

Leland also follows differenl patrol routes through the dty,
but youcan find him in the castle barracks for dinnera little
after 7 p.m. and he'llgo to bed there about 10. Raise his
Disposition to S5or better, and he'll agree to follow you to
Nedaren's place.

Nedarcn lays a trap for the capta in-first paralyzing him
and then siccing two Rats on him. The rats kill leland. Problem
solved, and you didn't even get your hands dirty,

There's another way. Darelliun agreeswith that doubting
journal entry, and proposes an investigatory approach. He
supplies the key to le land's quarterson the lower level of the
barracks. You're to search it for evidence. and you won't have
10 search far; an incriminating letter ("Who knew that lndarys
would be so easy to dupe?") is lying atop a book on the table
10 the right as you come in the door.

whicheverapproach you used,onceyou have the letter or a
corpse, Darelliun is your next stop. Either way, he'll askyou to
meet him .11 the Bridge Inn in two hours for the finale.

Ifyou used Darelliun's plan, l eland isarrested and jailed.
He'll spend the restof the game in Cheydinhal's dungeons.
(Visit him there if you like. Man, is he ticked.) Darelliun is
promoted 10 replace him. You get a leveled reward of
lSlH;SO gold .

Ifyou took the Rat-chow route, Nedaren's the one who
winds up In prison, and she's in the slam for the lifeof your
game. Darelliun seems to have considered jailing you as a co­
conspirator, bUI settles for trimming your reward to a leveled
7~S7S gold.

Beware if you elect to take out Ulrich
leland on yourown,as he's 15le\'els
higher than you, and a bounty is put on
your head jf you're seen!
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Molke sure you are well equipped before
you enter thisgate. Once. you gel about
halfway down the mountain in Oblivion,
you can't go back.

Suppose you haven't wrapped up "The
Wayward Knight" bythe tlme you
complete the Main Quest? That event
closes all the remaining Oblivion Gates In
Cyrodiil-including the one outside
Cheydtnhal. However. it does not strand
Farwil & Company in Obllvton.
(Unfertunately.) Along with Senyan and a
third knight, Jhared Strongblade, the
young nobleman will be deposited outside
the gate. Characteristically, Farwll gives
himself ned it for the gate's destruction .
The count's as happy as if you'd rescued hts
son yourself. but as you haven't actually
completed the quest, you don't gel the
reward. Lazy-bones.

If he survives, Farwrl names you an honorary Knight of the
Thorn-a dubious honorthat carries with it a legitimate
medallion with a leveled Spcechcraft enchantment. His father
gives you a choice of two weapons: Thomblade (with a
Disintegrate Armor enchantment) or the Staff of Indarys (with
Damage Strength and Shock Damage enchants).

If Farwil doesn't make it, the count nevertheless rewards you
75-450 gold foryourefforts. Ifyou recovered hisson'sslgnet
ring, he'll give you an additional 200gold and allow you to
keep the ring.

The Sigil Slone •• the top of the m.in Clt.dl'J Is your only w.y out .

You won't beable to perform this quest until you've completed
the "Dagen Shrine- segment of the Main Quest and Oblivion
Gates openoutsideCyrodiil 's cities. You can either handle iI on
your own or wait until Iauffreasks you to as partof the Main
Quest's "AJli~ for Bruma" segment. In that quest, you're
dispatched to rerrult troops from each of Cymdtd's cities. In
each case, you're asked by the local authorities to perform a
mission: most of the time, thai mission involves closing an
Oblivion Gale. And so It does here.

This time, someone's beaten you to the punch. Talk to
Amminus Gregori, who patrols the area nearthe gate­
northwest of the Black Waterside Stables just west of the city.
He reports thai Count Andel tndarys's son , Farwil, and hissix
men-the all-talk-and-no-action "Knights of the Thom't-cwent
through the gate two days ago. The count's offering a reward
for etther his son's recovery or confirmation of hisdeath.

Farwil isn't dead yet, but four of his comrades on this Ill­
considered venture can't make the same claim. After stepping
through the Oblivion Gate and arriving on a mou ntaintop,
you'll find their bodies as you make yourway to the bottom
and around to the east where the two survivors (the annoying
Farwil and sensible Bremman Senyan) are wailing. Farwn
refuses to be rescued and orders you to finish what he started.

In substance, thls isn't much different from anyof the other
gate-closing missions in the Main Quest, except that you need
to keep the young man alive toget the best ending. Follow the
nearby causeway eastacross the lava to the main Citadel. Kill
the leveled Daedra in your path. Activate the Sigil Stone at the
top, and you'll find yourself back outside Cheydinhat with the
gate in ruins.
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A BRUSH WITH DEATH

You learn either from the rumor mill or from Tlvela lythandas
(who lives in the southwest corner of town) thai her husband,
Rythe, a celebrated painter, hasgone missing. Funny thing,
though: He vanished wh ile workingon his latest painting



Inside a locked studio. 'nvela provides a key to this ground­
floor chamber. and you're offon a ratherwild adventure.

You'll find Rythe qUickly. The painting on the easel in his
studio has unusual properties: Aetiv<lle it and it telepons you
to a wilderness region thai recalls Cyrodiil's Great Forest•..but
something's different

In the neardistance appears<I man. II 's Rythe. It seems
you're bothstuck in his painting. He explains that a Bosrner
anarked him in hisstudio, stole hisenchanted Brush of
Truepaim, and entered the painting with Rythe in hot pursuit.

He goes on to explain about the Brush of Truepatnt's ability
to allow the painterto createa masterpiece from within the
canvas ttself the onlylimit is the painter's lmagtnatlon. The
brush hasallowed Rythe to painl his -strikingly realistic"
p.1inlings for years Icheater). Apparently, the thief knew this
100, and broke into the tythandas homestead withevery
Intention of making offwith the unusual artitact.
Unfortun.1tely, the careless rogue added his own signature: a
half-dozen Troll-like guardians.

Those guardians have killed the thil'f and <In' still reaming
the forest You must defeat themand reclaim the brush from
Senarmala's body. The painted Trolls are quite tough, but fortu ­
nalely, Rythe provides you witha bit of an edge: several bottles
of turpentine. Apply one to yourweapon of choice for
additional damage. follow yourquest compass to the
unpainted area and the thief.

Search the Trolls' corpses atter they fait to
score a rare and valuable ingreditnl ,
Painted Troll fat.

Take the brush back to Rythe. He takes it gladly and begins
walking south. Follow him. He paintsa door back to his studio,
appears there soonafter you do, and, after a short ccnver­
satlonwith his relieved wife, rewards you with the Apron of
Adroitness, which boosts your Intelligence and Agility.

CHORROL

SEPARATED AT BIRTH

Reynald Iemane has been turning up sober in Cheydinhal. This
wouldn't be unusual were it not for the fact thai, in Chorrol ,
ht's typkally drunk...and that the Cheydinhal jemane doesn't
recogntze the acquaintance'S of the Cborrol jemane.

TheChorrol femane spends most of his day drinking 011 The
Grey Mare. Chat with him at the innor his home in southwest
Chorrol and you'll see this is an odd story. Drunkenly, he'll
deny having been in Cheydlnhal and, with SO gold, commis­
sions you to look into his doppelganger.
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Folks InCheydinhal don't recognile Reynald's name. But
they do know a Guilbert Iemane who's staying at the Newlands
Lodge. Turns out Guilbert looks like Reynald without a drink In
his hand. The two menare twins, and in simply talking to
Guilbert about Reynald, you've been instrumental in reuniting
them. Guilbert sets off directly for Chorro!.
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Fast trawl to Chorrol and report 10 ReynaJd. He denies
having d brother unlil you throw up Guilbert's name to him.

!PIsshort quest (part of ,) small series­
we "Legacy l and "Sins of the Father"
belbW) iW'ldone until Guilbert shows up
in Chorrol lie warned that, without your
intercession, thls can uJn,- if very lont
ttme-:.days and days sometimes-so if
you're the Impatient type and anxious to
watch the reunion, follow Guilbert on his
trip. It should take less than a day.

Return to The Grey Mare for Guilbert's thanks and a further
request for you 10 escort the brothers to their new horne. The
trip should be uneventful-though there'sa chance of
encounters with wilderness creatures en route-sand when the
brothers reach the estate.youget a journal entry, Speak to
Guilbert for a leveled reward of gold (7s-4SO) and an
invitation to visit again.

That's not just an idle bitof dialogue, bythe way. When you
reach Redguard Valley Cave in the "Sins of the rather" quest,
weatherteah undergoes a transtormanon. The brothers fix the
Iarm up bigtime, mending fences, planting crops-and
presumably clearing the Skeletons out or the attic. But nol out
of Ihe closet. as you'll see in the next quest.

Fithls UI",. Thlnts Guild (tn ( t , shpds somr light on t hp }rmant

(illmily history.

About two and a halfdays after the "Legacy lost " quest is
complete. fathis tnes will approach you outdoors withsome
gossip about the Iemane legacy. Dles asserts that the brothers'
father, A/bert jemane.was a professional thief whocnre
performed a mission on behalfof the Thieves Guild , kept the
stolen article for hfmsett, and hid it at Weatherteah. Heexpects
that, when the o gressacked the farm. they took the item back
to Redguard Valley Cave-almost straight south from Chorrol's
South Gate.

Ifyou wish. you can revisit weatherleah en route to the cave
and vlsit the supposed sinsof the father upon hissons. They
resent the Imputations and whynot?You don't have any
evidence apart from Utes's claim.

You may find the rave entrance guarded byone or two
reveled Goblins, but inside, gedguard Valley Cave is all Ogres:
seven like the ones thai occupied Weatherleah and one
chieftain three levels above your own. from his body. retrieve
the Honorbtade of Chorrol-a very nice unenchanted ebony
longsword.

JSINS OF THE FATHER
Provided you've performed the quest "Separated at Birth," you
can help the Iemane brothers recover their birthright in this
one.

The brothers and their parentswere separated as children
when Ogres attacked weatherleah. the family's estate in the
wilderness south of Chorrol. Now they wantto return to their
ancestral home, but firsllhey ask you10 findout if it's still
inhilbited by monsters.

Guilbert acknowledges hisdirections all' vague. In Iact,
they're just wrong, and if you~ looking for weatberleah now,
you'll have to do so wlthoulthe aid of compass and map
markers,

Your journal suggests you askaround town. 00 so, and
you'tl team that Sabine taut at the ChorTOI Flghters Guild has
explored the Chorrol backcounhy and might know
weatherleab's location. look for her in the guild's cella r. Ask
about weatherteah and she'll mark the location on your map.

LEGACY LOST

This small broken-down farm sits. in the trackless wilderness
south of Chorrol. On your arrival, a journal entrysays the
place is still overrun withogres. That's all Guilbert asked
about, and you can return to Chorrol and make your rrport.
However, he's onlygoing to sendyou back to clear the place
out, so kill off the three leveled Ogres and it's ~II good.



Note that Redguan:l Valley Cave isn't linear;
you can drop into the second pit inyour
path , himg a right, and lake on the boss.

What do you do with it? You can keep it yourself (though
this prevents you from completing the quest). Ules will give
you 750-3,000 gold for ii, depending all your level.

Your journal suggests you take it 10 Castle Chcrrol. Royal
steward Laythe Wavrick confirms the sword was indeed stolen
by a daring thief and gives you the [scutcheon of Chorrcl-c-a
shield with leveled Fortify Endurance and Reflect Damage
enchantments.

Finally, ifyou returned the sword to the castle, visit
Weathrrleah again . By this time, Guilbert has put a few facts
together and understands that his father was not on the up­
and-up. He givesyou four leveled Soul Gems as compensation.

THE KILL ING F IELD

Va lus Odiil stands inThe Grey Mare inn and asks piteously if
you have seen his sons, Rallus and Antus. The boysapparently
have goneoff to fight "creatures" (Goblins) that have appeared
on his farm outside Chorrol and expect their father 10 join
them at weynon Priory. But agesits heavy upon Odfll. and he
asks you to go in his place,

Vil lllSOdHl wilnts you to help his sons.

The priory is just down the road to the east.The- brothers
are waiting on the road nearby. listen to theirexchange, and
then speak to the even-tempered Ratlus. He leads the way
southeast and then east down the hill toward the fann. In the
middle of the field, he stops and you get a journal entry.

Last stand on the Odm fann

And here come the Goblins, 10of them arranged in three
leveled waves consisting of plain Goblins at Ievcl t. Skirmishers
at level 4, and Berserkers at levelS, with a boss (a Skirmisher.
Berserker, or Ambusher) to top it off. When they're all dead,
talk to Rallus again and the brothers will set out for Chorrolto
meet their olddad. Then valus returns horne and the boys
return to the farm .

During the skirmish, 5lay In the field with
the brothers. That way, you'll be able to
help each other out in banIt'.

IfOdtll's sons both survive the battle, their fathe r will award
you a nice enchanted sword called Chillrend with leveled Fro51
Damage and Weakness 10 Frost enchantments. Ifone dies,
you'll receive 1SO gold. And ifboth died, you 'll get nothing.
"what Httle money I have must now bespent on buria ls,"
Odiil says.

SHADOW OVER HACKDIRT

The easiest way to set things in morton Issimply to be polite
when you meet Dar-Ma. This outgoing young Argonian woman
hangs out around Chorrol's northern traffic circle fora couple
of hours every morning. Ifyou rome near her, she approaches
and introduces herself Ifyou're pleasant In the brief ccnver­
sation that follows, you'll get 20·point Disposition bumps with
both Dar-Ma and her mother, Seed-Neeus. who runs Northern
Goods and Trade just inside the cily's South Gate. If not, you'll
knock 10points off Dar-Ma's and 20 off her mother's.
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let three days pass and then leave Chorrol (test-travel to
another city, for Instance). When ),OU return, Oar·Ma is gone.
She's on a delivery errand to a solitary villagecalled Hackdtrt in
the woods south of Chorrol. However, she's not yet overdue for
her return, so wait two more days in or out of town and then
lalk 10 her mom.

If you were nice to Oar-Ma earlier, Seed-Neeus will have a
Disposition of over SOand you' lIlmmediatelylearn from her
that Oar·Ma has gone missing. (Ifnot, you'll either have 10
boost her Dispositionabove SO, quit the conversation, and
then speakto her again, or pick up word of the disappearance
on the streets and then speak to the molher on the topic
~ Missjng daughter:) Specifica lly, Dar-M.a made the trip on her
horse, Blossom, and the delivery w.as to one Etlra Maslin.

Alittle research about Hackdirtgives you your first taste of
the "shadow" of the title. Emfrid .11 The Grey Mare saysIt was
once a bustling mine town that has turned Ghost town. And
Honditar. who has a little place outside Chorrol just southwest
of tile (ity, speaks of unspecified trouble at Harkdirt 30 years
earlier when "Legion had to be called In, people killed" and
the town reportedly was burned to the ground,

Harkdlrt is virtually straight south from Chorrol'sSouth
Gate. II's the most hostile little place this side of Hla Dad.
Everyone here is suspicious of "outslders." No one will tell you
anything unless you have evidence, and then Ihey'll just lie.

Maslin runs Moslin's Dry Goods on the village's west side.
She Is Indignant-says Dar-Ma never showed up at all. If you
ask further about ' Hackdht " or "The Brethren," she's rude and
even makes some vague threats, Your journal suggests she's
hiding something and urges you 10 explore further.

- - ------ --- - - - - - - - -

Hl;clldirt, . not·~hkndIJ IlttJof lown

You don't have to explore that far. In a burned ruin behind
the shop,you'lI find Blossom the horse. However, Moslin
claims the horse is her own, and after this second interview
another journal entry concludes you'llgel nothingout of her
and suggests you move on.

Other avenues? Presumably Dar-Ma had to stay somewhere.
But Vlanhonder Maslin, who runs the Moslin Inn at the north
end of the settlement, don't know nuthin' about nuthln'. You
can shake hisstory a bit if you head upstairs and retrievethe
lady's diary from the dresser in the badly disarranged guest
room on the right (Oar·Ma keeps thinking she hears footsteps
outside her door.) Then he allows she was there, but claims she
left without her belongings.

You an also explore the Chapel of the Brethren at the south
end and read a bit of Ihe mostly runic Bible of the Deep On~.

You can't decipher It-nor ran anyone else-but it establishes
that these folks are onto someweird stuff.

Now, you can kill either of thesepeople, ta je their keys,
unlock any of the seven trapdoors into the caverns beneath the
village (five in the buildingsand Iwo outdoors), slugyour way
through the half dozen Brethren In the cave, and rescue Dar­
Ma from her cell. But then you won't know which trapdoor to
use or what time to make your move, and you won't gel the
whole story.

In fact, there's just one person in town who's prepared 10
help you: Iiv Hiriel. who lives in a shack in the southeast
corner. Speak to him about Oar-M Ol and then meet with him 011
his house between 6 p.m. and midnight (If your Initial contact
wilh him is between those hours, give him about a half hour 10
get his act together before you try himagain.) He'll signal he's
prepared to talk by leaving the door unlocked and then
posilioning himself before the fire.



Some of what Hirtel says issketchy. For instance. you never
do find out exactly what "The Deep Ones" are-though you'll
hear their horrific sounds if you stay down in the caverns long
enough. But this much isdear. Thetownspeople intend to
sacrifice Oar-Ma in an effort to bring them back. Hiriel
provides the same universal trapdoor key and suggests you use
the hatch in MO!Jin's Inn in the middle of night when the
townspeople are gathered in the caverns.

U'sexcellent advice. The Brethren will attend that meeting
as well,and, providedyou use the inn trapdoor, that keeps
them out of yourway These shlrtless guys-armed withdum
and Night·Eye and frost-resistance abilities----may all be one to
three levels below yourown, but theyoften operate in a pack.
(Ifyou do wind up fighting them, note that they are weak
against fire attacks,)

'The Gathering" takes place from 1 a.m. to S a.m. Stay out
of sightuntil 1:1 ~ a.m. or so-Hiriel's place should be a safe
haven-and drop down the hatch in back of the inn's bar. In
the cavern, just hook around the corner to the left, let OaT-Ma
out of her cell (Ihe trapdoor key works here as weill, and make
your way topside and over 10 Blossom. You shouldn't see a
soul in Hackdlrt. Oar-Ma mounts up automatically Tell her to
follow you and she methodically makes her way hometo
Chorml. where you'llgel a S-poin! boost In your Mercantile
skill from her mom.

CANVAS

Countess Valga is busy with an-investigation, With a
Disposition of 50 or better.she'll tellyou about it-a painting
of the count has been stolen from her bedroom-.and send }'OU

off with a key to the castle's private areas and instructions 10
speak to castle residents and gather physical clues.

SuspKts In th, diupp*ilnnn of the countess's polinting: Ch.iIIM'I

.lind 0tinolf Hoillry-~

rrom Valga, you learn that the only residents who had
access to the locked bedroom and haven't accounted for their
whereabouts at the time art" court mage Chanel and porter
Orgnolf Hairy-legs. Inother words, they'reyour prime
suspects.

Shealso points you to guard captain Btttneld, steward Orok
gro-Gboth. and herald taythe Wavrick as witnesses. You can go
off and search for the principals or simply wait in the Great
Hall. Sooner or later, most of the folks involved in the case
now through Ihe audience chamber.

C;.ther )'0'" nldmce from 1hne (astlt Otorrol ~dtnl£Blthltld,

Ontk gnt-Ghoth, oI1H1 ....Jlhe Wn-rkk.

Speaking to everyone makes it easy to get on the wrong
path. Wavrick points to Hairy-Legs's drinking problem, and
notes that lately he has been asking people formoney to
support his habit. With a Disposition of 60 or better,grc­
Gholh offers that he didn't see either Chanel or Hatry-tegs on
the night of the theft and reportsa minor tun-in with the latter
over his drinking.

However, Bittneld observes that Chanel has been spending a
lot of time in the West TOWfr, and when he spoke to her about
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THE IMPERIAL CITY

Chanel concedes its truth, but won't confess outright (which
is required to get the countess to buy the accusation) unless
you raise her Disposition to 7Q-.at which point she admits her
love for the count, her authorship of the portrait, and her
jealousyover the time the countess spent with it. (You alsoget
the rolled-up painting here.l

So, now you have a dilemma. Should you tell the truth to
the countess. or should you conceal the truth and 11.'1 Chanel
keep her only keepsake of the count?

Talk to valga. If you rat out Chanel. you'll restore the
painting to the countess Ul reappears in her bedroom) and
receive a leveled reward of 200- 700 gold and some gemsthat
range downward from a flawless diamond at Level 17 or higher
to a plain or flawed pearl or flawed topaz. Ifyou accused poor
Hairy-Legs en route, you'll receive only a significantly reduced
allotment of gold (50-300). (Accusing Chanel prematurely just
knocks down her Disposition by 20 points, which makes it that
much harderto elicit her confesslon.)

Chanel isgone. She vanishes from the castle immediately
and for good.

But it doesn't have to be that way. Ifyou take pity on her­
after all. her crime was essentially an act of love-you can
claim to Valga that you've accused neithersuspect. You'll still
get 25--150gold foryour trouble, You'll keep the painting,
which you 'll give back to a grateful Chanel . who asks you to
return in three weeks fora painting of your own. (Your journal
will remind you .)

It's a very nice nighttime scene from Chorrol. And if you
drop it (the only way to inspect it) , you'll find it comes with its
own attached easel, so you can display it in your hamel

This is one of the hudest d ill'Sto find. II's In the dining room

ender the table off of the Grea1 Hall,

The fact that twowitnesses mention it was
a stormy night contradictsChauel's "star
reading>" story. This should help you swing
the investigation's focus 10 her.

it, she indicated it had to do with her spell research. ~ I suppose
at the time il sounded good enoughfor me," he says.

Hairy-legsIsn't likely to do himself any favors in your initial
Interview. This red-nosed man belligerently refuses to answer
any questions. However, with a Disposition of 60 or better, he
says that on the night of the theft he wasquarreling with a
delivery boy over a wine shipment and spent the rest of the
evening in his room reading. (Reading wine bottle labels, we
suspert.) He's not your boy, and an accusation against him will
onlydamage your reward.

And Chanel, with OJ Disposition of 60 or better, indicates she
wasin the courtyard taking star readingsand then studied her
chartsover wine in the dining room before bed.

But she alsosays something a little unusual. Ask her about
"Stolen painting" and she offers abriefcritique: "Whoever
painted it could not do the man justice. He was kind and
noble, which is difficult to convey on canvas."

After you'vespoken 10 all these folks, a journal entry tells
you 10 focus on physical clues. And this moreor less dears
Hahy-tegs. Searches of the chest in his modest second-floor
chamber and the North Tower where gro-Ghoth found him
drinking reveal nothingbut the suspect's over.fondness
for wine.

However, the West Tower-down the hall to the south and
then right from Hairy.Legs's room- is another matter. Behind
the boxes fn the lower's lower room standsa painnng of a
chapel. Someone in the castle isa painter. from Bittneld's
encounters and Chanel's own remarks, you know Ihe painter is
Chanel. but you don't have enough evidence yet to make an
acrusancn stick.

Chane! saidshe spent time in the diningroom on the night
of the theft. II 's northeast of the Great Hall. Check the north
COTner of the rug and you 'll find paint stains. And check the
lectern on the tableopposite the door in Chanel's room-just
up the southern stairs from the Great Hall-to find paint
supplies. The journal takes the position that these were
concealed and reports that you now have enough clues to make
your accusation.
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This is the most lucrative quest in Oblivion. with a total payout
of 10.000 gold, and it's one of the hardest missions 10 find. To
get the quest, you have to perform the first chunk of it before
you even know it's part of a quest. Speci fically, you have to
recover a statue from one of 11 Ayleid ruins. Not every Ayleid



ruin hasa statue-s-fer Instance, none of the ones in western
Cyrod iil have them- and no one tellsyou where to look for
them until you're already into the quest.

The bestcandidate for easy collection of a statue isCulotte.
about halfway down the east bankof the u pper Niben. You'll
fact no more than fourZombies and one half- hearted trap, and
it'sconvenient to the Imperial Cily. When you find yourself
traveling southwest alonga raised path across a hugechamber
with many biers on both sides. you're on the right path, Ihl s
leads 10 a smallchamber with three pillars, The statue-sort
of a spiky hourglass without the g1ass.--ison the floor
between them.

Now you just haw to sell it. For the sakeof argument.Jet's
suppose you do so In the Imperial City's Market Dlstrkr. Leave
the shop and wait around outdoors. Within a couple of hours,
you'll be approached by a man named loUringwho reports that
he's acting on behalfof his master, Umbacano. (This is a
processsimilar to the invitation you may receive to jointhe
Thieves Guild. Jollring will travel to any city 10 find you-this
can take a long time if you're in Anvil or Ieyawitn-c-but will
wait to approach you until you exil any interior locations.I

from the servant and the note he bea rs, you learn Mr. U is a
collector of Ayleid antiquitieswho wants more statues likethe
one you sold and is wi lling to pay handsomely for them. You're
invited to his home in Tales Plaza to discuss the matter.

Either follow Jollring back 10 Umbacano's house or meet
him there. (The door is unlocked duringdaylight hours.I Speak
10 him in the entryw.ilY and tell him you want to see
Umbarano. This unlocks the door to the private quarters
upstairs and you can have a ltttte chat It seemsthe 10
remaining statueswere once kept in the Ayleids' Temple of the
Ancestors but were scattered to Ayleid cities before that empire
fell. Wh ich rules. Umbacanc doesn't know.

Wf." ve already located the one statue in Culotte. Here art
the rf.'maining sites:

fan.ac.1S is in the mountains north of Cheydinhal. It'sa
smallish Vampire lair, with a Vampire patriarch or
matriarch (which you may fact on your way oun, four
Va mpires, and one wild animal. You spend a lot of time
winding your way around water; but you onlyhave to
go into it (and then make a hard left) at the very end to
reach the statueroom.

Ma(kamentain Is .at the south end of the Nibenay
Basin-which means in the middle of nowhere. Follow
the Yellow Road southeast from the Red Ring Road.
After the road turns Slr.Jight south toward the Silverfish
River, head east cross-country to find the ruin just
northwest of a small lake. It's a three-level. underpopu
lated Necromancerlair, you face a collection of undead
creaturesand a Necromancer Adept at yourown level.
The statue is near the Necromancer in the fina l room on
a bier-dlong with a nice treasure chest. An exit back
to the firsl level (an be found at the northwest end of
the room; then open a secret door to reach the
dungeon exit.

Maranda is roughly halfway between Chorrol and
Bruma. on a hillenclosed by the large southeastern
bulge of the Orange Road. The first two revels offer
enemies ranging from Imps 10Trolls (depending on
your level). The four-Iumbler gate down the stairs to the
right as you enter is an express elevator to the heavily
gas-trapped third level. Two passages lead north from
the room at the baseof the stairs. The right·hand one
leads to a caged Varia Stone, (The button to raise the
cage is in the niche to the southwest.l The left-hand one
leads to the statue. which Is In the rorrespondlng niche
off that room.

Nlnendava iseast-northeast of Main QUf.'st dungeon
Sanrre Tor and northwest of Moranda . You 'll face 7-14
undead (features (which may include Vampires>. The
statue is on a shelf in a niche behind a Iour-turnbter
door in the ruin'!. northeastern extremity. If the lock
gives you trouble, the key is atop a book on a fable in
Itswestern extremity.

s.ardavar teed is just southof the Re'd Ring Road south
of tne Imperial Oty between forts Homestead aod Alessia.
Soffit> combination of Daedra or Conjurers guards the
entrance-ft'sa Conjurer's lair-ilnd six conjures. 8-11
Daedra. Jnd a Conjurer Adepl await inside. The statue's in
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• Welke's off in the eastern wilderness-just east of the
point where the southernmost headwaters of the
PantherRiver jointhe main body of the river. It'sa
rambling three-level tombwith plenty of nasues (some
of which may tum out to be just Rdts) on the top two
levels and a "boss." which could be anything from a

a niche Inthe Adepl's gated enclosure Intile interior of a
somewhat confusing second level.

Vilverin is on a small Island in the northeast cornerof
Lake Rumare-just across the water from the exit from
the starter dungeons, This large fcur.tevel dungeon is an
adventure in itself, with a couple of Unit' side stories­
in a dirty scroll on the lOp level and an undelivered
letter on the bortom-c-and quite a bit of good IDOL This
includes 21 Magicka-restoring Welkynd Stones on the
first three levels and twoenchantment-restoring Varia
Stoneson the last two. (You'll have to raise the covers
off the Varia Stones to claim them.l

The entrance is guarded by two Bandits, but it's a
mbed-use hideaway: weak Bandits 00 levels below the
player, savt for the one-level-below rlntleader) mainly
on the top level; undead on the second and third; and a
Necromancer. his creations, and the statueat the
bottom.

You'll ron intoa few obstacles on the way down. On
the second level, it may stem as though theft's no
obvious entrance to the third.{This is how the poor
Khajiit bandit menttoned in the scroll got stranded
down here.) use your map to locate the secret doorand
activate it. or simply make a If -tum from the entrydoor
and then stepon the pressure platethat's hidden
behind the altar at the end of the hall.

On the third level, there's a room with a locked door at
one end and six buttonson two plltarsat the other. You
can pick the lock-c-it will be fouror n\lt' tumblers--bul
you can also find a key. Five of the buttons open corre­
spendingcompartments in the walls that eachcontain a
leveled Skeleton. Ihe sixth button-the one in the
upper right-opens a niche in the righlwall with the
small container that holdsthe key.

Naturally, the statue's surrounded by swinging·blade
traps. However. the blades swing in sync. and so are
easy to passwIthout harm. The Necromancer, Jalbert, is
set at your level and shouldn't give you much trouble.
(He often has nrce equipment; replay this last level if
you don't like the load-out} You can leave by the
passage in the south waU-either by picking the three­
to five-tumbler lock on the gate or laking the key from
beside the chest-cor climb the tumble-down section of
the east wall...whkh leadsright into an arrow trap.
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Ghost to oil lich, depending on your level, on the bottom
one. The statue's on a bierin the middle of this room.

wendelbek is northeast and aCTOSS the PantherRiver
from Welke-just east of the second westernmost of
the river's four northern headwaters. As you may knuw
from the Mages Guild quest "Necromancer's Moon,~ it's
oil Necromancer's lair. The four winding lewisare
inhabited by Necromancers, Zombies. and a
Necromancer Adept. However, youcan skip the Adept
and the lasl two Necromancers, as you only have to
reach the third level to find the statue-c-on a bieron oil

balcony overlooking the stairsdown to the fourth level.

• WendirIs in the woods south of Chorrol. Ifyou walked
to kvatrh from weynon Priory. you probably passed
right by it, and it's already on yourmap. II 's a tomb; at
least 15 undead creatures walk its dark halls. You can
avoid many of them on the upper level ifyoustay on
high ground, and the sameadvice on the lower level
will take you more quickly to the statue-con a bier on a
south.facing balcony in the northern part of the level.
U's guarded bya boss-level undead creature ranging
from a plain Ghost to oil lich. Oneother thing: Bring
lotsof lockplcks. Alot of stuff is locked in Wendir.

• Wenyandawik is northwest of Bravil-south and a little
eastof the Inn of III Omen from the first Dark
Brotherhood quest. Initially, II seems oddly empty. Only
temporary: This tombcontains plenty of undead, Rats,
and an undead boss(up to a Ihhl. The gale on the
right sideof the giant flrsttevel room leads to two more
of thosevaluable Varia Stones and. through the secret
tunnelat the end of the hall, 10 the bossand the statue
{on a pedestal).

When you bring back eachstatue, follow the procedures you
used on yourfirst visit 10 umbacano. You'll receive SOO gold
per statue. Umbacano will then place eachstatue in a cabinet
in his private quarters. You can burglarlle this house later in an
undocumented quest. Umbacanc employs a raft of guards, and
one of them can be bought off. Get umcg gra-Marad's
Disposition up to 75. Then you'll be able to bribeher with 100
gold and she'll step out for a drink at the Tiber Septlm Hotel
while youdo your thing.



You'lI grl some help from your employe-r. When you turn
over the next statue, umbacano provides names and map
locations of five of the sites. When you return the third, he'll
give you an ear ly start on the - Nothing You Ca n Possess"
quest. When you hit nine, he offersa bonus of S,OOO gold for
the tenth sratue-c-a nd he-'s as good 3S his word.

NOTHING YOU CAN POSSESS

You won't get this quest until you 've recovered twoAyleid
statues for Umbacanu (three overall) in the marathon quest
"t he Collector."

Once that second statue is in his hands, the collector invites
you 10 perfonn"Another Task." Agree and he'll provide a
sketch of the entrance to an Ayleid city, called the ~H igh Fane"
in old books. and ask if you recognize it. Umbaca no wants you
to recover a carved panel from the High fane's central
chamber, to which he will provide a key.

Thingscan go in a couple of directions from this point If
you'vealready visited the Ayleid ruin Malada or have read the
book The Cleansing of the fane, you will recognize the sketch.
Th is wi ll ma ke your job somewhat easier, as you'll know
immediately where you're headed.

If you haven't, you ....cn't recognize the sketch and will have
to locate the site. You 'll have immediate help: When you leave
the house, you'll be approached bya man named Claude
Maric, who identifies himself i1S another treasure hunter in
Umbacano'semploy. You can lVOid him if you already know
about M,dada, bUI if you don't, he'll provide a tip and some
positive info.

CbDd••.uk ," rho..1mnll!'e hlln~r

Ask about "The High rane" and then The Ckansing of the
Fane,and he'll directyou to look for the book at a Market
District bookseller. In (act, Cleansing-a.k.a. The Chronicles of
the Holy Brothers of Marukh. Votume IV-can be found at first
Edition In the Market District, Mach·NiI 's Books In Cheydinhal,
in the Arca ne University's Mystic Archives and Enchanting
Center or upstairs at Hrrmlnia Cinna's house in the city's Elven
Gardens District.

And with a Disposition or 60 or better. Maricwill identify
the High fane as Malada and wrile its location to your map.

Buthe advises you to stay away and read the book first.
(Ad ually, the book is rather encouraging; tt reports that the
"concourse of dfVils~ from the temple was destroyed in the
First Era.)

Marie's other info is all accurate, but you may distrust him.
You'll have 10 read your journal or talk 10 Urnbacano agai n to
learn that he's not simplya fellow treasure hunter but your
directcompetitor in a race to retrieve the carving. Sure, he's
helpfuL .but is he trying 10 get youto do the job for him?
(YupJ

Malada is In the Valus Mounta ins In far eastern Cyrodiil­
roughly halfway between Ihe Black Marsh borderand the
north-south stretch of the Silverfish River. ThaI's a long haul
(romthe city. Ifyou'vealreadyvisited Mackamenl.ain for "The
Collector" quest, just fast-travel there and head east-southeast.
Or if you've visited Peryite's shrine in the Daedric quests, lap
there and then head northeast.

You're not alone. follow the dirt path through Ihe defile
west of the site and you may hear a distanl conversation. Tum
right at the end of the defile and climb a littleslope, and you'll
find Bruretus Festtntus and Rigmor. They are unccrnmu­
nicanve. The man tellsyou he's here for the "sceneryand fresh
air" and the woma n that they're doing "a bit of hunting and
sightseeing... not that it's anyof yourbustrtess."

Note that there are three bedrolls In the camp. The couple's
compatriot is nearby. follow the road below the camp to the
southeast to find a KhaJiit archer named S'eaztn on the ridge
overlooking the ruin.
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S'r..,lrr. 0,", of M,nic 's thup

00 you smelt an ernbush.ln-the- ma king? If so, you're on the
mark. It'll happen when you emerge from the dungeon. But
some options require that you prepare now:

1. Strike a dealwith S'ranrr. Boost his Disposition to 65
and ask after Claude Marie to learn S'raztrr is indeed
working for the treasure hunter and thinks Maric is
cheating him. He'U propose a deal: Pay him half of your
fee--a quarter, if yourSpeerhcratt is over~nd he'll
fight on your side in the battle, evening the odds .11two­
to-two. (Maric himself won't fight under thesectrrurn­
stances.I

2. Strike the dealwithS'razirr and whack Rigmor and
Fesnntus. Under these conditions, you'\I have to fight
Moirie

3. Preemnnvety remove allthree of Maric's colleagues.
This eliminates the ambush entirely. Maric is a coward
and won't fight you on his OWII. And lest you worry thai
you're murdering innocents. you'll find confirmation of
Rlgmor and Festimus's involvement in a note on
Rigmor's body.

S'razfrr are both al your level. The onlychallenge is
Rlgmor, who's decked out In heavy armor and has big
old hammer.

2. Run like hell.Or lei a horse run for you . Maric's Bay
Horse is concea led behind the section of ruin just south
of the dungeon entrance. Ifyou beat him 10 it. you can
steal it and get out of rangE' quickly; the ambushers will
glve up pursuit. But try this only during daylight hours.
Riding a horsedown an unfamiliar mountain road at
night is extremelydangerous-c-not least 10 the horse.

L Wimp cut and give the ca",ing 10 Manc. This saves your
lifebUI blows the rewa rd If Ma rie makes it back to the
Imperial City with the artifact still in his possession­
which Is likely to happen, as he'll be on horseback. You
should bring a horse of your own or Speed-enhancing
magic.

4. Give the carving to Maric and immediately C.lM him a
new one. A few good blows, knocking his health down
to less than 2S percent, and he'll surrender and give you
back the rarving. (Acouple moregood blows and he'll
be Soul Gem materiaI, which isouy. too, but you won't
be able to count on his help in the "Secret of the
Aylelds" quest thai fotlcws. l

Then it's back to Talos Plaza. vou'lt be paid according to
your level- a minimum of SOO gold if you're .11Level Sor less
and up 10 2,SOO gold if you're at level 21 or higher.

And did you ally with S'ral lrr? Then you haw a debt to pay.
Meet him at tbe nearby Tiber Septtrn Hotel. You can either pay
him, claim that you don't havethe dosh-S'(iJl irr knowsyou've
been paid off by Umbaca no and doesn't believe you---or
simply refuse to pay him. Ifyou fail 10 deliver, S'ranrr Is
incensed. follows you everywhere, and, when you leave the
Imperial City, tries 10 kill you. You cansettle up with him in
either cash...or blood.

Walt on thls one until you've finished "The Collector" and
collected your S,OOO gold bonus. "Secrets" ultimatelytakes
Umbacano cut of the picture, and ifyou complete it before
"The Collertor" is complete, you 'll sacrifice the money.

Umbacano alsocovets the crown of the last Ayleld king,
Owner Herminia Clnna has spurned his offe rs for this relic.
You're 10 obtain it (or him. by hook or by crook, and what you
don't spend of the 1,000gold Umbacano provides wi ll be your
reward.

Derhne Ihe mission. and it won't be offered aga in.
urnbarano instantly hires someone else to retrievethe CTOwn,
but nevertheless offers you the second leg of the mission:
escorting him through the Ayleid ruin Nenatata 10 its throne
room. We'll deal with that a bit later.

Acquiring the CTOw n involves a fa irly simple burilaf)'. (You
can't buytt.I Clr ma's house is at the southern comer of the
E1ven Gardens District's east end. You'll have lots of opportu-

Malada's part tree-reaming 10 0 and part tomb, On the top
level awa it plenty of standard dungeon critters, two undead
creatures and their boss, and on the bottom, eight more
undead. It's nol particularlytough. Gra b the ca",ing out of the
wall directly ahead of you, backaway so the wall doesn't
collapseon top of you, and make your way back as you came.

When you emerge, Maric and his group are arrayed around
the entrance. Marlcapproaches and, rather in the manner of
Rene Belloq from Raiders of the lost Ark, asks for the carving
What do you do?

nut depends what stepsyou've already taken to prepare for
the hanIe. BUI even if you haven't taken any steps, you still
have some options:

1. Face the music of a three-on-one assa ult. If you twice
refuse 10 tum over the carving, Maric instructs his
colleagues to kill you. (Marlc himself won'l fight unless
he's either attacked or you selected the second option
"bow.) This Isn't that tough a battle. Fesunius and

SECRETS OF THE AVLEIDS J
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ntttes to break in, as she takes extended walks in the Palace
District on a regular basis and also in the city's Arboretum on
Sunday morning. You mustget bya three-tumbler lock on the
front door, a leveled lock (one to five tumblers) at the top of
the stairs, and a four-tumbler lock on the Ayleid cask in the
southeast corner of the room beyond. (The key to the cask is in
the four-tumbler desk In the far corned

Hf'rminl.a (inn.a htps tht Crown of Nen.alau locked in this

Ayltid cask.

Track down Cinna herself for a second option, She says
Umbacano is a dangerous man-not merely a collector but a
seeker after the Ayleids' vast rnagtcal power, Clrma doesn't
know exactly whatthe Nenalata crown docs, but she knows
enough to understand that the powers it taps should not be
exploited.

Hf'rminla (inna, iI Sfholilr of fhf' ilncient Aylf'ids

She offers another approach: Bring Umbacano another
crown. Cinna has teamed of one that went to the grave with
the ruler of the Ayleid city of lindai, As umbacano hasn't seen
Cinna's crown, she doesn't think he'll know the difference,
She'll even add Linda! to yourmap-it's in the forests eastof
Chorrol-and provide the key to the royal burial chamber at Its
bottom.

II'sa comparatively simple affair-a two-level tomb with 11
10 1S undead, lotsof gas traps on the first level, and the crown
in an unlocked Ayleld cask on a pillar in the second -level crypt.
Ot has leveled Fortify Alteration, rortify Illusion, and Resist
Magic enchantments.)

Give it to Umbacano. There's one perilous moment when he
seems on the verge of questioning its provenance, but he
doesn't and, for the moment, everything seems okay.

Of course, you don't know when you retrieve this doppel­
ganger that Umbacanc hasspecial plans for the crown-and
that by providing a fake one you've signed his death warrant.
Then again, if you give him the real one, you just may be
signing yourown.

Either way. as mentioned earlier, Umbacano now asks you to
meet him in three days' timeat Nenatata-c-across Nlben Bay
from Bravil at the mouth of the Silverfish River-for the final
phase of his research . (If you didn't kill Maric in ~ No l h i ng: You
Can Possess," he'll joinyou there as well.)

This isa fairly straightforward tornb-raidtng operation until
you reach the third level. Stairs in a large room descend into J

well withan empty panel in its east wall. Umhacano places the
carving from Malada into the panel, intones some words, and
advances into the throne room beyond, witha speech about
restoring the lost glory of the Ayleid civilization. He'll sit on the
throne, place the crown on his head ... and either transform
intoan evil Ayleid king (if you brought him the Nenalata crown
or skipped the Itrst part of the mission) or die in a nasty
fashion (ifyou returned the Hndat crown).

In the fanner case, you'll have to put down the king and, in
each case, a halfdozen ticked-off Skeletons tuches, if you 've
reached level 18) from adjoining rooms. (The stairsbehind you
have vanished into the floor. and an exit won't open in the
north wall of the north chamber until the monsters are gone.)
Take the crown (the Nenalata one carries leveled Fortify
Alteration, Fortify Conjuration, and Reflect Spell enchant­
mentsl . the king's staff (which has leveled Dispel and Drain
Willpower enchantments), and Umbarano's two house keys
(which will make it a lut easier to steal back the statuesyou
sold him in ' The Collector").

If he survives, Marie will head back to hisregular hangoutat
the Roxey Innwitha couple of Interesting lines about the late
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Umbaeano. Back in the house InTales Plaza, Jollring and the
security guards note that their master hasn't returned, but they
remain on duty.

Alas, Umbacano and Marie may not be the onlycasualties. Ir
you skipped the first part of the mission. you'll find Herminia
Cinna dead in her house-evidenlly done Inby whoever stole
the NellJ!.au crown in your stead. (The killer isnever revealed)

ORDER OF THE VIRTUOUS BLOOD

In the outdoor portion of the Temple District. gatsa Norvalo
willapproach a player with .1 Fame of S orgreaterwitha
request thai you meet her husband. Gilen. at Seridur's house
(in the district's southeast comer) on an urgent but unspecified
matter.

Inside, speak to Sertdur, Ill' leads you to the cellar and
identifies the mengathered here as Vampire hunters belonging
to an organuancn they call the Orderof the Virtuous Blood.

Ttur Onf" of Ibr Ylrtuows 8loed's hiMilI_q In l"r b.;awmrnl of

S~ridur's housr

They claim they'vejust found a Vampire living in their
midst: district resident Roland lensenr. The evidence: Seridur
says he found jenseric struggling in hisgarden with a woman
he's been seeing. Overpowered bylenseric, he returned later to
find the woman dead with puncture marks on her neck,

Problem is, the order's members saythey are but scholars
and not equipped 10 handlea big, bad Vampire. That's where
youcome in. You're to locate jensertc (who hasvanished) and
kill him. Seridur suggests youstart witha search of his home.

In fenserlc's house, on a book on the tableon the ground
floor. you'lI find a letter hom lenserir's glrlfrend, Relfina, that
mentions meeting at a cabin in the Great Forest east of the city.
Ajournal entry says this is his likely hideout, and a map
marker shows its location just north of the Blue Road out to
Cheydinhal. Fast-travel to the nearest location-c-Cheydmhal in
a pilKh but possibly vllvenn If you 'vevisited it for "The
Collector" quest.

You can play this two ways: Take what you're told at face
value and whack jensencstraight away, or look more closely at
the evidence.

On arrival at the cabin, your journal spns out an entry about
being cautious. Ignore it. Jensertc is unarmored, no match for
you. Then go bad to Sendur's house and confirm you've done
the deed (ora reward or 2S0 gold.

Rolilnd J~nU'rl('" hideout

But did you notice that Ienseric didn't attack youon sighl?
He wants to talk. U you let him, he'lldatm it's the other way
around. He claims that Serldur is the Vampire. He has no direct
evidence beyond the disputed attack on Relfina but suggests
you make inquiries with the other members or Sertdur's
"order" and Phintias at the first Edition bookstore in the
Market District. And he suggests YOU 'll never see Seridur out of
doorsduring the day.

You may already have someinformation on that last score.
Try 10 see Seridur dUring daylight hours before you set out to
find jensenc bodyguard (ylben Dovolas says Stridur'sasleep
after a longnight of "study"- with the slightest bit of
hesitation before "study"-and will riseat S p.m.

However, when youget back (0 the Imperial CIty, you won't
find Seridur, period. Phmttas says he sometimes visits a burial
site called Memorial Cave, on the southeast shore of Like
Humate.

When you enter, a journal entry confirms it's a Vampire lair.
Your 13-18 encounters will run the gamut from wild animals
to undead creatures 10 Vampires. However, the only Vampire
you're guaranteed to face is Serldur, in the Innermost portion
of the cavern. He'll make a speech like a big bad villain-he's
planning to kill Jensenc and the other members of the order
next-and then you 'll kill him.

Stridur is a tough opponent. Not onlyis he
armed and armored. but he 3150 has the
spell capability of a Nlghtbldde and
standard Vampire ennancements such Cl5

resistances 10 deease and paralysis, minor
resistance 10 normal weapons, weakness to
flre. and the chance to infect with
porphyric hemophilia .

Then get back to the cabin. Naturally, Icnsertc is relieved not
to be dead.Surprisingly, he plans to (arry on with the order.
He asks (or time to make arrangements, but he'll be ready by



the time you ~el back 10 the Imperial City. Meet him in
Sertdur's cellar. Here you'll collect d leveled Ring of Sunflre
(which has Reflect Spell end Resist Disease enchantments),
honorary membership in Ihe order,and the promise of future
rewards if you return Vampire dust from the remains of any
vampires you kill. Start now with the dust of anyVampires you
axed In Memorial Cave. You 'll net 250gold a pop.

I M P E R I A L CORRUPTION

In the Temple District, you can pick up two reports of a corrupt
Imperial Legion guard. lumnk gro-Glurlog and Ruslan, who
both live in the dislrict's northeast section, saytheywere
accused of steJlinget Jensine's "Coed as New" Merchandise in
the Markel District and then shakendown for cash to avoid
being sent to jail . They'd rerogntze the guard's face but don't
know his name.

jensine does. With a Disposition of 70, she'll name Audens
Avidius. Apparently this watch captain has been pulling a
similar stunt with shopkeepers. whoare too frighlened to
complain.

You must bring the matter to the attention of the author­
ities. Try J guard. They'll tell you 10 talkto either watch captatn
Hieronymus Lex or, if lell has been transferred 10 Anvil (pJrt of
the Thieves Guild quest Iinel, to Servatius Quintllius,

""""".. However, don't complain to Avjdlm.
himself, or atleast save yourgame Iirst,
Should you do so, Avidlus decides that you
have assaulted him, puts your bounty at
1,000gold, and attempts to place you
under arrest

Unless parts of the Thieves Guild quests are running (In
which rase the captam is in the Waterfront slums), lex is
probably on patrol and so, depending on the time of day, could
be just about anywhere. follow yourcompass untilyou find
him. He's 100 obsessed with his fruitless pursuit of the Gray
Fox (the Thieves Guild's chief) to help you, and kicks you along
to watch captain tuus Hayn. whom you'll find the sameway
you found Lex. You can find Hayn on your own to skip this
step, but there Isn't a quesl lartel to help you.

Hayn won't trust youenough 10 discuss the matter. You'll
have to Co.1X his Disposition up 10 70 for him to address the
prerequisite for bringing charges: two witnesses who are willing
10 testify.

You can't get lensine's Disposition high enough for her to
even thinkabout it. Butat Dispositions of 70, Ruslan and gro­
Glurzog accept your proposal and speak to Hayn first thing in
the morning (8 a.m.l. Follow them and watch if you like.
Whether you do or not, all three witnesses nowlike you J lot.

Once both witnesses have contacted Hayn, Hayn will
acknowledge this fact (via the "Corrupt Imperial watchman"
topic). And if it'searty enough in the day---8 am. (06 p.m.­
the captain will set off lmmedlately 10 arrest Avidius on his
rounds. Follow him and youCJO watch this event JSwell. You'll
hearA~idius Issue J threat Jgainstyou. (It's a Ihreat he'll
expand upon shouldyou visit him In prison.> The corrupt
guard then exchanges his watch armor and weapon forstreet
clothes and is led off to the Imperial Prison.

You'll get a Fame bump and Disposition boosts with all the
good·guy principals in the quest.Carmalo Irutand replaces
Avidlus as watch captain.

But the quest isn't over. Avidius remains imprisoned for at
least 10days. After 10 days, and if you're at levelS or higher,
he'll escape-vanishing from his cell and reappearing just
outside the door Into the prison district -and come after you
as the architect of his downfa ll. (If you haven't reached Level 5,
he'll wail untilyou do and then escapej This event gets picked
up by the rumormill.

Avidi us really hatesyou and will seek you out anywhere­
even in Oblivion. Mind that he's no longer many levels above
yourcharacter (he's at your levell and no longer has his watch
armor or weapon (just an Iron dagger).

Whrn the angry man isdead, the quest Isover, Anote on
his body sets forth his plans fora crime spree-killing
everyone he holds responsible for his Imprisonment.

UNFRIENDLY COMPETITION

Several merchants in the Milrket District are complaining about
unfair rompention byThoronir at The Copious Cornpurse.
Tertullian verusat Three Brothers Trade Goods, Claudette
Perrlrk at The Gilded Carafe, and Ogier Gtorick OIl The Main
Ingredient all complain of prlres far too low to be legitimate,
and Geori(k suggests Thoronir's Inventory must be stolen.

Ifyou lnquue further, you'll be referred to jenslneat
jensine's "Good <IS New- Merchandise, who's heading up a
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committee (the Society of Concerned Merchants) looking into
Thomnir's business practices. She'll enlist your aid as an inves­
tigator.

You can take three approaches in conversation with
Thoronir, and get a lO-point Disposition bump for the tactful
one and a 10-point drop for the blatant one, but thesegambits
do not revea l any useful information about the secret source of
hisgoods. Your joumal suggests watching him after hisshop
closes.

Fast-travel there and then follow yourcompass pointeruntil
you get a journal note that the entrance to the Irentius Family
Mausolrum has been unsealed. Enter: Agarmir and his fellow
Nord, Rolgarel, have prepared a grave...for you. It's a trap; the
door has locked behind you and the only way out is to kill
Agarmir for his key.

This shouldn't be that hard if you 're cautious. whtle the
room's modest dimensions give the aggressors a natural
advantage, the columns provide cover. Move quickly and don't
let yourself get boxed in.

The Copious (oinpul'Sf!; "Thl' shop whl'rl' your pur~ Is just as full

<lfter you bu,'" Ag.1nnir and his friend spring <I dudl)' Irillp on the pl<l)'l'r,

Agarmir isarmed with a blade named
Debaser, which saps Willpower and
Endurance. Make sureyou ptrk it up after
the fight hasended.

Surprise. surprise ...
The first timeyousleep at the Waterfront inn The Bloated

Float. the shipshape hotel promptly putsout 10sea. What's
going on? lynch, who's wailing outside yourdoor, will give you
a hint or two before you use him as a sheath for your

Take Agarmir's shovel from beslde your intended restlng
place; that's the evidence you'll require, Everything else is
gravy. Agarmir's sword, Debaser, has leveled Willpower and
Endurance enchantments. Rolgarel may have some nice
equipment. And ifyou're of a grave-robbing persuasion
yourself, you can take Calliben's Grlm Retort from the middle
niche on the left-hand wall . (This mace carries Absorb Strength
and Absorb Blunt skill enchantrnents.I

By the time you get back 10 TheCopious Ccinpurse.
jhoronlr's decided 10 givf his ill-gotten gains and Inventory to
the temple and to join the rnerrbants' society. And he has a
reward for you as well: the Weatherward Circlet-a ring with
leveled Resist frost and Resist Hre enchantments. (We won't
ask with whom it was burted.l And don't forget to return 10

jensme for a leveled reward of 10G--600 gold.

:IAN UNEXPECTED VOYAGE

Thoronir closes shop at 9 p.m. The Wood Err goes around
the cornerto The Merchants Innfor dinner. At 11 p.rn., he
leaves and makes hisway northwest, then southwest toward
the gate 10 the Imperial Palace, then west again along the
moat. He ducks into a small garden, where he meets a Nord
named Agarmir. Their conversation makes clear that something
untoward isgoing on here-but not precisely what.

Your journal now suggests following Agarmir. The two men
split up when theyget back to the street. Follow Agarmir south
into the Palace District and then west into Talos Plaza . He has
a house in the district's southwest comer.

Your ever-helpful journal suggests you wail until he's out
and about and then explore the place. (You can't gel in when
he's home; the door is barred from the tnslde.llf it's the
weekend , he'll be out from 8 a.m. to 1 p.m. for a walk and
lunch. On weekdays, you'll have to wait untlllate in the
afternoon.

Pick the three-tumbler front-doer lock and the two- to Ilve­
tumbler reltar lock. Descend into the cellar; another journal
note surmises from the bonemeal and muddy shovel that
Agarmir's a grave robber, You'll confirm this when you read the
"Macabre Manifest" on the table-s-a list of the recently
deceased and the property that was buried with them.

Take the book with you as proof-Thoronir won't believe
you wIthout il in your invrntory-and return to The Copious
Cotnpurse. The proprietor is Fager 10 make amends and agrees
to helpyou catch Agarmfr, who isoff on some unspedfled
mission. Your journal's solution: The last entry in the manifest
is presumably the most current. so check out the graveyard in
the Palace District.
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The BI....led FI....I: Cyrodlil's first ..nd only Inn ..n the water

sword .. .if you first claim 10 be a passenger and then claim to
be a member of his gang. (If you tell him to butt out or claim
to be a member of the cityguard, he'll draw on you.)

He letson that four members of the Blackwater Brigands
have hijacked the Float, that the ship's owner, Ormil, is with
his boss, and that he's locked bouncer Graman grc-Marad in
the storage room across the way. The brigands' Intentions are
not clear, but there seems to be an expectation of riches.
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Return to the tavern deck and tell gro-Marad the top deck is
secure. He'll make his way up to the wheel, but won't steer the
ship home until OnniJ is free, Then, usingthe key from
Wrath's body, unlock the door behind the bar and enter
Ormll's cabin. That lady isSelene. Kill her or speak to her.

The only WIY to rescue Onnills Ihrnugh serene, and that Isn't

going to be usy•.•unleu you've bl'l'n plying I"entlon.

ORIGIN OF THE GRAY PRINCE
•

You can perform this quest at any point up until you challenge
the "Gray Prtnre" for the Arena grand championship.

In the Bloodworks, down the ramp to the left from the
Arena entrance,you'll find a sturdy Ore named Agronakgro­
Malog. He's the Arena's currentchampion, worshipped by the
crowd as the Gray Prince, butgro-Malog isstill dissatisfied with
the hand he's been dealt. He asserts that he is a lord's son who

Killing her is tougher than with the other brigands. She's
four levels above your own, equipped with the Blackwater
Blade-a sword with a leveled Absorb Fatigue enchantment.

This is where 50 01(' of the tidbits you picked up from her
cohorts come in handy, Put your weapon away. Say to Selene:
~ I took the key from wrath": "I'm here to join the gang";
~ ... three monthsago7"; " 10 find the Golden Galleon"; "You
mean In Bravil?" ; and "l've killed all of them." (You'll still get
theseoptions even ifyou haven't talked to her underlings, but
it'll be guesswork and even one bad choice starts a figh tJ With
the right choices, she promptly surrenders and turns over her
sword. Speak to Ormil and he'll ask you to escort Selene to the
room bestdeyourown on the bottomdeck.

Return to the cabin and he'll tell you the whole story: The
Golden Galleon doesn't exist. With business at the Float
nagging, OrmH made up a tale about a golden statue the ship's
previous owner had hidden in the inn to excite interest.

Ormil suggests you rest. It's the only way to get back to port.
When you wake, you'll be back at the Waterfront, Selene will
havevanished, and folks are eating and drinking up on the
tavern deck. Check in with Ormtl again before you disembark.
The authorities apparently wanted the brigand; whether
she's dead or alive, Ormtl will supply a leveled reward of
75-450 gold.

You cansimplykill the baddies on slghr
and beat the quest. But if you 're patient
and draw them into conversation first ,
you 'll be equipped to persuade their leader
10 surrender both herself and her
enchanted sword.

However, you have run out of options with Lynch and will
have to kill him or be killed by him. It shouldn't be that hard.
Like all the lower-level thieves, Lynch is two levels above yours,
but poorly armed and armored. After he dies, take his instruc­
tions and the storage-room key from his body.

Oro-Marad indicates he can get the ship back to port Ifyou
can get him to the top deck. And the instructions provide the
name ofa second thief (Minx) and sketch out more of their
plan: scuttling the ship and a meetingin Bravil three days hence.

On the tavern deck, find Minx. Tell her Lynch sent you to
assist the brigand boss, Selene, Before you run out of lies,
you'll learn Selene is holding Onnil in his locked cabin behind
the bar,

Kill her for the key to the top deck, climb the stairs, unlock
the door, and speak to Wrath, who mans the reardeck. In his
greeting, he reveals the purpose for the brigand raid : They're
trying to find the "Golden Galleon." To squeeze a bit more info
out of him, tell him you're waitingfor orders and that you
were added to the gang three days ago. And once he's dead,
take the key to Onnil's cabin from his body.
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THE BATTLE FOR CASTLE KVATCH

This quest is a spin-off from the Main Quest.
You can perform thiscombat quest any timeafter you've

completed "Breaking the Siege of Kvatch" segment of the Main
Quest. However, do it no later than the "Allies for Bruma"
segment to get the maximum benefit.

This mission kicks off when you speak to Kvatch guard
captain Savlian Matius afteryou've battled your way Into the
burning city's Chapel of Akatosh. Matius then asks for your
help for the second phase of the assault-reaching the castle
at the west end of the city. Give the go-ahead and he'll take off
nut the church's north door toward the castle gatewith
swordsman Ilend Vonius and bowmen Merandil and Jesan
Rillan In close formation behind him.

In the second section of the quarters, the lord's joumallies
on a table. Read it and then take it. It reveals everything. Gro­
Malng's father, while indeed noble, was alsoa Vampire. His
pregnant mother. learning this. locked the undead father-to-be
in hisquarters and ran. He has been there ever since. You have
to wonder what his mother was thinking when shegave her
son the key 30 yea rs later.

No need to explore the bottom level-a regular Vampire
lair-unless you're so disposed. Just get out and fast-travel
back to the Bloodworks. Cro·Malog isas good as hisword on
the promised combat techniques. and you'll get permanent 3­
point increases inyour Athletics, Blade, and Blork skills.

But the poorGray Prince iswholly undone by his father's
journal. No more talk about being an unacknowledged
nobleman. He now calls himself a "wretched, vile spawn of
evil." He'll never be himself again . and when it comes lime for
you to fight him for the Arena championship, he'll basically lie
down and allow you to kill him.

~I
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KVATCH

Wh..t secrets lie beyond lhis ..nclent locbd door7

has been denied the trappings that ought to attend his high
birth. You're to supply the evidence that proves It.

Agree to help, and the half-Ore reveals that he's the ilIegit·
tmate child of one lord Lcvldtcus. He and hismother-an Ore
servant in the lord's Crcwhaven fortress in the western reaches
of Cyrodttl-cfled to the Imperial City when the lord's wife
threatened to klll them. Before the mother's recent death, she
gave gro·Malog a key that would, she said. "unlock the truth"
of his birthright at Crowhaven.

The Crcwbaven ruins arc on a seaside hilltop northwest of
Anvil. Just fast-travel to that city, follow the road northwest out
of town, and then head cross-country when the road begins to
tum east. You'll find 2-5 undead Skeletons on the surface­
tiches. beginning at levell8-and the door intothe dungeon
in the tower's northwest corner.

The early stages of the top level hold just Wolves and Rats.
Then you start finding coffins. This isn'ta fortress: it's a tomb.
And if gro-Malog was born here.•.what is he?

AI length, you come 10 a gate. To the right, the entrance to
the Crowhaven Burial Halls. To the left, a smaller door leading
into a catacombs and, beyond, stairs leading up 10a doorthat
can be unlocked only with Agronak's key.

This is lord lovidicus's quarters. Inside, you won't have gone
far before you're attacked by the lord himself. He's five levels
above you, but unarmored and armed only with a dagger. so
you should prevail ifyou're well equipped.

Ifany soldiers were lost in the previous
Kvatch quest "Breaking the Siege of
Kvateh," sections of thisbattlewill be more
difficult. It's in your best interest to help
them all survive as long as possible.

The party will cut through four leveled Daedra and then
stop before the bridge into the castle proper. Talk to Matius
again to learn the gate is locked. That's where you come in.
You 're to open it from the inside-following the passage
within the wall from the North Guard House to the gatehouse.
The entrance from the Guard House is locked as well, but
Bertch In ian, who isstill standing guard at the chapel's north
door, has the key.

Thr thi rst of lord lovl dlcu5 un only be quenched with your blood.
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So zipback to the chapeland speakto lnian about "Guard
House Key." He wants to know why you want it. Both of your
responses will work-cand Inian accompanies youeither way-­
but Ihe brusqueness of the first costs you 5 Disposition points
and getsa similarly brusque answer, (Ifyou're polite, tntan will
describe your route through the city.!

T.alk also to the three generic Imperial Legion troopers who
have just appeared in the chapel, One of the twoswordsmen
will tell you that theyS<1W the smoke of the burning city wlute
patrolling the Gold Road and offers their help. Tell him to
follow you and suddenly you've gal a squad.

Just in time. In the chapel cryPt. the area outside the crypt
exit at the east end of the church and the crooked path north
to the Guard House. you'll find 20 more leveled Daedra. They
just keep coming and coming. Take it slow here. try to keep
your smallgroup together. and methodically clear out each
area before you move a ll to the next. If you lose Inian en
route, take the key from his body.

Weaker players, or those not skilled in
melee combat, shouldn't be afraid to use
Inlan and the tegion guardsas shields. leI
them soak up damage while you help them
out from behind. It's not necessary that
anyof them survive, but the longer they're
wilh you, the easier these fights will be.

Once you reach the Guard House. the mission suddenly gets
easy. There's nothing but fire and darkness in your passage
west within the north wall, up the ladder to the castle
gatehouse, and up the stairs to the great wheel that opens
the gates.

Throw lhls Inn Co rafse 1M ••tes oJntl fill.. iCens to (hr caslle.

To be sure. there are eight leveled Daedra in the courtyard
and five more in the entryway-c-t heselast will be either
Scamps. flame Atronarhs. or Daedroth-but with your help,
the combined legion and cityguard forces should master any
challenge in the outer regions of the castle.

When the entry area has been cleared. M.alius will stop and
hold position. If they'vesurvbed. so wllllnian,TIerra (who
joinsthe partywhen the gatesopen), .a nd Vonius.

Speak 10 Matius. He assigns you to handle things the rest of
the way. However, you may not be alone. If they've survived.
the three legionnaires and the dryguard bowmen. Merandil
and Rillan, willcontinue to follow you into the Great Hall (four
Daedra) and, down the hall at the Great Hall's fa r end, the
count's quarters. (You can skip the sleepingquarters.)

Thr f.lr of (ount Goldwinr

Thecount's quartershold a mlnlboss-c-a Scamp at Ievels
1- 3, a Fire Atmnach at Levels 4-9. and a Oaedroth at tevel ln
or higher-and the body of Count Omellius Coldwine. (No,
you can't save him.l Take the signet ring from the body. return
10 Malius, report the count's death (respectfully. to avoid a 20­
point Disposition hit), and surrender the ling to complete the
quest.
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WHOM Goos ANNOY

Bring all five tears hack to S'drassa. (You won't getany
credit if you recover fewer.) He'll pay you a leveled 500-2,500
ingold . Note that after the quest ends, the tearsappear ina
display case nearS'drassa In the Mages Guild.

Giltrldim's 'tears,

The glade is reached though the small frostfire Cave,
populated by five or six leveled creatures ranging from Rats 10
Bears. The use of the frost salts at the exit into the glade is
transparent; simply activate the doorwith the salts in your
inventory.

You emerge Into a misty dosed-off valley. Use the Philter of
Frcstward potions to keep warm or you will be sustaining frost
damage for every second you spend in the mist. At the center
of the glade, just north of the entrance, Garridan and a giant
Frost Atronach are locked forever in a frozen embrace. Nearby
is the glade's only living defender (a leveled Frost Atrcnachl.
Arrayed around the great ice sculpture are the five Garridan's
Tears.

You'll hearstories around town about animal noises and foul
odors coming from Rosentta Gallenus's house. Pick the Iour­
tumbler lock and pop intothe big orange house in the south­
central part of town to seeGallenus herself. (She's tooembar­
rassed to leave the house.)

The source of the problem is her new Daedrtc staff. II
summoned Scamps that follow her around endlessly, regen­
erate instantly if killed, and are methodically ruining her
house. She'd love to dump the thing, but that's another
element of the curse: She can't seem to letgoof it.

J
I

LEYAWIIN

Did you read the book? Frostflre Glade is
so named because the cold at the centerof
the glade Is so intense that it damages the
player. You need prorertion. and S'drassa
can help: Check in with him before you set
out fwd he'll give you five powerful Philter
of Frostward potions.

TEARS OF THE SAVIOR

Thr colle<tor of 0111 things crystal, S'drolSso1

Ordinarily, you'd find Fanis at the university's lustratorium
(the Alchemy Center). However, for the term of thisquest,
she's based in the lobby or the Arch·Mage's Tower. She'll give
you either the lcng.form legend of the knight or quickly direct
you to the first Edttlon bookstore in the Market District for a
book called Knight/all.

The storedoes indeed have the book. It'san account of
Carrtdan's search for the Everflow Ewer-a bottomless pitcher
of water-at Frostfire Glade in the mountains southeast of
Bruma. References in your book will place It on yourmap. But
there's more to it: The book mentions that refined frost salts
are needed to enter this region, and yourjournal refers you
back to Fanls. She sells 'em. Buy one portion, and you're
equipped 10 enter the glade... but not exactly ready.

S'drassa, the hooded Khajiil in the Mages Guild, collects
crystals. He's looking for a specific type called Garridan's
Tears-the frozen blue tearsof knight Garttdan Stalrous-and
heoffers "a fair bounty" in gold . For background on the tears,
he refers you to Julienne Fanls at the Arcane University in the
Imperial City.

Savltan then tellsyou he's tired of fighting and gives you a
xvatch cuirass off his own back. (It carries leveled Fortify
Strength and Endurance enchan trnents.) And when you reach
the "Allles for Bru ma" segment of the Main Quest, come see
Matius again . He'll supply a soldier for the btg battle with the
Daedra that follows in "Defense of Bruma."



ROHnll. (;,alienus prows yeu shouldn't ,I.y with utifiICu m.de by
Ihe Ouitrlc prlner Shtujo,.th.

You 're 10 COIIsu11 Gallenus's friend, Alves Dvenim. at the
MOlges Guild 10 the west. This Dark Elf 100dy reveals that it's the
Staffof Everscamp-c-a prank by the Dacdrlc lord Sheogoratb. It
can be handed off only 10 a willing recipient and can be
disposed of entirely only if returned to a Sheogorath shrine In
Darktathom Cave just southeast of the city.

It'san easy errand-celbelt a rather slow one, OlS you'll takea
zo.pofnt Speed hit as long as you possess the staff. (Note that
youcan't use the staffyourself.) The cave is home10 7-12
leveled Daedra-c-up 10 Xivilai at leVl'1 2o-and the quick path
to the shrine is always down and 10 the right

Head for Darkfathcm (.we as soon as you
can, The EVf.'FSc.amp Isn't useful at all, and
you move slower whUt stuckwith the staff.

At the shrine, you get a message that yoururge to possess
the staff has vanished . Drop it anywhere on the daiHI
doesn't have to be on one of the altars-and the Scamps will
remain here,

Drop 1M suff .....r this .11., to gil'l rtd of Ihe

_nnoylng hrrsumps.

Scoot back to Leyawiin and Gallenus for your reward-cthe
Rin~ of Eidolon's Edge, wilh leveled Block and Blade skill
enhancements, (Note thai Gal1enus, now staff-less and Scamp
less, may now be oul and about town again.)

MAZOGA THE ORC

Weird quest. Maloga the Ore stands around just inside the
entrance to the County Hall in Castle leyawiin. Ifyouspeak 10
her, she asks if you'rethe count. If you say yes, you're a liar. If
yousay no. you're useless to her. What's goingon?

Castle guardsknow a littlemore. They'll tell you Malaga
datms to be a knight. say the count wants the matter looked
into, and suggest you speakto him. That'll give )'00 the quest.

You can talk to Count Marius Care in Ihe hallduring
audience hours (roughly 8 a.m. 10 4 p.m.I, alld he'll Inviteyou
to perform "Service to teyawnn." Evidently Maroga won't say
whatshe's doingheft. You're to find out and get bade 10 him.
SImple as that.

Baving spoken to the count,you now have a "The Count
sent me" topic, and Malaga talks to you after her fussy
fashion. When you get through the amusin~ preliminaries,
she'llask you 10 fetch heran Argoni;!n named weebam-Na. All
she'll say is that he's a hunter and Is supposed to know about
the woods nearby. (Ifconsulted, various locals. including the
count, will note thai Mr. Na hasa house in town .I

Thequestgetsstranger. weebam-Na lives in a modest shack
east and slighlly south of the chapel tower. He talks like Jackie
Mason. "Did I forget how much l Iike you thet t should do this
favor foryou?" (Ifyouask about leyawiin, he embarks on a
funny rant "bout Rats and ways to serve them.I

Bump weebam-Na's Disposition up to SOand he'll
remember how much he likes youand head for the castle.
Here, he'll have a conversation with Malaga that is approxi­
mately as odd as the conversation you had withher,Shewants
to be guided up the lower Nibe" 10 fisherman's Rod..
wecbam-Na wants to know why. Malaga won't say. weebam­
Na won't guide her.
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Sunrbr .ICfOll Ihr Nlbr. from Whltr St.llllon lod~

In the left-hand room, push the button in the east corner10
open the gate our in the corridor. Beyond the gate, an Ayleid
coffer with a three-tumblerlock contatns 300gold and a brief
note. This is Brugo's take. (You can also walt unlll he'sopened
the coffer and simply take the money from Bruge, or kill him
first and usehis key.)

Now wait for Bruga and cohorts Alonzo and Roxy Ark 10
appear. They'll make for the button and then try 10 claim the
gold from Ihe coffer. Hammer 'em, Alonzo and Aric art easy
prey, beingtwoand three levels below yourown, bUI Brugo is
four levels above yoursand a real challenge if you're on your
own.

When you get back, tell (am about Black Brugc's death, and
Care inducts Mazoga and you Into the Orderof the White
Stallion. and gives you a key 10 White Stallion lodge, a County
Lcyawiin shield, and a promise of 100 gold for each black bow
you bring him. You should have .11 least five by now.

Leave early, as you have a little business to transact at Telepe
before the ambush. You may find one or two lookouts on the
surface. Eliminate them and also the two Bandits in the right­
hand room just down the stairs inside. (Ifyou're lucky, they're
sleeping.) Take their black bows. In fact, take every black bow
you find during this mission. Care will paya bounty for each.

Fortunalely, they look lougher Ihan they fight-Wind ·
Shifter is three levels above yours, but his comrades areall one
below-s-and Mazaga is, after all, an Ore.

When 0111 four are dead, she'll clear up the mystery: Her best
friend Ra'vindra reported Wind -Shifter's gang of highwaymen
to the authorities and was killed by Wind-Shifter in retaliation.
That day, MalC~a became a self-appctnted kn~ht determined
10makewrongs into rights, (For somealternate pest-combat
dialogue, beat Mazoga to the scene and kill WindShifter
yourself,)

Mazoga offers no reward beyond her invitalion to loot the
bodies, and they don't have much. The real reward comes
when you report back to Caro in Ieyawlin and he offersyou
both positions as...

KNIGHTS OF THE WHITE STALLION

But first you have to passa lrial: Find and kill Black Brugo­
the leaderof the 81ack 80'0" Bandits. (Note thai Mazoga must
be ative for you 10 gellhis quest. Otherwise, Cam judges that
you're umrorthyJ

The count suggests that M.lloga may have Bandit contacts
whocan put youon to the hlghwayman. But it tums out that
Mazaga (back in her usualspot in the castle foyer) knows Black
Brugo and his routine. tie worts out of asmall AyieW ruin
called Telepe, northwest of the diy, and shows up there daily
between midnight and 6 a.m. to collect his take.

Ask Maloga to follow you (or noU and makeyour way out
the West Gateand over the hill north of the Five Riders
Stables.

Ifyou talk to ncr, she asks you 10escort her. Why? This
time. she offers up the fact thai Mogrns wind-Shifter camps
there, with the MJggestioo that ultra .volence to the person of
Mr. Wind-Shifter may follow.

Irs an easy trip up the east bankand Ihendownhill toward
a bonfire and four intimidating-looking folks at water's edge.
Things get straight to the uttra-vtolence when Mazoga accuses
Wind -Shifter of killing her friendand wlnd-Sbffter denies it.
tDon't start with (he ultra-violence until Mazoga has said her
piece. or Mazaga will be "disappointed- in ycu.I

2.62. Pit,.." ~"l. G""u GUllK
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B"m,d"tt" Pll'orles Is ,pylolf on GI.rthir, Isn't sh"l

If you've already used the Glarthlr topic around town, shortly
after this first rendezvous you'll be approached by Dian, the
captain of the Skingrad cityguard. He wa nts 10 knowwhat you
think you're up to with this troubled man. You can respond
with three levels of cooperativeness. bUI it all works oul the
sameway. Dian says Glarthlr is crazy and that getting involved
in his schemes isn't good policy. If Glarthir asks you to do
anything "strange," you're to bring il to the attention of a city
guard.

You ca n let Dian know right nowthat Glarthir thinks there's
a plot against him. Dian thenconcurswith earlier assessments
that Glarthir Is gellingworse and revises his "strange" prereq­
uisite to "dangerous." But paranoia isn't a crime, and Dian
can't move against Glarthir yet.

And it is paranoia. No one on Glarthir's enemies' list 15
actually spying on him. They glance at him when Ihey pass on
the street, and perhaps that's all it takes for Glarthir 10 work
upa case against them.

However, ifyou haven't made independent Inq uiries about
Glarthir, you may not know this for a metaphysical certamty
You don't have to follow Peneles or, indeed, any of the three
"spies": It's not a condition for making your reports to Gla rthir.
BUI ifyou want to satisfy your suspicions, be in position
outside Peneles's house at the appointed hour the following
morning.

On a typical day, Penetes heads 10 the chapel for a Quick
morn ing prayer {coincidentally walking past Glarthir out on his
morning constitutional In the plaza in front of the chapel).
then heads out the city's West Gale. She turns south at Tamlka
Vineyards, finds her way through a gap in the fence, and starts
tilling the soil. This goes on until 11 a.m.. when she breaks for
lunchand heads for the rival SurilieBrothers Vineyards' shed
on the northside of the road. At about 1 p.m., she returns to
the cily and does ya rd work behind Tamlka's house until 7,
when she eats her dinner on the spot. At 9. she heads home
and stays home.

This woman clearly has no Interest in Gla rthir. You can
either tell Glarthir so, or lie and tell him that Peneles isspying
on him, or cla im your work isn't done. In the first two cases,
Glarthir paysyou the promised 150 gold and sends you offto
spy on Io utius Sextius, who lives on the corner across the
bridge north of the chapel. In the last. he'll angrily defer the
pleasure until your nextmjdnight rneetlng,

~~~J

PARANOIA

SKINGRAD

c:;luthir, Sklngr.d's restdent eccent ric

, .

Glarthir assigns you to watch three people he thinksare
watrhtng him. The first is Bernadette Peneles, who lives across
the street from his house. Then you're to report back to
Glarthir at the same time and place with your findings. (If you
don't show up, Glarthi r keeps showing up at midnight lndefl­
nitely,)

::1

J
Walki ng through Ski ngrad, you'll eventua lly pick up the topic
"Glarthlr." Talk to folks to learn that he's a local nut who
hasn't strayed over the line into criminal activity-yet. You'll
geta good variety of comments, with more, and more detailed
ones, at Dispositionsof 50 and GO.

But note that two of the GOs--Bl.'rnadette Peneles and Erina
jeranus-c-seem to warn you off Glarthir. Theysuggest Glarthir's
eccentricity isgettingworse.

Glarthir himselfis activated when you walk by his place on
thecomer westof Ihe Grea t Chapel of lulianos. He approaches
you and asks you meet him behind the chapel at midnight. 00
so,and heoffers you a mission. He claims he's being followed.
He's not surewho's doing the following, but, whoever it is, he
asserts that he isa threat 10 their plans. (Read your journal
afterward; it ex pands upon what you'veactually heard.l

Beginning at this point, the Quest can unfold in radically
different ways.

Return to Maloga in the lobby 10 announce your joint
promotions, She'll march off directly in the wilderness to
continue her knightly deeds. See "Fun with the Black Bow
Bandits" in the "Freefor mQuests" chapter for details.

Ifyou didn't take MalOga along for the ride, and just used
the pretty lady's information for your own ends, you've made
an enemy. Mazoga's Disposition drops 50 points. You're now"a
manky smat," And she'll hang out In the castle fo rever.

[
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Toullus Sui ius, another suspicious character

Sextlus spends mosl of hisdayexploring Castle Sktngrad
and the area around the rity. Follow him,or don't follow him;
again, it doesn't matter. If you report that he's a spy and previ­
ously reported Peneles as a spy, you'll collect 200 gold.
(Glarthir likes to have his delusions conflrmed.) If you say he
isn't one, and previously reported that Peneles isn't either,
you'll get 1SOand Glarthir will mutter about "what price
betrayal," Heseems to be having doubts about you.

But he'll nevertheless ask you to tail Davtde Surllte, who
Glarthlr suspects of being the ringleader in this "plot."
Glarth ir's next-d oer neighbor, Surtlfe spends hisdays working
at hisvineyard as methodically as Pcneles does at hers.

~""''''''::D'''a V i d e Surllir , t he riogludl"r of the tonspiracy1

Ifyou've tried to cure Gtarthlr with common sense, and
acquitted all three of the "spies," when you meetwith him
next, he'll say they're all in on it- and you as well-and attack
you. You'll have to put him down hard. Being that he's an
unarmored, unarmed Wood Elf, this should be about as tough
as killing a rmd level Walt. Take hisgold-he has just under
l SD-and his keyso you can [oat his house at your leisure.

However, if you markeven just Surilie as a spy, you 'll get
200 gold. And if you've identified any spiesat all, you'll get a
note ("list of Death") in which Glarthir orders the deaths of
any conspirators for a reward of 1,000 gold.

You can handle this list several ways: You can make the
hit(s) as ordered, take Glarthir's note to the authorities. or
warn the indlvlduels who arc threatened-or some combi­
nation of these.

The killing will be easy. You only have to takeout one of the
three to get the full fee, so just designate one of them as the
"spy" Ifyou followed the marks, you'll know where howthey
spend their days. and none of the three is a fighter or carries
weapons or armor.

Ifyou take the ' warning" route, Peneles and Sexttus will
both askyou to alert the guards. ButSurilie says he and his
brother will settle the issue with Glarthir themselves. And they
will, too-though they may require your help to get past the
front-door lock on Glarthir's house.

If you select the "authorities" route, any city guard will do.
He'll take off after Glarthtr, and let's just say the little Elf
doesn't gel the "go to jail" and "pay geld" niceties to which
you've become accustomed. He'll die. Ill" can scarcely do
anything else.

If you decline to help Glarthir, he goes over the edge. He
makes for his house. retrieves a bartleaxe from a table on the
third floor, and immediately embarks on a killing spree. He
goes after Peneles, Sextius. and Surilie in that order.

You can handle this several ways.
You can wait until Glarthir assaults his victim and then take

him out. (You take him out before he attacks, but it's murder.)

Or pickpocket him for his key and lockpicks or pick the flve­
tumbler lock on Glarthir's front door and then steal the
battleaxe before he can grab It.True. he may find another
weapon, but that'll be tougher without the lockpkks. Hemay
wind up fighting with his bare hands, his victim may survive
his initial attackto nee into the street, and that may bring the
guards inlo the fray-in which case the battle's over before
it's begun.

Or if you have a really great character, or are just feeling
stupid and suicidal, you can run interference for him and see
howfar Glarthir can go. Our testing suggests that, unassisted,
Glarthir can kill Peneles but is likely to get stopped by guards
on or around the bridge north of the chapel as he heads for
Sextius's place. Soyou'll basically have to kilt off the whole
Sklngrad guard nightshirt for him to gel to Surilie.
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The designers have compensated a bit for
nlmroot's scarcity by making it easier to
detect Nlrnroot plantsgive off a dim glow
and make a soft sound rather like wind
chimes.

Nimroots can reliably be found nearwaterand rocks. But
there's a lot of water and rock on display in (yrodiil. Where
should you look?

Most nirnroot is in the distant wilderness. Alas, tt's very spread
out. There are only two regions with three plants, and
Stnderion sent us to one of those. Nine more regions have two

NIRN ROOT IN THE WILD

both in the Imperia l City's Market District: S'drassa at the
Leyawtin Mages Guild; and Falanu Hlaalu at All Things
Alchemical in Skrngrad.

You should now have compass and map markers for all
these folks when you enter their appropriate town. Each will
express interest in your sample and referyou to Stnderlcn in
Sktngrad-cpoinnng to him but not tellingyou his exact where­
abouts. (Only Hlaalu at All Things Alchemical in Skingrad's
northwest corner tellsyou he's at the West weald Inn near the
city's West Gale.)

Sinderion works out of the inn's cellar. (You can alsoget the
quest bytalking to him directly.) His proposal: Bring him 10
samples of nlrnroot and he'll give you an Elixir of Exploration
and make others available at a discount. 111"11 even suggest the
best location for finding the rare plant: Shadeleaf Copse in the
Great Forest just 10 the northeast. Three plantsare arrayed
around the central pond: near the rocks on the north, south,
and west shores.

And the other six nirnroots? That's a problem.
You 've jusl stumbled onto the biggest quest in Oblivion and

quite possibly the most difficult as well. Over the course of
four mtm-quests, you'll have to collect 100samples of ntmroot
to enableSfnderton 10 create four versions of the Elixirof
Exploration that arc stronger and more diverse In their effects.
The first, weak potion has Fortify Health and Night-Eye effects
that last for five minutes. The second version . which requires
10 nirnroots, adds a Fortify Fatigue effect. Thethird, which
requires 3D, also boosts your Blade, Blunt, Destruction,
Restoration, Security, and Sneak skill~ by 5 points each for a
minute. And the final , "grand" version , which requires 40
roots, doubles the duration of those same skill boosts.

Why's it so hard? Well, It's not like picking mushrooms.
Nirnroot rarely grows in profusion in any one area. Moreover,
while other flo ra periodically respawn. ntmroot plants never
do. You can'! go back toShadeleatCopse over and over again.

Unfortunately, while Sinderion gives you some broad advice,
he doesn't give you anyother nlrnroot locations. No one does.
"Seeking Your Roots" Is a scavenger hunt that runs almost
entirely offyour own initiative.

'._-
You may have noticed that, at various points on Ihe helping­
Glarthlr side of the quest. you're told of him scribbling on a
piece of paper. Those noteswind up on a table against the east
wallln his cellar; late in the quest, when you get Glarthir's key,
you can read them.

Depending how things unfold, there will be as few as three
(if you didn't help him) and as many as seven (If you reported
on Touuus Sextius) . Oneof the documents that will always
appearis an account of Glarthir's own surveillance on Surilie at
his vineyard west of the city. It refers to the wine-maker going
off by himself-possibly to burysecret evidence-and to a
later finding that ground had been disturbed, It's easy 10 read
this as just another bit of paranoia and equally easy to read it
as the one small slice of r('ality.

We think it's all in Glarthir's head. But theredoes happen to
be onebitof minor loot nearby North of the Vineyard are two
ponds. Sunk beside the central rock of the eastern one isa chest
containing bitof gold, probably some clutter, and a small chance
of a lcckpick. And on the southsideof the pond isa nirnroot
plant. Activating itJUSl happens to give you anotherquest.

A5 you wander Cyrodiil, you may notice a strange plant that
emits iI noise and slightly glows with an inner light. Thestuff
grows all over Cyrodul. We count 30S of the twovarieties of
the nirnroot plant from Anvil to teyawltn, and anyone of them
will do.

SEEKING YOUR ROOTS

,

t

Wherever you find your first sprig, you'll get a journal entry
proposing that you take It to an alchemist. Any alchemist will
do, too. They are: Felen Relas at the Anvil Mages Guild;
Ardaline at the Bravil Mages Guild; Selena Orania at the Bruma
Mages Guild (assuming the Necromancers haven't wiped it out
in the Mages Guild quest "A Plot Revealed"); Eilonwy at the
Cheydinhal Mages Guild; Angalrno at the Chorrol Mages Guild;
Julienne Fanis at the lustralorium In the Imperial City's Arcane
University (or the lobby of the Arch-Mage's Tower if the 'Tears
of the Savior" quest is also running); Ogier Georick at The
Main Ingredient and Claudette Perrlck at The Gilded Carafe,
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plants each, and the other areas, if they have nirnrootat all
(highly unlikely). have hut one.

Happily, there are a handful of wilderness areas into which
ntmroot-bearing regions have been concentrated, The northern
reaches of the Blackwood swamps,near Cyrodiil's border with
Black Ma~h, are the nimroct mother lode.

Threedungeons serve as the western anchors. for searches in
this region; fort Doublerross, fort Teteman.and rieldhouse
Cave. The easiest to reach is Doubjecross. Fast-travel to
teyawhn, follow the road east and north cut of the city, and
head northeast cross-country when you see the Ayleid ruin
veyond .

Only two plants grow in d ose proximity to the ruined tower.
But fanning out across the dart pools in every direction but
west are two dozen additional plants. They'll run out to the
north and south when the water runs out, but to the east you'll
keep finding them until you reach the hills at the map's edge.

Iteldhouse Cave Is northeast There may be a gooddeal of
ovtrlap with the nimroot stockseast of Doubfecmss. but we
counl four mort' samples near the entrance: one east-northeast
of the cave entrance. beside a cluster of rocks, and the three
others along a rough line that begins with the plant at the west
edgeof acircleof rockswest of the cave and then extends
southeast.

Teiernen is east-northeast of Fieldhouse Cave. We've found
nineadditional nimrools in the samegeneral area. Three are
immediately southwest-cone on the water's edgejust south­
southwest of the tower, another at the tip of the peninsula that
extends farther southwest, and the third beyond the Large
boulders across the narrow channel to the west of lhe second
plant. Three others. liewest and northwest of the fort-the first
at WOller's edge west of the tower, the second near some rocks
across the water still farther west, and the third beside the fifth
largt> rock (counting from the one beside the second plant) to
the north. The last three of the nine are more distant-one
well soulh of the tower at the southern end of an inlet, the
second southwest of the tower at the west end of a larger inlet,
and the third at Woller's edge southeast of the second.

There's net much ntrnroot in western Cyrodill. However,
ex plore the Abecean coastwest of Anvil to fi nd at least seven
samples: two at the south end of an island justoff the coast, a
third on the poi nty mainla nd peninsula north of the island, a
fourth farther north along the shore, it firth still farther north
on a small peninsula that extends southwest, a sixth at the
north end of the Island just off the coast here, and a seventh
on yet another island (thisone marked with a nontnterartlve
shipwreck) a good deal farther north.

find three more by following the western stretch of the Strid
River along the Elsweyr border. And oil similar march along
Topal Bay southeast of the lower Niben netssix-four on two
islands just off the coast and two on the matnland-ca nd a trip
southwest another three.

NIRNROOT IN AND AROUND CIT IES
._- -- ------- ---- -

There are more of them here than you'd think. lots of folks
keep nimrootas a houseplant. If you were to collect all these,
you'd have 62 nimrootsand could complete the first tbree
mini-quests,

Merel" ( urtosity 10 IoOme, th e nlm rool (;IIR ,cllI'U, H 'ollnd

Inside is , hou l.epl,nt.

The nlmrcot houseplants are slill the
property of the building)owner, SCI be
aware that if you are seen takin!/: one. it
will be counted as J crime,

Inand around Anvil (1 1 nimroolS), plants sit atop a dresser
on the second noor of Heinrich O.lken·Hull's house; twslde the
statue near the Molin Gate; just behind the rocks on your left as
you leave the city on the way to the castle; atop a dresser in
Oairihill's bedroomin the castle's private quarters: growi~ at
the north end of the pool in the Smuggler's Cave under (he
castle; on a beach on the south side of the little island just
south of the outside entrance to thai same cave: beside the
stairs leading up 10 the docks from (he west; next to three
rocks at the north end of an inlet west of thosesame stairs; on
the west side of that same inlet; on a windowsill in Ulfgar fog·
Eye's quarters below the lighthouse; and in the northwest
comer of an Island just south of the lighthouse.

Inand around Bravil (1 2 ntmrootsl, look for mrnroot on a
dresser in And ragil's house; on a stool at the foot of a bed in
City·Swimmer's house; on a dresser on the third floor at
Stlverhome-on-the-warer. atop a dresser in the Great Hall of
the Chapel of Mara; atop a wardrobeon the second floo r of
the fighle~ Guild; in the Wizard's Grotto (which, with the
Wizard's la ir, connects the castle with the Temple of the
EmperorZero); along the city's west wall behind the Mages
Guild; alongme city's south wall behind the House for Sale;
alongthe wall in the southwest corner of the castle grounds; at
the southern end of the bridge over the t arsfus River just west
of the city; near the center of the arrowhead-shaped island Just
southeast of the ciry; and on the coast northeast of the ruined
fort (itself northeast of Bravill . where you'll find the cily\



Oblivion Gate after the "Dagon Shrine" segment of the
Main Quest.

In Bruma (three ntmrcotsl. you'll find mrnroot on a dresser
in an upstairs bedroom at aaenun's house, atop a stack of
boxes at Regner's house, and atop a bookshelf in the lord's
Manor in the castle.

In Cheydinhal (four nlmmotsl, it sits on a dresser in an
upstairs bedroom at Mach·Na's Books, on a hall table at the
head of the stairs at Riverview; beside the western abutment of
the eastern bridge on the island in the middle of town; and at
the south end of the chamber below the Mages Guild well
(which you'll visit in the guild's recommendation quest).

In Chorrol (two mmrootsl.f ook for nimroot on a bedside
table in Vilena Danton's quarters at her home and on a dresser
upstairs at Casta Scrihonia's house.

In the Imperial City (12 ntmroors) . there's nlmroot growing
on the wall at the north end of the southern of the two
sections of moat on the north side of the Arborelum; on a
stool in the captain'squarters in the South Watch Tower, which
can be reached from both the Arboretum and the Temple
Districts; on a plant stand in the Arch·Mage's quarters and on a
bookshelf in the Mages Quarters at the Arcane University; on a
tableat The Gi lded Ca rafe and atop a cupboard in a bedroom
above the Mystic Emporium in the Market District; on a barrel
upstairs at Sa m aannen's house in tale s Plaza; on a dresser
upstairs at Salomon Geonette's house in the Temple District;
on the table in the captain's cabin aboard the pirate ship Maria
Elena , docked at the Waterfront District; near the water on the
east side of the southernmost island of the Waterfront District;
and just east of the north exit from the CitySewers, with
another nimrnot farther northeast along the coast.

In Leyawtln (16 ntmrootsl, grab nimroot from a window seal
on the second floor of Ahdarji's house; a dresser in leetum
Zee's room and a plant stand on a balcony in the Blackwood
Company Hall; a dresser on the ground floor of Margarte's
house; just east of Best Goods and Guarantees in the northeast
corner of town; and fi nd two more flanking the entrance to the
castlegrounds.

Moreover, just outside the city are no fewer than nine
nimmots. One is on the east side of a little inlet that's to the
north immediately after you leave the dry by the East Gate.
Two others are east and south-southeast, respectively, of the
Coast Guard Station on the peninsula north of the city. Two
more flank the channel east of the castle, and three of
remaining four can be found along the narrowstrips of land
that separate the city's south wall from the lower Niben. (The
fourth ison the mainland farther scuthwest.)

InSkmgrad (two nimroots). you'll find it on a windowsill on
the lop floor of Toutius Sexttus's house and on a dresseron the
top floor of the Surtlle brothers' house.

There is some nirnroot in smaller communities:on a shelf
behind the bar at the Border Walch Inn (Border Watch isa
Khajiit village north-northwest of teyawlin near the Elsweyr
border); atop a dresser at Iorba! the Sufficient's House at
BrindleHome, a hamlet in the Great rarest west of the
Imperial City; atop a dresser on the second floorof Natch
Pinder's house in Harkdtrt (a spookyvillage In the woods

southwest of Chcrrol): on a dresserat Shafaye's house and at
the southwest exteriorcorner of The Sleeping Mare inn in Pelt's
Gate, a village on the Red Ring Road south of the lmpertal
City; and on a little nub of a peninsulajust northeast of the
hamlet of Water's Edge- a short walk north from teyawitn on
the west side of the lower Ntben.

NIRNROOT AND DUNGEONS

Often, it's located outside near a dungeon entrance. And , very
occasionally, it's inside. You'll find it:

Beside the rocks atop the waterfall just west of the
entrance to Charcoal Cave, just off the Green Road
from the Imperial City to Bravil a short distance south
of the Red Ring Road.

Along the ccast just southwest of the Ayleid ruin
Culotte, an undead dungeon on the east side of the
Upper Niben channel about halfway down its length.

Behind the rocks just northeast of the wreck of the
Emma May at the mouth of the Panther River- a
location you may have visited for "The Forlorn
Watchman" quest.

• Just north of the southern east-west wall in the
surface ruin of the Ayleid site Fanacasecut. an undead
dungeon along the Red Ring: Road just west-southwest
of the Imperial Cily.

• Among the rocks on the mainland coast south of the
entrance to Fatback Cave-a Gobttn lair located at the
southern tip of the large Lake Rumare isla nd that holds
the Imperial City.

Ina field of green stain cup mushrooms at the foot of a
tree northwest of the entrance to Fieldhouse Cave-a
Conjurers' lair located , er, right on top of the " t" in
"County Ieyawlln"! (See "Ni mroot in the Wild" for
more details on this area.I

Inside the sma ll tower north of the entrance 10 Fort
Cedrian-a Marauder stronghold just after the Corbolo
River crossingon the Yellow Road southeast of the
Imperial City-with another inside the dungeon itself,
in a corner of the bigroom at the end of the first level.

Up against the outside of the northeast wall of Fort
Cuptor- a Necromancer lair near the southwest shore
of Lake Canulus In eastern Cyrodil1.

Both against the north exteriorwall and southwest of
the entrance to Fort Doublecross. a Necromancer lair
northeast of Leyawiin . (See also "Nirnroot in the Wild"
for more details on this area.)

Just north of the entrance to Fort Enlius-a Conjurers'
lair on the west bank of the northernmost section of
the Silverfish River.

Among the rocksjust southwest of Fort Gold-Ihrcat-c-a
Goblin lair beside the northwestern headwaters of the
Panther River.
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ADDITIONAL SITES

THE SETTLEMENT QUESTS

With the grand elixir in hand, you're done. Stnderlcn has run
through his avenues for research. You can return to him for
more potions-but at a price, and not in perpetuity. They'll
run out eventually. However, he'll now buy nirnroot from you
at 250 gold for each 10you can supply.

• Southwest of the entrance to Wellspring Cave on the
east shoreof Lake Ruma re. (You'll visit this location in
the Mages Guild quest ~A Mage's Staff.")

In the west-northwesternoutbuilding of the Ayleid ruin
Wendelbek- a Necromancer lairnear the headwatersof
the second westernmost of the Panther River's feeder
streams.

•EPILOGUE

THE POTATO SNATCHER

U

1

. J
You can get this little quest by finding either the quest-giver
(S'jirra) or the quest object (six jumbo potatoes).

S'jirra is in Faregyl-c-an inn off the Green Road south of the
Imperial City, near the southeastern headwatersof the White
River. This cookapparently left the potatoes outsid e fa dry. The
next thingshe knew, they were goneand someone was running
west into the woods.

On the coast northeast of Bawnwatch Camp-located
on an island southeast of Bravil which you'll visit for
the Miscellaneous quest "The forlorn Watchman."

Against an exterior wall just north of the entrance to
Cadlew Chapel-a sma ll priory north of the mouth of
the Silverfish River.

Among the rocks at the north endof the Silverfish River
bridge to the Imperial Bridge Inn , with a second near
the dockson the south side of the river.

On a dresser In an upstairs bedroom at lord
Rugdumph's [state north of Cheyd inhal.

On the northwest shore of Lake Canulus, southeast of
the Nayon Camp (it Bandit cookoutl.

On the north side of a small pond northof the
Nocturnal shrine-just off the Yellow Road on the east
side of the lower Nlben . about halfway between
Leyawlin and Lake Rumare.

Atop a dresser at the Odiil farm, southwest of Weynon
Priory.

At the east end of the Old Bridge, northwest of
Pell's Gate.

Beside a large rock just northof Fort Irony- a Goblin
lair in the northeast corner of the peninsula that
extends into Niben Bay southeast of Bravit.

Under the stairs in the tower above Fort Redman-a
Va mpire lair on the east bankof the Lower Niben,
northeast of the west-shore hamlet of Water's Edge.

Up against the west exteriorwall of Fort Redwater-a
Vampire lairat the junction of the two easternmost
branches of the Panther River.

On the Willer to the west and north of Fort Roeberk-c-a
Conj urers' lair on the southwestern branch of the White
River south of the Imperial City, with a third nlmroot in
the dungeon's upper level.

Against the southeast interior wall of the lower above
Fort Telcman-a Necromanc er lair south of the
southern extremity of the Panther. (Seealso "Nlm root
in the Wild.")

On the top level of The Hunter's Run-a dungeon
under Fort Grier in Nibcn Bay that appears in the
"Caught in the Hunt" Miscellaneous quest.

Behind a night of stairs in a trench in the North Tunnel
of the Imperial City Sewers-a section that leads to the
sewers' north exit.

On the northside of a small pond northwest of leafrot
Cave- a undead dungeon northeast of the northern
branch of the easternmost headwaters of the Panther.
(Aseco nd plant can be found near two big boulders in a
gully west-southwest of the cave.)

Beside a rocksouthwest of the entrance to Memorial
Cave- a Vampire lairon the southern shore of Lake
Rumare. which you may recall from the "Order of the
Virtuous Blood" Miscellaneous quest.

On the stairs leading up to the entrance to the Ayleid
ruin Morahame-a mythic critter dungeon across Nihen
Bay from Bravtl.

Right beside the entrance to Redwater Slough-a
Vampire lair just downriver and on the opposite bank
from leafrot Cave and just northwest of fort Redwater.

• Just east of the entrance to Reedstand Cave-a critter
den well southeast of Bravll. (Heading south from that
city, you'll find it east of the road shortly after you pass
fort Nomore to the south.I

• Uown bythe water south-southeast of Tidewater
Cave-a critter den (and Troll hangout, if you've done
the "Nocturnal" Daedric quest) on Topal Bay southeast
of l eyawiin .

At the edge of an "island" in the middle level of
veycnd'sCave- a Troll lair on the coast north of Bravil.

Just west of the entrance to the Ayleid ruin wetke-c-on
the north bank of the Panther River's southernmost
feeder stream. (Otherscan be found to the southwest
and northwest, across the Panther.l
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The someone was a hungry Ogre. You'll find it in the woods

west-northwest of the inn, near the Ayleid ruin Nenyond Twyll.
Simplykill it. take all six potatoes from its body, make your
way back 10 the inn, and S'j irra will reward you with one to
five loaves of her famous potato bread. You ran buy additional
loaves at 25gold each.

RAID ON GREVLAND

lust outside leyawiin's West Gate, you'll meetan Imperial
legion trooper named Lerexus Caltldus,who's on the Irailof
skooma dealers.

But he'sgot a problem: Call1dus Iseither known to the
dealers or he's conspicuous in his Legion armor. In any case,
the lookout at the nearby Greyland settlement always spots
him. and the leader-a Dark. Elf named Kylius Lonavo-c-alweys
getsaway.

You wouldn't have these problems. Calliduseffect ively
deputizes you. You're to go in and deal with (that is, kil l)
tnnavc.

Greyland's a small house just west of the clty and south­
southwest ofyourcurrent position. Don't worryabout the
lookout. Icnavo's not alone-there'll always be a Marauder
melee fighter wilh him-and he's got a leveled magic
claymore. Paralyzing or burdening magic would be handy here
so that both enemies can't attack you at the sametime.

Take tonavo's ring as proof for Calltdus and his sword for
yourself. From the legionnai re, you'll collert a bountybased on
your level.

REVENGE SERVED COLD

As in "The Potato Snatcher," you gel this quest from either the
quest-giver or the objective, whichever you find flrst.

The quest-giver is a fellow named (orrick Northwode who
lives at Harm's Folly-a small Heartlands farm that's roughly
equidistant from the Imperial City 10 the southwest and
Cheydinha l to the southeast. (Ifyou walked 10 lake Arrius
Caverns from the Imperial City for the "Dagon Shrine"
segment of the Ma in Quest . you should have hit Ha rm's Folly
in the foothills .)

Northwode's wife was killed in a Goblin raidwhile he was
away buying supplies. He wants revenge on the Goblins-and
the return of his wife's amuletas a keepsa ke. He won't 11'11 you
that the Gobs are in Exhausted Mine until you end the rhar.

Northwode makes the dungeon sound complex. It's not. The
mine is fairly thronging with cacklingGoblins and Rats, but
most of them are sufficiently spread out that you'll beable to
tackle them oneat a time. The leveled "Nefherboss" in the
final room isn't much adva nced over what you've already been
facing. Just take the necklace from the boss's bodyand get
backto Northwode for your reward.

This Goblin boS,!; s ll'w COlTlck's wlft' i1nd hon her nrdefilee. It 's

pilyback t lml'.

No STONE UNTURNED

On the north bankof the Silverfish River, a short distanceeast
of the main north-south road flown the east sideof Niben Bay,
is the Imperial Bridge Inn. Within, you'll fi nd a High Elf
sorcerer named Uthntltan who lost his notes on those Magicka·
restoring WeJ kynd Stones normally common only 10 Ayleld
ruins when he was attacked in Bramblepoint Cave. Can you
recover them for him?

If you already have the notes, great. They mention the
owner's presence at the inn, and the quest is over. If not,
Bramblepoint's a three. level mythicenemy cave to the west.
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northwest near the Niben shore with a variety of creature
types. fair 1001, 100. Get into the habit of checking fo r it, as the
notes aren't in the open but in a chest in the southwest comer
of the southernmost room of the bohom I'Deep") level.

The Welkynd Stone pitdl deep Inside Bnmblepolnt C.lIve

Read the notes ifyou like. You can't do anything with the
raw Welkynd Stones in the GIve, but a contented Uthnilian
will provide at least three leveled potions when you return
them. Then he'll move upstairs to the balcony and sit down to
read them.

Raelynn is much tougher than the average
Necroma ncer, so proceed with caution
when taking heron.

Once Raelynn's dead, return to the inn for a leveled reward .

BEAR SEASON

If you were to draw a line between Skingrad and Kvatch, just
north of the middle of thai line would be the sheep farm
Shardrock. Speak to shepherd Thorley Aelhelred and he'll
complain of Bear attacks on hisflock. You're to "thin the
population a bit"-kill six of them-to sure the rest away.

finding the Bears may lakea while. They're not scrunched
together in a cave, but spread out ina rough circle around the
farm: four10 the north, three beyond the pond to the east,
three to thesouth, and one among the rocks to the southwest.
And they can sometimes be hard to see, owing to the plants
and rocks and even overcast weather. So listen for their bawl
and the thump of their passage.

It's your Job to dispatch this nasty Nectominnr who's performing

her evil uperlments in Mon Roell Cavern.

"Raelynn the Craveflnder must dje." says aatene.
The proprietor of the goxey Inn, on the Red Ring Road at

the northeast corner of lake Rurnare, reports that since the
Necromancer tookup residence in Moss Rock Cavern and
undead began appearing nearthe cave entrance, it's no longer
safe to walk in the woods at night. Kill Raetynn. and Malene
suspects you'll put an end to the problem.

The cavern's up the hill just north of the inn.The absence of
actual undead creatures outside the entrance isn'ta signal of
an easy task. Inside, you face undead and Necromancers, and
you'll find some decent loot. One boss creature keeps Rae/yon
companyin the cave's Innermost chamber.

Help Thorley Aethelrrd gl't rid of the Wr~t Wrild BUB plaguing

his Sherp.

Take fangs from each of the six so Aelhelred will know
you've done theJob. He'll reward you with oneof a selection
of seven books. Four are skill books (Athletic, Block, Hand-to­
Hand, and Heavy Armor). and the remaining three-two
volumes from the Feyfotken series and the spooky Palla. Book
II-are simply rare.

Southwest of Shardrcck. just northeast of the ruined city of
kvetch. isShetrombe farm. When you step inside the house,
you'll get a journal entrythat the place seems to be have been
recently abandoned and a suggestion that you search fora due
to where the owner hasgone .

:ITHE GRAVEFINOER'S REPOSE
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That may prove a little tricky until you let the cursor do the
walking and realize that the object In the clay bowl on the
central table isn't food. It's the crumpled fi rst page of Slythe
Seri ngi's journal .

Written as he watched kvatch burn, the diaryoutlines
Seringi'splan to bring an offering 10 "The Sunken One" in
nearbySandstone Cavern. Seringi takes the view that this
entity has brought about the destruction of Kvateh and might
next tum its attention to the Im perial City.

In fact, this fellow's nuts, but in a welt- meaning way, He
wants to save the world and Is willing to pUI himselfat risk to
doso.

The cave's just northeast of the farm; the entrance on the
north side of a large rock may beguarded by several mythic
enemies ra nging from Imps to Spriggans to Ogres. More
enemies await on the first level, along with (atop a chest in the
trench le"ding to the entranceto the second levellthe second
page of Serlngi's journal. Things don't seem 10 begoingwell.

No, definitelynot On the second level, a large room has a
pit in the(enter. East of the pit is a descending passage.
Serlngl's body Ishere, as is the crumpled third page of his
journal (he was attacked by a creature and blames himselffor
the destruction of mankind that must followl and his offering
to the Sunken One (gold, gems, and nuggets). That will serve
as your reward- along with the loot in here, which is
respectable.

Sl)"thr m~tts his rnd In thr drpths or Silndstonr Cilvrm.

And the"Sunken One"?AStorm Atronach who pops in at
the last minute afteryou read Slythe's last note. Be ca reful, as
it appears at the onlyexit from the fissure where the unfor­
tunate pilgrim lles.

A VENERABLE VINTAGE

Again, you ca n pick up this mission either from the quest-giver
or by independently finding the quest objective.

Nerussa runs the wawnet Inn just west of the bridge into
the Imperial City. Ifyou ask her about "Wine" you'll learn she's
a wine collector. too, and has been unable to lay hands on
Shadowbantsb Wine. This brew, which doubles as a Night·Eye
potion, was made especially for the Imperial legion and can be

found in the province's many ruined forts. Bring Nerussa six
bottles and she promises to pay you well.

There are 4O'plus forts In Cyrodiil. You can find
Shadowbanish In or around onlyeight of them. (However,
there are two bottles in every wine chest, so you must visit only
three.I Those eight are:

Fort Aurus, a Conjurers' lair on the northeasternshore
of Nlben Bay JUSl southof the mouth of the Corbolo
River. The wine chest is In a western corner of the
dungeon's easternmost room. It's guarded bya
Conjurer.

Fort Carmala, a Vampire lair in the woods south of
Charral.The chest is against the north wallin the
dungeon's northeastern extremity. It's guarded by a
Vampire patriarch!

Fort Olrich, an undead hangout southwest of the
Weatherleah estate (see ~ legacy lost" underChormll,
The chest isagainst the southwestern wall of the crypt's
southernmost room. It'sguarded byan undead boss.

FortGrief, a surface ruin on an island in Nlben Bay­
Just south of Fort Aurus. (The dungeon under the fort is
used in the Miscellaneous quest "Caught in the Hunt.")
This unguarded chest Is against the west wall on the top
level of the ruined lower.

Fort Irony, a Goblin lair on the southwest shore of
Niben BJy--on a peninsula southeast of Bravil. The
chest is beside the central pillar in the dungeon's south­
ernmost room. It could beguarded bya Goblin ...or
maybe just bya "nuisance beast"

• Fort Magia, another undead conclavejust southof
Wellspring Cave (from the Mages Guild quest "AMage's
StaW) on the east shoreof Lake Humate. Guarded by
an undead boss, the chest is beside a sarcophagus in
the northwest corner of the dungeon's bottom level
(Garrison Blocks), half in and halfout of the water.
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• Fort Sd nta. a mixed-use dungeon in the mounta ins
southeast of Cheydlnhal, ncar the Morrowind border.
The chest waits unguarded on the floor at the east end
of the entry hall for the second level (Hallof legends).

Fort vtastarus. a vampire lair just off the Gold Road
east of Skfngrad. The chest Is beside the central pillar in
the western of the dungeon's two northernmost rooms.
It'sguarded by a Vampire, undead creature. and a Wolf
or a tat.

See the "World Maps" chapter for the
location of each fort.

When you return to the Wawnet Inn. exchange the six
bottles for 1,000 gold . And if you dig up any of the remaining
10 bottles in the future. come back to Nerussa. She'll pay 100
gold for each. Or drink one and gain the benefit of a 100g­
lasting Night-Eye potion.

Go FISH

Just across the road from the wawnet Inn is a house ca lled
Weye. The tenant, Aelwin Merowald, is a fisherman who was
recentlydisabled bya Slaughterflsb biteand asksyou to collect
the 12 remaini ng Ruma re Slaughterflsh scales needed to fulfill
a lucrative contract with an alchemist.

Ifyou inquire further, you'll be pointed to a spar just to the
north in the northwest part of lake Rumare. (Ifyou laugh at
him instead, his Disposition will plummet 60 points and you'll
have trouble learning the location of Merowald's savings in
conversation. We'll discuss that in a blt.)

You should be able to find all the fish you need here.
However, this is not your ordinary Siaughterfish. It's a Iamttel
Barracuda, and the onesyou 'll encounter at higher levels can
takeand deal out a lotof punishment.

Happily, it has a weakness against shockattacks, so make
SUIl." you bring appropriate weapons (along with heating and
water Breathing potions).

When you collect the 12th scale, you get a journal entry to
check in with Merowald . He'll takethe scales and you'll get the
Jewel of the Rumare-c-a ring with Fortify Athleticsand Water
Breathing enchantments.

And you'll reca ll Merowald SJying he's made a bundle off his
dealwith the alchemist? Raise. his Disposition to 70 and he'll
revea l that the money's in the house undera special lock, and
that the key is on his person.

Yes, you can bea creep and steal his retirement money.
There'sgold in the chest in the southwest comer. You can't get
it without the key and you'll have to pickpocket or kill
Merowald to get it.

Aelwln Merowald looks oyer Lake Rumare .

WHEN THE VOW BREAKS

You can get thisquest either byspeaking to Maeva the Buxom
or by finding a special mace on her husband's body in Fort
Strand.

Maeva lives at the Whitmond fa rm just northof Anvil. She'll
Immediately start in about her "good-fer-nothing husband ."
Apparently Bjalfi the Contemptible has lived up to his name,
made offwith a Buxom family heirloom-the mace
Rockshatter-and headed off to juin a gang of Marauders to
"find hisfortune." She doesn't sound like she misses the man
much, but she doeswant the mace hack.

The Marauders operate out of the ruined fort on the hl1l east
of the city. Bjalfi's down on the second level (Great Darnel.
There are two paths-left and right at the flrst junction-and
we think the left-hand one's a bit shorterand safer. Either way,
at the hottom, you'll have to face Bja lfi and a Marauder
Warlord (who areat yourown level) and possibly one or two
additiona l Marauders. But this path hasa swinging-mace trap
into whirhyou can lure youropponents.

The traitor ~nd la y~bout BJalfllhe Contemptible

You can keep Rockshalter ifyou like-it hasa nice shock­
damage enchantment-but you won't be ableto finish the
quest. If you surrender it to Maeva, she'll tum over her dowry.
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The house sits high on the river's east bank. The lone
resident, Melisandc, asserts that she is no longer a witch bUI
saysshe can helpwith the cure. However, she wants a fa vor
before she'll even discuss the details: You're to bring her fi ve
empty Grand Soul Gems.

There's an easy way and a hard way to do this. The easy
solution is to just buy the gems. Most Mages Guild branches
have a vendor who is guaranteed to have a Grand Soul Gem for
sale. In Anvil, it's Felen Relas: in Bravll. Ardaline; in Bruma.
Selena Oranta. in Cheydinhal, Eilonwy; In Chcrrol, Angalmo;
and in Leyawiin, Alves Uventm. Ifyou've reached a high
enough level, there's a chance the gem will respawn in a
vendor's inventory, so you (Quid simplywait around.

The hard way is to find them in the wild. <They'll turn up in
leveled loot, but those appearances are unpredicta ble,)

However, there are eight empty Grand Soul Gems lying
around loose in the game. One's right under your feet.
Descend to the basement through the trapdoor in the south
fi replace. Plentiful evidence indicates that Melisande Is still
very much a witch-including, in the room at the end of
the hall , a dish of $oul Gems, Right next to it lies a Grand
Soul Gem.

You'll find two more in five-tumbler display rases on the
ground floor of the Chorrol Mages Guild. plus two others .II
the Arcane University-c-one in the lobby of the Arch-Mage's
Tower and the other in the Mages Quarte rs.

The last three are in dungeons convenient to Drakelowe.
Squandered Mine is just up the mountainside to the northeast.
Crayfish (ave is just downriver to the south-southeast. And the
Ayleid ruin Ncmal, which you may have visited 10 collect the
instructions of the Dark Brotherhood quest "A Kiss Before
Dying," is a short distance west.
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Mrlisandr, Clrnmoril Conn reuree

GRAND SOUL. GEMS
•

VAMPIRE CURE

You may already knowfrom contacts In the Main Quest and
Mages Guild quests that the count is reclusive. You'll have to
go through his steward, Hal-Hun. (The other stewa rd, Mercator
Hosidus, may be dead by now if you've been following the
Mages Guild quest lfne.) She'll go see the count, and the count
will come down to meet you.

The cure is for his wife. While the count willingly accepted
the changes that carne with his vampirism, Rona Hasstldor
struggled with them and slipped into a coma when she refused
to drink blood. Hasslldor's own search has pointed to the
witches of Glenmoril, and he's received a report of a woman
near the Corbolo River who may be one. You're to find her.

You're pointed to a solitary home called Drakelowe on the
Corbclu's upper rea ches. The only nearby quest location is
Arkved's Tower from the Oaedric quest "vaermtna." Ifyou
haven't done that one and haven't explored other locations,
just fast-travel to Cheydinhal and head south.

Janus Ha~i1dor, (ount of Sklngrad

To get this quest, you 'll have to be a full -blown Va mpire, not
merely infected with porphyrtc hemophilia. (See the
"varnplres" chapter for details.I

Even then, the questdoes not cometo you. Vou must find it
by speaking about "Cure for vamplrtsrn" to a chapel priest or
healer-or, If you're a member of the Dark Brotherhood, to
Vampire Vicente valtierf. The chapel folks can themselves only
offer that death is a certain cure. bUI suggest you speak to
Raminus Polus at the Arcane University.

If you're an Apprentice in the Mages Guild, you already
knowto find Polus in the lobby of the Arch·Mage's Tower.
Polus doesn't have the cure himself. but he kicks you over to
Count Janus Hasstldcr of Sktngrad, whom he says has been
doing research on the subject. (And Hasslldor's a Va mpire
htmself.l

See the "Ntbenay" map In the "World
Maps" chapter, map marker #3R.

See "Nibenay" in the "World Map, ~
chapter, map marker; 39. '10. and 11.
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Two of the three are relatively easy Squandered Mine's three
levels are occupied by Level I Bandits and critters-save for the
leveled undead creaturethat guards the Soul Gem. (II 's behind
a secret door on the south side of the bottom level.)

Crayfish Cave. a big critter den, Is also easy onceyou under­
stand the dungeon's somewhat unconventfonal structure. (The
first level is a hub that gives access to each of the additional
four InelsJ The Soul Gem is on the fourth level, CriyflSh
Steep. which is reached by heading right from the cave
entrance. When you leave the water on this level, head
southeastand northeast up two ramps. At the top of the
se£ond ramp, continuestraight on, past a side roomcontaining
a dead adventurer. Asecret door opens ahead of you, and
beyond it the Soul Gem sits on a low pedestal.

However. Nornal is rather tricky. Thegem's down on the
bottom level. On Ihe second level, you'll find yourstlf in a
wafer-logged room while an archer takes potshots at you from
a balcony 10 the southeast. To get out, hop on the fallen
column at the northeast end of the room-a task thai won't be
easy until you hit Journeyman level .11 Anobatic.s--and then
Jump 10 small ledges to the east and south, edgearound the
corner, and vault the balcony railing. (Note that you can
remove the cages from atop the pillars in the lower room by
pressing buttons in the northwest part of the lower room and
on the balcony floor. Under them lie three Varia Stones.l

And on the third level, there isn't a conventional wayout of
the water that nils the lower portion of the level. You'll nero
water.walktng m.lgic or a master-level Acrobatics skill (which
allows you 10 skip across the surfaceof the water). However,
from there it's pretty much smooth sailing through Bandits.
their camp. and a secret door. The gem's on a pedestal.

When you return the five gems. you'll learn Mel tsande can
Indeedcook up a vampirism cure--eventually. But the Soul
Gem hunt wasonlythe first errand in a series, Nowshe needs
sixgarlic r10VfS, two bloodgrass shoots, five nightshade leaves.
Argon ian blood.and the ashes of a powerfulVampire.

-. .
~

You can find garlicJust about anywhere-in shops, in [oat, and
lying around in people's homes. Loose garliCIs most plentiful
In Weynon Priory, where threecloves lie in a bowl on Jauffre's
desk in the library and three more are in a bowl on the shelves
at the other end of the room; the Imperial Legion mess hall,
with six cloves on a shelf against the west wall; M'dlrr's house
In Border Watch, with fou r cloves in a bowl on the table; The
Dividiog line in Leyawiin, with three doveson a storage-room
shelf; lord Orad's Estate. with twocloves in a bowl on the
dinner table and a third on the table beside it ; and three cloves
on the dinner table in Satha Dalvilu's house in Bleaker'sWay Ia
fair-sizedvillage just west of the SII\'t'r Read between Bruma
and La ke Rumare).

Inaddition, there's an 80 pene r uchance of harvesting a
clove trom a garlic cluster, which can be found in greatest
quantity In Sklngrad in the cellars of Glarthir's and Lazare
Milvan's houses, Summitmist Manor, and the House for Sale,
and also the cellar of RIma lus Bruiant's house in Chcrrol.

Apart from a few locations in the Cyrodltl wilderness where
it spills out through random Oblivion Gates, the bloodgtass
plant growsonly In Oblivion. II 's most plentiful in three
regions reached through the Cheydinhal gate in the
Miscellaneous quest "The Wayward Knight: (Note that there's
only a SO percent chance of harvesting it from a given ptant.I
However, if you haven't yet completed the "Oagon Shrine"
segment of the Main Ouest-c-whkh opens the Cheydinhal
gate-you an find a lot of it in the section of Oblivion
reached through the Kvatch gate and also in the Oaedric quests
"Bof1 hi.l- and "Peryite."

B1oodtr.lu

You can find loose blcodgrass in Cyrodiilat just two
locations, but you'll have to be well along in the Dark
Brotherhood and Th ieves Guild quest lines to find them. One
is on a table high up in the Temple of the Emperor Zero (a.k.a.
Falhis An~n's Towerl south of Bravil. and you'll have onlyone
shot 011Ihe Brotherhood one; it's on the altar in the Crypt of
Ihe Night Molher under the Lucky l.ldy statue in Bravil, which
is accessible only during Ihe Brotherhood endgame.

The nightshade plant. which yields nightshade 80 percent of
the time. is most plentiful in another one-shot region:
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If you happened upon Redwater Slough
before taking on Ihis quest and have
already killed Hlndarll, never fear, His
ashesshould still be In your Inventory and
can immediately be turned overto
Melisande.

Also check out the coffin suspended high
on the north wall in the dungeon's first
large room; a good jumper shou ld be able
10 leap atop it from the east sIde of the pu.
It holds a Shortsword ufJinxingwith a
Damage Magicka enchantment.

VAMPIRE ASHES
"

Take Hindaril 'sashes, and take a peek in his coffin. If you
gel the right roll, you'll find tons of stuff inside.

Melisande has a particular Vampire in mind: Hindartlm
Redwater Slough on the eastern reaches of the Panther River.

The Vampire/undead lair is small as dungeonsgo. Ifyou're a
good lockplcker, make a leftat the first Tintersection 10 reach
Ilindaril, who is imprisoned behind a Ibe-turnbler lock. If not.
first make a right at the T, swim through the underwater
passage, and retrieve the key (rom a chest on the rise at the
northeast corner of a large pool at the far end.

Hindaril isa tough opponent-five levels above your own­
but he has a peculiar weakness: He is not expecting company
and so is not armed when you appear on the scene. When he
spots you, he'll run to his coffin and retrieve a weapon .
However, Ifyou're fast and beat him to the punch, he'll have to
fight you with his bare hands.

Hlndull, th~ i1nd~nt Vamp!",

Carnoran's Paradise from the "Paradise" segment of the Main
Quest. In Cyrodiil, you'll have yourbest luck searching in the
trackless wilderness halfway between Bravil and Sklngra d and
the areassouth of Bravil and west and northwest of the Temple
of the Emperor Zero.

loose, the ingredient is most easily found on a display table
at The Main Ingredient in the Imperial City's Market District
(four portions); as a dtrmer-table decoration in the second-floor
library at the Chorrol Mages Guild (three portions); in a niche
in the sanctum when you revisit It for the Dark Brotherhood
quest "Scheduled for Execution" (two portions); and, again, the
Crypt of the Night Mother from the Brotherhood endga me
(two portions).

.I
Any Argonian will do-c-enemy or friendly, named or generic­
and any circumstances. You just have to use the enchanted
dagger provided by MeJisande for this purpose. (The
enchantment forces the target to bleed when struck)

The quickest way to go about this is to head north to Mach­
Na's Books in Cheyd lnhal and slash the proprietor once. The
surlyold lizard is rated "esser ulal" by the game-meaningyou
ca n't kill her- but she bleeds as well as any other Argonian.
Yes, you'll probablyget in trouble with the law, but you ca n
always make things right byjust paying the bounty.

If yo u don't like attackingan innocent, there are manyways
to goabout this, dependingon where you are In the game.
While you don't have to kill your mark, you can sync this
assaultwith other events in the game where you do have to kill
an unimportant Argonian. (You can face Argonlans in the
Arena, In the Main Quest, in a variety of Dark Brotherhood
and Fighters Guild quests, and in any number of dungecns.l
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Si mply return the ashes to Melisande, talk to her about

them and then ~ Curc lor vampirism." wait around for 24
hours. and you'll have two potions--one foryourself and one
(or Rona Hasslldor. Make for CastleSkmgra d again. tell
steward llaH iurl that you have the cure, and she leads you to
a hidden door in the GI~t1r courtyard.

Beyond, in the Chamber of the Lost, you'll find Rona
Hassildor in bed. dead to the world, the count sitting by her
side, and, surprisingly, Melisande. Evidenlly the witch has
agreed to revive the countess long enough for her to drink the
penon. She docs. The countess has a touching exchange wilh
her husband-and then keels over and dies. You can't talk to
her during her brier return 10 the living. but you can disgrace
yourself afterward by looting the bodyof its small supply of
gold. (You're really just here as a wtrness.)

Ron.ll Hn slldor, t hr lonj'lufflPrini (ollnlf'li.S of Sklnil1ld

Do a~ the count instructs: Give him aday to put his wife's
affairs in order and then see Hal-Liu rr. (Sleep in the countess's
deathbed. If you liken When you see the count again, he'llgive
you a rather meager reward of leveled gold . Butthen, the real
reward from yourhard work is the ability to forever rid
yourself of the effects of vampirism, should you so choose.

WILDERNESS QUESTS

GOBLIN TROUBLE

Traveling southeast along the Yellow Road from the Imperial
City, just before the bridge over the Corbolo River. you'll find a
small camp at Crestbndge. Speak to Barthel Gernand to learn
that his party was chased from the intended sue of a new
settlement .11 Cropsford by a Goblin war party,

Gemand's wildernessguide, Mirisa, reportsthat the location
up the road to the northwest is positioned right between two
warring tribes basedout of Ilmberscar Hollow (the Rock Biter
Goblins) and Cracked Wood Cave (the Bloody Hand Goblins)
and thai the solution 10 Gernand's problem lies in settling the
Goblins' dispute, You can either sneak into Ilmberscar and
steal back a totem (a staff lopped with a tribal head) that was
stolen from the Cracked Wood Goblins or kill the Cracked
Wood Goblins' shaman leader,

Killing the leader is likely to require killing not a few
additional Gobli ns en route. These may include a Rat farmer
three levels below yours (but no higher than Level 8); six
standard Goblins one level below your own; a Ski rmisher at
your own level; a Berserker; a WarChief two levels above
yours; and the Goblin Shaman herself. Your best tactic is not to
let them gang up on you by fighting in the bigrooms.

You can makeyourassault on Cracked
Wood Cave much easier by waiting until
nightfa ll, when iI raiding party. Including
the tough war leader. heads out to attack
the rtmbersrar Goblins. ukewlse. if you
follow the war partyat a discreet distance
and enter 'nmberscar behind them,
reaching the totem staff may be easier
once the twoGoblin tribesart embroiled
in combat. However, don't let them detect
you. or you may find yoursrlf fighting both
tribes,11 once-they hate you more than
they hale each other.
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Dlram Serethi warns you to watch out for
the invisible creatures that infest the fort
ruins. Take him seriously. An invisible Wolf
or Bear can be anasty surprise for the
unw.lT)'.

On the Red RIng Road north of the Imperial City, a short
distance west of the junction with theSilver Road up to
Bruma. you'll stumble upona little \'ilIage called Aleswetl. At a
glance, it seems abandoned. But Ifyou look arounda bil­
nOlJbly, Inside the Aleswelllnll-You'U see translucent forms
moving about and realize the folks are simply invisible. (You
canalso pick up thisquest from ROlley Inn proprietor Mah'ne
as a rumor.I

Most of the residents-there are five-don 't want to talk
about the problem. They all refer you fa Diram Serethi. Duam.
who's also in the inn, blames the invisibi lity on Ancotar-a
wizard whoworks out of nearby fort Caractacus, But he's
vanished. 100. Oiram suspectshe's hiding-and he's right.

Carartarus is down the slope to the southeast. Like Aleswelt.
it also appears empty. Like Aleswell, it isn't. (limb the stairs
and check out the tittle room on the north side of the first
level, On the desk, you'll find Ancotar's journaland the heart
of the problem: Annoyed by interruptions by Aleswell residents
complainingabout his experiments, Anco!ar turned himself
invisible. In so doing, he carelesslyturnedeveryone in Aleswell
invisible as well.

Now you just have to find Ancota r and see if the damage
(an be undone. That's a bit of a problem. Unlike Diram. the
invisible wizard wanders arounda 10(, and it (an be difficult to
be looking in the right direction when the slight retraction
effect of the invisibility spell flickers into view or to follow it
when it moves past you .

Ancotar is ticked off bythis lntenuptton. too, and you can
use his shrillvoice as an additional guide. We found i1easiest

ZERO VISIBILITY

Th~ stolen Totem Hud In TImben.cillr Hollow

The totem-retrieval mission is decidedly the easier route. The
Rock Biter population is slightly rougher-ctwc standard
Goblins are replaced byanexira Skirmisher and an extra
8e~rter-but the path to the totem requires fewer and easier
contacts. (Use the central and northernmost of the three exits
from the large central room to find it.)

Return to (restbridge and use the "Goblin war" topic with
Gemand. Alas, there'sno real reward beyond the settlers'
grantude. Once you're out of sight, the party will pack up,
head nortnwest to Cropsfcrd, and set up its tents, The houses
will go up, the tents will vanish, and about two weeks after
theirarrival the work will be complete. Visit at different stages
in the settlement's development fa rolled different comments
(rom Gemand, hisdaughter, and her husband, (Mirisa heads
south for the Imperial Bridge Inn on the north bank of the
SilverfISh Rtvtr, where she takes up lifeas a Deer hunter and
venfson provider)

Tech nically, the quest is complete. too. But if youdecided to
retrieve the staff, youstill have some options.

To return it to the Goblins, simply drop it outdoors near the
( racked Wood Cave entrance or Inside the cave. The Goblins
will find it and restore it to its proper place. (Note that, except
for the shaman, the Goblins respawn. so even if you wiped out
most of the mob in ( racked Wood (ave end then had second
thoughts, they'll still recover the st.aff-as long as the shaman
remains alive.)

You can keep the staff. It's not simply a tribal symbol, but a
weapon; it does shock damage.

And if you speak to Mirisa , she'll SU~f'st that youcan use
the staff to incite wa r between Goblin tribes.

MiriSol's a fun sort of gir1.
Much of this is beyond the provenance of Ihisquest. (See

' Fun withGoblins" in the "Freeform Quests" chapter for
details .> But once the settlersare on station at Cropsford. you
could perversely re-igntte the wa r between the two tribes from
the quest. Gemand and company won't comment formally on
this event, but if you're present to watch, they may get slaugh­
teredas the Goblin wa r partiesonce again pass through
Crcpsford.

I
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Alter "The Oblivion Crisis" accelerates at the end of the Ma in
Quest segment "Dagon Shrine," bul before the Ma in Quest
ends. you'll be able to perform this unusual combat quest out
in Cyrodlil's northwestern wilderness.

1I's unusual nol so much for what you do-going into
Oblivion and fighting Daedra-c-as for how the game charts
your progress. Though events are ticked off invisibly, you won't
get any journal entries at all. The game won't even tell you
you're on a quest.

The IrI~r event for this mission is delivery of the
Mysterlum xanes to Martin and Martin's subsequent request
thai you speak roIauffre about Mythic Dawn agents who <Ire
spying on Cloud Ruler Temple. Among other things, thisopens
Oblivion Gales outside sixof Cyrodiil's ones. and also near
Fort Sutch-a ruined fort in the wilderness well north of Anyil.

You may already !law been 10 the Fort Sutch dungeon in the
Dark Brotherhood quest "Bad Medicine: This one takes place
on the surtareabove it. If not, take the road north from Am'il.
When it starts to turnseast, follow the side road north to lord

to spot him at the top of the stairsopposite the room with the
journal. (And it that doesn'twork, just use a Detect Ute spell.)

He'll provide a scroll containing a powerful area-effect
rounrer-spell and admonish you to stJnd In the center of town
when cas1in~ so as 10 affect everyone. And he'll start to say
something else•..and stop himself. Bump his Disposition up 10
70and he'll provide a ring (Ancotar's Ring of Protection) that
provides some kind of Insurance. "Not that I thinkanything
will go wrong; Ancotar says. "Serious side effects are highly
unlikely:

Bastard. If you don't wear the ring, a serious sideeffect is
guaranteed. Your luck attribute will lakea SO-point pounding.
This won't wear off even ina year or two, and you'll have to
cast a Restore luckspell on yourself or visit a chapel to have it
repaired.

However, as long as you're in the Yillage when you cast the
spell, all'swell In Aleswell. You don't haw to tigurt out the
geographk renter of the community. Diram halls you as "the
savior of Aleswell" and says you 'll always have a free bed at the
Aieswellinn. (His sisters are even grouchier than they were
when they were tnvislbte.I

But suppose you areoveranxious and ca'.it the spell before
you return to Aleswell or ven)1efuily decide to spoil Ancctar's
own inYisibility by casting it while he's nearby? He'll be pissed,
and In ItIt tar te r case he'll be pissed twice over. but Ancetar
will nevertheless provide a replacement scroll, Doit again.
however, and you and the folks of Aleswell are out of luck and
you'lI beas unwelcome a visilor in the village asyouwere
welcome before.

(One other little wrinkle: Ifyou're a member of the Mages
Guild or have an Illusion skill of betterthan SO, Ancotar will
talka little shop with you. You don't gelanything extra
malerially, bur it's an amusing little mage rant against the
idiocy of the "normal" world.I
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ATTACK ON FORT SUTCH .I

Drad's [slate and then head north across the pastures to a
broken lower.

At the base of the ramp into the tower is an Imperial legion
captain. As you approach, a soldier runs up 10 himand yells
that there are too many Daedra and the company needs to fail
back. If you can, speak to the raptaln before he rushes off. and
he'll ask you to help his troops defeat the creatures emerging
from the fierygate 10 the northeast. (The soldiers will just tell
you the captain's the only one who knows what's going on.l

The seven legionnaires-the captain , threeswordsmen, and
three bowmen-face a surge of leveled Daedra. You can help
or you can watch. (Heck., you can even become partof the
problem.) Three Daedra are already advancing on the tower
when you appear on the- scene. They'lI keep coming through
the gate at regular Intervals, with the last and nastiest being a
Dremcra, which emerges 3Syou close in on the gate,

When all the Daedra all dead, speak to the captain again
and he'll hwlte you to II)' to close the gate. However, he's been
ordered to hold position. and there's a general unwillingness to
proceed further among the troopers under him, so don't expect
support a 101 "Bruma Gate" in the Main Quest.

You canenter the gateat any point. It will take you 10 one
of four Oblivion worlds-each wel l supplied with enemies and
each very differe nt from the others. Once Ihegalt' connects
with a given world, rhegame remembers the connection and
thegate links 10 that location until it is destroyed.

Save your game before you enter the gale. That way, ifyou
don't IJke where you 've landed or want to take on a particular
challenge, you can restore and re-roll.
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FREEFORM QUESTS

ADVENTURERS AYLEID WELLS

What, you thought you were the onlyperson In (yrodiil with
an interest in dungeon delving? In 16dungeons. you have a
small chance of encountering a random adventurer.

Generated when youenter his dungeon or dungeon level,
this anonymous fellow- always ra iled ~Adventu rer·-is an Orr
two levels belowyour own. He's probably a warrior, but
possibly a battfemage or spellsword. He'll have leveled armor,
loot. and an enchanted blade. The warriors also have iI shield
and the spelkasters a decent repertoireof magic.

You don', have 10 kill them. They're not hostile and, indeed.
have a bit of amiable dialogue. They're seeking treasure in the
name of the Orcish realm Orslnium andOre lord Gortwog. If
you watch them, that's really all they do. They don't sleepor
eat, and they never leave their parentdungeon. Every four
hours, they embark on a two-hour search for loot. They're
trying to coiled 1,000gold in valuable "miscellaneous"
items-typically gold, gems, or rups.

You have a 25 percent chance of finding the adventurer in
Dzonot Cave and the Ayleld ruin Iatwmque.

There's a 10 percent chance of an encounter InArrowshaft
Cavern. Doomed Mine, Fort Black Boot. Fort Chama n, Fort
Dcublerross. Fort Nomore, Fort urasek, Gray Rock Cave, the
Ayleid ruin Hrotanda Vale. Kingsuest Cavern, the Ayleid ruin
Nlryastare, Nomal. and the Ayleid ruin Rielle (northwest of
Brumal.

•

I
I
I

Refer to the "WorkS MalX" chapter for
dddilional help finding these locannns.

At ]5 wilderness locationsaround Cyrodiil, you 'll find Aylt'id
wells. When activated, each restores 400 points of lost Magicka
and also fortifies it byan additional 50 points for five mtnures.
(Thisworks even with your Magickaat the maximum, soyou
can still get the forti fy boost)

Need it again?Wait until midnight when the well recharges.
The wells are relatively rare in western and southern partsof

the province and most plentiful in the central and eastern
regions. Their locations are:

Near Bravil
Southeast of Anutwyll, which is on the Green Road just
north of Bravll.

East of the Ayleid ruin Wenyandawik, which is
northwest of Rravll .

Near Bruma
• On the Orange Road southwest of the city.

-n
ee
'"'"Cl
'";::
o
c
'"~
III



VI

Iii
'":J
o

"'"e
'"'"'""-

Near Cheydinhal
• Northeast of Cheydinhal and southeast of the Ayleid

ruin Fanacas.

East-southeast of Cheydinhal and northwest of
Hero Hill.

West of the Ayleid ruin Beida, which is northof the
Blue Road about midway between the Imperial Cityand
Cheydinhal.

Nea r the Imperial City
Southwest of Fort Empire, near the northwest corner of
Lake Huma te.

• South of fort Virtue, on the Red Ring Road at the
southwest comerof lake Ruman'.

Northeast of Cracked Wood Cave. which is on the
Yellow Road southeast of the Imperial City.

• At the junction of the Red Ring: and Yellow Roads,

lust northeast of Wellspri ng Cave on the east shore of
take Rumare.

Just southeast of the Ayleid ruin Culotte on the east
shore of the Upper Ntben.

On the Red Ring: Road at the northeast corner of Lake
Rumare, between the Ayll'id ruin Screen and the Roxey
Inn .

Directly above the Ayleid ruin Vilverin, on an island in
the northeast corner of lake Rumare.

Northeast of the Ayll'id ruin Sardavar teed. near the
south shore of Lake Rumare.

Near Kvatch
• North of Sandstone Cavern, which is northeast of

kva tch.

West of Kvatch, just north of the northward bump of
the Gold Road between the Brtna Cross and Gottshaw
Inns.

• North of Kvetch and west of Fort unchaf.

Nea r Ieyawim
west-southwest of Onyx Caverns,which are east­
northeast of Leyawiin near the Black MaP.'ih border.

Northeast of TIdewater, which is south-southeast of
Leyawiin .
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Near Skingrad
• Northeast of Goblin Jim's Cave, whtch is north of

Skingrad .

• East of Derelict Mine, which is east of Ski ngrad on the
Gold Roa d.

Nea r Fat Rat Ca mp, on the Gold Road west of Sklngrad.

Northwest of Fallen Rock Cave, which is itself northwest
of Sklngra d.

In the Wilderness
Well northwest of Kvatrh and east of the Ayleid ruin
Niryastare.

Just west of the Ayleid ruin Ondo, which is on the east
bank of the north-south stretch of the Silverfish River.

North-northwest of the westernmost headwaters of the
Pa nther River.

Between Fort Naso and Serren (a mp and east of
Squandered Mine, in the region east of the southern
stretch of the Reed River.

Just southwest of the Ayleid ruin Mackarnentaln, east­
southeast of the Yellow Road bridge over the Corboto
River.

South of the Yellow Road bridge over the Corbclo River.

Southeast of the Moulh of the Panther, near the south
bankof the Panther River.

In the West Weald region west of Wenyandawik and
south of Pothole Caverns.

North of lake Arrius and east of Gutted Mine.

• Southeast of the Ayleld ruin Nomathorst. which is east­
southeast of Sktngrad.

FUN WITH THE BLACK Bow BANDITS

When you kill Black Brugo to complete the Miscellaneous
quest "Knights of the White Stallion," you're not done with the
Black BowBandits.

If you catch up with your partner, Maloga the Ore, again
afterward, she'll say, "I'mgoing to gel me some black bows.
Tag along ifyou like."

It's not just fancytalk. Most of the time. post-quest, Malaga
is in or arou nd White Stallioo lodge-a rustic cabin northeast
of Telepeon the lower Ntben's west coast 10 wh ich you
obtained access by yourgood works in "Knights." But three
days a week, the are lady does indeed go hunting for five
black bows.

At 1 p.m. on Monday, she heads for the small Ayleid ruin
'lelepe. where the Bandits you killed In the Miscellaneous quest
have respawned, (You can never run out of Black BowBandlts.)
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Across Cyrodill, within rings of rough stones. stand 21 ancient
monuments known as Ooomstones.

You'll hear different things about these pillars from various
folks. tfpper-dass characters will assert (via "rumo~·) simply
that they are a mystery.

Inone issueof the Black HOf!ie Couner, Anvil author Quill­
Weave (the troublemaker in the Fjghters Guild quest "ARat
Problem"! is quoted as saying that she finds "no evidence at ..11
to support the popular notion that these Runestones were once
artifacts of great magical power." (You can find this issue at the
(ourier's office in the Imperial City's Market District; at The
Count's Anus inn, Heinrich Oaken-Hull's house, and telles'
Quality Merchandise in Anvil; at The Oak and Crosjer In
Chorral; and at Rosentta Gallenu'i''i house in leyawi inJ

•

(including a boss) and eight conventional Bandits on one side
and 14 or 15 Marauders on the other. Cheek out the debrisin
the cave-in trap on the top level: there's a dead Bandit in there.
And the big tent on the bottom level is home to a Blade Bow
dog, with the sweet name of "Pumpkin."

On Thursday, Mazaga's off to Undertow Cavem-c-a two-level
cave just off the road between teyawtin and the lodge. II's
really just a Bandit hideaway, but a token Black Bow Bandit
(an be found on the upper level and nice1001 (and lotsa water)
down below.
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Don't forget 10 lurn any black bows you capture in to
Leyawiin's counl Int the 100told bounty.
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Apprentice Stone: located just south of Sklngrad. Gives
the greater power VoId Seed, which forti fies your Illusion
and Alchemy skills by 20 points for two minutes.

Alronach Stone: Located west.northwest of Skingrad and
north of the Shardrockfarm. Gives thegreater power
Arcane Well, which has a two-mtnute Spell Absorption
effect and fortifies Intelligence by 20 points for two
min utes.

, THE BIRTHSIGN STONES

The "Heaven" stones, marked with red runes, are slighlly
trickier, asyou have to have a certain level of combined Fame
and Infamy (with both considered as positive values) (0 activate
them. (Ifyou don't have it, you'llgeta message that "The
Hero's fate is known when the Hero's fame has grown.") The
payoff here is that the new powersdon't canrelt he old and
thai, ifyou visit all seven stones, you'll accu mulate a formi­
dable array of specia l powers.

Regrettably, the lectures don't allcontai n solid info. Oneof
them is fai rly on the mark, the othersvarious distances from it,
and it'sconceivable that if you set out after one lecture, and it's
the wrong one, you'll go off half-rocked.

In fact , there are two types of Doomstones: ' Blrthsign" and
"Heaven" stones. When activated between 6 p.m. and 6 a.m.,
each of the 13 Btrthsign stonesstrips you of any Doomstone
powers you've acquired from another Btrthsfgn stoneand gives
you newones. (Note that you keep the powersand abilities
that came with the birthsign assigned during character
generatlon.)

And ifyou've achieved Apprentice rank in the Mages Guild,
you (an even attend a lecture serieson Doornstcneson the
Arcane Unfverstty ca mpus. Yes, the university has lectures!The
studentsstart to gatheron the benchesoutside the
Praxographiral Center a little after 9 a.m. and 3 p.m., and the
talks are offered at 10 a.m. and 4 p.m.c-whether you're
present or not. Thereare five talks in the series, with one
chosen at randomeach day. Hence, a lecture ca n repeat, and it
may take a while to hear all five.



Steed Stone: Located just south of the Blue Road,
southeast of Roland lenserir's cabin, about halfway
between the Imperial City and Cheydinhal. Gives the
greater power Hellride, which fortifies your Speed attribute
and Acrobatics skill by 10 points for two minutes.

ThiefStone: Located on the Sliver Roadjust northof its
junction with the Ring Road . Glves the greater power
Cheater's Nip, which fortifies the Agility and luck attributes
by10 points for two minutes.

Tower Stone: located just northof the Red Ring Road on
the southwest shoreof Lake Rumare, west-northwest of the
Old Bridge. Gives the greater power Warden Key, which
casts an Open Hard Lock spelland fortifies your Armorer
skill by10 points for two minutes.

Warrior Stone: Located just northwest of the Ayleid ruin
Silorn, wh ich issoutheast of Sktngrad near the headwaters
of the Strid. Gives thegreater power War Cry, which
fortifies your Strength attribute and Blade, Blunt, and
Hand-to-Hand skills by 20 points for two minutes.

Shadow Stone: Located east-southeast of the Yellow Road
bridge over the Corbolo River. Gives the greater power
Fingernail Moon. which gives you a two-minute 15 percent
Chameleon spell.

Lover Stone: locatedeast of the Yellow Road on the south
bank of the Silverfish River, east-southeast of the Imperial
Bridge Inn and west-southwest of Perylte's shrine. Gives the
greater power Lover's Bower, which fortifies Personality and
Luckby10 points for two minutes.

Mage Stone: located north of the headwaters of the
Silverfish River. Gives the Magicka Manifold greater power,
which fortifies Magick.l by50 points for two minutes.

Ritual Stone: Located along the east side of the Lower
Niben , northeast of Fisherman's Rock and east of Fort
Redman . Gives the greater powers Mara's Mercy and Mara's
Milk. The first allows you to restore 150 lost hit points to
another rhararter, the other 100 hit pointsto yourself.

lady Stone: located west of Anvil. Gives the greater power
Lady's Warding, which fortifies bothWillpower and
Endurance by 10 pointseach for two minutes.

lo rd Stone: located high above the Brena River, north of
the Ayleid ruin Ntryastare, near the Hammerfetl border.
Gives the greaterpower Ysmir's Scales, which provides two
minutes of 50-point frost resistance and also fortifies the
Light and Heavy Armor skills by10 points for the same
period.

Serpent Stone: Located southeast of Leyawlm. halfway
between Tidewater Cave and the Bogwater campsite. Gives
the greater power Cobra 's Dance, which paralyzes the
target for 5 seconds while damaging its Health by4 points
for 10 seconds.
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THE HEAVEN STONES

Jane Stone: Requ ires a combined Fame/Infa my of 10.
located well north of Sktngrad and east of Sa nguine's
shrine. Gives the grea ter power Jane's Shadow, which casts
an lnvisibJlity spelland fortifies your Sneakskill by 30
poinls-both for two min utes.

Aetherius Stone: Requires a combined Fame/Infamy of 20.
Located just northwestof Sktngrad. south of Bleak Flats
Cave. Gives thegreater power Gates of Aetherius, which
fortifies Magicka by SO points andgives the player a 20
percent resistance to magic- both for two minutes.

jcde Stone; Req uiresa combi ned Fame/Infa my of 30.
located east-southeast of Anvil, just southeast ofTroll
Ca ndle Ca mp. Gives the greater power Jade's Blood, which
fort ifies your Health by 40 hit points and your Blade,
Blunt, and Hand-to-Hand skills by 20 points-all for two
minutes.

Sithian Stone; Requires a rcmblncd Fame/Infamy of 40_
Located north of kvatch-c-roughly at the center point
between Shattered Mi ne 10 the west, Mongrel's Tooth Cave
to the north-northeast, and Fort Llnchal to the southwest.
Gives thegreater power Slthla n Web, which fortifies your
Illusion, Marksma n, Mercantile, Secu rity, and Speechcraft
skills for by 20 points for two minutes.

Magnus Stone: Requires a combined Fame/Infamy of SO.
Located east of the Haunted Mine in the Nibenay Va lley,

south of the center point of the southern tributary of the
Panther River. Gives the greater power Children of Magnus,
which Iortifles all six magical skillS-Alteration,
Conjuration, Destruction, Illusion, Mysticism, and
Restoration-by 15 points for two minutes.

Sbezarr Stone: Requires a combined Fa me/I nfamy of 60.
Located northwest of l.eyawlln and just north of the Ayleid
ruin Telepe. Gives greater power Shieldof Sheza «, which
casts it 10percent Reflect Spell and fortifies the Armorer,
Block, and Light and Heavy Armor skills by20 points for
two mi nutes.

Dragon Stone: Requiresa combined Fame/Infa my of 70.
Located just east-northeast of take Arrius Caverns, wh ich
are north-northwest of CheydinhaJ. Gives greater power
Dragon Dream, which fortifies Health by40 points,
Magicka by SO, and Fatigue by 100 for two minutes.

DRUGS
Skocma doesn't have quite the presence in Cyrodiil as it did in
Morrowind, but it is here. You'll find drug activity in or around
three cities: Imperial City, Bravil. and Cheydinhal.

Skooma's like a joll of adrenaline-cbocstingyour Strength
and Speed attributes by 60 points for 20 seconds. Naturally,
there's a big downside: Your Agility is drained by60 points for
the same period, and your Intelligence takes two points of
senu-permanent damage. (The damage doesn't go away after 20
seconds. You must go to a chapel to have it repatred.I

The game offerschests of the drug and loose skooma
potions. Five of the chests are in theTemple Districthome of
Trenus Duron ius, who's gal itl1'al bad.. and eight of the
potions can be found at Riverview in Cheydlnhal. (It's probably
the reason owner Voran il i~ so unpleasant to his hired hel p.)

In Bravil, Thieves Guild ouest.giver S'krtwa sets cur to make
a skoema delivery at 10 a.m. everySaturday to a spot
southwest of the lucky Lady statue near the middle of town.
Nordinor from The Fair Deal sells the junkfrom midnight to 4
a.m. from a spot between The Fair Deal and Stlverhcme-on-t he­
Water. (You may even buy five potions from him in the Dark
Brotherhood quest "The Lonely wanderer,")
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Atabout 10 p.m. that night, gra·Magul returns all but 100
gold-her cut, we expert-to the gang's boss, Oulfish gro­
Drum, at his home across the street from the Fighters Guild.

The courier Isn't the end of the line. After the exchange, he
heads north to Kingscrest Cavern and deposits the skocma in a
hollowed-out rock just north of the cave entrance. As at the
Waterfront, no one collects the drugs from this location;
they're removed by the gameautomatically. (Note this trip also
brings you close 10 Aerln's Camp and masterAcrobatics trainer
Torbern.l

Imperial City's Waterfront District. Shepirks 10 portions of
skocma from a barrel (with a leveled to two- 10 five-tumbler
lock) beside the porch of Myvryna Arana's house in the
western slums, leaves 250gold in the barrel, and returns to
Cheydinhal.

You 'll never see anyone drop off the drugs or collect the
money at this end; it's placed and removed automatically.
However, you can hear about a gang of Khajiit insurgents
called the Renrljra Krin whose members are working as Bandits
and skooma smugglers, and can put two and two together.
(You'll pick up references to the Krin from Dreis Theran at
Castle Bravil, Bette Plotius in teyawlin. and Redguards
generally.)

Then, at 6 a.m. on Fridays, gra-Magul headsout to Walker
Camp (beyond the Ayleid ruin Fanacas north-northeast of
Cheydinhall to meet a pairof Camcr ma Tong thugs-a courier
and hisescort. The rourfer gets all the skooroa and gra-Magul
gets all the courier's gold,

A skooma den operates above Carandtars house just south
of the statue. Grim place. The four folks here are addicts. Their
brains are frazzled. Only Roxanne Brigette is semi-normal.

She's also one of two folks-the other isAntoine Branck.
whoworks at the city's stables-who'll tell you via the "Bravil"
topic that Count Regulus Terentius's son Gellius is a skooma
addict <IS well.

Howdoesshe know? Because she's seen him here. Every
Saturday at noon the young lord makes hisway to S'kriwa's
house, northeast of the statue, to buythe drugand then hangs
out in the skoorna den until midnight. (If you want hard
evidence, check the chest behind the bed in his room in the
north wing of the private quarters in Castle Bravll.I

Skooma is also soldoutside the Imperial City byShady Sam.
He's hard to find. Make your way north from the stables
outside the Tates Plaza District; he'sbehind some rocks outside
the walls of the Etven Gardens District. He sells potions-with
poisons a specialty-and lockpicks.

The third city where skooma isavailable is Cheydinhal.
Bazur gro-Gharz. who has a house on the east side, mentions
in hisgreeting that he has protection from the Orum Gang.
And Ifyou ask after "Cheydlnhal," he assertsthat "Boss ugltes
InCbeydinhal are the Drums." (There's another reference to
the gang in the "Gray Fox, Man or Mythr issueof the Black
Horse Courier newspaper.)

Perhaps you passed it off as just rclcrful talk. but there is in
fact an Drum Gang of Orcs operating a skooma-smugghng ring
out of the city.

Al a littleafter 6 a.m. on Tuesday mornings, Oghash gra­
Magul , who hasa house next to gro-Gharz's, sets out for the



Where do you come in?wherever you like. You un just take
nall In. Or you can rub out gJO.GhaTl (who is a gangmember),
gra-Magul, the Tong courier and his buddy, and Oulfish and his
wife, Magub (who works .11 Borba's Goods and Stores).
(S'krivv;) and Nordinor can't be killed.I If you're feeling extra­
frisky, takeon the whole gangtogether. It gathers for lunch at
Cheydtnhars Newlands Lodge a little after noon and again for
dtnnera little after8.

or course, they're all five lewis above you, soyou'd better
bring something exira to the party.

MORROWIND

Wonder what happened in MOTTowi ndafter you left? You'll
hear a good deal about it in Cyrodiil.

Apart from a report (by Elves) that slavery has been
abolished and the Khajiit and Argonian slaves freed, it's mostly
bad news,

Dranas L1eth roand Hillod lhe Outlaw, who live in the
Abandoned Shack in the Imperial City's Waterfront District,
both worked on the Raven Rockcolony on Solstheim (from the
Bloodmoon expansion>. Evidently it came to a bad end. "The
money ran out," says Ilethro.

Talk 10 Nords or Orcs and you'lllearn the former are on the
warpath-fighting wilh House Redora n with the help of a rc
mercenaries. It rumored they're trying to run Imperial forces
off Solstheimenlirely.

Vivec hasvanished-perhaps taken by Daedra. And it's
rumored that the Nerevarine-the hero of Morrowind-has
left the province altogether on a trip to Akavir.

NON-QU 0

Agreat many dungeons in Cyradiil are unassociated with any
quest. They include ruined Imperial forts, Ayleid ruins, caves.
and mines, You'll find these annotated in the "world Maps"
chapter.

Most of these dungeons have no backstory You Just go in,
kill whatever looks at you funny before It kills you, sidestep the
traps, grab whatevergood things wait at the bottom, and gel
out

But just because a dungeon doesn't have obvious; quest
hooksdoesn't mean there's nothing out of the ordinary at work
there. Consider for instance the Goblin tribaldungeons (see
"Fun with Goblins") or the unplundered hideawaysof the
Black Bow Bandfts (see "Fun with the Black Bow Bandits").
Othersof interest include Black Rock Caverns, lost Boy Cavern,
and Sideways Cave.
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BLACK ROCK CAVERNS

You'll know this issomething special from the moment you
find the entrance behind il waterfall above a rockbound pond
northwest of Chorrol. But once inside, It may bea challenge to
find somethtng else that makes it unusual. It appears to be just
a two-level Bandit cave with standard enemies and loot.

However, search carefully; in the big room on second level,
turn the handle hidden behind rocks against the southeast wall
neat the south comer.

Hmmm. All it appears to do isclose a door in the southwest
wall that leads back to one of the two entrance 10 the first
level. What's that about?

It's designed to force you 10 exit via Iheother door. When
you return to the top level , two Black Rock pirates-a bowman
and a melee fighter, each a level above yours-materialize on a
rise to the right and attack.

Kill the bad men, and check out the area where they
appeared . There used to bea bi~ rock here. Now the rock's
gone and another handle has appeared in us place. Tum it.

Nothing obvious happens, but return to the big room on the
second level; a big rock on its northeast side has been replaced
bya trap door leading down to "Lost Black Rock Chasm."

rollow the trail of Skeletons and dead Bandits down to a
dead end. Use the handle on the,right-hand wall to remove the
blocking: rock. And hereyou'll find a ruined pirate ship.

Kill off the four pirates-three are a level above you and
one is four higher-and loot the place to your heart's content.
Beyond what's on the baddies, you'll find loose gems on a
brazier, cutlasses, and containers. (One of the chests is on the
ship and another is hidden behind it.l And one of the chests
near the brazier contains both a leveled piece of enchanted
light armorand an enchanted weapon!

LOST BOY CAVERN

You aren't the first visitor 10 this Necromancer lair, hidden in a
leafy trench eastof northward bend in the Silverfish River and
northwest of lake Canulus. Acertain vangartl has been here
before you and has left a "Weathered Journal" on the rocks
beside the doorfor any who would follow.

vangartl came to the four-level cavern in hope of freeing the
soul of his friend Erandur, who has become a Llch. Their tale
unfolds in additional documents uncovered as you make your
way through the Necros and their undead minions. To learn it
all, collect the crumpled papers on a table 00 the southside of
"Canyon" level and in a coffin niche in the southeast corner of
the "Yawning Halls" level ; the folded page that appears both in
a chest at the farwest end of the Iort-hke "Hidden Bastion"
level and atop the chest behind the throne in the final room;
and the three letters to the Mages Guild in a little lahoratory
on the south side of that level.

The final confrontation is behind the locked double doors
(two to five tumblers) at the east end of the level. Ifyou're
level 23 or higher, you'll face the Uch . Vangaril seems to have
completed histask...and then to have been fused together



with his friend in the jointly operated Lkh "lrandur-va ngarll."
Kill it (them?) and take both its leveled staff and the enchanted
blunt weapon on the body.

However, if you're level 12 or below, you'll find only an un­
killable Ghost here. (It takes a while for the men's souls to
merge.)

SIDEWAYS CAVE

Ca n you put it all together?The big picture is that, long ago,
Ayleid settlers stumbled onto thisgrotto. They made it their
own-in the end, too much their own. Indoingso, they
uncovered a forgotten shrine to the Daedra lord Meridia .
Meridia 's vengeance for this violation was swift: She crushed
Abargarlas with her stone roots and, incensed that some
survivors escaped, buried the grotto almost entirely.

There's quite a story behind this dungeon, located just across
the water southeast of the Imperial City's northeast sewer exit,
though it's only hinted at in the dungeon itself.

The fi rst level is a standard mythicenemy lair-until you
reach the secret door in its northeast corner and it drops to
reveal an Ayleid door lead ing into the "Hidden lake" level. This
is a flooded Ayleid ruin with all sorts of flotsam strewn about.

As you round the last turn to the entrance 10 the third level.
the buried Ayleid ruin "lost Abargartas," slick to the rightside
of the channel. Atop a slab, a tablet bearsa rough translation:

"MeridiiHhild, Earth root power, sea wave like (earth like a
flood?). People-out (esca pe? present tense? imperative?)."

This is the first of three such translations. The second tablet
is just inside the door to the third level: "Fourth Star Hour
(time?) Terror.of.the-Most Meridia come (camel)."

Al the top of the stairs, bear north. You eventually come 10
a stony hallway with three gates that open automatically at
your approach. Al the east end of the chamber beyond them,
you find the translator (dead), a passage back to Hidden lake,

OTHER DUNGEONS OF SPECIAL INTEREST

See the "World Maps" rhapter for
additional help finding these locations.
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CEYATATAR

Ceyatara r Is populated by Conjurersand located off the Gold
Road midway between Skingrad and the Imperial City. An
underground watertaf! can be seen on the first level of this
Ayleid ruin and reached from the second I~I. In the "boss·
roomon the third, you can exterminateScamps with poison
gasand find a hidden trap door to the Gre,)1 Form

CRUMBLING MINE--------------
Make some progress into this Bandit den under the walls of
Chorrol and you'll see from the fou ndations that you're under­
neath the city proper. The Ba ndits realize thisas well. In fad.
they're counting on it. If you penetrate to the mine's innermost
recess, you'll see through a crack in the Willi that they're
working to break into Chorrors putative sewer system!

CURSED MINE--------- - -

On the third level of this Bandit hideaway west of Skingrad is a
good-sized silver-mi ning camp.

FORT ASH

You must completean unusual (albeit very easy) switch puzzle
at the beginning of the second level to get through three iron
gates. Tum the handles on both sidesof the first gate to open
the first and third gates and the handle on the wall west of the
left handle to open the middle one.

FORT CUPTOR--- --

Avoid the floor grates on the second level ("Battlemains") of
this Necromancer lairon the southwest shore of take Canulus.
They dropyou into a sewer maze and you 'll have the find the
switch (on a ledge up a short set of stairs on the west sideof
the maze) to open the exit gate (to the northeast). Other
notable features include a Skeleton thai ambushesyou from
behind a drapery and the partially dissected skeleton of
a child.

FORT RAYLES----------
Getting into this Conjurers' lair northwest of Chorcol is a bit
tricky. The entryway is in an unusual spot-up on the second
level of the surface tower. And you can onlyexplore a bit of a
top level beforea puzzle blocks you r path. You must have a
bow to solve thls. To open the portcullises to the east and west,
fire arrows-any arrows will do-into the gems embedded in
the foreheads of the two statues to the north.

The eastgate leads 10 the portion of the "Hallof Winler"
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EASTER EGGS

An Inexhaustible source of bad info in Morrowind, M'aiq the
liar has emigrated from Vvardenfell to CyrodW-and seems to
have acquired a somewhat firmer grasp on the truth.

finding himis beyond difficult. In Morrowind, M'aiqat least
had the good grace 10 stand stilI. In Cymdiil, he moves around.

Beginning in a position in the Ntbenay Basln-east of the
Yellow Road bridge over the Curbelo River and just north of
Trossan Ca mp-i-the Khajiit moves between Leyawiin and Anvil
and everyso often, for a flve-hour stint, searches for calipers­
a device used to measurethickness and distance. They appear
ina lot of dungeon loot, so there's no tellingwhere he might
end up. HI" also runs about as fast as anyo neelse In Cyrodill,
so he's rather tough to catch up with.

If and when you find M'aiq, speak to him, as you probably
won't find him again soon. As in Morrowind, he holds forth on
a number of interesting topics: children, Colcvta n fur helms,
companions, crossbows, dragons, fighting with one's feet, fishy
sticks, nudity, werewolves, and more.

BUI he doesn't lie about most of them. He merely offers his
take on each topic, Basically, M'aiq provides a little
commentaryon all the hot-button issues that he feels are
unimportant. He's just a run-of-the-mill. opinionated Khajiil
with a burning need for,..calipers.To each his own.

••UNDER PALL CAVE

level with the boss-coree you solve anotherpuzzle. Blocking
the way is another remotely operated portcullis and four sets
of dart traps to cover the approach. Use the rightmost of the
three switchesdown the hall to the west to open the closed
gate. Watch thecentral grate on the floor in the boss room; it's
a breakaway and a long way down.

You can watch (or help) a pair of Marauders esca pe from the
key-required jailon the bottom level of this Goblin lair on the
east-central shore of lake Rumare. The key's in the guard'ssack
near the entrance. (But they're Ma rauders,so don't expect 'em
to be appreciative if you help.l The throne at the south end of
that level is booby-trapped. SIt on it, and you'll get a face full
of mace.

FORT URASEK

This undead dungeon along the Orange Road northeast of
Chcrrol starts out as a cave, only to turn into large fort
(Underpall Keep) with north and south wings. The
Necromancer behind It all can be found on theshores of a
giant underground lake.

•
I
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Fort Strand is on the hll1 just east of Anvil. You need an
Acrobaticsskill of about 60 for this one. Atop the northwest
wall sit potions of Agility and Detect Ufe and a "Note of
Exception": "Nothing in life is free... exceptfor this."

No jumping is required on the hillside southwest of Fort
Facian. east of the southern headwaters of the Panther. Here,
you'll see three Runestones. At the base of the middl e one lie
seven gold coins and a jewelry box. The box containsa piece of
leveled jewelryand a potion, and there's a 2S percent chance it
will also contain a scroll.

North of Fort Gold-Throat. on the westernmost of the
northern headwaters of the Panther, is a pillar and section of
wall. Against the east side of the pillar is a chest. IIcontains

The hidden wealth may not be much . TIle dagger will be just
a regular dagger ifyou're at level 1 or 2. But at Level 3 or
higher, it will be enchanted. And the note? "Blessed are those
who exp lore the unbeaten path... "

Similarchallenges (minus the sword) can be found high on
the walls and pillars of Fort Strand and Fort variela.

The latter ison the west coast of the Upper Niben between
the Imperial Cityand Bravil. You need an Acrobatics skill of
70 to make it to the top of the lowest pillar, and it's all
downhill from there. The jewelry box above the eastern arch
contains that "bounty" note, a leveled piece of jewelry,
probably a potion (75 percent chance) , and possibly a scroll
(50 percent chance).

a distinctive turtle-like rock to the right and, behind it , a chest
that responds only to your new key. inside lies a dagger and a
"Note of Bounty."

Ahandful of ruined Imperial forts have unusual loot in hard­
to-reach spots. We've menncned a few of these in the context
of quests where a particular magic item would come in handy.
And a few, we haven't.

At Fort Coldccm, in the Great Forest northwest of the
Imperial City and east of Chorrol , note that there's an upper
level to the surface tower but no stairs to reach It. Instead. you
must jump from pillar to pillar and then up to the upper
level-a task forwhich you'll need to be a journeyman-level
acrobat, lAn Acrohaticsskill of about 60 should be sufficient.)

Jump over the low portion of the east wall to a porch where
you'll find a chest. (A good acrobat could also jump from the
hillside above directly onto this porch'> II contains some gold,
along with a range of other possible Items. a "keyof Hidden
Wealth," and a note: ' The sword leads the way. Halfa mile. It's
just past the big rock on the right."

The sword is a longsword lying on the "porch" floor and
pointing resolutely northeast. (We just hope you didn't bump
the lcngsword on your way onto the "porch.") Just tallow it up
the green hill. Sure enough, near the edge of a gully. you'll see

Now, you'll recall that, in Morrowind. M'aiq told the truth
aboutaile Ihing: He was the only person 10 supplythe location
of the lost shrine of the Daedric prince Boethla. Many players
will doubtless wonder whether M'aiq alone holdssome secret
information thls timearound .

No. Be's just check-ful l of opinions. We promise.

FORT SURPRISE
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Ingredients typically used byConjurers. a fi lled Soul Gem (75
percent chance), and the same note as from Fort Coldcorn.

Finally, just off the west shore of Nlben Bay, southeast of
Bravll and eastof Fort Irony, there'sa chest beside the ruins on
the bottom thatcontains a leveled gem and, if you're Level 2 or
better, a leveled potion.

Most of the ingredients these plants yield are anything but
rare. For instance, there are 120watermelons across Cyrodi!l,
And while thereare just six Instances of loosewheat graln­
including two on a table at Southern Books in Leyawtln and
two more on one in Baenltn's house in Bruma-it'savaila ble
from food vendors and in loot and so ca n't really be reckoned
uncommon.
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Oblivion is an incredibly savage environment. Even the plants
areaga inst you.

There are four va rieties of harrada root plants. Two look
rather like the innocent roots you've seen hanging in Cyrod iil's
dungeons. And those two are indeed harmless.

However, two ingred ients cannot be harvested or purchased.
You'll find two human heartson a table in Cad lew Chapel (a
Necromancer lab at the mouth of the Silverfish River), two
more in lucien Lachance's sanctum in Fort Farragut, and the
fifth, along with somehuman ski n, at a gri m little altar in the
cella r of Claudius Arcadia's former Talos Plaza home. (Arcadia's
in prison for praying to the Dark Brotherhood's Night Mother.)
Another bit of human skin ca n be found on a shelf in the
I.eyawi in Mages Guild's laboratory. (Remember that there's a
party in the Mages Guild that favors using necromantic magic
aga inst the Nerromanrers.I

In a sense, the rarest pla nts in Cyrodiilare among the easier
ones to find, as they're all food-related and hence can be found
reliably on certain small farms in the wilderness.

For instance, the rarest is the watermelon vi ne, with just
nine instances in the game-three in the centra l field at the
smallagricultural settlement of Aleswell on the Red Ring Roa d
north of Lake Rumare, two in the field at the Odiil farm
outside Chorrol, oneat Water's Edge on the west side of the
Lower Niben, one in a small fenced patch behind the
Harborside Warehouse on the Anvildocks, and the last at
Gottlesfont Priory in the Great Forest west of the Imperial City.

The others are the wheat stalk116 instances), pum pkin vine
(25 instances) , and tobacco plant (43 instances). The rarest
non-food plant is dryad's saddle polypore (1 9 instances), which
can be found in greatest concentration outside the Ayleid rui n
Wendir, south-southwest of Chcrrol: just eastof the junction of
the Orange and Silver Roads; and just southwest of Lake
Arrlus. It's followed closely bythe green stain shelfcapwith 20
instances. (We've already covered this plant under "The
Gambler" in the "Arena" chapter.)
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every two SNOods when the player is within about 12 feet of
its roots. You can't kill the plant and you can't resist the
damage, so your best move is to mover

The uprightvariety is found in the greatest concentrations
within random caves, but you'll also find It in the Oblivion
world entered through the kvatch gate-notably around the
bigrock west of the small southwestern tower and in the cave
that leads into the sma ll tower north of the central Cltadet. The
horizontal one is most prevalent In the Main Quest segment
"Bruma Gate" north of the main Citadel. (Note that four
harrada plants-cone attacking plant and three peaceful-ccan
leak into Cyrodiil with the openingof certain Oblivion gales.
Therandom gale that can open off the Green Road south of
the Imperial City, between the Faregyl lnn and the Inn of III
Omen. comeswith one attacking and one peaceful plant>

You tan harvest harrada from an attacking plant. And.
needless to say. its four effects (in order) are all nasty: Damage
Health, Damage Magicka. Silence. and Paralyze.

Moving may be easier said than done when dealing when
the sptddal stick. It fires off an area-effect Drain Speedspell
nrry 30 seconds when the player is within six feet. You'lI tau
a 4-polnt hit on your Speed for 10 seconds. Note that these
spellsare cumulative, and that the spiddal is generally found in
clusters. so don't let them hammer you.

It's found in greatest concentrations In the randomly
selected Oblivion worlds but also turns up in large amounts in
worlds reached through the Cheydinhal, Bruma, and xvatch
gates-the largest cluster being in the Chrydinhal world. about
halfway down the southwest face of the mountain atop which
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you arrive. Moreover, just to complicate things, about 20
perrent of the 290-plus spiddalsare dead. The dead ones are
found largelyin the randomly seterted worlds but alsoappear
in the Daedric realmsfrom the "Boethta" and "Peryite" quests.
In the Boethia realm. all four spidda lsare dead. In the Perytte
realm. seven of the 10are dead.

Again. a couple of plants can leak into Cyrodill through
random Oblivion gates northwest of Skt ngrad and south of
Kvatch near Dasek Moor. And aga in, both the live and dead
spiddals yield an ingredient with generally nasty effects:
Da mage Health, Damage Mag/cka. Fire Damage. and Restore
Fatigue.

Thethird Oblivion plant, and by far the mostcommon, is
bloodgrass. It doesn't attack, and the effects of its ingredient
fonn are largely positive: Burden, Chameleon, Fortify Health,
and Resist Paralysis.

FUN WITH GOBLINS

The Bloody Hand and Rock Biter Goblins from the
Miscellaneous quest "Goblin Trouble" are just two of the seven
Goblin tribes. Each tribe has its own horne caveand totem
staff, and you can amuseyoursetf by stealing any or all of their
totems, shuffling: them around, and making the Goblins go
nun on each other to recover them. IThe one hitch is that you
can't tell the staffs apart in your Inventory. The onlyway to
distinguish them Isby placing one and seeing: which tribe goes
after it.I
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Goblin Jim's Cave: located north of Sklngrad. Achat about
"Gcblfn hunting" with Fadus Cahdlus at the Skmgrad
Fighters Guild will write It to your map. Similar in struct ure
and strength to Derelict Mine, this base forthe White Skin
Goblins is hometo 11 guards, seven Berserkers, a
Ski rmisher, a War Chief- and Goblin lim himself. (Ue's not
a Goblin but a Bretonwitch!) No totem, however; It's been
stolen by the Sharp Tooth Goblins of the Derelict Mine.

Plundered Mine: located just east of the Silver Road where
it begins to turn west toward Bruma. Home 10 the Three
Feather Goblins, this two-level cave has eight guards, three
berserkers, four Skirmishers, a War Chief, and a Shaman.
The totem's on a crate outside a tent in the pit in the last
room on the second level.

wenderbek Cave: located northeast of Cropsford along
the upper stretch of the Corbolo River. The Skull Breaker
tribe consistsof fiveguards, a Berserker, a Skirmisher. a
War Chief, and a Shaman. The totem's in the doorway to
this one-level cave's big room.

GOLD MINES
I
You'll find silver in no fewer than 16 mines In Cyroditl. But
what aboutgold?

Cold nuggets are much harderto find. There are just eight
gold veins in the game, and they're confined to two mines­
Desolate Mine and Abandoned Mine. When you activate one of

The other five tribes are based at:
Barren Mine: located east of the lower NIben south of the
Mouth of the Panther River and just south of a westward
squiggle in the main north-south road. The Oust Easters are
a sma ll tribe of six Goblins of strength comparable to those
In the "Goblin Trouble" Wilderness quest: two guards, a
Skinnlsher, a Berserker, a War Chief, and a Shaman. The
tribal head is located In the Innermost room of this modest­
sized, one-level cave.

Derelict Mine: located on the Gold Road just east-northeast
of Sklngrad. Achat about "Goblin hunting" wIth Ah·Malz
at the Skingrad Fighters Guild will write it to your map.
Unlike the single-level lairs in which Goblins typically take
up residence, this is a large, three-level dungeon with 20
Sharp Tooth Goblins of strength comparable to those In the
"Goblin Trouble" Wildernessquest: eight guards, seven
Skirmishers. three Berserkers, a War Chief, and a Shaman.
And it's involved ina second Goblin war-this one with the
White Skin Goblins of Goblin Jim's Cave. The totem stolen
from thatcave ison the second level. The SharpTooths' own
totem Is on a table In a bigroom near the end of the third.

One fun Idea: Putsill: of the heads in one location and then
sit back and watch the chaos. There's no limit to the distance
Goblinswtll travel to recover a totem, but they have no special
gift for selecting a safe route. Hence, if they run into bruisers
en route-for exa mple, Imperial legion troopers-they may
get slaughtered. And since Goblins hateother Goblins, Ifthey
run into another tribe, they're likely to fight then and there.

I
I
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But there's alsoa different class of baddie out therethat's
rarer than the others. They're formal highwaymen-all Khajiits
two levels higher than your own-who surprise you along the
roads andgreetyou with oneof threedifferently worded
dema nds for money.

There are three possible responses, depending on your
circumstances. Ifyou have 100gold, you can simply pay the
robber. However much dash you have, you can challenge the
robber to take the money from you . Or, if you have less than
100 gold. you can plead poverty.

However, the highwayman won't believe this last claim
unless you're dressed in a manner that supports your story,
Your equipped armorand clothing must have a "clothtng
value" of less than 10. This a hidden stat. but sorting out what
works here isa good deal less complicated than in the Daedrlc
quest "Sanguine," where you have to dress for success. Suffice
it to say that extremely simple clothes, or noclothes at all , will
work brilliantly. The robber will leave empty-handed and YOU'll
leave intact.

four of the robbers areguaranteed to appear. One
ambushes you on the Chorrol side of fort Ash on the Black
Road . Another wafts at the north end of the Yellow Road
bridge over the Panther River. Athird watts in the middle of
the long Red Ring Road bridge across the Upper Nlben at the
southeast corner of lake Rumare. Afourth can befound on the
Gold Road north of Anvil at the turnoff for lord Orad's Estate.

The two others stand il 50 percent chance of putting in an
appearance-c-one in a rocky defile on the Gold Road east of
Skingrad and the other neara nameless fort-style tower on the

HIGHWAYMEN

Return to the first room. The right-hand passage leads to
another large room. The exit in the far right corner leads down
a passage (again, long and trapped) to the boss chamber, where
you'll find the last two gold veins beside the niche on the right
slde of the room.

Abandoned Mine isa Bandit lairnortheast of the northeast
spur on Lake Canulus. The veins are close together on the top
level. After you enter, go as far north asyou canand descend a
ramp to the east. Open the wooden doorat the bottom. look
for the first vein in the rock wall opposite the doorand the two
others at the south end of the room to the southeast

these veins, you have a 75 percent chance of extracting a
nugget-the same as with silver.

Desolate Mine. with five of the veins, is a Goblin lair
straight northwest of Cheydinhal. (You'll visit it in the Fighters
Guild quest "The Desolate Mine.") Most of the veins are deep
Inside the mine. Descend to a T intersection and make a left.
This puts you in a big room with two exits on its far side.
Take the left-hand passage. The first two veins are in the near
right remer of the first small room; down a longer. trapped
stretch corridor, a single vein is In the upper leftcomerof the
last room.

~ -1
'":J You already know that traveling through the wilderness can be
o dangerous. Here and there, you 're assaulted by wild animals,
ti Bandits, and even undead creatures. Most of the time, they
~ simply attarkyou with no preamble.
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You're given a Paint Horse by Prior Maborel .11 Weynon Priory
early in the Main Quest and pick up a great Black Horse with
glowing eyes (Shadowmere) from lucien Lachance as a
rewa rd midwaythrough the Dark Brotherhood quests. But
you can also procure horses from stablesoutside each of
Cyrodii l'scities.

Ifyou can afford the investment-horses start at 500gold­
it's a good idea. As mentioned elsewhere, horsesare a fast,
durable resource that provides a nice compromise between
fast-travel and soldirring through the wilderness on foot After
awhile, you may even develop a fondness of them.

The purchase is a very straightforward affair. Each stable
boards several typesof horses but sells only one-s-save for the
Imperial City, which has a. uh, supply problem. The price is
fixed-your Mercantile skills have no erred here-and is the
samefor each breed game-wide. As soon as the moneychanges
hands. you'lI find your horse-now named "My [horse typel
HOlY"- wailing beside the ostler outside the corra l.

Which one should you buy? Well, any horse is better than
none at all. But if money's no object. get a bldckone. It has
speed and combat abilitiessuperior to the other four breeds.
(The White Horse, slightlycheaper, is the hardiest in the game,
with 400 hil points.)

Red Ring Road at the northeast corner of lake Rumare-c-just
down the hill from fort Chalman.

HORSES .J

Anvil-Horse WhispererStables: Clesa will sell you a
While Horse for4.000 gold.

Bravil-Bay Roan Stables: Motag Bal worshipper tsabeau
Bienne will sell you a Bay Horse for 1.000 gold.

Bruma-Wildeye Stables: Perrine wilt sell you a Paint
Horse for SOO gold.

Cheydinhal-Black Waterside Stables: Tovas 5elvani will
sellyou a Black Horsefor 5,000gold.

Chorrol-North (ounlry Stables: Bongond will sell you a
Chestnut Horse for 2.500gold.

Imperial (ity---eh6tnul H,lndy Stables: Some horses are
being boarded here. but none are for sale. Ta lk to stable­
hands Restita Statlilta and Brtelus Gawey and stable owner
Snakgra.Bura to get to the bottom of lt, (Gra·Bura has
been...eating them.l

uyawiin-Fi\'e Riders Stable: Cat-race will StUyou a
Paint Horst for SOl) gold.

Skingrad-Grateful PASS Stables: Ugak gra·Mogakh does
not eat her horses. or at least doesn't sayso. and can sell
you a Bay Horse for 1,000gold.

Stealing corralled horses is okay, 100 . The drawback is that,
while your own horse wilt remain on station forever wh en you
dismount. a stolen horse wlll eventually find its way home.
And It's An expensive addition to your bounty if you gel caught.

B.1y Horses can be found Bravtl, tmpertal City, tesawun. and
Skingrad stables. and at the Roxey Inn on the Red Ring Road at
fhe northeast comer of lake Rumare.

Black Horses can be found at the Cheydinhal and Imperial
City stablesand in a carroll At Brindle Home. A small settlement
west of the Imperial City in the Great forest.

They art also used by four couriers delivering the BliKk
lIorse Courter newspaper. (See that section under "' Reading
Maleri.ils" for details.)

Chestnut Hol"S5 can be found 011the Chcrrol and Imperial
City stablesand At the Brtrta Cross Innon the Gold Road west
of xvatch.

Paint Horsescan be found At the Cheydtnhal, Imperial
City, and leyawiin stables. near the Bruma stables, and at
Brindle Home.
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HOUSES

The small, dingy house Is on the south side of the canal below
Luciana Galena's place, You'll have to raise ( aunt Regulus
Terentius's Disposition to 50 for him 10 discuss it. "It's not
much to look at," he says, "but the smell will soon make you
forget how ugly it is," Price: 4,000 gold, furniture reference:
Nilawen at The fair Deal-the second building to the east as
you make your waysouth from the city gate,

BRAVIL

~
~;c~-;buy a househ; ~;;yCymdltl city, The haunted house
in Anvil 's northeast corner can be purchased only in the
Miscellaneous quest "Where Spirits Have Lease." It's a simpler
affair in the other seven cities,

Mosl of the time, yo u'll need to contact the local ruler (who
doublesas a real-estate agenU, raise his or her Disposition, and
inquire about "Buy a house in town." (The exceptions are the
Imperial City and Sklngrad. See those sections for details.)

Again , the price and terms are fixed, No haggling over the
price,and no pre-purchase wa lkthrough. (Except fo r Velwyn
Benlrus in Anvil, no one tries to put anything over on you.l
You pay your money and get the key and a referral to a local
shop that sells house-related amenities,

These items are listed wilh the shop's books, See, you're not
buying individual ankles of furniture but bills for fixed setsof
goods, It's like dealing with an interior decorator, Depending
on the size ofyour house, these may include packages for the
balcony area (Skingrad onlyl, bedroomarea. den area
(Ski ngrad only), dini ng area, dressing area, hall area, kitchen
area, readingarea , serva nt quarters (Skingrad only), sitting
area, storage area, studyarea, suitearea (Chorrol only), rack
assortment, and wallhangings-with some packages specific to
certain floors of your home.

The- offe red packages will always be appropriate to the
houseyou've purchased, so you needn't fea r buyingthings you
don't need, Once you've bought everything your house can
hold, the "quest" ends, And It'll all be in place when you
return to the house-now christened "My lyour community's
name herel House," (Exception: Chorrol. where It iscalled
"Arborwateh: My House.")

Surprises? Acouple-both in Sklngrad.
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White Horses can befound at the Imperial City and
teyawhn stables and near the Anvil stables,

Non-standard horses: Those used by the 17 Imperial legion
troopers who patrol the wilderness are a hybrid, with Bay
Horst' speed but White Horse hit points. These wandering
gua rds appea r at thesma llsettlement of Aleswell, northof the
Impertat City alongthe Red Ring Road; near the Oblivion gate
outside Anvil; on the Orange Road south of Bruma, southwest
of the junction with the Silver Road; on the Orange Road,
roughly at the midpoint between Bruma and the junction with
the Silver Road; near the Cheydinhal stables; on the Orange
Road northeast of Chorrol; southeast of the Odiil farm along
the Black Road; west of the Imperial City on the Black Road
nearthe junction with the Red Ring Road; on the Red Ring
Road nearfort Virtue, southwest of the Imperial City; on the
Red Ring Road south of the Imperial City, near the Ayleid ruin
Sardavar teed: southeast of the Imperial City at the Junction of
the Red Ring and Yellow Roads; at Wellspring Cave on the east
shore of lake Rumare; near the Roxey Inn, on the Red Ring
Road at the northeast comer of lake Rumare; at the Gold Road
crossroads west of the xvatch refugee camp; near the Gottshaw
Inn on the Gold Road southwest of Kvatch; just north of
Leyawiin on the west side of the lower Niben; and on the Gold
Roadeast of Sklngrad,

And In the Main Quest, Martinand Blades chief jauffre ride
horses from Weynon Priory to Cloud RulerTemple and from
Cloud Ruler Temple to the Imperial City. These are both chris­
tened "Weynon Priory Horse," and don't quite match up with
any of the standard breeds,



BRUMA

The propertyIn Bruma Is a pleasant two-story log house that's
just 10 the north when you enter Bruma via the East Gate.
You'll have to raiseCountess Nanna Carvai n's Disposition to 60
for her to discuss it. Price: 10,000 gold. Furniture reference:
Suurootan at Novaroma-c-between the lerall View inn and
Nord Winds, one tierdown (romthe castle.

I MPERIAL CITY------ --
This hole-in-the-wall is in the slumson the west sideof the
Waterfront District's harbor wall-just west from the pirate
ship. But it Is in the Imperial City! As there's no local ruler, visit
Vinida Melissaeia at the Offlre of Imperial Commerce in the
Market District. Price: 2,000 gold. Furniture reference: Sergius
verus at Three Brothers Trade Goods-located in the little strip
mall southeast of the Commerce office.

CHEVOINHAL
-~-----

For sale is a pleasant two-storyhouse near the town statue
land next to Willow Bank) In the southwest comer of town.
You'll haveto raise Count Andeltndarys's Disposition to 60 (or
him discuss the purchase. Price: 1S,OOO gold. furniture
reference: Borba gra-Ulgash at Borba's Goods and Stores,
located on the main drag two doors eastof the West Gate.

CHORROL-- -- -- -
The spacious stone house called Arborwatch sits next to the
Mages Guild on the rentral rotunda. You 'll have to raise
Countess Amana Valga's Disposition to 70(or her to discuss
the purchase, and you'll need a fame of 13or higher to
complete it. Price: 20,000gold. Furniture reference: Seed­
Neeus at NorthernGoods and Trade, just west of the South
Gate.

teyawiin's property is a small but serviceable house near the
center of town-just northo( Rosentia Gallenus's house and
across the street from weebam.Na's. You'll haveto coax Count
Marlus Care's Disposition up to 60 to discuss the purchase.
Prke: 7,000 gold. furniture reference: Gundalas at Best Goods
and Guarantees, just to the north up the street.

SKINGRAD

The purchase of the manor house Rosethorn Hall isn't just
another acquisition. It also involves a pair or minl.quests.

Sklngrad's Count Janus Hassildor, a Vampire, can't help you
here. Instead, speak to court steward Hal-uurr about buying
the houseand you'll be referred to a Shurn gro-Yarug-the
count's buller. Maybt' he's not around. If you've already
performed the Ihleves Guild quest "lost Historics" and opted
for the solution that Involved gelting a job in the castle,you
already know the Ore's routine: He heads down 10 the west
Weald Inn in town a little after 10a.m. and then heads for the
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Now and then, you'll do a bit of hunting for wildlife in quests:
Mountain lions in the Fighters Gui ld quest ~A Rat Problem"
and Wolves and Bears in the Daedrlc quest "Htrd ne."

But you can also go hunting on your own, then sell the pelts
and ingredients or use them yourself, Indeed, Huurwen at the
Anvil Fightel'5 Guildand Rasheda at Fireand Steel in Chorrol
suggest this as a wayof making your way in the world. And
Hcndltar, who lives outside Chorrol, offers some advice: Poison
your arrows to bring down the skittish Deer more quickly.

bed (or the adjacent dresser, if the room has bern furn ished) to
the fi replace manlei and then quicklyatop the houstng

The note kirks off a second mtnl-quest. It reveals that
treasure is hidden in the house and mentions a riddle as being
the key.

"Two bodies have I, though both joined in one.The more I
stand still , the quicker I run."

The answer: an hourglass. But you {an skip the riddle and
just search the cellar. Oneof the two pillars has four clusters of
garlic hanging from it. Between the pillar, the ceiling, and'a
diagonal support on the pillar's east side, you'll find an
hourglass. Inside the hourglass are five flawless diamonds,
three flawless emeralds, two flawless sapphires, and the
Ringof the Gray. Stealth characters take note: the ring is the
real treasu re of the cache, as it will Fortify Sneak,
Marksma n, Security, and Acrobatics as we ll as Resist
Poison and Detect Life!

HUNTING

In the top-floo r bedroom, there's a little housing around the
top of the stairs. On top of that housing, agai nst the room's
west wall, isa "long forgotten Note."

The trtck isgetting to it. Ahigh-level acrobat should have no
troublejumping up beside the housing and grabbing the note
on the fly, bUI a less skilled jumper will need 10 leap from the

Helplnlf Hands

Colovran Traders at noon. Ifyou haven't fi nished "Lest
Histories," no one will expressly tell you where he is, but just
followyour compass.

nro-va rug isn't easily impressed. You must raise his
Disposition to 70 to discuss the matter and need a Fa meof
15-not to mention 25,000gold- to dose the deal. (Also a
chilly heart, as the purchase evicts current tenant Va ndorallen
Trebatlus. He'll remove to a room at the Two Sisters lodge
when you buy the plare.) Gro·Ta rug supplies the keyand a
referral to Gunder at Colavian Traders on the main drag in
Skingrad.

The Rosethorn Cache

This is where things get interesting. Gunder has an assista nt
named Eyia. She won't have much to say until you buy
furnishings for the servants' quarters. And given that you may
have blown your fortune on the house, and that furnishing this
place in detail requires a whole separate fortune, that could
take a while.

When you do get the servants' quarters package, try her
again . She's heard about your purchase and wonders ifyou
have anyone in mind for the servant job. "For 150 gold and a
roof over my head, I'm yOUl'5," she says. "Well, 10 help around
the house, I mean."

Agree, and she'll im mediately take off for your new house,
settle into quarters in the cellar, and slip right into her new
duties. (She has a key and so can (Orne and go as needs be.l

Vou now have three new topics, If you've installed ki tchen
furnishings, "Food" prod uces a helping of Eyja's homemade
shepherd's pieand "Drink" brings forth a bottle of Rosethorn
mead. The pie is a marvelous multi-function ingredient- with
Dlspet. Fortify Agility, Cure Disease, and Shieldeffects-and
the mead will Fortify Endurance and Strength while at the
same time Drain Intelligence and Willpower,

Finally, ask about "Eyja" for an account of her grim life to
date. Happily, things have recently taken a lurn for the better.



BEAR

You must be at tevel s to hunt BleHk Bear and Level 16 for
Brown: look in forest regions. The "best bets" locations are
listed in the ~Master Trainer Quests" chapter under
"Destruction Tra ining."

" F - ,,1

BOAR

For Boar, you need to be level 7 or higher. Look in forest
regions. The same "best bets" as for Bears apply.

from Bravll and south-southeast of the Aylt'id ruin Nenalata;
and just east-northeastof teyawlln right around the
Yellow Road.

MOUNTAIN LION-- -------------
To hunt Mountain lions you need to be level 12or hight'r. and
you want to look in plains regions. Your best bets are in the
scrubby hills just southeast of Anvil; the area around fort
vaneta, midway down the west bank of the Upper Niben; and
the area just northwest of the Imperial City and south of

i
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BLACK HORSE COURIER

READING MATERIAL

Sinkhole Cave.
Haveyou read all the issues of this Cyrodiil newspaper?

All told, there are 19 -six issues that are available at the
beginningof the gameand 13 new ones that become available
only after you complete certain Daedrtc. Dark Brotherhood,
Miscellaneous. and Thieves Guild quests.

The "back issues" are used mainly10 clue the player to
obscure quest lines and game clements. Theyare
"Assasslnatlon!": MA New Guild for fighters?"; "New
'Doomstones' Series!"; "Gray fox. Man or Myth?"; "Gray fox
Unmasked!": and MNight Mother Rituals!"

The new Issues, more in the nature of post-quest perks. are
"PrankSpoils Society Gathering!n (available after the Daednc
quest "Sanguine"); "Rain of Bumlng Dogsf" Iavailableafter the
Daedrtcquest "Sheogorath"); "Tragic Accident! Baenljn Dead!"
(available after the Da rk Brotherhood quest"Accidents
Happen"); "Adamus Phill ida Slain!" (available after the Dark
Brotherhood quest "Permanent Retirement"); "Anvil Tarts
Thwarted'" (ava ilable after the Miscellaneous quest"The Siren's
Deception"); "Cheydinhal Heir S.lVt'd!" <available after the
Miscellaneous quest "The Wayward Kn ight"); "GreatestPainter
Safe" (available after the Miscellaneous quest "A Brush with
Death"); "Pale Pass Discovery" (available after the
Miscellaneous quest "Ufting lhe Vale"); "Poor Bu rdened by
Taxes!" (available after the Thieves Guild quest "Untaxing the
Poor"); "w aterfront Raid fails'" (available after the Thieves

DEER-- -_ .._-- - ----------
Any level will do. The best bets foreither gender-the game
has both doesand the hardier bucks-c-are the region just north
of Dagny's Camp, which is northeast of Kvatch and west­
northwest of Skingrad; on the east short'of Niben Bay across



The four issues that deal with Miscellaneous questsare
availableeither from pub operators or from select people in
the relevant community. "A Brush with Death· and ·Ufting the
Vale· nowfrom any Imperial pub operator, "Cbeydtnhal Heir
Saved!- from Imperial male publicans in Cheydtnhal. and
MAnvil Tarts Thwarted!" from Imperial men in Anvil who aren't
in the Imperial Ltgion or the Dark Brcthethood,

The two issues that deal with the Dark Brotherhood are
available at the Courit( offices and from the four couriers in
the wilderness after you complete the respective missions. The
Baenlin issue is also available through male Nerds and
Imperials until you kill valen Dreth in the fotlow-up quest
"Srhedufed for Execution." And the Adamus Phillida issue is
available from Imperial males in the Imperial legion until you
complete the Icllow-up quest "ThePurification,"

The two issues that deal with Daedric questsare available
only in the immediate or nearest community. look for the
first-a run-down on the naked dinner party at Castle
Ieyawhn-c-ln the castle's servants' quarters and dungeon and
in leyawiin proper at the Three Sisters Innand Five Claws
Lodge. The tarter, covering the Sheogorath's shower of German
shepherds in Border Watch, appearsonly in Bravil at the
Fighters and Mages Guilds, the lonetySuitor lodge, and
Silvt' rhome-on·the·Water.

horseback, can be found ;
On the Yellow Road just north of the Ayleid ruin
Arpenia . Shemoves to a spot just southeastof the
Yellow Road bridge over the Corbclo River.

Just outsjde the Chorrol stables. She headsout the
Black Road to a lake just south of the road.

Near leyawiin's East Gate. She makes for the samespot
near the Ccrbolo crossing as the first.

• Outside Anvil's maingate. She moves northeast to a
spot near the Brtna Cross Inn.

The source for the quest-related issues depends on the type
of quest that Inspired the issue. Theseven Thieves Guild-related
issues-ctwo back Issues and five new-can be obtained from
four Imperial City vendors daily between Ba.m. and 6 p.m.:
Tertius Favontus near the palace gate in the Elven Gardens
District; Pennus Mallius on the west side of the central rotunda
in the Temple District; vlanarus Kvlnchat In the Waterfront
District near the southwest end of the brtdge 10 the mainland;
and Cicero Verus in the Market District just around the comer
from Red Diamond Jewelry near the Arena gate.

Guild quest ~Mlsdire(tlon~) ; "New Watch Captain Named"
(available after Thieves Guild quest MTaking Care of lex");
"vampire Nest in the City'" (available after the Thieves Guild
quest"Boots of Sprtngheel Jak"); and "Palace Break-In?"
(available after the Thieves Guild quest "The Ultimate Heist").

Where to find them?The back Issues are all overthe place­
"Assassinallons!" appearsIn 26locations-but you can find all
sixat the BlackHo~ Caurirt's office in the Market District or
five of the sixby talking to fourcouriers found in the
wilderness. The couriers, allgeneric Breton women on

BACK PAGES

Inaddition, you can perform a pairof undocumented mini­
adventures off information in back issues of the Couritr.
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You can pickpocket the house key from legion commander

Adamus Phillida (not easy; he has a Sneak skill of 40) or kill
him In the Dark Brotherhood quest "Permanent Retirement"
and simply take it. Or you can wait until the guard goes to bed
(a little after midnight) and then pick the four-tumbler lock on
the front door and the one- to- five-tumbler one on the upstairs
door.

Arcadia's journal Is Ina chest just opposite the door on the
north sideof the upstairs room. His intended victim: Rufio.
(Check out the cellar for evidenceof Arcadia's preparations for
the ritual.) However, you can't sort out why Arcadia wants
Rufio dead or warn Ru fio Ihat he's Indanger.

In fact, you'" the danger. Rufio will be you r first victim (in
the quest ·AKnife in the Darki if you join the Da!t
Brotherhood, and you'll use his enraged spirit to help you clear
out the guild's Cheydlnhat sanctuary In "the Purification"

Onecomes from "Oray fox Unmasked!" This Is a light·
hearted story about the va rious ronfesslonts) that were elicited
from vlanarus xvinchal by the Imperial Watch in an aftermath
of Kvlnchal's skooma overdose,

vlanaruslives with his brother xastav and sister Bronsita in
a shack in the Waterfront District slums and worksas a Courier
vendor in the district, Ta[k to him. He won't seem Insane at all.
But you 'vestumbled on a triangle of hatred. Ask about
"tmpertal City" and Vlanarus complains bitterly about his
good-for-nothingbrother Kastav.

xastav works at the western Imperial Trading Compa ny
Warehouse on the waterfront. He may expressequal disdain
for his "witch of a sister; Bronsila. (Note that this comment
may appear randornly)

And Bronsila, who worksat the eastern warehouse, may say
she is "so sick of Vlanarus, I could scream." Nothing comes of
It all, but It's kind of funnyl

The other mtni-questcomes out of ~ N lgh t Mother
Rltuals!"- a report on the rise In the performance of the dark
ritual used to summon the Dark Brotherhood assassins guild.

The paper reports that one Claudius Arcadia. formerly of
Tales Plaza. is nowa guest of the state on precisely this charge.
Sure enough, If you speak to the Imperial Prison jailor and ask
to visit a prisoner. you can speak to Arcadia. He free lyadmits
praying to the Night Mother. Buthe doesn't say who he
wanted dead. Ca n you find out?

You can. It's slightlytricky. The Info's In Arcadia 's locked
house, just south of the West Gate. The Imperial legion has
taken over the plan' and has a guard stationed there around
the clock.

BOOKS

Excluding books referenced in questsand quest lines, volumes
new to Oblivion include:

Advancls in Lodlp icll ing:. ASecurity skill book found all

the top level of Fingerbowl Cave (a Necromancer/undead
lair just northeast of Alesweii north of the Imperial City)
and Mach·Na's Books InCheydtrrhal.

Ahzirr Traajijilur/: AHand-to-Hand skill book found in
two training rooms-one below I'Ghasta's house in Bruma
and the other In the Dark Brotherhood Sanctuary in
Cbeyd inhal.

Th, Amulet of Kings:The background on the singular
artifact Uriel Septim VII gives you at the beginning of the
game, You'll find this common book in chapels, castles,
Mages Guilds, and the odd private home, but it's easiest to
find In the libraryof the Chorml guild and at first Edition
in the Imperial City.

The Argonian Account, Books 1-4: Volumes 1 and 3 in this
set art' skill books (Athleticsand Hlusionl, The first one
appears only In1001and the other only at the Arcane
University's Mystk: Arrhi\'t'S. Volumes 1 and 4 are far more
common. You'll comeacross the latter in every city chapel,
and the former Is especially popularin Cborrol,where
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Dwemer History.md Culture: This standard (but rare)
book Is the first cha pter in a history of Dwarven histories­
penned byHasphat Antabolis, an old buddy from
Morrowind. It turns up at book vendors; in 1001; in Anvil's
royal quarters; in Cheydinhal at the guard barracks and
Oghashgra-Magul's house; the Chorrol Mages Guild's living
quarters; Cloud RulerTemple's library; in the Arcane
University in the Arch·Mage's and mages quarters and the
Mystic Archives; at first Edition In the Imperial City's
Market District; in the palace library; on a bookshelf in
Ahdarji's house in teyawnn: and in the Temple of the
Emperor Zero near Bravil.

The Exodus: This Restoration skill book can be found on a
shelf in the dining room in the hall of Skingrad's Great
Chapel of Jutlanos.

father oj the Niben: This Marksman skill book appears on
a shelf in the north wing of Bravil Castle's private quarters.

fighters Guild History, tst rd. ta.k.a. History oj the
fighters Guild):This Heavy Armor skill book can be found
in a locked (fou r- or five-tumbler) display case In the
Chorrol Fighters Guild, a three-tumbler case in the offices
of the Anvil guild . and an unlocked case in the Arcane
University's Mystic Archives.

Fire and Darkness: This Blade skill book can be found in a
chest in the Imperial City sewers during theThieves Guild
quest "fhe Ultimate Heist,"

fundamentalsoj Alchemy: Basic alchemy textbook with
usefulInfo for beginners. Astaple in Mages Guilds
Cyrodiil-wide.

Glories and Laments:This rare book about a visit to
Ceyatatar may be your introduction to Ayleid rlvthzatlcn .
You'll find copies in the Great Ha llof Cloud Ruter Temple,
in the Imperial City homes of Ayleid experts Umbacano
rralos Plaza) and Herminia Cinna (Elven Gardens), and at

De Rerum Dirennis: An Alchemy skill book found on a
shelfat AllThings Alchemical inSkingrad.

The Doors oj Oblivion:This Conjuration skill book can be
found in the Anvil Mages Guild's library, on a table In the
Great Hall of Cloud Ruler Temple, and on another in the
tower above fort Caractacus on the northsideof Lake
Rumare.

BeJore the Ages oj Man: AMysticism skill book found on
an enchantingstation in the Arcane University's
Chtmnaslum.
Beggar: This Athletics skill book, the first volume In a four­
bookseries, can be found in the Great Hallof Cloud Ruler
Temple.
Beggar Prince:Standard n.e., non-skill) book with infor­
mation especially useful to a Thieves Guild member.
Available from book vendors and in loot. You'll find
numerous copies in the Arcane University's Mystic Archives,
the libraries of the Charrol and Skingrad Mages Guilds, and
at the first Edition bookstore in the Imperial City's Market
District.

The Black Arts on Trial: This Mysticism skill book ca n be
found at the Mystic Emporium in the Imperial City's Market
District.

Calcinator Trestise: An Alchemy skill book that can be
found in leveled loot and In the Miscellaneous quest "Two
Sides of the Coin."

Daughter of the Niben: An Alteration skill book found on
a shelf In the livingquarters for the Sklngrad Mages Guild.

you'll find multiple copies at the Magl'S Guild , The Oakand
Crosier inn, and Renolt's Books.

Battle of Sancre Tor: ABlade skill book fou nd ina display
case in Castle Bravll's Great Hall-the lock has four or five
tumblers-co r in toot.



Rindir'sStaffs in the Market District.

Cods end Worship: Common bookon the jnfluence of
gods (or justgod·like entities) on mortal life inTamriel.
Most readily fo und at first Edition in the Imperial City,
Mach·Na's Booksin Cheydlnhal, Renoit's Books in Chorrol,
and the Sktngrad Mages Guild.

Guide to (cityI: You know allabout Cyrodiil's cities. But
read these eight guides anyway-if only for enterta inment
va lue. They're allwritten by Alessta Ottus (who lives with
her husband, Hastrel. in the Imperial City's Temple
District). She's a devout follower of the Nine Divines...and
an evident racist who seessin and iniquity everywhere­
especia lly among people she doesn'tlike. (Bravil is "the
darkgrate of the sewer drain, where fou l and appetizing
debris rcllerts.") The books areall over the place. Ifyou
can't find them. you 're not playing Oblivion.

HeavyArmor Repair. This Armorer skill book is found only
in Marauder and tombloot.

Hiding wit h theShadow:Though somewhat inaccurate-it
asserts there Is no Thieves Guild-this bookat least clues
you to the existence (though not the location) of a
Nocturnal shrine and provides an early peekat the tale of
the Gray Fox's age-old theft of Nocturna l'scowl. You'll find
a copy in theouter portion of the Lake Arrlus Caverns.

History of I.ocfl Picking: Nice run-down on this science.
Available most readily at FIrst Edition-or, if you already
have a talent for lockpicking beside a crate in the small
cellar of Astinla Alius's house In Ta/os Plaza.

Immortal Blood: This Hand-to-Ha nd skill book-a spooky
tale of vamplrlsm-c-ra n be found on shelves in the cellar of
Serldur's house In the Imperial City's Temple District, in
J'Ghasta's house in Bruma, and just inside a sma ll tent at
the Bandit ca mp outside the Ayleld rui n Vilverin-across
the water from the exit from the Imperial Prison sewe rs.

King: This Blunt skill book, the final volume of the fo ur­
book series that beg:i ns with Beggar, can be found on a
shelf in Castle Anvil's royal qua rters.

The lAst King o/the Ay/eids: Nlce account of the late
Aylt>id empire. Not required readingfo r the Miscellaneous
quest "Secrets of the Aylelds," though it confi rms what
you'll learn from quest-giver Umbaca no. Ninecopies exist,

but one's on the fourth level of the Ayleid rui n Atatar. and
most of the others are either weltlocked-up or Inaccessible
until you've made progress in oneor another quest line.
However, you can find a copy at first Edition In the
Imperial City's Market District or pickpocket the copy
carried by Orintur. who can be found at the Cheydlnhal
Mages Guild or Willow Bank.

Legend of Krately House: Th isSneakskill book, a scary
stage play, can be found In the library at Cloud Ruler
Temple.

The LegendarySanereTor: This Blunt skill book can be
found on a shelf In vllena Denton'squarters In her Chorrol
home.

ugltt Armor Repair: The Armorerskill bookcan be found
on a shelfin the Cast le Bravil barracks.

Liminal Bridges: This Conjuration skill book Is in a display
case on the second floor of theArcane Universlty's Mystic
Archives.

Mace Etiquette: This Blunt skill book can be found In loot.

Magicfrom theSky: USt>ful treatise on the Ayleld's
celebrated magic. Copies ca n befound In the Anvil and
Leyawiin Mages Guilds; the Great Hallof Bruma Castle; the
Arca ne Un iversity's Mystic Archives; Ra'jhan's house in the
E1ven Gardens section of the Imperial City; Alval Uvanl's
house In Leyawlln: and the Ayleld ruins Atatar and vahraren.
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The Red KItchen Reader: This Athletics skill book is on a
desk in Baeralom's bedroom in the private quarters of
Castle Anvil.

The Refugees: This light Armor skill book appears in Cloud
Ruler Temple's Great Hall and at First Edilion in the
Imperial City's Market District.

Remanada: Afragment, found in the Cloud Ruler Temple
library, thai lays out the birth of the legendary Reman. (His
father was King Hrcl, his mother a "mound of mud,")

Report:Disaster at lonith: fascinating account of Uriel V's
failed invasion of the continent of Akavir. Found predoml­
nantly in Fighters Guilds.

Response to Bero's Speech: look for this Destruction skill
book in the Arcane University's Mystic Archives.

Rislav the Righteous:This ugtu Armor skill book can be
found only in Bandit and Vampire 1001.

Sacred Witness:This Sneak skill book is in the
antechamber complex through which you'll make your
escape from the lake Atrius Caverns In the "Dagon Shri ne"
segment of the Main quest.
Song oj Hronnir: This Blade skill book (an epic poem) can
be found in Dreis Theran's room in the east wing of Castle
Bravil's private quarters and in the chest of the two would­
begladiators who practice on the Arena grounds.

Souls, Blackand White: This Mysticism skill book lies on a

Mysticism: Arare book that seeks to explain this most
amorphous of the magical disciplines. Glarthir's house in
Sklngrad contains four of the 14copies, and there are two
more at the Chorrol Mages Guild .

Proper Lock Design: This Security skill book lies on a desk
on the second floor of Dareloth's house in the Imperial
City's Waterfront district. (You'll have to complete the
Thieves Guild quest line for access to this strurture.)

Purloined Shadows: This Sneak skill book can be found
only In loot.

Reality and Other falsehoods:This Alteration skill book
sitson a shelf on the second floor of Southern Books in
teyawlin .

Manual oj Annor: Common volume on armor basics.
Found most readily at Slash 'N Smash in the Imperial City's
Market District, Alval Uvani's house in leyawiln, and the
Mystic Archives at the Arcane University.

Manual oj Arms: Common volume on the rules of
weaponry. Useful fora beginning player. Found in quantity
at First Edition in the Imperial City's Market District, the
Arcane University's Mystic Archives, and The Archer
Paradox in Bravil.

Manual ofSpellcraft: There are two books bythis name.
One you'll steal in the Mages Guild quest "Bruma
Recommendatlcn." The other, minus the marginalia. can be
found in vast numbers elsewhere in the game-the most
readily accessible being the Chorrcl Mages Guild's library.

More than Mortal: Volume 'O in Marobar SuI's Ancient
Tales oj the Dwemerseries consistsof a tale aboutan
enterprising thief called "The Dowry." Pick it up at the
Arcane University in the Arch·Mage'squarters and the
Chfrcnaslum: at Ruslan's house in the Imperial City's
Temple District; in the library of the teyawltn Mages Guild,
and in Newhelm the Portly's house in Anvil.

Mannimarro, King oj Wonns: This Alchemy skill book, an
epic poem, can be found in the Arcane University's Mystic
Archives.
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bier In the northwest corner of the second level of Fort
Cuptor and also appears in loot.

Ten Commands: Nine Diyines: Basically, advice on how to
stay on thegood side of the empire's "offldal" gods. lots of
copies are floati ng around-in greatest profusion at the
Mages Gu ilds (notably the Chorrol guild's library), the
Arcane University's MysticArchives, the Cloud Ruler Temple
library, and the first Edition (Market District) and Southern
Books (leyawiin) shops.

Thief This Acrobatics skill book, the second volume in the
series that begins with Begga r, can be found in S'krlwa's
house in Bravli.

Thief oj Virtue: This little tale-about a thiefwho left his
mark's home with more than he'd bargained for-shows up
in shops (notably, Mach-Na's Books in Cheydinhall, the
Arca ne University's Mystic Archives, loot, private homes,
and a range of dungeons.

Trials oj St. Alessia: The source of the apocalyptic verse
about the failure of the Dragonflres. this standard tome
can befound in greatest quantity in the library for the
Chorrol Mages Guild . the First Edition bookstore in the
Imperia l City's Market District. and in Cyrodil1 's chapels.

Varieties of Daedra: Nifty book by oneof the dissident
priests of Morrowind that explains what is understood of
the workings of the Daedrtc world. It can be found in
bookstores (I ncl uding Benoit's in Chorrol and Southern
Books in leyawiin) ; In Mages Guilds (In Anvil, Brail, Bruma,
and teyawllnl and fighters Guilds (In Bravll and leyawiin);
Cloud Ruler Temple's library; the Mystic Archives at the
Arca ne University; and a number of private homes.
including vllena Danton's house in Chorrol, Fathis Ules's
place in the Imperial City's E1ven Gardens District,
Umbacano Ma nor in ta ros Plaza. and Summ itmist Manor in
Skingrad.
The Warp in the West: This Block skill book on the
Iamrielirequiva lent of a nuclear event can be obtai ned
from Brother Piner at Weynon Priory or found either in the
Great Ha llat Cloud Ruler Templeor in loot.

Warrior: This Block sktll book-the third volumein the
four-bock set that starts with Beggar- sits on a shelf in the
royal bedroom at Castle leyawlin.

Way oj the Exposed Palm: Th is Ha nd -to- Ha nd skill book
hides under a mushroom on the south sideof the bottom
level of Fieldhouse Cave.

" OTHER SKILL BOOKS

Here's a list of skill books that have been Imported from
Morrowind:

The fu ll 12·volume 1920 series: Nineof these titles--all
but Volumes 3, 11 , and l1- are skill books.

Volume 1, Morningstar, isa Bladeskill book fo und on a
shelf in uleve Hlervu's room in the. private quarters of

:I

Castle Anvil and Tsavl's room in the private quartersof
castle Leyawltn. (It's alsothe reward in the Fighters Guild
quest "The Wa nderingScholar.")

Volume 2, Sun's Dawn, is a Mysticlsm skill booksitting on
a desk in the Chapel Hall of Sklngrad's Great Chapel of
lulla ncs. Volume 4, Rain's Hand, is a Restoration skill book
lying on a shelf in the Great Hall of Bravil's Great Chapel of
Mara. Volume 5. Second Seed, is a Speechcraft skill book
found on a bookshelfIn ChancellorOcate's quarters in the
Imperial Palace.

Volume 6, MidYear, is a Heavy Armor skill book that is on
a shelfat fire and Steel in Chorro!. Volume 7, Sun's Height ,
is a Merca ntile skill book sitting atop a desk at the Black
norzeCourter offices in the Im perial City's Market District
Volume 8, ust Seed, isa Sneakskill book found atop a
dresser in City-Swimmer's house In Bravil.

Volumes 9 and 10are both Conjuration skill books.
Volume 9, Hearthfire. is in the chapel of Brurna's Great
Chapel ot Iatos. and Vol ume 10, Frostfa fl. ison a desk in
the chapel hall of Anvil's Chapel of Dibella.

The full seven-volume A Dance in Fire series: All seven are
skill books. Volumes 1 and 4, both devoted to Acrobatics,
are fo und atop a dresser in Ga nredhel's house in
Cheyd inhal and on a hall table in the Great Hall of Castle
Kvatch. Volume 2. a Blockskill book, Is on a table on the
ground floo r of the Guard House In the northeast section
of the Imperial City's Elven Gardens District.

Volume 3, an Athletics skill book, sitson a bookshelf on
the top floor of Uu ras the Shepherd's house in the
southwest corner of Sklngrad, Volume 5, a Ma rksman skill
book. is on a writing table beside the fireplace in Regner's
house in Bruma. And Volumes 6 and 7, both Mercantile
skill books. can be found, respectively, on a shelf on the
second floor of Casta Scrtbonta 's house In Chorrcl and
either receivedas the reward in the Miscella neous quest
"Two Sides of the Coin" or found in boss-level Vampireand
Ba ndit loot.

The Annoret's Challenge: Look fo r thisArmorer skill book
atop a shelf on the second floor of the Cheydi nhal Fighters
Guild. or purchase it from First Ed ition in the Imperial
City's Ma rket District. (You must read the book to gelGin-
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wutm to train you in the MasterTrainer quest "Armorer
Training.'"

The Art of War Magic: This Destruction skill book lies on a
shelf on the upper level of leafrol Cave-c-northeasrof tilt'
northeastemmost headwaters of the Panther River.

Before the Ages of the Man:This Mysticism skill book is in
the Enchanting Center on the ground floor of the Arcane
University's Chjronastum.

Biography of the Wolf Quern: ASpeechcraft skill book,
this volume is found in a chest in Armand Christophe's
house in the Waterfront District and Is received as the
reward in the Miscellaneous quest "Caught in the Hunt "

The Black Arrow: This isa two-volumeset. The first
volume. ..an Acrobatics skill book. is in it chestat the foot of
a bed in Torba l the Sufficient's house at Brindle Home-a
small settlement in the Great rarest well north of Skingrad.
The second one, devoted to the Marksman discipline, can
be found in Ieinaava's chest in the Dark Brotherhood's
Cheydtnhal Sanctuary (under the Abandoned House) or In
boss-level Vampire and Bandil loot, or received as a reward
in the Miscellaneous quest "Two Sides of the Coin:

The Buying Game: This Mercantile skill book sitsa low
shelf on the second floor of Fathls t nes's house in the
Imperial City's Elven Ga rdens District.

Cherim's Heart ofAnequina: This Armorer skill book is on
a deskon the second floor of the rlrst Edition bookstore in
the Imperial City's Market District.

ChimaO'amidium: This HeavyAnnor skill book can be
found on a shelf in the barracks at the Imperial legion
Compound in the Imper ia l City.

Death BlowofAbemanit: ABlock skill book, this volume
liesin a chest atop a dresser in if bed room off the dining
hall In the Anvil fighters Guild.

The Dragon Brealr. TheAlteration skill book is on a shelf
below a hall table on the second floor of Dovyn Aren's
house in the Imperial City's Elven Garden District.

The firsthold Rn-olt: Find this Mysticism skill book in a
bookshelf in the cellar of the Cheydinhal Mages Guild.

The Cold Ribbonof Merit: AMarksman skill book, this
tome Is in a chest in the training room of the Dark

Brot herhood's Cheydinhal Sanctuary.

Hallgenfs Tale: The Heavy Armor skill book is In a chest
on the top level of the Chorrol Fighters Guild's tower.

The Horrors of Castle Xyr. tt'sa Destruction skill book and
it's in a bookshelfon the lop floor of the Bravil Mages
Guild.

How Orsinium Passfil to Orrs:The Heavy Armor skill
book's on a deskat the center of the lord's Manor in Castle
8ruma.

Ice and Chitin: Alight Armor skill book. this volume lies
In a chest at the foot of a bed on the second floor of the
west wing of Ahdarji's house In leyawiin.

The Importance of Where: This Bl unt skill book's on a
table in the first roomof Castle Bravil's dungeon.

Incident in Neocrom: The Illusion skill book lies atop a
dresser on the second floor of Willow Bank InCheydlnhal.

Last Scabbard of Akrash: An Armorer skill book, thls
volume can be found on a shelf on the second floor of A
Fighting Chance In the Imperial City's Market District.

The Locked Room: The Security skill book appears in a
chest in the Smuggler's Cave below Castle Anvil.

Lord Jornibret's u st Dance: Devoted to the Ilght Armor
discipline, this one's found only On a table in Bleak Flats
Cave-s-north-northwest of Skingrad.

The lunar torkhan: The Alteration skill book can be found
behind an overturned table at the starting location in
Henanuer's Dreamworld during the Miscellaneous quest
-Through a Nightmare, Darkly"; is received as a reward in
the Miscellaneous quest "Two Sides of the Cotn": and
appears in boss-level Conjurer and Necromancer loot.

Master Zoaraym's Tale:The Hand-to-Hand skill book can
be received as a reward in the Miscellaneous quest 'Two
Sides of the Coin" or the Settlement quest -Bear Season"
and found in boss-level tomb creature and Ma rauder loot.

The Mirror: You'll find the Block skill book on a shelf in a
storage room on the ground floor of the leyawiin City
Walch barracks.

The flve-volume Mystery of Talara series: Only the first
four are skill books. They're found largely in loot. Volumes



2, 3, and 4-Restoration, Destruction, and Illusion sklfl
books-are in jcrundr'schest in the Miscellaneous quest
"Two Sides of the Coin" and in boss-level Necromancer and
Conjurer loot. (In addition, Volume 4 appearsunder a table
in the lower above Fan Carartarus. which ison the north
shore of Llke Rumare.> Volume 1, an Acrobatics book, also
appears in "TwoSides" loot and in boss-level Banmtand
Vampire loot.

Night f alls ojSentinel:The Blunt skill bookis foundonly
on .1 shelf on me top level of Goblin Jim's Cave north of
Skingrad.

Notes oj Racial Phylogeny: A Restoration book, thisone's
in an unlocked chest in the Chapel Hall of Chorrol's Chapel
of Stendarr.

Palla: Arwo.vclume set, bul only Volume l 's a skill book.
Specifically, ii's an Illusion book, and it's found only on an
end table in the fina l level ("Deanh Ouarters") in Arkved's
Tower, which issouth of lake Pcppad.

The Ransom oj Zart.>k: An Athleticsskill book, tt's in a
cupboard aga inst the outer wall of the Arend Bloodworks.

The Rear Cuard: The light Armor skill book's in a chest in
the training room of the Dark Brotherhood's Cheydlnhat
Sanetuary-below tbe Abandoned House near the Great
Chapel of Arkay.

Sithis: You'll find Ihis Alterdtlon skill bookon a desk in the
Chapel Hall of leyawiin's Great Chapel of Zenltbar,

Songoj the Alchemists: Naturally, it's an Alchemy skill
book, and. naturally, iI's In the arcane University's
luslratorium 1.1.11..1. the Alchemy Headquarters). U's in a
bookshelf at the rear of the ground floor.

Surfeit oj Thin es: This Security skill bookappears In"Two
Sides of the Coln"'oot (Miscellaneous quest) and in boss­
level Bandit and Vampire loot.

Vemaccus and 80urlor. The Marksman skill book is on the
grou nd floor of Renoit's Books in Chorrol. On a bookshelf,
where all good books should be.l
The Warrior's Charge: Check jc rundr's chest in the
Miscellaneous Quest 'TwoSidesof the Coin" and in boss­
level Necromancerand Conjurer loot for this Conjuration
skill book.

Withmhins: ARestoration skill book, it's found only in a
comer bookshelf in the library of the Ieyawiin Mages
Guild.

The Wolf Queen series: Seven volumes of this eight-volume
set (aUSJVt Volume 8) are skill books. Volume 1, a Security
book. is on a shelf in Dro'Shanji's house in Bravll. The
second volume, devoted 10 the Hand-to-Hand skill, is on a
shelf in the Lord's Manor in Castle Skingrad. Ihe third, an
Illusion book. is on a drsk in the basement of the Bruma
Mages Guild. The fourth. .1 Mercantile book, is on the
counter at the Office of Imperial Com merce in the Imperial
City's Market District, Volumes 5 and 7, both Speechcraft
books, are found on an end table on the ground floor of

Hastrel Onus'shouse in the Imperial City's Temple District
and a bookshelf in the lord's quarters in Castle Cheydinhal.
And, finally, Volume 7, a Sneak skill book, is in a bookshelf
in Ihe Dark Brotherhood's Cheydmha l Sanctuary.

Words and Philosophy: The Blade skill book's on a shelf in
MOOryn Oreyn's house in the southwest comer of Chorro!.

ROMANCE

Acouple of folks In Cyrodiil playaround on their spouses. You
can play privatedetective and root out the infidelities. but you
can't bringthem to the attenncn of the wounded parties.

AI a Disposition of GO, Roderk Piemne (one of the
gamblers from the Arena) will concede that he sees a lot of
IreneMelncll and datms they're just good friends. But he asks
you nol to tell hiswife, Elisa, as "she wouldn't understand:

No, she wouldn't. In fact, Plerrane and Metrick are very
good friends. If you are perslstent ln your surveillance of
Pterrane. who 1iV6 in the southeast quadrant of the tmpenal
City's Elven Gardens District, you'll discover that he sleepswit"
Metrick at her home in the district's southwestquadrant on
Sundays from midnight to 4 a.m.

The only hint you'llget that somerbjng might be amisswith
Hefnrkh Oaken-Hull and his liule Bosmer wife is the general
skepticism in Anvil about the effKacy of a human/aosmer
marriage. The lady, Hasathtl. acknowledges the diffic ulties of
her husband being "at sea nine months out of ten. But Anvil's
.1 friendly town, and the Nine console me:
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She is also "consoled" by Entlroth. who works at Morvayn's
Peacemakers. follow either one and you'll discover that the
two Bosmers meet daily from 4 p.m. to 8 p.m. in the stable
outside Anvil. If this isn't suspicious enough, a search of
Oa ken-Hull'shouse will turn up a love letter-behind the
small table around the tam er to the left asyou enter the
second floor.

• • • AND NOT QUITE ROMANCE

Ha~ you met Mirabelle Monel? Elves, Orcs, and Nards in Anvil
spt'ilk Vt'ry highly of her, albert with .1 nudge and a wink..

This. medium Sneak trainer runs The fo'c'sle (a rather
contorted abbreviation of "Iorecastle'j-e-an Anvil boarding
house for sauors, Shehas nothing to offer you in the way of
accommodations. "I reserve my beds forseamen; she says.

So we gathered. From midnight to 6 a.rn., she ritually sleeps
with her five lodgers. Sheexhibits a slight preference forthe
demented Wood Elf, Thurindil.

To the bestof our knowledge, you can't get in on this
action. Wouldyou rea lly want to?

:_1
At the edge of a pond just west of Fort Nikel (Itself west of the
Imperial City near the Red Ring Road), you'll see what appears
at a distance to be the noating body of a headless Zombie.

Get closer and you'll set this Zombie hasa name: Nath
Oyer. On his body are three primrose leaves and a love Jetter­
a unique variation on ill 10Vt' letteryou'll find at other locations
in Ihegame, Oyer conerived a passion for a woman (whose
name is not revealed anywhere), asked permission to court her,
and used the primrose as one might use a rose in the real
world to call attention to oneself in a crowded room. We're
guessing hewas unsuccessful.

Note that there are 2Scopies of fourother love letters
floating around in the game. Most of themare used simply for
color. (The exception Is the one In Oaken-Hurl's house.)

The game is fairly overflowing with semi­
and wholly meaningless paper. ranging
from handbills 10 shopping lists to
busi ness correspondence 10 directions and
instructions.

RUNESTONES
---- ----

Ooomslonesaren't the only standingstones in the wilderness.
Alongside them art' threevarieties of Runestcnes - similar In
their rough appearance to the Dccrnstcnes but for the green
runic script that appears down the sideof most.

The 24 Runestones are arra nged in three types: Hestra,
Reman, and Sidri-Ashak (alllegendary rulers in Cyroditl's pasU.
These aredistinguished from each other by the types of
"bound" weapons and armor they provide when activated.

Abound Item is a Daedric entity,
summoned from Oblivion, that isdoing
service as an object. Once equipped, a
bound Item cannot beunequipped until
the binding spell runsout. Which, in this
case, means ffve minutes in real time,



The Hestra stones set you up with gauntlets and either a
dagger or mace-depending upon whether your Blunt or Blade
skill is higher. (Alie goes to the mace.I The gemansget you a
cuirass and a longsword or axe, and the Sidri-Ashak ones
provide a helmetand bow.

The 10 Hestra Runestones are located:
Sout heast of Bruma just east of the junction of the
Orange and Silver Roads.

Ashort distance to the north of that Slone, just south of
the point where the Silver Road turns west toward
Bruma.

• Just northwest of Bruma itself.

Northwest of Cheydinhal, southwest of the lake Arrtus
Caverns.

South-southeast of Cheydinhal and east-northeast of
nearby lake Poppad.

• well south of CheydinhaJ on Ihe west bankof the Reed
River-just north of the spot where it flows into the
Corbolo.

About halfway between Cheydinhal and Bruma , just
east of Sllvertooth Cave.

• On the Red Ring Road northeast of the Imperial City,
just north of Fort Chatman.

• Above the north shore of lake Rumare, between Fort
Caractarus and fort Empire.

• AI the (enter of the large peninsula on the northwest
corner of the large central island in take Rumare.

The nine Reman Runestones are:
• Easl of xvatch and southwest of Fort tstirus, just above

the Strid River.

Just off the Gold Road east of Kvalch and southeast of
the Ra'sava Camp.

West of Ihe Imperial City, southeastof Breakneck Cave.

Northwest of Skingrad, southwest of Bleak flats Cave.

Well north-northeast of Kvalch, between the Ayleid
ruins Talwinq ue (to the southeast; and Varondo Ito the
northwest).

Just northwest of Kvatch.

East of the norm-south portion of the Silverfish River
between the Ayleid ruin Ondo to the southwest and
Arrowshaft Cavern 10 the northeast.

• Southof the Yellow Read bridge across the Panther
River-just northwest of the road after it turns
southwest to detour around some hins.

Just northeast of leyawiin, between the Yellow Road
and the Amelion Tomb.

The five Sidri-Ashak Runestones are:
• Just north of the Main QuestdungeonSancre Tor.

• On the Orange Road southwest of Bruma. southeastof
Underpall Cave.

Northwest of Anvil.

• Just north of Azu ra's shrine In lhe leralt Mountai ns.

• On the south shore of lake Rumare, just off the Red
RingRoad. across the lake to the southwest from
Fatback Cave.

SIGIL STONES

As you venture into the Oblivion realms In the Ma in Quest and
certain Miscellaneous quests I' The Wayward Knight" and
"Attack on fort Sutch") or to close random gates in the
wilderness. you'll build up a library of Sigil Stones. Perhaps
you've already tried out a few. Well, there are a lot more of
them than Is immediately apparent. and they havea lot of
effects that can get up your enemy's nose and smooth your
own path.

When you activate the stone at the lap of a Daedrlc C[tade!.
you take it and keep it. (The one exception is the Great Sigil
Stone in the Main Questmission "GreatGate: which you have
to supply fa Martin on your return. You're compensated when
the sieg:f' crawler blows up on the battlefield outside Bruma
and a Sigil Stone drops from its front end.) When selected in
your Inventory, that stone can then be used to enchant an
unenchanted itemwithout the benefitof an enchanting
station.

There are 1SO types of SigHStones-10 va rieties,with five
levelsof magical power within each. The variety of stone you'll
receive in a given lower is chosen at random. Indeed, you could
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SIGIL STONE ENCHANTMENTStheoretica lly receive the same stone again and again, though
each does have a Itxed numberof maximum uses. (The lowest
is 18 and Ihe hlghesl 80, bUI given the wealth of possibili ties,
you're unlikely to bump up against any of these limits before
Ihe next flderScrollsgame appears.I

Each stone carries a pair of mutua lly exclusive enchant·
ments-one that affects an enemy or its abilitiesand another
thai actsdirectly on your own rharacter, If you selecta
weapon, you'll be offered only the ann-enemy enchantment. II
takes effecton a strike by that weapon. If you selectclothing or
armor, )'OU' II be offered onlythe constant-effect character
enchantment

Enemy Effect
Absorb Agility
Absorb Indura nre
Absorb f.a liguf'
Absorb Health
Absorb Intl'lIigen{f'
Absorb Magicka
Absorb SJK"f'd
Absorb Strtngth
Burden
Damage Fatigue
Damagt He.111h
Dernage Magicka
Demore Iill'
Disinltgralf' Armor
Dispel
Disjnttgralt weapcn
Dlsinctgr.l(' weapon
nre Damagf'
n"rr D.magf'
nre Oamagt
Frost Danugf'
frost Damagt'
frost O.magt
ShockO~magt
Shock Damage
ShockDam.tgf
Suence
Siltnlt'
Soul Trap
Tum Undead

Character Effect
Fortify Agil ity
Rt'Sist msease
Fortify Fatiiu~
FortifyHealth
fortify Intelligence
Fortify Magicka
FortifyS~

fortify Slrrngth
feathrr
fortify fatigue
fortify Health
fortify Magkka
fortify Wilipowt:r
Shield ­
Spell A.bsorption
fortify atade skill
fortify Blunt skill
nrr Shield
Ugh!
Rtsist Flre
frost Shifold
Resist frost
water Walking
NighHye
Resist Shock
Shock Shit'!d
Chameleon
Rf'%t Magic
Rtshl Magic
Detect Ufr

Once you complete the enchantment, the stone vanishes.
The power of those enchantments is adjusted to your

character's currentlevel. Hence, at levels 1-4 , you'll always get
a Descendant Sign Stone (the weakest); at levels 5-8 a
Subjacent stone; at levels 9-11 a Latent stone; at levels 13-15
an Ascendant stone: and at levels 17 and up a Transcendent
stone (the strongest).

. .
Ina couple of spots, you can raise your skills free of chargeby
simply watching NP( s practici ngcombat.

One is a small pavilion north of the Arena, where would-be
gladiators Branwen and Salftth practice hand-to-hand combat
from 6 a.m. to 1 a.m. Get up close to the fighters for a minute
or so. You'll soon gel a message that you've picked up some
tips and that your Hand-to-Hand skill has risen by 5 points.

The other location is the plaza outside- Cloud Ruler Temple.
Here the fighters are the Blades Pelagius and Fortis, the hours
5 a.m. to 8 p.m.,and the skills gained Blade and Block (2
points in each case).
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UNDERWATER

CHESTS

Anumber of chests lie hidden under the seaand in ponds. The
most notable are located:

Just south of the grate in Cheydlnhal's south wall.This
will contain gold. with a sma ll chance of jewelry and a
sizable chance of someclutter.

• In the middleof Nlben Bay southeast of Bravil, you'll
find II pairof chests near the entrance to the Wiza rd's
Grotto (which you'll visit in the Thieves Guild quest
"Arrow of Extrication"). Each contains gold, with a 15
percent chance of a lorkptckand 10 percent cha nces of
silver nuggets. a repairhammer, arrows. stealth-related
potions, and a scroll.

The followingare identica l in contents to the most of those
out in the surfacewilderness. (See the "WildernessCaches"
sectio n.) You'll find them:

• Just off the Anvil docks from the spot where Astia
tnventlus is painting.

• Two in a small lake in the great West Weald wilderness
between Fort Black Boot and the Ayleid ruin
Nornalhorst.

In the southeastern headwaters of the White River.

Below the dockon the small lake near the end of the
Black Road west of Chorrol.

Beside the central rock in a sma ll pond northof
Sklngrad,

Offthe Gold Coast west of the Ayleid ruin Beldabum.

• Atthe bottom of a waterfall southwest of theAyleid ruin
Ondc on the north-south stretch of the Silverfish River.

• Beside the dock southwest of Black Dog Camp on the
Panther River.

Near the southern tip of the southernmost headwaters
of the Panther.

• Atthe east end of a sma ll pond northeast of Walker
Camp north-northeast of Cheyd inhal.

At the southeastern lip of a swamp southeast of Fort
Doublerross. northeastof Cheydinhal at the west edge
of a great swa mp.

In a swampy region east-southeast of Nocturnal's
shrine-s-north-northeast of Leyawnn on the Yellow
Road-and just northwest of a wayshnneto Milfa.

• Below the Green Road bridge acrossa nameless inlet
off the lower Niben southeast of Bravil.

Onthe bottom ofTopal Bay, southeast ofTidewater Cave.

• Where Topa l Bay meets the Lower Niben.

On the north side of lake Pcppad.

• Beside a dockon the eastshoreof lake Rumare
northwest of the Wawnet Inn.

Underwater beside a large rock in a swamp southeast of
fieldhouse Cave.

• Below a smalldock on the north side of the headwaters
of the Carbolo River.

• Underwater just east of a triangular island in the Lower
Niben-southeastof Reedstand Cave and north­
northeast of Fort Redman.

At the bottom of a pond east of Shadow's Rest Cavern,
with another belowa waterfall to the north.

west-northwest of Chorrol in the Colovian Highlands,
at the bottom of a pond north of one of the inactive
wayshrines.

CLAM DIVING

As in Morrowi nd, you (an go dam diving. More than 300 cla ms
dot the gameworld, and in each there's a 7S percent chance of
finding: a pea rl.

Where? They're allover the place. However. vou'n find them
in clustersof three or more at only a handful of places.

There's just one spot with four-in La ke Rumare north"
northeast of Sinkhole Cave, which Is north of the Imperial City.
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Away from the lake. more clusters await in the Abecean Sea
west of the Gold Coast ruin Crowhaven and ina pond south of
Nisin Cave-in that broad expanse of depopulated wilderness
along the Elsweyr border between Sklngrad and Bravil.

You' ll find three-dam clusters in the lake just southof the
tour-darn cluster; near the northshort, north of the exit from the
Imperial Prison sewers; justsoutheast of the dock near thatsame
exit; north and northeast of the north exit from the Imperial City
sewers; and southeast of the Imperial Dty, east of FatbackCave.

:.~ "I. 9

executing a rapld series of small jumps. At the lap, make your
way north to a rock-strewn gully. follow the gully southwest.
Climb out the west side al first opportunity, follow slopes west,
and Dive Rock will soon show upon your radar.

Here, on an icy sliver of rock. you'll find an unoccupied
campsite: a tent, supplies, and wAgnar's Joumal"-an account
of the writer's ascent to the top slot in the Nord tribe at Tht rsk.
his marriage to Svenja Snow-Song and their quest (0 destroy
"Uderfrykte Matron."

Ifyou've played Morrowind's Bloodmoon expansion, these
will be fa miliar names. On the island of Sclsthelm, the player
ca n meet Svenja, kill a monster called the Ucyrtrykte, and
assume comma nd of the Thirsksettlement. (Agnar the
Unwavering writes that that hero moved on in search of new
challenges.I That was the child of the creature you're about
to face.

I..
UOERFRYKTE MATRON

UNDOCUMENTED QUESTS

Amonster lurks in the high country in northeastern Cyrodiil.
You get wind of the creature In a couple of places. The more

accessible Is. Aerln's Camp to the southwest. Fromthe camp.
make yourway north-northeast behind the rocksand you 'll
soon find the body of Andre Labouche. On the bodyis a letter
from labouche's daughter that mentions in passing a creature
known as the Horror of Dive Rock. (Also mentioned is the fad
that Labouche is super-clu msy]

Dive Rock is the pinnacle to the northeast. Howdo you get
up there?There's no fixed path, but we've made it to the top
bydetouring south from the campand then tacking backand
forth across the mountain face In search of a foothold while

Read the full journal. It contains useful advice for the battle
to come. Udy's mom has definitelygot it gain' on, with SOO hit
points, Chameleon ability, and a 100percent reslstance to
frost. But she is just as vulnerable to fire as she is immune to
the cold, and fire magic plus an enchanted weapon or, best of
all, a weapon enchanted with significant fire magic (~ 1a
Goldbra nd from the Daedrlc quest "Boethta") will quickly be
the death of her.

(While you're at the campsite, step up to the west edge of
the overlook for a special benefit: a spectacular viewof
northeast Cyrodiii- to Cheydinhal and beyond-that writes to
your map the locations of Kingscrest Cavern, the Ayleid ruin
Fana cas, and Quickwater Cave.l
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50 where's thiscritter? Make your way back to the gully you
used to reach Dive Rock and follow it southeast to a rock­
strewn shelf. Here you'll find the body of Ihe unfortunate
Agnar and, nearby, the Matron herself. Agnar's carrying
nothing exceptional. but Svenla (in pieces) is still making the
monster's stomach rumble, and you an retrieve her
Frostwynn Bow (with a 15 point Frost Damage enchantment)
and body parts.

The last one's tricky. It's high up in the mountains at the
south end of the vale, and it's not near the path. Return 10 the
doorto the Serpent'sTrail and head west. Initially. you'll find
the slope too steep to climb, but farther west It becomes more
gradual and you'll heable to make your way south to a great
gray rockoutcropping. The chest is half-burled in the ground In
fron t of the outcropping. Inside, you 'll find the Circlet of
Omntpotence-c-a ring that boosts your Agility, Endurance,
Speed. Strength, and Willpower by 3 points each!

Fists of the Drunkard. for sale at the flowing Bowl in Anvil, are
heavy gauntlets with attached 5·polnt boosts In the Strength
and Enduranceattributes that are paid for by identical drops in
Intelligence and Willpower.

Gauntlets of Gluttony, available at the Hammer and Axe in
Brurna, drain 30 points from your Health to add 15 to your
Strength.

Oondoran's Juggernaut. available at Nord Winds in Bruma,
Is a heavy Dwarven cuirass that boosts your Strength and
Endurance attributes by 10points each, while taking Itout of
your Speed attribute and your Athletics skill .

Monkeypants, available at Novarcma in Bruma, isa set of
light greaves that feeds 10-point increases in the Acrobatics and
Athletics skills bydraining 5 points from the Willpower
attribute.

Rasheda's Special, available at Fire and Steel In rhorrot, is a
pairof heavy gauntlets that boostsyour Strength attribute and
Annorer skill by 5 points each.

Boots of the Swift Merchant, available at Northern Goods
andTrade in Chcrrcl. fortifies your Mercantile and Speechrraft
skills by 10 points each and your Speed attribute by 5-while
giving you 30 percent weaknesses to disease and poison .

The Aegis of the Apocalypse. available at The Best Defense

A RING OF KEYS

Alittle quest can be found in Pale Pass-a hidden valley you'll
explore in the Miscellaneous quest ~ li fting the Vale."
Concealed around the vale are fourcontainers. Three contain
keys--eachof which unlocks the next container in the
sequence. The fourth contains a potent magic ring.

-......
From the tower that contains the entrance to the ruined Pale

Pass fort, descend the path toward a frozen lake. Rather than
following the path as it continues to the south, turn north.
Climb over the rocks and walk around the debris of the
destroyed fortress; up aga inst the rocks, next to a big
mushroom, you 'll find a barrel containing a crumpled note and
rusty key. The note is an account of the theft of a ring from a
wizard, of the wizard's pursuit. and the concealment of the ring.

Do you see the second tower west of the one we'vejust
visited, somewhat higher on the mountainside? Climb up and
enter it. Now, see the bush below and just aheadof you? The
chest Isunder It. It contains an "Old Key."

The next container Is near the path. From the statues, follow
the path up the hill to the southeast. Where the path turns
straight south, you'll see, off to your left, a curving section of
stone wall and some large gray rocks. The chest containing a
"Forgotten Key" is behind the rocks.

UNIQUE ITEMS

Many shops in Cyrodiil offer at least one item that can be
found nowhere else In the game,

Yes. theyare expensive.

ARMOR
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CLOTHING

In the Imperial City's Market District, is a heavy cuirass that
boom your Blade, Blunt , and Heavy a rtnor skills by S points
each-c-at the expense of your Health (which drops by20 hit
points) and luck (which drops S points).

Quicksilver Boots, ava ilableat Divine Elega nce in the Ma rket
District, boost the wearer'sAgility and Speed attributes by 10
pointseach, at the expenseof the Heavy and Light Armor
skills, which drop hy 5 points each.

The Birthright of Astatcn. ava ilable at The Gtlded Carafe in
the Market District, is an Elven cuirass that boosts yourAgility
attribute by 5 points and your Magicka by SO.

The Hands of the Atronach, ava ilable at the Mystic
Emporium, also In the Ma rket District, are heavy ebony
gauntletswith 20 percent fire , frost, and shock resistance
enchantments.

The Tower of the Ni ne, ava ilable at Stonewall Shields in the
samedistrict, is a heavy Akaviri shield that castsa 5 percent
Shield spell while fortifying you r Block and Heavy Armorskills
by 5 points each-and draining your light Armor skill by 10
points.

The Helm of Ihe Deep Delver, available at Three Brothers
Trade Goods, also in the Ma rket District, is a heavy Owarven
helmet that casts a light spell oul lo 60 feet, gives you 30
percent resistance to disease and poison, and drains your

~ Speed attribute by 5 points.
l:3 The Orcish Helm of Ferocity, ava ilable at Hammer and Tongs
=» in Skingrad. drains the Intelligence, Personality, and Willpower
o attributes by 5 points each to feed com mensurate increases in
~ the Blade, Blunl, and Hand-to-Hand skills.

e
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yourSpeerhcraft skill by 10 points and gives you a 25 percent
resistance to poison.

Cowl of the Druid, available at Borba's Goods and Stores in
Cheydmhal, has a 4O·foot Detect life effect and boostsyour
Alchemy and Ma rksman skills by Spoints each-e-atl to the
detriment of your Bladeskill, which Is drained of 10 points.

Imperia l Breeches, available at The Copious Ccmpurse
in the Imperial City's Ma rket District, boosts your
Personality attribute and Mercantile and Speechcraft skills
by5 points each.

Veil of the Seer, available at Edga r's Discount Spells in the
Imperial City's Market District, has a 6O-Ioot Detect We effect
and fortifies Willpower by 5 points.

Mantle of the Woodsman, available at The Main Ingredient,
also in the Market District , boosts you r Speed attribute and
Alchemy skill by 5 points, while draining your Strength and
Endurance attributes bythe same amount.

Spectre Ring,available .11 Red Diamond Jewelry, also in the
Market District, has a 100 percent Feather (slow·fa ll) effectand
a 25 percent Chameleon effect and boosts your Securityand
Sneak skills by 5 points. Downside: Your Strength drops 10
points and your Endurance drops 5.

Nlstor's Boots, availableat Best Goods and Guarantees in
Leyawi in, boostyourSpeed attribute and Athletic skill by 5
points each-and also enable you to breathe underwater.

Ringof Wortcraft, ava ilable at All Things Alchemical in
Skt ngrad, boosts your Endurance and luck attributes and your
Alchemyskill by 5 pointswhile draining 10 from your
Intelligence.

Vest of the Bard, available at Cclcvlan Traders in Sklngrad,
increasesyour Persona lity attribute and Speechcraft skill for 5
pointsat the expense of your Willpower, which drops by S,

At Morvayn's Peacema kers In Anvil, you'll find the Truncheon
of Submission, which boosts your Health 20 points by
knocking your Fatigue down 50.

The Bow of Infliction, available at The Archer's Paradox in
Bravil, knocks the target's Ma rksman skill down by 15 points
for a minute and knocks five points for his Agility.

Captain Kordan'sSaber, ava ilableat The Ma rch Riderin

Apron of the Master Artisa n, available at le lles'Quality
Mercha ndise in Anvil, boots your Alchemy, Armorer, and
Security skills by 5 points each.

Robe of Creativity, ava ilable at The Fa ir Deal in Bravil,
boosts your Intelligence and Personalityattributes by 5 points
each at the expense of Willpower, which drops by 5.

Ring of Tra nsmutation, available at AWa rlock's luck in
Bravil, transmutes yourStrength and Endurance attributes
(which eachdrop 10 points) into Magicka (which rises by SOl.

Coundlor's Hood, ava ilableat Nord Winds in Bruma . boosts

WEAPONS I



Cheydinhal, enables you 10 absorb 10 points of its target's
Agility and Endurance attributes and Blade skill for 30 seconds.

At Rindir's Staffs in the Imperial City's Market District, you'll
find Apotheosis-a staffthat simultaneously zaps its target
with 33 points of fire, frost , and shock damage.

At Renoil's Books in Chorrol, you'll find the Stormrider Scroll ,
which casts a Ilve-seccnd. 100 percent Resist Shock spell on the
caster while doing 100points of shock damage to targets
within a radius of 2S feet.

At Southern Books in teyewltn. you'll find the Annal of the
Fire Nexus, which works ina similar way with fire damage (out
to 30feet) and resistance.
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Chronicle of Sacrifice, found at Marh-Na's Books in
Cheydinhal, isn't quite so nice. It drains all eight of your
attributes by 50 points for 30 seconds while doing 100 points
of fire damage 10 targets within 20 feet.

And the Document of Puerile Banter at First Edition in the
Imperial City fortifies your Endurance and Willpower by50
points for five minutes-but also drains your Personality
attribute and Speecbcraft skill by 50 points for two and a half
minutes.

-
We've covered the phenomenon of vampirism elsewhere in the
book. The other side of coin is killing Vampires.

Did you complete the Miscellaneous quest "Order of the
Virtuous Blood"? One upshot isa continuing bounty of 250
gold for each portion ofVampire dust you present to Roland
lenseric. You can make a small fortune as a freelance
Vampire hunter.

The game does lei a diligent adventurer know how useless
they are. Afew of these items aresitting oul in the openfor
youreasy inspection/appropriation: the Dwarven bow on the
counter at The Archer Paradox in Bravil. the Elven lcngsword In
a niche in the Ayleid ruin Kemen, and the Elven helmet on a
bierin the Ayleid ruin Ltpsand Tarn.

In counterpoint to the useful unique items, there arealso 22
types of unique but utterly useless weapon and armorreplicas
floating around In the game. Each of the 13 varieties of
weapons and nine varieties of armor has a Damage and Health
of 1.

What are these"ceremonial" Items about? They are stowed
in four- or five-tumbler display cases in the Fighters Guild
branches, Castle Bravil, the Arch·Mage's Tower at the Imperial
City'sArcane University, and Francois Motierre's house In
Chorrol. Hence, you cansee them through the glass and
Identify theirapparent exoticism... and only realize their
uselessness after you break in and get them.

:ISCROLLS

AI Three Brothers Trade Goods in the same district, you can
buy the Akavtrt Sunderblade, with add-like effects that dlslnte­
grate your enemy's armorand weapon.

At Ienstne's "Good as New" Merchandise, also in the Market
District, is the Akaviri Warblade, which damages the target's
Health OSpoints), Fatigue (30 points), and Magicka (30
points).

The Battleaxe of Hatred at AFighting Chance in the same
district takes 5 points offthe target's Strength, Willpower, and
Endurance.

Destarfne's Cleaver, available at The Dividing line in
Ieyawim. chops S points off the target's Strength and
Endurance.

~
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THE WAVSHRINES

AKATOSH---- ---_. ---- -----"------

cures any existing disease. However. each blessing also tnrorpo­
rates a unique component-typically a tu-point. te.mtnure
boost for one or two of your stars.

Asecondary benefit: Once you've visited one of a deity's
wayshrlnes. you can receive blessings (at halfthe magnitude
and duration of the wayshrlne blessing) from that same deity's
altars, which you'll find along the periphery of anyof
Cyrodflrs eight major chapels.

However. notethat the large central altars of the Nine in
those chapels (and the fourminor chapels)operate independ­
ently of the wayshrines and giVE' you the same core benefits as
the wayshrine blessings (but noneof the unique ones). You can
USE' them ifyou don't have a bounty and your fame exceeds
your Infamy.

And, finally. once you've activated onewayshrine for each of
the ninegods, simply activate an altar of the Nine Divines to
recejve a new pewee Pilgrim's Grace, which boosts all eight
attributes by 10 points for five minutes.

The four wayshrines are: southeast of Sktngrad and eastof the
Ayleid ruin Silorn; east of Anvil and just north of Fort Strand;
south of Bruma. north of the Orange Road; and just outside
the south wall of Cheydinhal. Blessing: Magicka and Speed.

WAYSHRINES AND CHAPEL ALTARS
---~------

You'll find them in the following locations: the Ayleid ruins
Fanacas (north-northeast of Cheydinhal), Ifpsand Tam (north
of Chorro\), Ninendava (east-northeast of the Main Quest
dungeon Sanae Tor), and Nomalhorst (east-southeast of
Skingr.-uO; Barren Cave (west of Cheydtnhaf): 8100dcrust
Cavern (from the Magt'S Guild quest "Information at a Price");
Crowheven (from the Miscellaneous quest "Origins of the Gray
Price"): forts Carmela <SOuth of Chcrrolj, Hastrel (well north­
northwest: of K~tch). Naso (beyond the Retd River south­
southeast of Cheydinhal), Redman (on the westshoreof the
Lower Niben northwest of fisherman's Rock), Redwater (from
the Dark Brotherhood quest "AMatter of Honor"), and
Vlastarus (east of Skingrad); Gutted Mine (from the Daedrk
quest "Azura"); the lairbelow jakben Imbel's house in Iatcs
Plan (from theThieves Guild quest "Boots of Spnngbeel Jak");
Memorial Cave (from Marder of the Virtuous 8100d"); and
Redwater Slough (from the Miscellaneous quest "Vampire
Cure").

The wayshrtnes-c-drcutar Romanesque structures found in the
wilderness-are a Nine Divines counterpart to the Daedrk
shrines. They don't offer quests (though an over·arching quest
is hidden here). but give hlesslngs. Ifyou've raised your fame
since your last visit to any wayshnne, you'll receive a blessing
when you activate It.

The blessings from god 10 god have a lot in common. Each
will restore all eight of your attributes and 100 hit points, and



ARKAY _ ~~_I
The three wayshrines are: well southwest of Ski ngrad and south
of the Ayleid ruin Sllorn. near the Elsweyr border; north of
Anvil, north of the Brina Cross Inn on the Gold Road and just
southeast of Bleak Mine; and southwest of Skingrad. to the
southeast of Fat Rat Ca mp. Blessing: Health.

MARA'----
The three wayshnnes are: west of Sklngrad, roughly between
the Cursed Mine and Meridia's shri ne; northeast of Leyawi!n .
partly submerged in the swamp southwest of Fieldhouse Cave;
and a short ways northwest of Anvil. (If you've completed the
Main Quest segment "Dagon Shrine," the AnvilOblivion Gate
will be nearby) Blessing: Willpower.

The three wayshri nes are: well southwest of Chorrol, near the
Hemmerfetl border, right on top of the "e" In "The Cotovia n
Highlands"; southeast of Sheogcreth's shrine, just west of the
Green Road roughlyhalfway between teyawlt n and Bravil; and
on the centra l peninsula on the east shore of Lake Rumare.
Blessing: Endura nce.

D IBELLA

The three wayshrlnes are; just southwest of the Imperial City,
on the Red Ring Road eastof fort Virtue; well northeast of
Leyawlln, east of the YellowRoad and southeast of the
Drunken Dragon Inn: and south of Chorrcl and just northeast
of Fort Carmala. Blessing: Personality.

,------ - - ._--------------

STENDARR ___ _.1

JULIANOS------------
The four wayshrines are: south-southeast of ChorroJ.-roughly
between the Weatherlea h estate and the Rock Bottom Caverns
to the west-northwest; northeast of Cheydinhal. north of Fort
Farragut; south of the Im perial City, on the Yellow Road about
halfway between its junction with the Red Ring Road and
Cracked Wood Cave; and just west-northwest of the Imperial
City on the great central island in Lake Rurnare. Blessing:
Intelligence and Magicka.

fij - - ------

Tl S ER SEPT.M--- -------- ---- -- ------
The three wayshrtnesare: midway between Skingrad and
Kvatch, just east of the Ayleid rui n Miscarcand; south of the
Imperial City, on the Green Road just southeast of the Inn of
III Omen; and south-southeast of the Im perial City, on the west
sideof the Upper Niben, between Hlrcine's shrine and Fort
vanela. Blessing: Strength.
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There area pairof ruined wayshrjncs-c-one
east-northeast of Collapsed Mine In the
Valus Mounlains and the other on the
Hammerfell border in the mountains west­
northwest of Chorrol. You can't activate
them...but each does have a chest with
some modest loot .

The three wayshrines are: along the Gold Road southwest of
kvatch and just southeast of the Gottshaw Inn; south of the
Faregyl trm just off the Green Road south of the Imperial City:
and just north of the flooded Mine. which is itself just north of
Bravil. Blessing: Luck..

ZENITHAR

KVNARETH
-~~--------~----- .1

The threewayshrtnes are: about equal distances northwest of
Sklngra d and southwest of Chorrol, north-northwest of Fort
Oirich, east-southeast of the Ayleid ruin Nonugalc and
southwest of Rock Bottom Caverns; in the Nlbenay Basin, on
the northeast shore of a nameless lake between the Yellow
Road and the northern stretch of the Silverfish River; and just
off the Gold Road east of Skmgrad. (If you've completed the
Main Quest segment "Dagon Shrine," the Skingrad Oblivion
Gate will be nearby) Blessing: Agili ty.



WILDERNESS CACHES
There are dozens of chests out tn the wilderness. Some are easy
to find . They'reoften sited within surface ruins and near
dungeon entrances. and we'll dispense with these here. Some
are pure hell.

At the northwest end of the bridge that stretches
northwest across Lake Rumare between City Island and
the mai nland. a coffi n contains a jewel ry box and water­
walkingand healing potions. The box conta ins as many
as three pieces ofjewelry-with a 10 percent chance of
a magic one-and a 10 percent chance of another
potion.

At theend of a dock north of the Ayleld ruin vtlvertn.
just across from the Imperial Sewers exit, sits an open
crate. Inside the craie is a jewelry box. Inside the
jewelry box. you'll find gold and quite possibly a silver
nugget and a piece of jewelry.

Way up in the jeralls, east-southeast of Bruma. is a
nameless campsite. In the chest nearby, you'll fi ndgold
and three pieces of "clutter."

• Southeast of Bravil and southwest of fort Irony on the
west side of the channel between Niben Bay and the
lower Niben, is a burned house. The ruins hold a torn
sack of grain, a crate of clutter, and a chest containing
gold, with a small chance of a lockplrk and sma llerones
of silver nuggets, a repair hammer. arrows, a stealth­
related potion, and a scroll.

On the west side of the Upper Ntben. southwest of the
Ayleid ruin Culotte, you'll find a disused dock/storage
area. Most of the stuff here is of lttttle use. but you'll
fi nd another chest like the one above.

Did you find the shipwreck at the mouth of the Brena
River. which separates Cyrodtll from Hammerfell? The
wreck itself is inaccessible, but on the little island just
to the west, you 'll find another chest like the one
described aboveand an open chest containing a silver
urn and tanka rd.

At the abandoned campsite west of the Ayleid ruin
Anutwyll, which is north of Bravil, you 'll find a chest
with a restorative potlcn (possiblytwo).

• In the Colovian Highlands well southwest of Chorrol
and JUS!west and above the entrance to Infested Mine,
you'll find a dead Goblin atop a chest. (On the evidence
of the beer bottles. he drank himself to death.)The
chest is a boss-level container. 11 will always contain
gold, with 25 percent chancesof extra gold, gems,
poison potions, and lockpicks; 10percent chances of
jewel ry, magic jewelry, a Goblin weapon and armor. and
Soul Gems; and a S percent chance of a magic weapon.

The Necromancers occupying Cadlew Chapel-on the
north side of the mouth of the Silverfish River­
evidently are having dead bodies delivered to them by

ship. You'll find one coffin on the dock west of the
chapel (which containsjunk) and another on the shore.
wh ich contains gold, with a small chance of
Necromancer ingredients. jewelry, and Soul Gems.

Ina burned building on the Red Ring Road east­
southeast of MemorialCave are two chests, a sack of
gold, and a barrel of ingredients. (Th is turnsout to be
the original location of All Things Alchemica l- now
located inSklngrad.l

• Someone took a spill off a cliffalong the Black Road
northeast of Chorrol. Beside the skeleton. you 'll find a
pairof sackscontaininga healing potion and food .

Inaddition, you'll find a standard wilderness chest that
contains up to SS pieces of gold (but usually much less), with a
7S percent chance of "clutter" that could include silver items,
anima l pelts, jewelry, iron arrows, or silver nuggets (along with
some honest-to-goodness clutter), and a 1S percent chanceof a
lockpick. These can be fou nd:

Inside a fallen tree, south of BreakneckCave, west of
the Imperial City.

Theforest between Shadow's Rest Cavern. northeast of
Chorrol and south of the Ayleid rui n Ninendava to the
north-northeast (at least four chests of various descri p­
tions).

• Near the Stendarr wayshrlne that's west-northwest of
fort Ontus in the Cclovtan Highlands.

• On an island off the Gold Coast west-southwest of
Crowhaven.
Ina patch of viper's bugloss plants southeast of
Mongrel 's Tooth Cave (north of kvarch).

On a ridge northwest of the Ayleid ruin Niryastare,
above the Brena River.

North of Malacath's shrine. above the Brena River.

Behind the upper portion of a waterfall southwest of
the Ayleid ruin Ondo on the north-south stretch of the
Silverfish River.

Way up in the Ierafts in the depopulated region east­
northeast of the Ayleid ruin Hame-marked with four
skulls impa led on spears (Harne is eastof the Corbolo
River headwaters).

On a narrow slice of land enclosed by the hairpin curve
on the Panther River.

Below the bridge west of the Ayleid ruin Morahame
(just north of the westernmost bend in the Panther
River).

Between twogreat rocks in the forest southeast of the
Innof III Omen (off the Green Road south of the
Imperial City).
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Beside a rork at the first eastward bend in the tarstus
River, which f lows out of E1sweyrand empties Into
Niben Bayjust north of Bravlt.

West-northwest of Bravil, in a cluster of Japanese
honeysuckle plants in a clearing midway between
Bloodmayne Cave and Fort Bla ck Boot.

In a patch of bog beacon plants south-southwest of Fort
Blueblood (east-southeast of Leyawttn).

In the forest southwest of Onyx Caverns (east-northeast
of leyawiin near the Black Ma rsh border).

Under a piney bush along the Orange Road southwest
of Bruma.

Behind the bottom of the southern waterfall at a lake
west-northwest of Barren Cave (alongthe Blue Road
west-southwest of Cheydinhal)_

In the forest north of Cracked Wood Cave. on the
Yellow Road southeast of the Imperial City.

Under a euonymus bush up against the western exterior
wall of the Arcane University.

In a small, natural surface cave in a gully west of
Brurna . northwest of Boreal Stone Cave and east of
Echo Cave.

On a mountain slope south of the Ayleid ruin Ninendava
and east of the Main Quest dungeon Sanrre Tor.

Off the Orange Road southwest of Bruma and
southeast of Underpa ll Cave.

• Behind the eastern of two waterfallsabove the small
lake located northwest of Black Rock Caverns, which is
itself northwest of Chorrol.

Just west-southwest of Chorrol, in a grove al the base of
a stope southwest of the point where the Black Road
turns northwest.

West of Kvetch and north of the Gottshaw Inn- among
sma ll rocks southwest of a huge rocky overlook.

East-southeast of Anvil north of the mouth of the Strid
River, enclosed between three great rocks. with a second
chest in a simila r predicament just to the east-northeast.

• Behind a la ~e rock on the Gold Road west-sou thwest of
Kvatch and east of the Ayleid ruin Garlas Agea. (Beside
the chest is a copy of the book Myth or Menace?) A
second chest can be found among the rocks just to the
southwest.

On the east side of an island just south of the Anvil
lighthouse.

North-northeast of Crowhaven-wcll concealed by
bushes in a cluster of rocks northwest of a large rock.

South of J large rock at the end of the northern branch
of the eastern headwaters of the Panther River.

On an islandwhere the western of the northern
headwaters flows into the Panther.

Besidea large rock at the southern tip of the Panther's
southern headwaters.

Atop a shoe-shaped rock high in the valus Mounlains
southeast of Cheydtnhal and northeast of Dark Fissure.

In the Va lus Mountains east-southeast of Cheydtnhal-c­
on the top level of a namelesssurface ruin northeast of
Fort Scinta.

On a nameless grave in the Va lus Mountains just south
of Bcethia'sshrine.

In the valus foothillswest of Boetha's shrine and
northeast of Sercen Camp.

Partly submerged beside a large rock on the west side of
the lower Niben between While Sta llion lodge and Ihe
hamlet of Water's Edge.

On an island in the channel just south of Bravil.

On a rocky shelf beside a waterfall west of a pond
northeast of Fort Black Boot.

On the western of two islands in Topa l Bay southeast of
Leyawlin .

Pa rtlysubmerged in Topat Bay. on the south side of a
peninsula south of leyawiin.

• Beside a rock in the forest west-northwest of leyawiin
and south of the Ayleid ruin Telepe.

Partly buried undersnow in the Jerall Mountains
northeast of the Ayleid ruin Sedor and northwest of
Gutted Mine.

On a rockatop a small section of battlements In the
Ierall Mountains northwest of Cloud Ruler Temple.

Beside a la~e rock Just southwest of the Ayleid ruin
Anga. east of the Silver Road, southeast of Bruma.

Similar chests containing: up to 5S pieces of gold, with small
chances of lockpicks OS percent), silver nuggets. a scroll, and a
stealth-related potion (1 0 percent) can be found at three
wilderness locations:

In a small tower on the Red Ring Road northwest of
Fort Alessla at the southeast corner of Lake Rumare.
(You'll need to use the adjacent rocks to reach the
insideof the tower.I

In a nameless tower belowa bridge north of Nonwyll
Cavern (which is itself north of ChorroD.

In a small tower on the Red Ring Road northeast of
Fort Nikel (alongwith a sack). You'll find anotherchest
in another small tower south of that same fort. As with
other towers with no conventional entrance. you'll have
to do somejumping to get inside.
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WORLD MAPS

1. Beldaburo: Ayleid ruin used as a Conjurer lair. Two
levels with leveled enemies-Conjurers, Daedra.
undead-and gas and spike traps. loot: fair- notably
the Conjurer boss's chest on the second level.

2. Crowhaven: Ruined Imperial fort used as a Vampire
lair. Two levels with Vampires (notably, lord lovidicus)
and critters. Quest hooks: lord Lovldicus's lair on the

upper level is the objective of the Miscellaneous quest
"Origin of the Gray Prince,"

3. Malacath's Shrine:Surface !Jlrine toOaedric god MaJacalh.
Oreworshippers there include Shobob gro-Rugdush.
who is the source for the Daedricquest 14Malac,lth."

4. Atrene Camp: Abandoned surface encampment.



S. Anvil Ughthouse: Lighthouse keeper Ulfgar fog-Eye i~ a
contact inthe DarkBrotherhood quest "following a ~ad!'

6. Anvil Dock Gate; Well, there's no actual gate here, but
this is indeed the quickest way for a fast-traveler to
reach the Anvil docks,

7. Horse whlsperer Stables: TheysellWhite horses here.

B. Hrota Cave: Bandi t hideaway. One level has Baudlrs
anti rotten-plank, swinging·mate, and cave-In traps.
Decentloot in the chests, Objective for fighters Guild
quests "Den of Th ieves" and "Newhelm's Flagon."

9. Lord Orad's Estate; Farmoperated by prosperous Dark
Elf who, with wife Lady Orad, is a contact in the
Daedrlc quest "Malacath." Manor house isa potential
target during the free lance/tenctng phase of the player's
Thieves Guild experience,

10. Fort Sutch: Ruined Imperial fort used as a mercena ry
stronghold, One level with numerousmercenaries. lnct:
so-so. Objective for Dark Brotherhoodquest "Bad
Medtclne." After you complete the "Dagon Shrine"
segment of the Main Quest, you'll find on the surface
northeast of the tower some tmpertaltroops whoserve
a~ the source for the Miscellaneous quest "Attack on
ronSutch,"

11, Bleak Mine: Silver mine owned by Lord Orad, Onelevel
with guard and ogres. Lootmrfudes a boss chest and
silver-bearing rocks. Object ive for Daednc quest
"Malacal h."

12. Brina Cross Inn: Initial objective for Mages Guild quest
"Anvil Recommendation."

13. whttmond: lone resident Milevil the Buxom is the quest­
giVf'r for the Settlement quest "When the Vow Breaks,"

14. Anvil Main Gate: The entrance to the residential
portion of Anvil.

1S. Castle Anvil: ror now, we're just tf lling you where it is,
SCi' the "Anvil" mapfordetails.

16. Fort Strand: Ruined Imperial fort taken owr by Mar.wders.
Two levels with swingtng-mareand swinging·log traps,
Decentloot. Objective fur Settlement quest "When the
Vow Breaks."

17. Varus Camp;Small Bandit camp. Acouple of enemies
but no realloot,

HI. Niryastare: Ayleid ruin that has been taken over by the
undead. Aboss on the bottom level-and lots ofgas
trapsand one spikc trap. Decent loot-most of it in
locked contatners.

19, Bodean Camp: More or less a repeatof #17,

20. Garlas Agea: An Ayleid ruin that's been adopted by
Necromancers. Asingle level with a Necromancer boss,
and a mess of swinging·blade and gas traps. Fair loot.
No quest hooks-c-but the Ayleld reference work you'll
obtain in the MagesGuild quest "vahtacen's Scud" will
teach you the ruin's English name: Caverns of lore.

-
21. Gweden Farm: Home of seductive women who lure

Innocent travelers Inside to rob them. Objcrtlveof the
Misccllaneous quest "The Siren's Deception."

22- Smoke Hole Cave: Ahugr tomb. Three levels (the top
one is the hub fOTthe other two) contain over two
dozen enemies, mostly undead, ami there's good 1001
on the lower two levels. No quest hooks, bUI Smoke
Hole's a little adventure in itself.

23. Fort warlel: A ruined Imperial fort taken over by
Marauders. Enemies Include a bossand a batttemage.
Respectable loot.

24. Britt lerock Cave: Daedra in a Cyrodffl cave? It's been
known (0 happen. You'll find plenty of them here-and
one Slaughterflsh. Decent loot. Objernve for the Fighters
Guild quest "The Wandering Scholar."

21. Last Chance Camp;The standard Ba ndit-campsetup
from # 17 and # 19.

26. Gottshaw Inn

21. Troll Candle Camp: Not the standard Bandit-campsetup.
Here you 'll find Alawen- masler trainer in the M,uksm,ln
skill and the oblertlve in the "Marksman" Master Trainer
quest.

28. Belletor's Folly: A mine thai has been taken over by
Bandits. Three levelswith leveled enemies, a fewof which
willbe Bandits. The loot's okay. And note that dead Dark
Elf treasure hunter on the bottom level, with a rusty
shortsword stuck in hisgut. In some dungeons, you'll
flnd uve treasure hunters. See the "Freeform Quests"
chapter for details.

29. Kvatch: Kvatch itself, up the hill to the north, is pretty
much if smoking hole in the ground. This refugee camp is
what's leftof thecivilian population of Kvatch. Depending
on how things playout, you rna)' recover Martin here in
"Breaking the Siege of xvatch" in the Main Ques!.

30. Dasek Moor: Amixed-use dungeon-with Marauders on
the top and bottom levels and mostly undead creatures
in between. The bottom level has swinglng-mece traps,

~the Marauder boss, and his chest.
0

31. Kvateh:The Chapel of Akatcsh isoneof ihe two buildings '"r-
stili standing in the cit)'; it isyour final objective in 0

"Breaking the Siege of xvatch" in the Main Quest and :;:
:tothe kickoff point for the follow-up Miscellaneous quest ""The Battle for Castle Kvatch." (Ihe castle. not marked, '"

is just 10 the nortnwest.l

J2. The Barricades: Savlfan MaUus, whom YOU'll meet
here, is the quest-giver for "Breaking the Siege or
kvatch" III the Main Quest.

~•
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1. Irumbe: An Aylcld ruin turned undead lair. Good loot,
including a boss's chest and Welkynd Stones, but a 101
of the chestsare locked.

1. Fort Hastrtl : AVampire lair in a fanner Imperial fort.
gespertabje loot when you take intoaccount the strt'ngttl-

fortifying Gauntletsof Potence and Magicka-ddrnaging
Wa r Axe of Seduction between two statuesatop a raised
area on the west side of the bottom 1~1. (Ust the Unit'
shelves In the comers to help you jump to the tcp.I



3. Shattered Mine: Aformer mine turned Bandit hideaway.
You'll find enemfes spread over two levels, sWinging·
maceandswlngfng-log traps, and a fair amount of loot.

4. Camp Ales:Another of those little Bandit camps, with one
Bandit (who could tum out to he a dog) ami marginal loot

s. Infested Mine: Infested with Maraudm and five
swinging-mare traps in the Sprnl Galleries.

6. Varondo: This Ayleid min has been taken over by
Conjurers and their pel Daedra. Great loot, mo-e-not
just chests. but Welkynd and Varia Stones!

7, Mongrel's Tooth Cave: ACiJ\It' inhabited by mythic enemies
ofvarying type and number. Quality of the loot wilt vary.

8. fort tlnchal: This fort is mentioned in the Mages Guild
quest "Necromancer's Moon," though you're notactually
sent there. As you might expect. you 'll be up against
Necromancers, lots of 'em. In this three-level dungeon.
Watch for dart traps on the lop and bottom levels and
the Necromancer boss on the bottom. Naturally a
Nerrcmancer boss means a Necromancer boss chest!

9. Dagny's Camp: like #4, with the chance ofan extra Bandit,

10. Taiwinque: Bandit base with an Ayleid motif across the
three levels-including a boss on the third-s-and
swinging-mare traps on the top two levels. loot Includes
Welkynd Stones on the second level and a boss chest
and a Varia Stone on Ihe third level.

11. Fort Ontu: Peaceful mage stronghold (with some sinister
trappings) that becomes accessible in the Mages Guild
quest "The Necromancer's Amulet," in which this
dungeon is theobjective. (At the end of that quest. it'll
tum hostile.) Mages spread over two levels, with decent
loot (including a bosschest on the second level) . Dart
traps on the top level.

12, Brotrh Camp: Slightly larger version of the standard
Bandit camp, with two baddies.

13. Echo Mine: Bandit hideaway with numerous enemies
and fait loot that includes a decent amount of silver.
(Some of the loot is behind J breakawaywatl.l

14. Nommgalc: An Ayleid min that has been taken over by
mythic enemies- a leveled assembly of It'gfndary critters
that could ronsist of anything from Ogres on down to
Imps, with a presiding boss, Watch for spike and
swtnglng-bl.tde traps.

1S. Valley View Camp: #9 revisited.

16. Broken Promises Cave: ABandit cave. Apretty fair
amount of loot for a one-level cave-incl uding a boss
chest. Cave.I n and SWinging-mace traps.

17. Wind Cave: Athree-level enemy lair with a heavily
populated bottom I('wl-including a bossand his boss
chest.

18. FortDirkh: Undead hangout that features a boss. Good
loot, with lwo boss containers. Dart traps, Possible
objective in Settlement quest "AVenerable Vintage."

19. Sanguine Shrine: Daedrlc shrine. Engomlls the qUl'Sl-givcr
for the Daedric quest "Sanguine."

10. Rock BoUom Caverns: Goblin lairwith ;1 boss. Doubles
as a display room for log (three) and swinging-mace
(fo ur) traps. Decentloot-cinctudmg a boss chest.

21 . Fort Rayles: Atwo-level Conjurer lair with Daedra and
two bosses. Loot incl udes two boss chests and a
MagickJ·draining War Axe of Jolts (on an overpass above
thesecond boss), Cave-in. dart. and pit traps.

22. Cloud Top: Asurface ruin, hiS!h on a mountain shelf.
where you'll find a charred corpse. Objective in the
Mages Guild quest "Chorrol Reccmrnendatlon .'

23. Pillaged Mine: Iwo-tcvel Goblin den with lots of
enemies, modest loot. and log and swinging·mace traps.

24. Wendir: Aparticularly nilstytomb. On the toplevel, you'll
find eight enemies-c-at least halfof them undead. The
bottomlevel features more, plus a boss. It's also ,I dearing
house for traps: gas, Dark welkynd Stone, pit. spike, and
blade. Boss chest on each level. location of an Ayleid
statue needed for the Miscellaneous quest ' The Collector."

25. Black Rock Caverns: Big [aster Ej.(g. Starts out as a
regular Bandit (ave, with baddies and a modest amount
of 1001 and a swinging log trap. See the "Freeform
Quests" chapter fordetails,

26. tfpsand Tarn: AVampire lair in an Ayleid ruin , with
enemies spread over two levels. Spike traps. Lots of loot.
including welkynd Stones and a VarIa Stone, an Elven
Ceremonial Helmet up top. and a boss roffi n down
below. Possible objective in the Mages Guild Quest
"Chorro! Recommendation ."

21, Nonwyll Cavern: High-end mythic enemy lair, It's light
work up above, wilh Trolls and a single swinging-mace
trap, but heavy lifting down below, with Trolls, ogres. a
Minotaur, and a cavetn trap. Objective in the Ffghters
Guild quest "The MaSTer's Son."

28. Hrotanda Vale; Bandit hideaway...rnafnly Acoupleundead
share this two-level dungeon with Brigands, Indudmga
Bandit boss. Loot Includes Welkyntl and Varia Stones,
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1. Shetrembe Farm: Source for the Settlement quest "The
Sunken One."

1. Sandstone Cavern: Critter lairwith J blend of mythic
enemies and real -world critters spread over two levels.
Objertlw for the Settlement quest "The Sunken One."

3. Mortal Camp: Asmall Bandit camp.

1. Gooll's Mretlng Camp: Mort' or less #3. (No actual GooUs.)

S. Miscarcand: Nasty three-level Ayleid ruin and a battle­
ground between the resident undead and the scavenging
Biltl'rfish Goblins. Skirmishes occur throughout the
dungeon. wilha bunch of a boss-level enemies among
the cornbatams. Good loot. including Welkynd Stones
and a V,ub Stone. Objrcti~ in lhe "Miscarca nd­
segment of the Main Qut'SL

6. Ra'sava Camp: Asmall Bandit camp.

7. Shardrock: Remote farm. Source for the Serttement
quest "Bear Season."

8. Fort lstirus: Mentioned as a N('(mmancer bir in tht Mages
Guild quest "Nl'(mmancer's Moon," but not an actual
questdestlnancn. Numerous Necrcrnancers.Jndudlng a

boss, are spread over three levels. Watch for dan traps
on the first and third.

9. Meridia's Shrine: Daedric shrine ami source of the
Daedrtc quest " McridiJ."

10. Fyrelight Cave: Mythic enemies and a boss chest canbe
found on thesecond If'\Il'l-as an a key to the third.

11. Fallen Rock CiM': Principally an undead lair. Takes a while
10 live up 10 itsname, butfinally does in a dead-end passage
in the northwest comer. Objective in the Fighters Guild
quest "Unf lntshed Business."

12. Cursed Mine: Big Bandit hideaway, withenemies
spread over three levels. Boss and bosscheston the
bottom level. This is used as the reference point for J

meetingwithSkingrad's count In the Mages Guild quest
"Ulterior Motives:

13. Fat Rat Camp: Asmall Bandit camp.

14. Bleak n..ts Cave: Undead-and one scared NPC.
Objective in Mages Guild quest ·Skingrad
Recommendation."

15. Grateful PassStables: Theysetl B.ay ho~ here.



16. Sklngrad-West Gate

17. Goblin Jim'seave: Base for the WhileSkin Gobli ns---one
of severa l tribes you can manipulate for fun and profit.
Set> "run withGoblins" in lhe "Ireeform Quests" rhapter.
Goblins and Goblin Jim (who isn't one) inhabit the
thIrd level,

18. Skingrad- E.as1 Gdte

19. Castle Skingrad

20. Bloodrrust Cavern: Vampire lair and oblecttse for the
M.lges Guild quest "Informalional a Price." Before the
questgars UVf'. you'll fi nd just a few Vampires-but the
number doubl~ when you're on the quest. Okay loot,
including J bosschest.

21. Shadeteaf Copse: Three nirnrool plantssurround a
pond. One of you r ftrst objectives in the Miscellaneous
quest "Seeking Your Roots."

22. Derelict Mine; Base for the Sharp Tooth Goblins. Plenty
of Goblins, as well as two tribal totems-c-the Sharp
Tooths' own (at the bottom) and that of their White
Skin neighbors (on the second level).

23. Silom: Necromancer base with lots of enemies. loot
includes Welkynd and Varia Stones. Objectfve in the
Magt'5 Guild quest "Ambush."

24. Gro--Bak Camp: Asmall Bandit camp. bUI wilh
guaranteedenemies.

15. Gray Rockuv~ Mythic enemylair with separate
entrancesfor its two levels.

16. Fort v lastarue Vampire lair. loot includesa boss chest.
Possible objective for the Settlement quest "A Venerable
vintage,"

27. Hawling Cave: Critterand undead hangout. unlessthe
Dacdncquest "Merldla" is running. in which CdS{' it's
01150 (on the bottom levell J Necromancer base.
Respectable loot. including a bosscontainer.

28. Collarbone Camp: AsmJl1Ba ndit (amp.

29. Nornalhorst: AVam pire lair, including a boss an each
of the two levels: swinging·blade. rhopptng. blade. and
gas traps: and welkynd and Varla Stones.

30. Nisin Cave: Mythic enemy lair.

JI. fort 81ack 800t: Conjurer lair that includes a bess and
decent loot. including a bosschest

~
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1. Sallcre Tor: Glant dungeon from the "Bloodof the Divines"
segment of the Main Quest, inhabited by the ethereal
side (If the undead family tree (Ghosts and/or WrallhsJ.
Icts of bosschests. Dart traps on the entry level.

2. Hermaeus Mora's Shrine: Dacdric shrine and the
sourceof the final Daedric quest. "Hermaeus Mora ,"

3, Nlnendava; vamplreazombles. and other undead, oil my.
One swinging·blade trail and one bosscoffin. Location
of an Aylcid statue needed for the Miscellaneous quest
"I he Collector."

4. Echo Cave: Three-level habitat for Necromancers and
various and sundry undead that's used in the final Mages
Guild quest. "Confront the King." A Necromancer
bcss-cand the Necromancer boss-of-bosses.
Manniman:o-un be found on the bottom level.
surrounded bydew traps. Multiple boss chests throughout

5. Boreal Stone Cave: Petite. nearly empty cave that is
your finalobjrdh'f' in the Miscellantous quest "A
Brotherhood Betrayed."

6. RieUr: Two IMI Ayleid ruin/undead hangoutwith nice
chest loot (plus the usual Well..ynd Stonesland not.so-nke
chopping·"lJde traps.

7. Applewatrh: Remote farmhouse. Initial objective in the
Dark Brotherhood quest "Next of Kin."

8. Capstone Cave: Bandit hideaway with a boss chest and
a ran~e of traps.

9. Cloud RulerTemple: Mountain fortress that isyour
final destination In the "Weynon Priory" segment of
the Main Questand, thereafter, your bast" of operattons
until the Main Quest's conclusion ,

10. Bruma Caverns: Mythic Dawn spies use this cave to
sneak in and out of the city in the "Spies" segment of
the Main Quest.

t 1. Castle Bruma

12. Brumd-E.JSt Gatt'

13. Wildeye Stables: They sell Paint horses here.

14. Serpents Trii1: The onlykno.....n entrance to the lost
valley containing the ruins .11 PalePass. used Jn the
"lifting the Vale- Mi~lIanf'ous quest,

1S. Plundered Mine: Two-level base for the three Feather
Goblins. (See"Fun with Goblins" in the "Freefcem Quests­
chapter for detailsJ So-so foot-e-a "il of il behind ,;I

breakaway wall on the top level.



16. Dragondaw Rock: The first milestone in the
Miscellaneous quest MUf1ing the vale."

17. Gnoll Mountain: Objective in the. Dark Brotherhood
quest "lhe Coldest Sleep."

18. Silvertooth Cave: Two-level Goblin lairwith a boss. a
boss chest, and swlng.mare and rotten-plank traps on
the top level.

19. Sedor: Ayleill ruin occupied by Ogres. Objective in the
righters Guild quest "t he StOIlC of SI. Alessta ."

10. Hidden Ca mp; Small Bandit camp,

21. Gutted Mine: Vampire lair. Objective in the Daedrtc
quest "Azura."

22. lake Arrius Caverns: Mythic Dawn base you'll invade
in the "Dagen Shri ne" segment of the Main Ouest.

23. Alura's Shrine; Daedrtc shrine, source of the Daedrlc
quest "Azura."

24, Temple of (he Ancestor Moths: Monastic compound.
The four-level catacombs is the objective in the Thieves
Guild quest "Turn a Blind Eye."

25. lord Bugdumph's Estate: Initial objective in the
Fighters Guild quest "The Noble's Daughter."

26. Klngscrest Cavern: Big (four-level) mythic enemy lair­
notable for the many withered trees on its bottom level.

27. Walker Camp; All over western and centralCyrodiil,
these camps have been more or less identical. This one
isn't. The two guys hereare Camonna Tong thugs who
are deliveringskooma to a dead-drop location outside
nearby klngscrest Cavern (#26l. See "Drugs" in the
'Treeform Quests" chapter for details.

28. Fanaras: AVampire lairquartered in an Ayleld ruin.
location of an Ayleid statue needed for (he
Miscellaneous quest 'The Collector."

29. Aerin's Cam p: Another seeming Bandit campthat isn't.
tobem is the master of the Acrobatics skill , and he (an
train you to the highest level in the game. And on the
body of Andre, which you'll find behind the rocks 10
the north-northeast. you 'll find a letter tbat hints at
some freeformgameplay farther up the mountains.
(Hint: Andre fel l.) See UTIle Udyfrykte Matron" in the
"Undoc umented Quests" chapter for details.

30, Dive Rock: Easler Egg. Not the highest spot in the
game-s-the mountains farthereast are higher-but Dive
Rock has the best view in all Cyrodiil , and Ihis hassome
nice consequences. The journal beside the flre contains
clues useful in the frerform quest alluded 10 In #29.

31. Kernen: Iwc-fevel undead lair housed in an Aylcid ruin .
with the usua l Wclkynd Stones and a couple of vartas
on the bottom level. Cbopptng-blade and gas traps on
the bottom level.

32. fort Sdnia: Mixed-use undead and Marauder lair. Boss
cheston the upperof the two levels. Swinging-mace traps.
Objective in the Settlement quest uA venerable Vintage."

33. Doomed Mine: BJndil hideaway with modest loot and
swlnging-rnare traps.

34. Boethta's Shrine: Daedrfr shrineand the source of the
Daedrk quest "Boethta."

3S. Harne: Three-level Necromancer lair with a lot of ' work
product" wa lking around. Boss chests on the top and
bottom levels. Spike traps on the top.
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has a sewer systeml Yes, but you can't squeeze through
the crack, and even Ifyou could. nothing of significance
liesbeyond.

11 . weynon Priory: Alittle monastery where the chief of
the Blades holds cou rt, It's you r first stop on the Main
Quest (when you deliver the Amulet of Kings to lauffre)
and your third (when you deliver the presumptive heir).
And In the Miscellaneous quest 'The Kill ing fjeld,~

you'll find the Odlil boyswaiting on the road nearby.

12, Serpent Hollow Cave: Mundane two-level mythic
enemy IJIr, with enemies on top and more (with the
boss) on the bottom. Not much loot apart from a nice
boss chest on the bottom level.

13. Brindle Home: Isolated hamlet Ihat figures in the
Daednc quest "Molag Boll."

14. Odiii Farm: Objective in the Miscellaneous quest 'The
Kill ing FIelds,"

15. Moldg Bal'sShrine: Amalinglyenough, the sourceof
the Daednr quest "MolagBoll."

16. Narfinsel: An Ayleid min with a population of mythic
enemies (I mps to Ogres) and a boss. Nite1001 includ ing
Welkynd Stonesand a bosschest.

11. Shadow's Rest Cavern: Another critic, lair-a two-level
cave with mythicenemies up tal' and more mythic and
real-world crittersdown below. fair loot.

18 . Gottlesfon! Priory: Asisterlycounterpart to Weynon
Priory. The two residents of this bosky cloister gather
the healing lady's mantle leaves- in the chapel and the
nearby house-which you're free to take,

19. Fort Wooden Hand: Maraudrr lair in a combination
fort/cavern. Note that the bottom level consists of two
separate sections-the smaller and easternone, defended
by a Marauder boss, contains the bestloot.

20. Fort Ash: Two-level Goblin lair. The mace and dart traps
on the tal' level are especially nasty, and the boss and
boss chest are down on lhe bottom.

21, undaf: Undead lair, with enemies spread over two If\'els.
Nice loot,with boss chests on each level, Welkynd Stones.
and Va rlaStones. Lots of gas, swlnglng-btede, and spike
traps on the top level. Objective in one va riant of the
Miscellaneous quest "Secrets of the Aylclds:

12, Breakneck Cave: Three-level mythic and real-world
critter lair with lots of beasties.

23. Green Mead Cave: Another critter lair.

14. Ceyatatan Conjurer's talrIn anAyleid ruinspread O\('r three
lewis.. Nke 1001, with two boss chests. Welkynd Stones. and
Soul Cemson thebottom level. Not!' thatlilt' left-hand stairs
from thelarge room at the tx'ginnlng of thr Mt ll"IeI deictnd
10 a passage whereyou'll find a view of a waterfall. You can
get to lhe pool at the bottomof the fail s (and the dead
adventurer it contains) only from lhe second lew!.
Referred 10 In the bookGloriesdodLament!..

21. Haynote ewe: Three-level critter den with ffi)'lhic and
real-world euemtes.

27. Yellow Tick Cave: A two.level Conjurer lair.

28. fort Coldcorn: Critter lair wlth mythic enemies,
including a boss. Respectable loot, Including a boss chest.

29. Maranda: three-level Ayleid ruin with mythic enemies on
the lap two levels and only gas traps on the third. toot's
okay, witha single Varia Stone on the third level and
also a statueyou'll collect in tbe Miscellaneous quest
"The Collector.~

30. Clavirus Vile's Shrine: Source for the Daedrlc quest
"Clavicus Vile."

31. fe lgageldt Cave: Two-level Bandit hideaway. fair loot.
includ ing a boss chest, all iron claymore, and a pairof
f lawed gems.

32. Underpall Calle: /\ huge undead dungeon-plus a
Necromancer boss-spread over five densely interwoven
levels. Not much loot, considering IB size. Loads of
swinging-mdce traps on a bridge across the South Keep
level. The featuredattractions are the giant under-
ground lake on the bottom level (in which only one
nondescript chest is ccnceated) and 01 big, bad
Necromancer boss.

R Piukanda; An undead dungeon quartered inanAyleld ruin,
which includes bosseson the second and third levels.
Swingin~·b lade traps on the second level. Greatloot.
iodl/dlng wetkynd and varta Stones and two boss chests.

34. Outlaw Endre's Cave: Atwo-level Bandit hideaway.
Boss chest on the upper level. Entrance 10the bottom
Is hidden bya pull-rope secret door.

35. Fort Roebeck: Two-level Conjurer lair.

36. Nenynnd Twyl1: Necroman(cr lairin an Ayleid ruin over
two levels. Decent loot.with a boss chest and VarIa
Stoneson the semnd level. Objective in the Mages
GuUd quest " tfberation or Apprehensionr

37. Unmarked Cave: Three-level mythic enemy and beast
lair. Secret doors throughout and cJV('·In traps all initial ::E
and "Mdleway"It'Vt"ls. Boss rbest on entry level. 0

'"38. Faregyl: The Faregyllnu. Source of the Settlement quest r-
0

' T he Potato Snatcher." :;::
39. Pothole Cavems- Necromancer lair. Two swinging·mace

,.
'u

traps and a log lIap--lhe latter set up for your own usc. III

The (ell key's in a chestat the north end of the dungeon.

40. Horn Coav£'; Mixed-use dungeon, with mostly Bandits up
above .111d mythicenemies down below. watch for
swinging-mace trapson the top two levels and a rave-in
trsp on the thIrd.

41. Bleaker'sWay: Avillage where ordinarily·at-odds Nards.
and Dark Elves live fogrlher in peacec-atleast until you
show up to perform the Daednr quest "Mephala."

42. Inn of iii Omen: Destinancn In the Dark Brotherhood
initiation quest "/\ Knifl' In the Dark."
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43. 'roadsteot Hollow; Mainly an undeaddungeon, but
with,] 101 of crtttcrs mixed in over three levels. litt le
1001. Two cave-ln traps on the entry level.

44. Charcoal Cave: Amixed-use dungeon, with mythic enemies
on the twoupper levels and Bandits on the first and the
third «(nduffing a ·boss). All told, you'll fi nd so-so loot
(including a boss chest) and loJot traps (one on the entry
level and three on the third ).

45. Wenyandawik: An Ayleid min occupled by undead
creatures Iindudlng a boss) spread over two levels.
txceucnt loot, including Welkynd and Varia Stones and
a boss chest. Swinging-blade traps on the bottom level.
IDeation of an Ayleid statueneeded for the Miscellaneous
quest "The Collector."

46. Mingo Cave: Nondescript cave with mythic enemies, a
drop of chest loot (plus some modest equipment nea r
the skeleton in the entry ha/l), and a cave-in trap.

47. Anga: Pttch-btark Ayleid rutn . The only overtly hostile
residents are two undead. You'll gel the "Forgotten"
here to kill off the invading priests in the Dacdrtc quest
"Namira." Good loot, including fWO boss chests.

48. Hlrclne'sShrine: Source of the Daedrtc quest "Hlrcine,"

49. Namtra's Shrine: Sourceof the Daedric quest "Nemira."

SO. Robber's Glen Cave: Imps and chests. Objective in the
F1ghtf'fS Guild quest "More Unfi nished Business."

51. Red Ruby Cave: Amythicenemy lairwith rnodestloct
spread over two levels.

51. Mephala'sShrine: Source of the Daedrtcquest ~ Me"hilla .~

53. f rostfire Glade: Isolated region reached only through
Frostfire Cave. Guarded bya leveled Atrcnach. No loot.
Objective in the Misccl1aneou~ quest ' Tea rsof the Savior,"

54. The Beast's MdW: Mythic enemy and low-end critter lair.

55. Fort Horunn: Three-level mythic enemy lair with a boss
and boss chest on the bottom level.

56. Harm's Folly: Afarm in the Icrall foothitfs. Source of
the Settlement quest "RevengeServed Cold."

S7. Desolate Mine: AGoblin lair that is the objective in the
early Fighters Guild quest ' The Desolate Mine." Okay
chestloot . Rolllng·log and swinging-mace traps.



1. Fort Nikel: Marauder/Bandit base with a boss chest.

2. Fort Empire: Two-level mythic enemy lairwith two
bosses on the bottom level and a boss chest.

3. Fanacasecul: An Ayleid ruin inhabited by tomb
creatureswith an undead boss among them. Gaud

loot, including Welkynd Stones and a boss chest.

4. Fort Virtue: More tomb creatures, with another boss
and another boss chest. Also a bunch of swinging-mace
and dart traps.



5. wawnet Inn: Source for the Settlement quest gA 28. Imperial City-Prison
Venerable Vintage," 29. Fatback Cave: Three-level Gublin latr. The Gobs are lnter-

6. weye. Source for the Settlement quest "Go Fish." mingled with nuisancebeasts (Rats and MudcrabsJon the

7. Vindasel: All ni lters-t1ntil you ftnd the warrior top and bottom levels but are relatively thickon the

Umbra.{Or rsthes, the.cnce-ordlnary person possessed second "G rea t Chamber" level. Many mace and log

by the soul of the warrior Umbra.) Objective for the traps-c-especiatly 011 the third level, where you 'll find

Daedrtcquest "Gavlrus Vile," whkh yields one of the the Goblin boss and the lion's share of the trea sure.

best swords in thegame. In this Ayleid ruin, you'll also 30. Sardavar l ecd: Two-level Conjurer lair inan Ayleid ruin.
find Welkynd Slant'S, a boss chest. andspikeand gas traps. Loads of 'em and their pet Daedra on the top level, and I

8. Dzonol Cave: Bandit lair. Two boss chests on the just a few (including the Co njurerboss) on the bottom.

second of the two levels. Swinging-logtra p. Nice loot, including a boss chest. Mindyet P's and Q's on

9. AJeswell: Little farm community with an inn. Source
the bridges on the upper 1l'VC1. tncatlon ofan Ayleidstatue
needed for the Miscella neous quest "TheColtrrtor."

for the Miscellaneous quest "Zero Visibility."
31. Imperial City Sewers-Southeast Exil

10. rlngerbowl Cave: Afour.level, C,1Vf'mOUS tomb. The
third level has been staked out bya sizablegroup of 32. Sweetwater Camp: Small Ba ndit ca mp.

Necromancers, which may explain the presence of so 33- Imperial Prison Sewers Exit
many undead creatures. 34. Moss Rock Cavern: ANecroma ncer lair, with the usual

11. Fort Caractacus: The fort above the dungeon is the share of undead and nuisance beasts. Good loot, including
object ive in the Miscellaneous quest "Zero Visibility." a boss chest and gems. Objective in the Settlement
The dungeon below the fort isa sma ll Conjurers' lair. quest "The Graveflnder's Repose."

12. Sinkhole Cave: This two-level Ba ndit lair or the Ayleid 35. Roxey Inn: Source of the Sett lement quest "The
ruin Vilverin (tl3 6) is likely to be "baby's firs t dungeon." Graveflnder's Repose" and possible source for the
Pit-laden inner section. Ordinary loot. but you'll be Miscella neous quest "Zero Visihillty." Hangout of the
happy10 have it. merrenartes who are your rivals in the Miscellaneous

13. Chestnut Handy Stables; These Me the onlystables in quest "Secretsof the Ayletds."

the gamewhereyou ca nnot buy a horse. However, 36. Vilverin: The other likely"baby's tirst dungeon," Mixed-use,
many Im perial ctttzcns keep their horses here. four- level habitat for Bandi ts (top level), undead (the rest),

14. Imperial City-Talos plaza District and a single Necroma ncer (on the bottom level). This

15. Imperial City- Waterfront
dungeon also Incorporates a couple or sma ll, non-quest
stories. (You can learn about a trapped Bandit and gel

16. Old Bridge some barkstcry on the Necroma ncer,) Pretty fair loot
1]. Petl's Gate: Imperial City suburb. Initial destination in throughout. including a boss chest on the bottom and lots

the Daedrlcquest "Clavkus Vile." of loose gea r on the way down. location of an Ayleld

16. Fort Homestead: Athree-level Marauder lair. tots of dart
statue needed for the Miscella ncousquest "The Collector."

and swinging·mac€' traps. Boss cheston the bottom level. 37. Sideways Cave: Alost Ayleid ruin concea led in a three-

19. ImperialCity-Temple District
level mythic enemy lair, See the "Freeforrn Quests"

Ul
chapter for details.

a. 10. Imperial City-Palace District
38. Fort Alessla: Two-level Maraurler hideaway Swinging-mace-c

::E 11. Imperial City-Elven Gardens District traps and a bridge trap. Fair loot, including a boss chest
0 11. Imperial City Sewers-North Exit on the bottom level.
...l
cc 13. Imperial Cify-Market District: It has the greatest 39. Memorial Cave: Vampirelair. Fair loot, includ ing a boss0
~ variety of shops of any of the cities. roffin. Fina l objective in the Miscellaneous quest "Order

14. Imperial City-Arena: This is where you go tight in the of the Virtuous Blood."

Arena as a combatant, or to bet on fights. 40. Fort Variela: Two-level Necromancer base with a boss

15. Imperial City-Arboretum chest on the bottom level.

16. Imperial City-Arcane Universlty; The headquarter; of 41. Fort Urasek: You're not the only visitor to this densely

the Mdgl'S Guild, end the only place in the game to make populated two-level Goblin lair. On the second level. in

your own spellsor enchant your own magical Items. a sma ll prison with a flee -tu mbler lock (the key's in a
sack ncar thedoor), you'llfi nd Maraudrn fighting Goblins.

21. Sercen: Bandit lair in an Ayleid ruin. Boss. Good loot, Wa il 'emout and kill the winners. Dart, log, bridge. and
includingWelkynd Stones anda boss chest. Swinging· swinging-mace traps. Midd li ng loot, includinga bosschest.
mace trap.

41. Fort Chalman: Undead dungeon wit h a boss. good loot
(includinga boss chest), and swingi ng-mace traps.



.'
43. Wellspring (ave; Mages Guild fadlny, ordinarily empty,

that links the mainland 10 a grove on the island just to
the west. Objective in the Mages Guild quest "A Mage's
St.lff," when you'll find it's been Invaded by
Necromancersand their pets. TIle exit to the island
can't be opened until the quest goes live.

44. Fort Magia: Three-level undead tomb. lots of water, with
a fair number ofStaughterflsh. Undead bossand two boss
chests on the bottom level. Possible destination for the
Settlement quest MA Venerable VIntage."

45. Shinbone Cave: Two.level Goblin lair with all manner
of traps.

46. Flooded Mine: Em pty, 5JVt forShaleez. whom you'll have
to kill in the Dark Brotherhood quest "Final justice ."
(Boss chest, too.I

47. vcyond's Cave: An Argonlan tribal Givenot dissi mila r 10
certain of the Goblin lairs. with shaman and a chieftain
boss. However, the Argonians don't have Goblin-style
tribal names or totems, and this is the onlycaw of lis
type. (Not 10 be confused with the Ayleid ruin veyond.I
Water. water everywhere.

48. Exhausted Mine: Bunch of Goblins in a net-quite­
lapped-out three-level mine. Objective in the Settlement
quest "Revenge Served Cold."

49. Rola nd Ienserlc's Cabi n: Adestination in the
Miscellaneou<' quest "Order of the Virtuous Blood."

50. Empty Mine: Empty it ain't. You'll still find silver and
Goblins on all three levels.

51. Culotte: Ayleid ruin with Zombies., a boss chest. anda
bridge trap. location of an Ayleld statue needed for the
Miscellaneous quest "The Collector."

52. Beida: Conjurers and their Daedra have holed up in a
two-level Ayleld ruin equipped with bridge and spike
traps up top and excellent toot throughout-includ ing a
mother lode of Welkynd Stones, J Varia Stone. and
some Soul Gems.

53. Nagastanl: Two-level mythic enemy lair with a couple
of Zombies. Nice 1001. with lots of Welkynd Stones, one
Va ria Stone, and a boss chest. lots of gas traps land a
fewswinging blades) up top.

54. Barren Cave: Vampire lairwith two bosses and a
boss coffi n.

::;:
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1. Bloodmayne Calle: looks likea Ba ndft [ave where Brotherhood quest "A Kiss Before Oying~ and a
the Bandits have gone for a walk and left the pels possible destination also for the Mis(eJld"eoU~ quest
(mythic and real-world ) in charge...unless the Fighters "Va mpire Cure:
Gu ild quest "l he Fuglttves" is running Swinging- 18. Arkved's Tower: Notthe biggest dungeon in the game
mace. gas. and rolling-log traps on the upper level by acreage, but by levels. Seven of 'em. occupied
and a boss chest on the bottom. chiefly by Daedra until you reach Arkved himself in

2. Anutwyll: Two-level Ayleid ruin t hat's been taken over his " Death Quarters." Objective In the Daedrlc quest
by mythic creatures. Gas traps and a varta Stone up " vaerrnlna."
above. Welkynd Stones and a boss chest down below. 19. Muck Valley Cavern: Mainly a critter lair. One of the

3. Bay Roan Stables: Bay horses can be purchased here. objectives in the Dark Brotherhood quest "Next of Kin."

4. BraviJ-North Gate 20. vaennin a's Shrine: Daedrfr shrine, source of the

5. Castle Bravil Daedrk quest "Vaermina."

6. Fathls Men's Tower Ia.k.a. Temple of the Emperor 2 1. Wenderbek Cave: BaS(' of the Skull Breaker

Zero): Su rface tower that Is inaccessible from the Goblins. See "Fun with Goblins" in the ' Freeform

surface and can be reached only via htdden dungeons Quests" chapter.

entered in the north wint of Castle Bravil. Objective 22. Crestbrldge Camp: The would-be settlers who were
in the Thieves Guild quest "Arrow of Extrication." chased away from Cropsfcrd (#9) stopped running

7. Fort Sejanus: Two-level Conjurer lair. You'll find here. Source for the Miscellaneous Quest

loose potions in addition to the usual chest loot. "Goblin Trouble."

8. Cracked Wood Cave: Base of the Bloody Hand 23. Fort Cedrtae : Two-level Marauder base. Downstairs,

Gohlins. Boss chest, Fi re Damage arrows, and you'll face a boss and find some nile loot-including

swinging-m ace traps. One of two possible objectives a boss chest and a royal cuirass (with a Resist Poison

in the Miscellaneous Quest "Goblin Trouble." enchantment).

9. Cropsford: Would -be settlement. Th e wa rring: Goblin 14. Cadlew Chapel: Imagine the Weynon Priory chapel

tribes from Cracked Wood ( ave (#8) and Timhersrar taken over by Necromancers.

Hollow (# 10) have overrun it. You ran put things 25. Nenatata: Athree-level Ayleid tomb. Boss chests on
right in the Miscellaneous Quest "Gcbltn Trouble." the fi rst two levels and Varia and Welkynd Stones on

10. Tlmberscar Hollow: Base of the Rock Biter Goblins. the third. Final objective in the Miscellaneous Qu est

Bess chest. See #8 and #9. "Secrets of the Ay lelds."

11 . Bawnwatch Camp: We'd SdY there's not a soul here- 26. Bramblepomt Cave: Three-level mythic creature lair.

only there is a soul here, Your initial destination in Boss and boss chest on third level. Destination in the

the Miscellaneous quest "The Forlorn Watchman." Settlement quest "No Stone Unturned,"

12. Bawn: Three-level Ayieid ruin borrowed by the 27. The Mouth of the Panther: You'll find the wreckof

undead. Boss on the third level. Boss chests on the the Emma May and a bunch of sailor ghosts in the

second and third. Welkynd Stones on the first and Misccllaneous quest "The Iorlcm Watchman."

third and a Varia Stone in between. Gas traps on the 28. Knights of the Thorn Lodge: The clubhouse for J

second and a spike trap on the third. tough-talking: but ineffectual chivalric order run by :;:
B. Fort Irony: Goblin lair. Objective in the Settlement the Cheydinhal count's son. Complete the 0

'"quest "Avenerable Vintage." Swlngmg-macc traps. Miscellaneuus quest "The Wayward Knight," and r:
you'll become an honorary member. C

14. f ort Grief: The "fort" part applies just to the surface s:
ruin. The dungeon beneath /s actually The Hunter's 29. Black Waterside Stables: Black horses can be >-

bought here.
-e

Run , which you'It visit in the Miscellaneous Quest in

"Caught in the Hunt." 30. Morahame: Mythic creature dungeon with a boss

15. fort Aurus: Conjurer lair. Possible destination in the chest. Welkynd Stones, loose equipment, and

Settlement quest "A Venerable Vintage." chopping-blade and Dark Wclkynd Stone traps.

16. Newt Cave: t hree-level mythic critter dungeon. Trolls 31. Wind Range Camp: Small Bandit camp.

on the second level. Some loose equipment. 12. Quickwater Cave: two-level crealurl'luitter lair,

17. Nornal. Tric ky four-level Marauder/undead lair. loot with mythic creatures up aboveand Slaughterflsh

includes Va ria Stones on the "varlasel" level and a down below.

boss chest on the "Ageasel" level. Heme 10 the dead-
drop location at which you'll find orders for the Dark
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H Castle Cheydlnha l S1. Hero Hill: Dead-drop locatlcn Ihat contains your

34. Cheydinhal-Wesl Gate orders for the Dark Brotherhood quest "Aff ai rs of
a Wizard."

IS. Harten 's Watch: Small community. Destination in the
fighters Cuild quest "Mystery at Uarlun~ Watch." S2. Dark Fissure: Ihree-level Necromancer lair. The area

36. Che)'din hal-East Gorte
outside the tronl door is tht destination in the Mages
Guild quest "Necromancer's Moon ." (You don 't have

31. vahtacen: "yleid ruin with il puzzle dividing its two to dip into the fissure Ilstlf.) If you do. you'll find a
levels. Nominal undead presence on the top, slgnlf· boss Cand a bosscomo) on the third level.
kant one on the bottom. Two bosschestson each. S3. Fort Nasa: vamptre lair with bossand boss coffin.
lois of Dark Welkynd Stone and someswinging-blade Dart and swinging·mace naps.
traps down below. Destination in the Mages Guild
quest "veh taren's Secret: S4. Serren Camp: Small Bandit camp.

38. Drakelowe: Isolaled house. IniUal destination in the SS. fort Facian: Iwolevel undead lair wllh boss and

Miscellaneous quest "vampire Cure: bosschest.

19. Squan dered Mine: Bandi! lair. But the boss, behind J S6. Deserted Mine: Two-level Bandit hideaway. Some

secret door on the third level. is undead! Swinging· loose equipment. Rolling log trap on the top level.

mace and log traps. Some 1001 behind ,1 breakaway Mythic-creature boss is behind J breakaway Willi on

wall on the lap level. Possible destination in the the bottom level . (It has a plank leaning against it.l

Miscr tlaneous quest "vampire Cure." SI. fort Entlus: Two-level Conjurer lair. Boss, bosschest.

'0. Croly nsh Cave: Big mythic creature den. fairly loose equipment. and a couple of bridge traps on the

uondcscript-c-save for the fact thatthe first level top level.

serves as a hub for the remaining four. Bosses and SO. Dodo: Mixed-use two-revel Aytl'id rum, wilh mythic
bosschests in the "Soggy Bottom" and "vents" levels. creatures mainly up top and undead mainly down
As above. possible destination in the Miscellaneous below. Gas traps at the end of the top level and an
quest "vampire Cure: especially nasty one at the beginning of the bottom.

41. Trossan Camp: Small Bandil ramp. Mythic boss and bosschest on the bottom level.

42. M,a ck,amentain: Three-level Necromancer lair in an S'. Perylte's Shrine: Uaedrir shrine and sourceof the

Ayleid ruin. Boss and bosschest on the bottom level. Oaedric quest "Peryite."

Spilte and gas traps. Location of an Ayleid statue 60. Bedrock Break: Mythic and real-world cruter lair. No
needed for the Miscellaneous quest 'The Collector." cameos by Pebbles and Bam-Bam.

4l. Sage Glen Hollow: Iwe-leve! Conjurerlair with 61. fort Gold-Throat: Goblin lair. with boss, bosschest
Conjurers (including a boss) up the waIOO. Boss and a fair amount of loose equipment.
chest, too. Swinging·mare trap...

44. Imperial Bridge Inn: Source of the Settlement quest 62. Wendelbek: Big Necromancer lair. Welkynd and Varia
~No Stone untumed ." Stonesand Soul Gems arc spread across all four

4S. fort Herta: Goblin lair with a bossand rotnng.lug levels. and boss chests are on the "Set Aran

and swinging-tog traps. Mathmedi" and "Sllasel!" levels. (On ly the "Sllasell"
<J) one comes with a boss.) Many traps are on the entryc, 46. fort f arragut: Base for Dark Brotherhood quest-giver< and "SrI Aran Mathmedl" levels. tocatlon of an Ayleid
:IE Lucien Lnhanre. Dark Guardians Ihal P<lITOI the halls statue needed for the Miscellaneous quest "The
c ran be bypassed. Desttnauon of the Dark Collector," Mentioned in the Mages Guild quest---' Brotherhood mini-quest "Of Secret and Shadow"0: "Necromancer's Moon," bUI not .1 quest destination.o and the source of the Brotherhood quest "The;:

Purfflcanon." 63. Kind red Cave: On the topmost of the three levels,

47. Carbo's Camp: Small Bandit camp.
Ihis is evenly divided between Necromancers and real-
world critters. Below. it's all Necromancer.

48. S~nmpy Cave: Troll City. Destination in the fighters 64. Collapsed Mine: Two -level Bandit lair with swinging·
Guild quest "Mystery at Harlun's Walch ." logand mace traps.

4'. Black Dog Cam p: Small Bandit camp. 6S. Arrowshaft Cavern: Ablend of mythic and real-world
so. Rickely Mine: Two level BandU lair. Boss and boss creatures in this threelevel tatr, with the mythic ones

chest. with some. loot hidden behind a breakaway gainingascendanre the deeper you go. Mythic boss
wall. Swinging· log trap on 'he bottom level. and chest on the third level .



f

I

•

66. Lost Boy Cavern: Like Black Rock Caverns and
Sideways Cave, this four-If\'cl Necromancer lair has its
own story. (see the " Freefc rm Quests" chapter for
detatls.l

67. Naycn ump: Small Bandit camp.

68. Redwater Slough; Vampire lair. You'll find a
Shornword of Numbing. with a frost Damage
enchantment. in a coffin high on the wall in the fin!
big room. Destination in the Miscellaneous quest
"vamptre Cure."

69. Fort Redw.ater. Two-level vampire lair. Boss ilnd boss
coffin on the bottom level. Dart traps on both tevets.

70. t eatrot Cave: two-level undead dungeon. Loot
includes Destruction skill hook. Destination in the
Ddrk Brotherhood quest "Affai rs of a Wizard."

71. Fort Cuplar: Two-level Necromancer lair. Pit traps. In
addition to the usual chest 1001 , you'll find a
Mysticism skill book. Soul Gems, potions. a topaz,
and some equipment.

72. G~rnd Camp: Small Bandtt camp.

n . Malada: Two-level Ayleid ruin. Mostly mythic and
real-world creatures up top (but also an undead boss).
Only undead on the lower 1f'Vt'1. We-lkynd Stonesand
a Va ria Stone. Gasand Dark Welkynd Stone traps
upstairsand a spike rrap downstairs. Destination in
the MiS(ellaneous quest "NothingYou Can Possess."

74. Abandoned Mine: Two-level Bandit hideaway, with
boss. Swi nging-mace and rolling-log traps. Some loot
behind a breakaway Willi.

i
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1. BorderWatch: Small Khajiit community. Destination in
the Daedric quest "Sheogorath."

2. Sheogorath's Shrine: Daedric shrineand source of the
Daedric quest "Sheogorath."

3. Telepe: Small Ayleid ruin. Destination in the
Miscellaneous quest "Knights of the White Stallion."

4. Rockmilk Cave: Afour-level Bandit hideaway. but, more
particularly, a Black Bow Bandits hideaway. (They're
mingled with plain old Bandits and Marauders who are
having a dust-up.) Black Bow bosses on the second and
third levels. (One of the bosses hasa hoss dug named
Pumpkin in his tent.) Boss chestson the second and

bottom levels; loose gems on the bottom level.
Swinging-mace, cave-in, and rolling·log traps.See"Fun
with the Black Bow Bandits" in the "Freeform Quests"
chapter.

S. Fort Nomore: Two-level mythic creature lair, with boss
and boss chest on the second level.

6. Water's Edge: Small settlement. Destination in the
Fighters Guild quests "Amelion's Debt" and "Infiltration."

7. White Stallion lodge: You'll get the key if you
complete the Miscellaneous quest "Knights of the
White Stallion."

8. Five Riders Stables: They sell Paint horses here.



9. Greyland: Small bouse. Destination in the Settlement 17. Atatar: Four-leveI Bandil hideaway in an Ayleid ruin
quest "Ra ld on Greyland." supplied wit h all manner of traps. Boss chest on the

10. leyawiin-West Gate "Lotta" level. Final desttnatton in the fightt'rs Guild

II. Undertow Cavern: Two level Ba ndulair, Up lop,
quest "Azanl Blarkheart."

generic Bandits. one Black Bow representative, and 18. Drunken Dragon Inn; One of the destinations In the

rolling·logand swinging-mace traps. On the bottom, Dark Brotherhood quest "Next of Kin."

two I:KM rhests-e-both underwater. 19. Fieldhouse Cave: I hree-rewl Conjurer lair. Boss and

11. Reedstand Cave: Two-level mythicand real-world boss chest on the bottom level. (Also iI Hand-to-Hand

creature lair. Boss and boss chest on the second level. skill book.) Rouen-plank and swinging-log traps on the

n. forsaken Mine: Who!" Ictta dead folks on the upper
second I{'WI. Anothergood anchor for a search for the
nimroot ptarus needed for the MiscellanfOWi quest

level. Whole lotta Trolls on the bottom. Destinatton in "Seeking Your Roots."
the Fighters Guild quest "Trolls of Forsaken Mine."

10. fort Blueblood: Iwo-tevel Marauder lair. Boss chest
14. Castle teyawtin and lots of looseequipment. Swinging·macl'traps.
15. Leyawiin-North east Galt' Destination in the Mages Guild quest "Leyawiin

16. fort Redman: Two·lewl Vampire lair. with the boss and Rerommendatlcn" (which adds additional Ma rauders--

boss chest on the second Il'wl. Dead-drop location for including oil boss-e-tc the mild.
your orders for the Dark Brotherhood quest "A Matter 11. Bogwiltt'r: Asmall surface encampment. Destination in
of Honer," the DarkBrotherhood side quest "The Rt"negadl'

17. Fishl'rman\ Rock: Brigand amp. Destination in weird Shadowscale."

Miscellaneous quest "Malag:" the Orr." 31. Haunted Mine: Two-It"o'd Goblin lair. with swinging-mace
18. Amellon\ Tomb: Two level crypt. family tombswereall traps and some loot hidden behind a breakaway wall.

over the plan' in Morrowind, but we suppose Cyrodiilk 33. On)'1: Cavemc Two-level Bandit lair. Boss and boss
customs are different AI any rate, apart from the chest on the bottom Ievel. Swinging·mace traps upstairs
mausoleum in the Imperial City·'§. Palace district. thiS is and swinging·logand rolling- log traps downstairs.
the only one in the province. Boss and boss chf'sl on 34. Welke: Undead lair quartered in a three-lewl Ayleid
the bottom 1C\'t'1. Caw-in trap on the top. Possible desti- ruin. Boss and boss chest on the bottom Irvel. Welkynd
nation in the fighters Guild quest -Amelion's Debt: Stones and a Varia Stant" on the second and third levels.

19. Darkfathorn Cave: Daedra cave! And without any cas and swing blade traps on the top level. location of
Conjurersaround 10 summon them. Destination in the an Ayleid statue needed for the Miscellaneous quest
Miscelldneous quest "Whom Gods Annoy." "The Collector."

10. Ild ewater Cave: (ritter lair. Destination in the Deedrtc 3~. Fort releman: Below the surface. a two-level
quest "Nortumal." Necromancer lair, with boss. On the surface. another

11. Nocturnal's Shrine: Daedtic shrine. dod the source of goon stJrting pctnt for if search for the nimroot plants
the Daedttc quest "Nocturnal." needed for the Mbcellaneous Quest ~Seek ing Your Roots:

12. Blankenmarch: Small settlement. A"Blankenmarrh 36. Shattered ScalesCave: Two-level mythiccreature lair.

contract" is alluded 10 in a Fighters Guild conversation , 37. Marsh·Punk Camp: Small Bandit camp. =:;;
but there is no quest here. 38. Bloodrun Cave: Necromancer lair, with boss and bossd1esl. 0

:0n , Veyond: Afour-leve l Aylrid ruin containingTrolls, 39. Seran Camp: SlII .-I 1I Ba ndit camp. r-
0Trolls. and more Trolls. Boss chests on the
:;:"Mathmalatu" and "Gandrasel" lewis. Chopping-blade »

traps on "Gandrasel" and "BJngrara." -c
lJl

14. Arpenta: Nuisance critter lair that's like a display room
for traps. Initial destination In the fighters GuildQuest
"Azani Blarkheart."

15. Barren Mine: BaS(' for the Dust Eater Goblins. See"fun
wit h Goblins" in the "frerfurm QUe5!" chapter for
details.

26. fort Dcubtecmss: three-level Necromancer lair. Boss
chests on Iht "(aves" and "Battlemage Mtr.itrr- levels.
One of three anchors for an eastern search for the
nimmot plants needed for the Miscellaneous quest
-Seeking Your Roots."
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1. Exit to the Temple District.

2. South wa tchtower

3. Exit 10 Green Emperor WilY In the Palace District.

4. Exit to the bridge to Arcane Universily.

S. South East Tunnels: The sewers. You'll use this
entrance10 reach the Arena Sf'wtrsand, eventually, the
"Otd Way" into the Imperial Palace, in the Thieves
Guild quest 'The Ultimate Heist"

6. Exit 10 the Arena District.

7. Southeast Watchtower

8. Beggar's Sleeping Mat: Afttr the Ihiews Guild quest
"Lost Histories: L.1rthjar mom here.

Statues of the Nine Divines

9. fullanos, God of Wisdom and logic

10. Stendarr, God of Mercy

11. Ma r,l, Mother-Goddessand Goddess of love

12. Dibella , Goddess of Beauty

11. Atkay, God of the Cycle of Birth and Death

14. Ak.ltosh, The Dragon God ofTlme

l S. xynareth. Goddess of Air

16. lenithar, God of Work and Commerce

17. Tiber Sepnm. God of War and Governance
, , I

ARCANE UNIVERSITY

1. Ixlt to the bridge to the Arboretum.

2. lustratorium: a.k.a. Alrhemy Headquarters. Julienne
Fanls buys and sells Ingn'dlt'nts, alchemical equipment.
and polions. She appears in the Arch·Magr's Tower (#31
duringthe Miscellaneous quest "Tearsof the Savior"

3. Arch·Mage's Tower: Ihtee-tevel tower, with the lobby
on the fi rst level. the Council Chambers on the serond.
and the Arch-Mage's quarters on the third. Raminus
Polus in the lobby gives)'Ou tht' middle-tier Mages
Guild quests, f.gures in the Miscell.meousquest
"vampire Cure," and sells spells. You'll meet Bothit'l
here in the Mages Guild quest "Neuomanrt'r's Moon."
and Julienne Fanis in Ihe Miscellaneuus quest 'Tears of
the Savior"; you may also meet Tar·Meena in the Main
Quest segment "Ihe Path of Dawn." In ihe Counrtl
Cham bers, you'll receive the laler Mages Guild quests
from Arch·Mage Hannibal rraven and meet trfav jarot in
the Mages Gui ld quest "vabtacen'sSecret." In the
Thi('ve ~ Guild quest "M isdlre( tio n,~ you'll steal a staff
from the Arch·Mag:c's quarters: onceyou complete the
Mages Guild quest line, that room becomes your own.

4. Chtronaslum: a.k.a . Enchantmg (toter. You 'll vIsit with
Delmar here to arrange creancn of yourMage's SLlff in
the Mages Guild quest "A Mage's Staff," and find
Illusion master Martina Floria here in the Master
Trainer quest "Illusion Trnlning." Floria also recharges
magic items.

S. Practice Rooms: Want 10 watch J spellcaster inactionl
A high-level Breton mage named Renald vlemis puts on
a daily demonstration of Mysticism and Desnucrron
spells here.

6. Imperial watchtower

7. Mage Quarters: Asource of one of the empty Grand
Soul Gems needed in the Miscellaneous quest -Vampire
Cure."

PRIMAGAMLS.COM 343



8. Mystic Archives: You may consult Tar-Meena here in
the Main Questsegmnu "rhe (lath of Dawn," You'lI
find the: book Necromancer's Moon here in the Mages
Guild quest of the same name. (It's also useful in the
Dacdrir quest "vaermina.") Another find is lilt' Modem
Heretics book. which gives you two topics that provide
the locations of Daedric shrines. The Cleansing oj the
Fane provides you with the location of the Ayleid ruin
Malada in the MiSCrllanl'Ous quest "Nothing You (an
Possess." Boderi Fatann isa medium-level Mysticism
rainer with a role In the Master Trainer quest

"Mysticism Training."

9. Praxographlcal Center; e.k.a. Spellmakmg Center.
Burtsscan and Gaspar Steglne both sell spells. Outside,
YOII ran attend lectures about the Doomstones. (See the
"Freeform Quests" chapter.l

I. Exit to the Market District.

2. Northeast watchtower

3. Exit to Green Emperor Way in the Palace District.

4. Bloodworks: The underpinning of the Arena, where
you'll sign up as a combatant and be assigned matches
agatnst the Yellow team and. at length. against the
grand champion.

S. Spectator 80x: Once you've bet on a match. you may
watch it play out from these box sealsand, every so
often. snatchsomething from one of yuurfellow
spectators.

6. Arena hopefuls' camp: Apairof would-he combatants
practice night and day in this littlecolonnade. If you
watch them awhile. you'lIget a surprise.

7. £Xit to the Arboretum.

8. Southeast Watchtower

9. Statue of Pit Fighter Morihau§: Mcrlhaus led 51.
Alessla's armies in the taking of White Gold Tower and
the overthrow of the Ayleid Hegemonies.

10. Statue of Queen Alessia : First ruler of Cyrodiilic
Empire and Founder of the Nine Divines.

1. Northwest Watchtower

1. North Watchtower

3. Irene Metrick's House: The master of the Blunt skill
has a role in the Master Trainer quest "Blunt Training."
(Shr also refers you to four other tralners.l

4. Cyronin Sintav's House: This Is the fellow whom Helve
Atius in tales Plaza accuses of startingthe trouble
between the Slntavs and Atiuses.

5, Guard House

6. TertiusFavonius's House: This I;ldy's man has settled
down with Romana Faleria. (Sure enough. you'll find
receipts for new furniture on the desk in thelr
bedroom.. .but she's the real source of interest here. Push
her Disposition up to SO and ask after"Imperial City,"
and she'll reveal thaI the City Watch is"so completely on
my ass" thai she has10 lay low-and thatshe has some
dosh set aside to tide her over. Whert'~ Well, irs probably



1. Imperlal teglon Offices: In the Thieves Guild quest
MTaklng Care of lex," you'l l have to use the legion seal
that's locked up in this building. In the Dark
Brotherhood quest "Permanent Retlrernent," you'll
place Adamus Phillida's severed finger here.

1. Exit 10 the bridgt' to the Markel Dislrict.

3. I' Baana's Tent : The Khajiit is the master nf the Security
skill. You' ll locate him in the Master Iralner quest
"SecurityTraining." You'll have 10talk to him at the
gates that separate the public from the prison areas

14. Iastl a Sintav's House

25. Rastus Stntav's House

26. Entra nce to the Elven Gardens Sewers: You'll traverse
this sewer with Baurus en route to your rendezvous
with Mythic Dawn operatives in the Main Quest mission
"The Path of Dawn." In the nrst discrete section of this
sewers, you'll fi nd entrances to the cellars of Irene
Metrick (# 3l and Oth relos (#8), and a Goblin dungeon
called the Sewer Waterworks. This lasl entrance leads
into a separate section of tilt' Elven Gardens Sewers-­
through which you can reach a third cellar (that of
TluevesGuild fence Famts ulesat #20) and the
entrance to the Sunken Sewers, where the meeting wit h
the Mythic Dawn occu rs. The Sunken Sewers hookup
with the Tales Plaza Sewers.

17. Herminia Cinna 's House: This Ayleidexpert has a role
in the Miscellaneous quest "Nothing You Can Possess."

28. Extr to Green Emperor Way in the Palare District.

29. Fathis Ules's Chest: rathis sits on this chest during the
day. As a Thieves Guild fence, he wilt conduct buslne'ss
from here.

30. Beggar's Sleeping Mdt: Fra lav the Faker sleeps here,
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a refe rence10 a mce chestand 01 coupleof jewelry boxes
upstairsat Favomus's Imuw.)

7. Adrian Dt'canius's House

8. Othrelos's House: Amedium- level Sneak trainer, with a
part in the Master Trainerquest "Sneak Training."
Hcusemate Ma ndil is 01 mtdlevel Security trainer.

9. Oul gro·Shug's House: This low-level light Armor
trainer bumps you to a pair of additiona l Elven Gardens
trainers.

10. M.uillus Catlotus's House

11. lorkmir's House: You (an buttonhole skooma addirt
raeltan here In the Dark Brotherhood quest "The lonely
wanderer" and kill him away from prying eyes.

12. Inlet Slntav's House: I he patria rch of the Slntavclan.
His family, which holds him in high rega rd, visits him In
itsentiretyon Sunday morni ngsand stays for the day.

13. The King a nd Queen Tavern: Proprietor ley Ma rillin
offershed (10 gold) and board. Lady-ln-waittng Pista
Marill in isan Arena gambler, In the MiS(f'lIaneous quest
"WhereSpiri ts Have lease," you'll catch up 10 Velwyn
Benjrus here,

14. luther Broad's Boarding House: Proprietor Broad
offers bed (10 gold) and board. You'll have 3 reunion
here with the Blade Baurus in the Molin Questsegment
' The Path of Dawn." And Mr. Broad can point you 10
the Daedrlr shrine to Mephala.

IS. Dovyn Aren's House: Alow-level Alleratlon trainer.

16. Ida Vllnonnan's House: This lew-level Acrobatics
trainer claims 10 be a "chapel climber." You won't sec
her perform thissport, but you may nevertheless
wonder ifyou can do it yourself. We thinkyou can.

17. Extt to Tales Plaza.

18. Ixtt to the Market District.

19. Wumeek's House: Arena gambler and pal of weebam­
Na from teyawitn. (He'll vtsit the tetter on the 19th of
each month .)

20. Fathis Utes's House: The fifth and last of the Thieves
Guild fences, ules buys and sells everything bU I spells.
He conducts business from 7 p.m. to S a.m. from a
stool in CI leafy enclosure behind his house in the
southwest part of the distrkt-cexcept when he's in
Chorrol as the quest-giver in the Miscellaneousquest
"Slns of the Father." Once the Thieves Guild quest line
is rornplete. he effectively becomes your ln house fence,
operating out of Ihe unofficial guild offices In
Dareloth's house in the waterfront District.

21. Rodt'rfc Plerrane's House: An Arena gambler who abo
happens to be sleepingwith Irene Mt'tnck.

22. na'jhan's House

13. GeemJasi/n's 1I0USf
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(#4/. sieal a ~,ItC key. or pick [he lockon the door in
Tht' Bastien.

4. Key-required gales thatlead to the prison portion or the
enclosure.

S. The Bastion: The trnperlat ( ity Prison. Vou'll begin
your game in a ref in its bowels. escape by following in
the wake of the doomed emperor, return In the Dart.
Brotherhood quest "SCheduled for Execution" to klll the
fellow who taunted you mercilessly when you
approached your celt. and, oplionally, can visit
prisoners here in the Miscl'lIaneous quest "Imperia l
Corruption" and as a kind of prequel to the first Dart
Brothtrhood quest "A Knife In Ihe Dark."

6. Annory: Aher you completethe Main Ouest, you may
think you'rl' due some palpable reward. Here it ls. If
you speakto Chancellor ocnc. you'll find he now has a
"Champion of Cyrodiil" topic. Use it. urate reports that
he has ordereda sull of tmpertal Dragon armor to be
manufactured for you. II will appear two weeks tater in
this building. (You're not told Ihlsat the time. but you
will get a journal entry and map marker when it's ready,
and the door, u..ually equipped witha ftvNumbler lock.
will be unlocked.l there are Ught and heavy wits­
you'll get tbe one for which your skill is higher-bul
the twotypeslook the sameend have identical enchant
mente Resisl Frost for the boots. Resist Magic for the
cuirasses. Resist Poison for the gauntlets. Resist Dre for
the greaves, and Resist Shock for the helmets.

1. North Walchtowfr

2. Ixtt tu the Elven Gardens Dtstnct.

1. Stcnewalt Shlt'lds: Propnetoe Viator Aceius buys and
SL'lIs weapon. armor. torches, and miscellaneous items.
andoffers repair services from 8 a.m, to 8 p.m.

4. Divine [ It'gancf': Proprietor Palonirya buys and sells
clothing from 8 a.m, to 8 p.m. Palonirya isalso the
master of the Mercantile skill,and you'll be referred to
her in the Master Trainer quest "Mercantile Training."

5. M)'5,tic Emporium: Proprietor CaJimJil buys and seus
weapons, armor, books, miscellaneous. items. spells, and
magic items from 8 a.m. 10 8 p.m.

6. Slash ' NSmash: Proprietor Urbul gro-Orku lg buys and
sells weapons. armor, torches. and miscellaneous items
from 8 a.m. to 8 p.m. He aho offers repairservices and
likes usingthe word "blg.-

7. Edgar's Discount Spells: Proprietor Edgar vautrtne
buys and sellsspellsand magic items from 8 a.m. 108
p.m.

8. The Gilded Carafe : Proprietor Claudette bu)"i. and sells.
ingredients, alchemical equipment, and potions. from 8
a.m. to 8 p.m. Claudette Pernck is one of the merchants
who complainaboul the practices. of TheCopious
Coin purse in the Misct"lIaneous. quest "Unfriendly
Ccmpeutfon."

9. Rindir's Staffs: Proprietor Rind;r buys and sells
weapons, armor, dothing, and magic itemsfrom 8 a.m.
to 8 p.m.

10. Entranre to the Market District Sewf.>tS; AI,ngish in.
cry dungeon. An enlerprising thief will note the exrts
into the cellars of TheBest Defense (# 111and Ihe
Main Ingredient 1#25) shops. (Anolher connects to the
"Underthe Bloodworks" sewer and two to the North
Tunnel. which leads to the sewer system's north exttj
lou of loot and one especia lly nice rhest at the south
end of the northern of two central rectangular rooms.

11 . The 8m Defense: Jointly operated by Maro Rufus and
Varnado. Both buyand sell weapons,armors, torches.
and miscellaneous items from 8 a.rn. to 8 p.m. Bot h
men offer repair servlres. and Varnado Isa rnhlh-vel
trainer in HedVY Armor with a role in the MasterTrainer
quest "Heavy Armor Training," Gin·Wulm is ostensibly a
smith at th js shop, built's. realty just a place to sleep,
and you'll mainly find this rnaster of the Armorer skill
(whom you'll meet in the Masler trainer quest
"ArmorerIralnlng") wandering the district and the
neighboring Elven Ga rdens.

11. Office of Imperial Commerce: Vou'll need to see
Vlniciil Melis.!ioiIl'la 10 buythe House forSale in the city's
waterfront Dtsrrfrt.

11. The Copious Colnpurse : ProprietorThoronir buysand
sells eYf'rything but spells from 8 a.m. to 8 p.m. You'll
uncover the source of the cheap goods found here in
the Misrellaneous quest "UnfriendlyCompetttlon."

14. Exit to Green Emperor Way in the Palace District.

15. Exit to the Imperial legion Compound.
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1. Extt to the Elvcn Gardens District.

1. Exit to the Ta lO5 Plaza District.

J. £Xit to the Temple District .

4. Tomb of Prince Camaml: In the Main Questsegment
"The Path of Dawn," you'll acttsate this tomb at the
appointed hour to learn the location of a Mythic Dawn
hideaway.

S. Palace: The exteriordoor says the "Elder [outlnl
Chambers." However. mer's Just one of your destma­
lions here. In the Main Quest,you'llvisjt the chambers
in the final segment of the Main QUts!-"light the
Oragonflresl"-to set in motion Martin's official
selection as Iamriel'snewemperor. You'll return twice
in the final Thieves Guild quest, "l be Ultimate Hcist"-

25. The Main Ingredient Proprietor Ogier Georick sells
Ingredienls, akhemical equipment, and pnlions from 8
a.m. to 8 p.m. He's another of the complainants agatnst
The Copious Cmnpurse in the Miscellaneom quest
"UnfriendlyCompetition." The shop's an easysource
for the rughtshade required In the Miscellaneous quesl
"Vampire Cure" and the Cyrmliilic brandy required for
the Dacdrk quest "S;mguine."

26. Northeast Watchtower: Captain Audens wldtus has an
office here. You will deal with him in the Miscellaneous
quest vtmpertal Corruptlcn.".

27. Exit to Arena Dtstnct.

18. Statue of Uriel Septtm III; Commemorating Uriellll's
victory in the War of the Red Diamond.

29. Statue of Pelagius IV: Sonof Tiber Septim.

30. Begga r's Sleeping Mal: Simplicia the Slowsleeps here.

16.Flrst Edition: Hereyou can acquire Book 3 of Mankar
Camoran's Commentilries on the M~tet1um Xarxes in
the Main Quest; The AmlOtl.'r's Chalfel1ge in the Master
Trainer quest "Armorer Training"; The Cleansing oj the
Fan~ in the Miscellaneous quest "Nothing You Can
Possm-; and Knightfall in the Miscellaneous quest
"Tearsof the Savlor," And proprietorPhtnttas can also
prove a useful resource in the MiyeJlaneou..quest
"Order of the Virtuous Blood," Hebuysand sells books,
and onlybooks, from 8 a.m. to 8 p.m.

17. Slack Hon e Courier: Cyrodiil's equivalent of the "free
weekly." II's sponsored by the Imperial admlntstration
and written by freetancers. Six back issues areavailable
at the start of the game. and 13 more appearafter the
completion of certain quests.

18. Three Brothers Trade Goods: The three brothers are
Serglus, Tertultian, and Cicero Verns. BUI onlythe first
two actually work here. (Cicero dtsmhutes the Black
lIot'Si' Courier.) tarn buys ami sellscVl'rylhing but spells
from 8 a.m. to 8 p.rn. (Note that Sergius is absent on
Sundays and Tertullian on Tuesdays and Thursdays.I
Tertutltan voices the complaint against The Copious
Colnpurse In the Mlsce/l,meous quest "Unfriendly
Competition."

19.The Mere-I1,mB Inn: Proprietor velus Hosldlus offers
room (20goldl and board. Like all inns and taverns, it's
open around the rtcck lbe inn is Thoronlr's first stop
whenyou follow him In the Miscellaneousquest
· Unfriendly Competition."

20. Afighting Chance: Proprietor Rohssan buysanti sells
weapons. armor, torches. and miscellaneous i1ems. and
offers repairservices from Ba.m. to B p.m. Ifyou blow
the fir..t Initiation quest for the Thieves Guild (in "May
the Best Thief Win"), you can gel a second that involves
a sword from Rohssan's upstairs quarters. lie's alsoa
medium-level trainer in the Armorer skill and, as such,
plays a part in the Mallter rrajner quest "Armorer
Training."

21.Ienslne's "Good as New" MeKhandise: Proprietor
Jenslne buysand sells evrrything savefor alchemical
equipment and spells from 8 a.m. to 6 p.rn. She has
pam In the Miscellaneous quests "Unfriendly
Competition" and "Imperial Corruption." If you follow
jensineafter work on Tuesdays and Thursdays, you'll
find she goes looking for ralhisUI~ Thieves Guild
fence ju~ happensto beoffering his Iennng services at
the same lime.

22. Warehouse: General -purpose warehouse. with
watchman (Gelephorl .

23. The Feed Bag

24. Red Diamond Jewelry: Proprictor Hamlof ged -Iccth
buysand sellsclothingand miscellaneous and magic
items from Ba.m. to 8 p.m.
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once to activate a gianl hourglass In the cellar ("crypt")
and again via the sewers and attached dungeons to
reach the PalaceGuard barracks and the Palace Ubrary.

6. Exit to the Market District.

7, Irentlus family Mausoleum: You'll visit this crypt In
the Miscellaneous quest "UnfriendlyCornpettnon."

8. Exit to the Arena Dtstrkt,

9. Exit to the Arboretum.

1. Chestnut Handy Stables: No horses for sale. But
maybe you'd like a sandwich.

2. west Gate: To the bridge to Ihe mainland .

l . Northwest Watchtower. Watch captain ttius Hayn has
hiscfflce here. You must find him for the "Imperial
Corruption" Miscellaneous quest.

4. usheela's House: Guard at Umbarano Manor.

S. S'rathad's House

6. Claudius Arcadia's House: Actually, it's an Imperial
legion clubhouse, AtC,ldia's in the Imperial Cily Prison
for praying to the Dark Brotherhood's Night Mother.

7, Ontus vantn's House: Vanin knows the locations of the
three Deedrfr shrines: to Htrclne. Mephala, and
vaermlna. You'll also visit his home In the Thieves
Guild quest " M l sd i rection .~

8, Southwest Watchtower

9. Soris Arenim's House; Aremrn and his wife, Ertssare.
figure III the Mages Guild quest "Bravil
Recommendation."

10. Astinla Atius's House: She alludes to a bloody feud
between the Sintav and Alius families, In this infonnaJ
mini-quest, you'll have to speak other members of the
two clans to learn what it's about.

, 1. Agarmlr's House: Agarmir has a part in the
Miscellaneous quest "Unfriendly Competition."

12. Matthias Draconls'sHouse: Another Umbacanoguard.
You'll kill him, alongwith the restof his family, in the
Oark Brotherhood quest "Next of Kin."

13. The Foaming Flask: Proprietor tmest MilOis provides
food only (no bedsl, The tavern's open around the
clock.

14. Samuel Bantien's House: Alow.level Security trainer,

1S. Ulen Athram's House: Ulen and wife Dralora gamble .11
the Arena. Ulen's also a Mythic Dawn agent who'll
come after you if you approach him after completing
the "Dagon Shrine" mission in the Main Quest. The
due: You'll find Books 1 and 2 of the Commentsnes on
the Mysterlum Xarxes in his top-floor study.

16. Tiber Septim Hotel: Proprietor Augusta Calldla
provides bed (4{) gold) and board. You can find Gwinas
here In the M.1in Quest's "Path of Dawn" segment.
vou'tl track Feehan 10 the hotel in the Dark
Brotherhood quest "The lonelyWanderer." If you alhed
with S'ranrr in the Miscellaneous quest "Nothing You
Can Possess:' you call meet him here afterward to pay
him off.

17. Ta los Plaza Sewers Entrance: Depending how you get
down here, you'll have one of two experiences. The
southern section of the sewer reached through this
manhole is a modest, squaredungeon Inhabited by
nuisance beasts. This leads to the South West Tunnels
through two exits on the south side of the squareand
the basement of Dinari Amnls on the northwestern
spur. (The South West Tunnels serve simply to rormert
the Tales Plaza Sewers and Temple Sewers.) The
northern portion can't be reached from here; you'll
have to go through the Sunken Sewers under the Ilven
Gardens District This Is a little Goblin realrn­
lncludlng a boss and boss-level chest.

18. Ra' jlradh's House; The three Kh<ljlit brotherswho
publish the Black Horse Courier live here,

19. Angelie's House: Her full name'sAngetie Blakeley. She's
the daughter of a sailorwho waslost at sea.

20. Tharnriel's House: Tharnrtcl is said to hear voices. Her
caregiver, [ Iragail, wonders if It's ghosts.

21. Dynari Amnis's House: You'll find Methredhel here In
the Thieves Guild quest "Misdirertion.~



22. Sevarfus Atius's House: See # 10 and #23. leader of
the Atius clan, he reveals that the Imperial Watch has
imposed a reaseflre between the feuding Atiuses and
Sintavs .

23. Helvo Alius's House; £Vidently Ihi~ fellow has been
hlOlmed for starting the trouble between the AtiustS and
Smtavs,

24. Exit to Ihe Elven GardemDistrict.

2~. Exit to the Temple District

16. Dorian's House; Dorian won't like you. Ever. There's no
explaining it by talkingto other folks, and a starch of
his house won't tum up anything--except that he- (an
be profitably burgtartzed as a penalty fornoIliking you.
Which, we suppose, will make him like you less than
ever,

17. Umbacano Manor: Arich collector of Ayleil1 artifacts,
Umhacano provides a trio of Miscc llaneous quests: 'he
(alienor," "NothingYou Can Possess," and "Secrets of
the Ayleids." He buys very speclflr Items. His servant .
lollring, will rome looking foryou with a proposal
should you sell one- of the Ayleid statues found in
certatn ruins.

18. Jakben Imbel's House: You 'll vlsillhe house-and
possibly the Vampire lair below-in the Thieves Guild
quest "Bootsof Springhet'llak:

19. Areldil's House: You 'd swear from his extensive rep that
this fellow would tum out to be a Security trainer. But
he isn't!

30. Exlt te Green Emperor Way in the Palace- District.

31. Statue of Autosh: The God of Time in his Dragon
aspect.

n. Beggar's Sleeping Mat: No Coins Draninus sleeps here,

J. Exil lo Tales Plaza District.

2, Southwest Watchtower

l . Gilen Norvalo's House: Guen and Raisa Ncrvalo each
have parts In the Miscellaneous quest "Order of the
Virtuous Blood.~

4. The AII·Sdints Inn: Proprirtor Willet provides bed and
board. He's ready for business when you are. Barter
gold: 50. The bed's available for 15gold . And he'll refer
you, very obliquely, to the Miscellaneous quest "An
Unexpected Voyage .~

5. Pennus Mallius's House

6. Surius Afranius's House: Yet another guard in the
employ of the Ayleid amfart collector umbacanoin the
TalO5 Ptaza District, Surtus shares the place with
brothers Ancus and Praxedes.

7, Algot's House: Fu ll name: Algot the Northerner,

8. Marana Rian's House: You'll visit her in the Ma~t t'r

Trainer quest "Sneak Training." (Rfan's the master of
that skill.)

9. Hastrel nnus's House: An evangelist for Akatosh , Ida
Ottus doesthe same for Mara. And Alessta is the author
of all those retigionttnged city guide books.

10. Graman gro·Marad's House. You'll freegro-Marad­
the bouncer .ItThe Bloated noal inn in the Waterfronl
Oistrict-in the Miscellaneous quest "An Unexpected
Voyage." And his wife. umcg. is a nighl guard for
umbacano-cand the onlyone that can be bribed fa
look the other way shouW you dedde 10 steal back the
items you've procured for him.

11. Irenus Duronius's House: Skooma freak. When you
nero skooma in tilt" Dark Brotherhood quest "The
Lonely wanderer," his home is the most conve-nient
target for a burtt1ary.

12. Exit to Green Emperor Way In the Palau~ District.

Il. Temple of the One: Scene of Iht' finJle in the MJin
Quest. "ra ndllwe is the master of the Speerhnaft skill.
Iecffus first appears as an Intended s..lcrifJcia l victim in
the Main quest mission "Dagon Shrine." Ifyou free
him, and he escapes, he'll reappear here. If he
doesn't-cor you sacrttlce him yourself- he won't.

14. Exit 10 the bridge 10 the Waterfront Dtstnct.

1~ . Hagaer's House: Hagacr Is a book addict. He's got ~ 1 of
them upstairs. these include the rare The wI King oj
the Ay/8ds and Hanging Garrkns alld the useful
Varlt'ties of Ddrdra.

16. Stantus Varrid's House

17. Ruslan's House: One of two district residents who
reporta bad apple in the City Watch's barrel in the
MiS(t'llaneous quest "Imperial Corruplion."

18.I' mhad's House

19. RolandJenserk's HouM"; lenseric\ accused of being a
Vam pire (and bitinghis girlfriendt in the MisullancollS
quest "Order of the Virtuous Blood." He'll go into
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hiding-in .:tubin ncar the Blue ROad out to Cheydmhal.

20. Stridur'S House:Seridur's a member of the Order of
the Virtuous Blood-and he's actually the Vampire.

21 . Grry-Throat's Hcuse: Another memberof the Order of
the Virtuou!o Blood. from the Miso>lIc1neous quest of the
same name.

21. Luronk gro-Glunog's House: With Rustan (#17). gro­
GlurlOg makesa rompl..lnt again~ an Imperial Walch
trooper in the Miscellaneous quest "Imperial
Corruption."

13. Exit to the Arboretum.

14. Amantius Allectus's House: In the Thieves Guild quest
"May the Best ThiefWin; you'll have to steal this
fellow'sdiary. (He rtalrns 10 be in town workingon a
newedition of lives of theSaints, but. 10 judge from
the journal, much of his attention seems to have been

devoted 10 an attempt 10createa Vampire plantn The
house is also notable as having the district'sonly
entrance to the Temple Sewers. Irhe sewers can also be
reached from the Ialc.. PIJla Sewers via the Soulh Wesl
Tunnel.I However, it admits you only to the southern
part of the sewers. To rearh the northern part, head
northwest to the South west Tunnel and then make
your w.;ay northeast to a second Temple Sewers
entrance.Thisgives you access to the northern pan of
the sewer-c-enotherGoblin realm with a boss chest and
lots of broken crates.

25. Salomon Geonette's House

26. South Watchtower: Hleronymus Lex has his office
herr. You will need to break into II for the Thieves
Guild quest "Untaxtng the Poor."

27. Beggar's Sleeping Mat: Ragbag Buntara ..leeps here.
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WATERFRON T

,

., .

1. Shack for Sale: To buy this dump, you'll have to \,iyl
the Office of Impertal Commerce in the Market District.

2. Joilir's Shack

1. Kvinchals' Shack:They m.Jy tell you, though they
probably won't, but the three Kvinchals siblings don't
get along.

4. Annand Christophe's House: Chri..topbe is one of two
Thieves Guild lteurenanrs. But hewon't transact
buslnes..at his home. See # 8.

S. Myvryna Arana's House: Myvryna is the messenger
who bringsyour invilation to join the Thieves Guild If
you take the prison route into that orgamzation. She's
also the traitor who gets snatched up in the Thieves
Guild quest 'The Ifven Maiden."

6. Methredhel's House: Mf'lhrtdhrl is one of your
competitors for admission to the Thieves Guild in "May
the Best Thief Win." If she beats you to the required
diary, you can steal it back from her home.Shc'll rome
looking fot you III the Ihteves Guild quest "TheUven



Maiden." You'll have to find her in "Misdirection," And
in "Tum a Blind Iye," she'll come looking: for you again
with instructions fo r your rendezvous wllh the Gray Fox.

7. Abandoned Shack

8. Thieves Guild meeting place: Annand Christophe will
glveyou the early guild quests here at midnight.

9. Oareloth's House; It's boarded up and inaccessible
until you complete the Thieves Guild quest lineand
become gui ldmasler. AI that point, it turns into a guild
clubhouse.

10. An open craie: IIallows you 10 board the Marie Elena
quietly in the Dark Brolherhood quest AA Watery
Grave

11. Imperial Trading Company Office

12. Marie Elena: Apirateship with nasty pirates who'll first
warn you away from gettingtoo closeand then attack if
you don't take the warning. You must killthe captain in
the Dark Brotherhood quest "A Watery Grave." (See
# 10.)

lJ. Imperial Trading Company Warehouse: Has nothing
of note Inside.

14.Adifferent Imperial Trading Company Warehouse:
Armand Christophe hides out in this one durinJ{ the
Thieves Guild quest "The Ilven Maiden ."

15. ligh thouse: Operator Velan Andus concedes the tight .
house is for show. Only "an idiot" would try to nevlgate
the Waterfront at nfght. he says. (It also incorporates a
guard barracks.)

16. Tunnel to the Temple District,

17. The Bloated floa t: Proprietor Onnil provides bed (10
gold) and board. Sleep at this floating inn to kick off
the Miscellaneous quest "An Unexpected Voyage."

18. Hieronymus lex: This iswhereCapta in lex can be
found in the Thieves Guild quests "The Elven Maiden"
and "Misdirection ."

19. Beggar's SleepingMat: Puny Ancus sleepshere. You
can also find Amusei here prior to Ihe Thieves Guild
quests starting.
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5. Iesan Sf!xtius's House
6. Quill·Weavc's House: This low.level Acrobatics trainer

has a part in the early fighters Guild quest "A Rat
Problem,"

7. Gale to the dry docks.
8. The Count's Arms: Proprietor Wilhur offers room and

board. The room's 25gold. You'll meetVelwyn aenlrus
at Ihis watering hole several times in the COUIW of the
Miscellaneous qU~1 "where Spirits Have tease."

4. Gogan's House: This gentleman and his "wife,"
Maclona. play parts in the Misrtllanrous quest "The
Siren's Deception."

I. Whitmond: Small farm that i~ the source of the
Settlement quest "when the Bow Breaks:

1. Horse whlsperer Stables: Between 8 a.m. 10 8 p.m.,
Cjesa. the ostler. sells a Whitt' Horse for 4,000 gold.

3. efly watch Bilrrilcks
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9. Newheirn the Portly's House: You'll recover a stolen
f lagon for this fellow in a Flghters Guild sldequest,
"Newhetm's Flagon,"

10. Arven.1 TheJ.1s'5 House: You'll look toto what's killing
this lady's pel gats in the early nghlen Gui~ quest "A
Ral Problem."

11. Pin.oirus Inventius 's House: Plnarus, a bunter. will help
you with ~A Rat Problem." He's aka a nudtevet
Marksman trainer with a role in the Master Trainer
quest "Marksman TrOlining."

11. Silto r Bradus's House: You'll visit Rusia Bradus In the
Master Trafner quest "Alhlelks Training." (Silgor must
be anotherAnvil·based sailor; he appearsnowherein
the game.l

13, Monayn's Peacemakers: Proprietor Varle Morvayn
buysand sellsweapons, armor, larches, and miscella ­
neous Items, and offers repair services from8 a.m. 10 8
p.m. In the Dark Brot herhood quest "Following a lead,"
you'll catch his apprentice. Enlhcth, leaving fake orders
at a "dead drop" location nearby. (£nilroth's not exact ly
01 straight arrow. He's also messingaround with
Hasathil, a Wood [If who's married to Heinrich Oaken-

I
Hull.)

14. Abandoned House; But not umnhablted. Here you'll
meetwnh "A Stranger" in the Ihieves Guild quest
"Taking Careof Lv:."

15. Magts Guild: Carahil is the sourceof the Mages Guild
quest "Anvil gerommendauon." She's also a medium.
level trainer in the Master Trainer quest -Illusion
Training." In addition, M.m Gulitte is a medium-level
trainer in the Master Trainer quest ..Destructron
Training." Healso sells spells and rt'(hargrs magical
equipment, Thaurron sells spellsand has a pet tmp
namedSp,nkywho follows him around the joint. Feien
gelas sells Ingredients, alchemical equtpment. mlscelta­
neous items, and potions from a a.m. to 8 p.m.. ,1I1d
also serves as a low-level Alchemy trainer.

16. MainGate:: This leads cutto the Gold Roa d.
17. Fighlers Guild: You'll gel a number of early guild

quests from Azzan. He's alsoa rnidlevel trainer in the
Blunt skill and so has a part in thai Mo1ster Trainer
quest. In addition, Rha no Is a mld level trainer in the:
Master Trainer quest "Blade Training.~ Huurwen is a
low.tevdtrainer in the a lackskill, Vigdis in the Blunt
skill, and Rufrius Vinidus in the Hand-to-Hand skill.

18. Heinrich Oaken-Hull's House: Heinrich's wife,
Hasathil, has a thinggoin~ ..... i1h fellow Bosrner Enilrnth.

19. Benlrus M.mor: You'll buy this haunted mansron-cand
haw 10 de-haunt it-in the Miscellanrous quest "Where
Spirits Have tease."

20. Chapel of OibeU,,: Irevata buysand sell potions and
spells.

21.Garden
22. Gale 10 Castle Anvil.
2:J. Anvil lighthouse: You'll talk to lighlhouse keeper

Ulfgar Fog·[ ye and visit the creepy basement apartment
in the Dark Brotherhood quest " f allowinga lead."

14, SerpfOnc's Wake: You'll visit this ship in the
MiscellafK'Ous quest "The Ghost Ship of Anvil."

2S. nowin g Bowl: Tavern only Ina beds), It's operated by
twins. Publican Mdenlom, who wears brown, buys and
sellseverything bUI spells. Caentorn. who wears blue.
doesn't sell a thing. Hirtet. who turns up here as a guest
after your vlsi1 lo Kvalch, Is a recent import from the
Kvatch refugee camp. The Inn flgures In the
Miscellaneous quest "The Siren's Deception."

26. le lles's Quality Mr rchandise: Proprietor Norbert tenes
buys and sellseverything but spells fro m 8 a.m. to 8
p.m. tn the Fighters Guild quest "The Unfortunate
Shopkeeper: you'll have to prevent the shop from
beingburglarized.

27. Harborside Warehouse: Nothing sperlal here. It's
looked after byWilhelm Ihe Wonn.

28. The Fo'c'sle: No vacancy. The proprietor of this satlors­
only inn is Mirabelle Monet, who is ,1 medium Sneak
trainer with a part in the Master Trainer quest "Sneak
Training." And one of her lodgl'fllovrrs is Hauls-Ropes­
raster- a medium Athletics trainer witha role in the
Masler Trainer quest ~A l hlel i cs Tra i n i ng.~ Lodger Isolde
is a Mythic Dawn agem who attacksyou if you
approach her after completingthe "Dagon Shone"
segment of the Main Quest. (Clue: She's carrying a copy
of Commentaries on theMysttrlum Xants, Book 1.1 And
Thurindil is in Flght Club.

29. The Sea Tub (Iarabel/a: Pirate ship with three decks
for your plunderin' pleasure, Nice 1001 in a chest in the
captain's cabin. And !>hould you pickpocket Captain
Baszone Patneim for the chest key, you 'Ualso find"
note from First Molte Filch that suggests Ihe ship
recently arrived from ttyawiin and that its cargoc-the
four sheep on the mfddle deck-ain't plrate-y enough
for Flkh's tastes.

30. Castle Anvil: You may visit the castle in the Main
Quesl's "Allies for Bruma" mission to secure addltionJI
troops for that city's defense in "Defense of Bruma." I
You'll also pop in during the Thieves Guild quest
"Taking Care of Lex" and again for the fi nale 10 the IdSI
Thieves Guild quest. "The Ultimate Heist." Orrin in the
blacksmith's quarters is the fourth In the line of Th ieves
Guild fencesand buysend sellsl'\'l'rything but spells.

31 . Statue-The Setkte of West Skerry: This seal.maid's
fever stole the ~Ikie's seal skin , hoping to keep her
fro m leaving him for the W3, but Ihe lover's wife had
secretly cui the ~in in two, leaving one part so the
selklr might find it. The selkie donned her partial skin,
and discovered herselfnettherseal nor maid, but half
seal and half-m.1ltf. She ned the land but is said 10
guide kist manners to land In the dense fogs of the
Gold (o.1SL

32. Beggar's Sleeping M.oi C: Penniless Olvussleeps here.
n. BeU at's Sleeping Mat: Imus the Dull sleeps here.
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BRAVIL

1. Bay Roan Stables: From 8 a.m. to 8 p.rn., the ostler,
Isabeau Rienne, will sell you a Bay Horse for 1,000
gold.

2. Great Chapel of Mara: The medium-level trainer Marz
hasa hand in the Master Trainer quest "Resrcrarlcn
Training." Uravasa Othrelas isa tow.level Speechcraft
trainer.

3. Mages Guild: Delphine Jend sells spells and isa
mtdlevel Destrurtton trainer. Ardaline is it medium-level
Alchemy trainer who sells ingredients. alchemical
equipment. miscellaneous items. and potions. You'll
recover her stolenstaff in the Mages Guild quest "Bravil
Reccrnmendatton." Ita Rienus is a medium- level
Mystirism trainerwho sells spells and recharges magical
items. You may also deal with each of the three trainers
in the Master Trainerquests for their respective dlsd­
plines. In addition, you'll speak to Kud ·EI In the Mages
Guild quest "Bravil Rerommendatfon" and the
Miscellaneous quest "Through a Nightmare, Darkly"
and Aryarie In the Fighters Guild quest "More
Unfinished Business."

•

4. lonely Suitor Lodge: Proprietor Bogrum gro-Galash
offers room (10 gold) and board. You'll meet Maglir and
his intimidating Blackwood Company pal, Jee-Iab. at
this inn in the fighters Guild quest "More Unfinished
Business" and usurer Kurdan gro·Dragol In the
Miscellaneous quest "Caught in the Hunt."

5. Varon vamort's House: This medium Speechcraft
trainer plays parts In the Mages Guild quest "Bravil
Recommendation" and the Master Trainer quest
"Speechcraft Tl"ilinlng."

6. Henantier's House (downstairs) and Aleron Loche's
House (upstairs): You'll rescue both of theseguys in
Miscellaneous quests-cthe fonner In "Through a
Nightmare, Darkly" and the latter (via his wife.
ursanne. who lives here as well) In"Ca ught in the
Hunt."

7. tile Archer Paradox: Proprietor Daenlin buys and sells
weapons, armor, torches. and miscellaneous Items, and
offers repair services from 8 a.m. to 8 p.rn. (He'~ dosed
on Sundays, when he goes huntingnear Hooded Mind



8. Ung:olim's House (duwnstalrsl and Ranaune's House
(upstairs) : Ungolim's the target In the Dark
Brotherhood quest ~A Kiss Before Dylng" And
Ranatlne, who works at the lonely Suitor lodge (#4), is
one of Bravil's two Mythic Dawn agents. She'll go "live"
when you complete the "Dagon Shrine" mission in the
Main Quest lind thereafterattack should you approach
her, The cult connection is intimated by the presence of
Book 2 of the Commentaries on theMyster/urn Xarxes
on her bed, (Not to mcntlon Book 1 in her tnventory)

9. lucky lady Statue: Until you reach the end of the Dark
Brotherhood quest line, activating this statue boosts
your luck. The Crypt of the Night Mother beneath the
statue is the scene of the finale in the Dark
Brotherhood quest line. And once you ascend to the top
rank in the Brotherhood, you 'll get instructions from
the statue,

10. Carandial's Hause (downstairs) and Skaama Den
(upstairs) : No wonder Carandial spends much of her
timeexploring the Ayleid ruin Anutwyll just outside
Bravil.

11. AWarlock's luck: Proprietor Ungarlon buys and sells
books, clothing, alchemica l equipment, spells, and
magic items from 8 a.m. to 8 p.m.

12. House for Sale(downstairs) and Luciana Galena's
House (upstairs) : Galena isa Thieves Guild fenceand
medium-level trainer in the light Armor discipline and
may figure In the Fighters Guild quest ' The Fugitives."
She buysand sellseverything but spells.

13. S'kriwa's House (downstairs) and City-Swimmer's
House (upstairs): S'kriwa's a Thieves Guild quest-giver
and doyen who also figures in the Master Trainerquest
"Security Training" and may figure in the Fighters Guild
quest ' The Fugitives." (She's also a skooma trafflcker.I
Clty-Swlrnrner is a low-level Sneak trainer.

14. Dro'shanji's House (downstairs) and Andragil's House
(upstairs): Medium trainer Drc'shan]t figures in the
Master Trainer quest "SecurityTraining," and Andragil is
master of the Blockskill.

lS. Gate to the Green Road.

16, Silverhome-on-the-waten Proprietor Gllgondorin
offers room (20 gold) and board. Gilgondorin may
figure in the Miscellaneous quest ' The Forlorn
Watchman,"

17. The Fair Deal: Proprietor Nilawcn and assistant
Nordinor (who's a drug dealer on the side> buy and sell
everything but spells from 8 a.m. to 8 p.m.

18. Fighters Guild: Tadrose Helas buys and sells weapon,
armor, torches, and mlscetlanecus items and offers
repair services and low-level Armorer training. Nahsl is a
low-level Hand-to-Hand trainer, The anonymous guild
porter offers repair services.

19. Castle Bravil: The path to court mage Fathls Aren and
hisTemple of the Emperor Zero begins in his quarters
in the castle's north wing in the Thieves Guild quest
"Arrow of Extrication." (You can kill him in that quest ,
but notethat Aren is also a low-level Conjuration
trainer and thus useful if kept aflve.) Castle smith Hans
Black-Nail is a Mythic Dawn agent who goes "live"
when you complete the "Dagon Shrine" mission in the
Main Quest and attacks ifyou approach him. The
giveaway: The two copies of Commentaries on the
Mysterlum Xarxes , Book 1 in hiseastwing quarters.

20. Beggar's Sleeping: Mat: Wretched Aia Sleeps here.

21. Beggar's Sleeping Mat: Cosmus the Cheat sleeps here,
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BRUMA

1. Castle Bruma: You'll visit the castle 10 speak to Captain
Burd and Countess Narina Carvaln in the respective
"Sptes" and "Defense of Bruma" segments of the Main
Quest; Carvain again in the Miscellaneous Quest "lifting
the Vale"; and the prisoner lorundr in the
Miscellaneous Quest "Two Sides of the Coin."

2, North Gate: To Cloud Ruler Temple and points west.

1. Nord Winds: Jointly operated by Olfand and Skjorta.
Olfand buys and sells weapons, armor, torches, and
rnlsrellaneous items from 8 a.m. 10 8 p.m. (He also
offers repair services and luw.level tlght Armor
traln tng.) Skjorta deals inclothing only- and has a
habil of running around Brurna drunk in the middle of
the nigh!.

4. Novaroma: Proprietor Suurootan and assistant
Karlnnarre buy and sell everything but spells from 8
a.m. to 8 p.m.

S.lcral! View: Inn proprietor Hafid Holtowleg offers room
and board . The room's 25gold . He also has a part in
the Miscella neous quest ~A Brotherhood Betrayed."

6. Bradon llrrian's House. The talc urrtan Is accused of
beinga Vampire In "ABrotherhood Betrayed."

7. tstrius Brolus's House: Iantus Brulus is a low-level
Illusion trainer.

8. Ieart's House: Iearl and house guestSaveri Faram arc
Mythic Dawn spies whom you' ll put down in the
"Spies" segment of the Mai n Quest. The house's cellar
is connected to Bruma Caverns southwest of town.



24. Regner's House: Edla Dark.Heart is a low-level
Ma rksman tra iner.

15. Wildeye Stables: From 8 a.m. to 8 p.m., the ostler,
Petrtne, will sell you a Paint Horse for 500gold.

26. Statue of Tiber Septim: God of War and Governance,
Emperor and rounder of the Septim dynasty,

27. Beggar's Sleeptng Mat: lorck the Outcast sleeps here. I
28. Beggar's Sleeping Mat: Fetid fofnhild sleeps here.

19. Hero of Bruma Statue; Astatueerected by the good
people of Bruma as a reward for yourservices. In order
for this memorial to appear, you'll need to complete the
Main Quest mission "Defense of Bruma."Then separate
yourself from Martin, moving briefly to a different
region, and return to him. When you return, thestatue
will be enabled. Activate the base to read the
inscription. And note that it's not just a generic statue,
but an exact duplicate of yourcharacter-right down to
the equipment. The pose is always the same, but the
armor and weapon are the best you have 1n Inventory at
the time you return to Martin. Helice, you can "edtt"
the statue to yourlikingbyvarying what's in your
possession when thissnapshot is taken.

~=

18. HOUsf for Sate

19. East Gate: The exit 10 the Silver Road and points south
and cast.

10. Olav's Tap and Tack: Proprietor Olav offers room and
board. (The room's 10gold.) He also lends a hand in
the Miscellaneous quest "A Brotherhood Betrayed."

21. Brotch Ca lus's House: Ca lus isa medlurn-level trelner
in Alchemy.

12. I'Ghasta's House: TIle Khajiit is yourtarget in the Dark
Brotherhood quest "Broken Vows."

23. Helvius Cecta's House: The "Hand-to-Hand Iralning"
quest willlead you to master Hand-to-Hand trainer
Cecia. And you'll meetthe Gray Fox here to get iustrur­
ttonsfor the Thieves Guild quest "Tum a Blind Eye."

.,

9. a mora's House: Amara's involved in the Miscellaneous
quest "Two Sides of the Coin." And if you're in the
Thieves Guild. shegives you info that provides a reason
10 search Iearl's home in the Main Quest mission
MSpiC5."

TO. engar's House: Again, if you're in the Thieves Guild ,
Ongar the World-Weary Gi n help you in the "Spies"
quest. He's also the first in a series of IhievesGuild
fenres. He'll huy and sell anything but spells. He docs
business from 6 p.m. to 6 a.m. at Olav's Tap and Tack.

11 . Great Chapel of Tales: In "Defense of Bruma," the
council of war between the Ma in Quest principals lakes
place in this chapel. low-level Restoration trainer Citroc
figures in the Fighters Guild quest "The Stone of St.
Alessla." and midlevel Conjuration trainerAreruus
Falvius is part of the Master Trainer quest "Conjuraucn
Training." lsa Raman buys and sells spells.

12. Hcnmund's House: Honmund's partner, Alga, isa low­
level Speechcraft trainer,

13. fighters Guild: Right-Wind is a low-level trainer in the
Blade skill, Bumph gra-Gash in the Heavy Armor skill.
The anonymous porter provides repair services.

14. Mages Guild: Jeanne Frasonr gives you the Mages Guild
quest "Bruma Recommendation ." After you complete it,
j'skar (an train you up to 40 in the Destruction skill.
Volanaro sells spells and recharges magical items.
Selena Orama sells ingredients. alchemical equipment,
miscellaneous items, spells. and potions. Butonly for a
while. You'll find the guild in nuns. and almost
everybody dead, in the Mages Gui ldquest "A Plot
Revealed."

1S. Hammer and Axe; Proprietor rlotreid buys and sells
weapons, armor, torches, and miscellaneous items and
offers repair services from 8 a.m. 10 8 p.m.

16. lyra Rosentia's House

17. Baenhn's House: Baenlin's yourtarget in the Dark
Brotherhood quest "Accidents Happen."

I

I~
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trainer in the Hand-to-Hand skill. Naspta Cosma. the
count's steward. is a lew-level trainer in the Blade skill.

5. Newlands lodge: Proprietor Dervera Romelen offers
room 00 gold) and board. You'll visit this inn to seek
out Guilbert lemane in the Miscellaneous quest
"Separated at Birth.-

6. Cheydinhal Bridge Inn: Proprietor Mari;lIla Ancharia
offersroom (W gold) and board. You'll meet Carrus
Darelltun here in the Miscellaneous quest "Corruption
and Conscience."

7. Mages Guild: Fakar provides the Mages Guild quest
"Bruma Recommendation" (which sendsyoudown the
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1. Knights of the Thorn Lodge: You'llgain admittance 10
this clubhouse when you complete the Miscellaneous
quest 'The Wayward Knight:

2. Black watersfde Stables: From 8 a.m. 108 p.m., the
ostler. Tovas Sefvani. will sell you a Black Horse for
5.000gold.

3. West Gate: To the Blue Road and the Imperial City.

4. Castle Cheydinhal: You may visit the castle for the
Miscellaneous quests "rhe Wayward Knight" and
"Corruption and Conscience" and to secure troopsafter
the completion of the former quest in the Main Quest
segment ~A lli es for Bruma," Ra'qartar is a medium-revel
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well In the backyardl-c-and Deetsan. a lew-level
Alteration trainerand future branch chief, helps you get
through It. uurwcn recharges your magical items.
Trayvond the Redguam sells spells.

8. House for Sale

9, Borba's Goods and Stores: Proprietor Borba gra­
Uzgash and assistant Magra gro-N.lybek buy and sell
everything but spells from Ba.rn. to 8 p.m. CraUzgash
canalso provide the location of Boethta's shrineand
three non-quest dungeons,

10. Mach-Na's Books: Mr. Na buys and sells books from 8
a.m. to 8 p.m. You may put in here in search of books
on a couple of occasions-notably for The Cleansing of
the Fane in the Miscellaneous quest "NothlngYou Can
Possess"--or have occasion to poke the owner with a
dagger in the Miscellaneous quest "vampire Cure," He's
also a low-level trainer in the Mercantile skill. And raise
his Disposition 10 50 and ask about "Cheydlnhal" fora
colorful lake on the Dark Elves. Imperials, and the city
generally.

11. The March Rider: Proprietor Tertia vtduda buys and
sells weapons, armor, torches, and miscellaneous items
from 8 a.m. to 8 p.m.

12. Fighters Guild: BUrl grokhash is one of two initial
Fighters Guild quest-givers. Theanonymous guild
porter,like all Flghrers Guild porters. offers repair
services.

13_Rythe Lythandas's House: You'll visit this house in the
Miscellaneous quest ~A Brush with Death:

14, Willow Bank

15. Magrum gra-Orum's House: Home also to her
husband. the gangster Dulfish. (Isit any wonder the
place is in hiswife's namezl Ms. Orum can put you on
to the locations of two ruined Imperial forts that have
been taken over by the undead.

16. Great Chapel of Arkay: Ohtesse and Gruland Garrana
are mldlevel trainers in Restoration and Speechcraft.
respectively, Hil the Tall prov'des tcw-levellltusion
training. You will go here for the Thieves Guild Quest
"The Elven Maiden."

17. Aldos Othran's House: The conflscation of this house
by the CIty Watch isat the heart of the Mlsccllaneous
quest "Corruption and Ccnsclence," Aldos is now living
in the streets,

lB. Uevana Nedaren's House: Neighbor Nedaren also
figures prominently in "Corruption and Conscience."

19. Riverview: Servants Tanasa Aranc and Tolisi Girith are
Mythic Dawn agents whogo "live" and attackyou if you
approach them after you complete the "Dagon Shrine"
segment of the Main Quest. How do you know? You 'll
find a copy of the Commentaries on theMysterium
Xan:es, Book 1 in their cellar quarters and Book 2 on
Arano's pusan.

10. Ohtlmbar's House

21. Ganredhel's House: You'll meet wilh the Gray Fox at
this house10 get your instructions for the Thieves Guild
quest "Boots of Springheel J3k." As 3 medium trainer in
Acrobatics, Ganredhel also figures in the Master Trainer
quest "Acrobatics Training."

12. Abandoned House: In the retlar isa Dark Brotherhood
Sanctuary-centered with the proper password either
through the house or, later, through the well to the
rear. It's the source of mostof the early Brotherhood
quests. Ocheeva isyour first contact. Vampire Vicente
Vallicri is a quest-giver and eventually offers to tum you
into a Vampire as well The Khajiit a'raaj-nar buys and
setts everything.

23. Othash tra·Magul's House: Member of the Orum
gang.

14. Bazur gro-Gharz's House: Member of the Orum gang_

1S. Northeast Gate:To Fort Farragut-the hideaway of
Dark Brotherhood recruiter lucien Lachance.

26. Statue of Galerion the Mystic. Founder of the Mages
Guild.

21. Statue of Arkay: God of the Cyde of Birth and Death ,

18. Beggar's SleepingMat: Bruccius the Orphan sleeps
here.

29. Beggar's Sleeping Mat: luckless Lurtna sleeps here.

30. Wayshrine of Akatosh; Confers a blessing of Magicka
and Speed.
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1. Eugal Belette's House: Mythic Dawn agent. vou'llleam
this if you approach him aftercompleting the "Dagon
Shrine" mission in the Main Quest (when Belette
attdcks you) or before then if you pickpocket him for
the key to the key-locked cellar and room.

2. CastaScribonta's House

3. Reynard Iemane's House; lemane. who figures In a trio
of Miscellaneous quests ("Separated at Birth," "legacy
Lost," and "Sins of the Father"), Is more easily found at
The Grey Mare inn.

4. MalintusAnrrus's House; Anrrus is a tow-level Security
trainer. and partner GlIsteJ a low-level Sneak trainer.
Glistel's references (via the "Chcrro!" topic) to the two
being ' well- known in certain circles" is a reference to
the Thieves Guild . Both are members, and you'll meet
the Gray Fox here to receive instructions for the Thieves
Guild quest "Arrow of Extrication ,"

S, valusOdiil's House: Odnl, like hisneighbor, is more
readily found at The Grey Mare. He'JI supply the
Miscellaneous quest "The Killing Field ." As a medium­
level trainer in Heavy Armor. he also figures in the
Master Trainer quest "Heavy Armor Training,"

ED •
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6. Modryn Oreyn's House: Oreyn isa Fighters Guild

quest-giver, and for his later, off-the-books quests, you'll
meet him here.

7. Alberic tftte's House: We're a little unclear on lltte's
relationship with hiswife, Carmen. She lives here alone,
UUc hangs out mainly at the Mages Guild and sleeps
thereas well. But they occasionallyget together for
lunch at the house. No explanations In dialogue or
gossip. A Conjuration widow?

8. Chapel of Stendarr: You 'll revlve Francois MoUerre in
the chapel's undercroft in the Dark Brotherhood quest
"The Assassinated Man."

9. Jlrolin Doran'sHouse

10. Northern Goods and Trade: Proprietor Seed-Neeus
sells everything but weapons, armor, and spells from 8
a.m. to 8 p.m. When her daughter, Dar-Ma, disappears
on a business trip, she atsogives you the Miscellaneous
quest "Shadow over Harkdirt." Finally, she's a mldtevel
trainer In the Mercantile skill.

11 . Renoit's Books: Proprietor Estelle Renoit buys and sells
books from 8 a.m. to 8 p.m.

12. Arborwatch: This mansion is Chorrol's "House
for Sale."



I

13. Mages Guild : Ieekeeus is the source of the Mages Guild
quest "Chorrol Recommendation" Ia.k.a. "Fingers of
the Mountain"). The guild isone of the ready sources
for the nightshade (and t'WO of the Gra nd Soul Gems)
required in the Miscellaneous quest "Vampire Cure."
Athragar and Alber\(utte (barter gold: 20) are medium­
level trafnersof Alteration and Conjuration, respec­
lively. Both sell spells, and Alberic Isalso your source
on the bad blood between teekeeus and Ia ra na in the
Mag~ Guild quest "Chorrcl Recommendation ,"
Angalmo Is a low-level Mystidmt tramcr whosells lngre­
dlents. alchemical equipment, miscellAnrous uems. and
potions. Comurneflorus Florius recharges magic items.
And many useful books can be found In the guild's
expansive library, whirh contains well over 300
volumes.

14. fighters Guild: You'll need to see Vilena Donlon for
admittance to the gUIld. Modryn Oreyn supplies you
with periodic dunes questsand, beginning with "Trolls
of Forsaken Mine,"a series of renegade missions that
sendyou up against the competing Blarkwood
Company. Sabine taut can put you onto the location of
the weatherleah estate in the Miscellaneousquest
"l~cy tost." She'll also buy and stUweapons, armor,
torches. and miscellaneous itemsand offer repair
services. (You can also get repair services from the
generic guild porter.I tum grc- Baroth is a medium-level
Block trainer,

15. North Gate: To the Orange Rood.

16. Francois Motlerr ~'s House: You 'll "kill" this fellow
here-s-and then resurrect him under the Chorrol
chapel-e-ln the Da rk Brotherhood quest "The
Assasstnated Man,"

17. The Oak dod Crosier: Proprietor Talasma offers room
and board. Given the perception In town that The Oak's
an upscale establishment, the room's a surprisingly
cheap 10gold. Ihfeves Guild ubcr.rence Fathts ules
hangs out here for Ihe Misrellaneous quest "Sins of the
Father," {See the Imperla1City-c-Elvcn Gardens District
map for details on UlesJ

18. South Gate: You C'lO enter the linked rowers to the east
and west. (They're mainly storage/break rooms.I

19. Rlmalus Brutant 's House: Brutanr and h i ~ wife, Rena .
are celebrated IOGJlly for ttretr dogs, Ketune ("Kezu")
dod Ba iley. They stein to be mainly Rena's dogs. They
follow her all over lawn.

20. vtlena Donlon's House: Home to the gun·shy head of
the righters Guild and, more Importantly, to her

remaming son, vtranus. You'll accompany him in the
Fighters Guild quest "The Master '~ Son" and find his
body In "Trollsof Forsaken Mine."

21. fire and Steel: Proprietor gasheda buysand sells
weapon, armor, torches, and miscellaneous itemsand
offe~ repair services from 8 a.m. 10 8 p.m. She's alsoa
midlevel Armorer trainer.

22.The Grt-y Mare: Proprietor Emfnd supplies room and
board. The room's 10 gold. She'salso a good sourceof
info on topics relevant to Chorrol and its environs. This
low-end pub isalsoa home away from home 10 Luana,
who plays a signifled nt role in the Mages Guild quest
"Chorml Rerommendatkm" (3. l.d. "Fingers of the
Mountain"l: a second home to Valus Odiil (quest-giver
for tbe Miscellilneous quest 'he Killing Fleld-) and
drunken Reynilld lemane (questgiver for the
Miscellaneous quest "Separated at Birth"); and a
waypoint for his brother Guilbert (quest-giver for the
companion Miscella neous Quest "legacy lost"). Regular
Gaturn gro-Gonk is just an object lesson 00 what
happens to fighters Guild members who don't mind
their Ps and Qs.

13. Castle Chorral: You may set Countess Valga to secure
additional troops in the "Allies for Bruma" segment of
the Main Quest. She'll also provide the Miscellaneous
quest "Ca nvas the Castle." One option in the
Mj~lIant"Ou~ Quest "Sins of the rather- is to return the
Honorblade of Chorrol to castle steward Laythe
wavrlck. Castle mage Cha nel ts a lew-level Destrudion
trainer.

24. Honduar's House: This medium-level Athletics trainer
can provide some dirt on Hackdlrt in the Miscellaneous
quest"Shadow ever Hackdirt."

25. North Country Stables: From 8 a.rn. 108 p.rn., the
ostler, Bongond. will sell yUII a Chestnut Horse for
2,500 gold .

26. weynon Priory: Your flrsr stop in the Mdin Quest after
yourescape from the Imperial City Prison . See the Main
Quest's map section fordetai ls.

17. Statue-The Touch of the Healer's Hand: Represents
the Second Era healer, St. Osta. ministering10 the fallen
at the Sarkof Sanrre lor.

28. Beggdr's SleepingMdt: lazy Kaslowyn sleeps here,

29. Beggar's SleepingMat: Nemus the Mooch sleeps here.

30. Crumbling Mine: A Bandit lair that stretches beneath
the city watts:
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LEYAWIIN

1. Blackwood Company Hall: The home base of the
Fighte~ Guild's nemesis. You'll vlstt the hall whe n you
go undercover In rhe Figh tersGuild quest "Infil tration"
and again in that questli ne's finale. "The Hlst." Jeetum­
lee is your initial ccn tact in "Infiltration." In "The
Hist," you'll have 10 kill him, la'Falir, and RI'lakar to
get the cellar key and then kill mage attendantsSings­
ukeIhunder and Hears-vokes-m-the-Air in the
basement to destroythe Hist tree.

8. The Dividing Une: Proprietor run.zeeus buysand sells
weapons. armor; torches, and miscellaneous items, and
offers repairservkes from 8 a.m. 108 p.rn.

9. Mar'tarte's House: Martarte provides work for the
downtrodden members of the local righters Guild in
the quest ~ Drun k and Disortlerly." She's also a medium­
level trainer in the Meruntilt' skill. Husband Eitar works
as a smithat The Di\'idlng bne and provides repair
services and lew-level Armorer training.

10. Three Ststers Inn: The sisters are Shamada. Shcmara.
and Sburavi. Wr 're gU('S\ing they're Khajiits. Shamada's
the hostess, Shomara cooks. and Shuravi actually runs

1. West Gate: To the Green Road and points north.

2. Southern Books: Proprietor Btlgak groBol buysand
sellsbooks from 8 a.m. 108 p.m. He's also a trainer in
the Blunt skill. ("Blunt" might besaid 10 be grc-ao! 's
personal style; hisgreeting is "buy a goddam book.")

3. Mages Guild: Agala gjv~ you the Magps Guild quest
"teyawlln Recommendation." S'drassa gives you the
MiSCl'lIancous quest "Tearsof the Savtor: Oagaills the
master trainer in Myslicism. Alves Uvenim (an grvr you
the localion of the shrine 10 the Daedra lord Nocturnal.

4. Five Claws Lodge: Proprietor Wltstidutsei offers room
and board. The room's 10gold. You'll calm some
anxioussplrits here In the Flghters Guild quest "Orunk
dod Disorderly,"

S. Great Chapel orZenithar: Avrus Ad.ls wits spells here.

6. Fighters Guild: Shenna is oil mtdlevet Bladt' trainer.
Brodras isa low-level trainer in the Heavy Annorskill.
You'll meet Modryn Grey" here in the nghte~ Guild
quest "ALanl Blackhcart."
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Honot: This is the best location for the bump-off, as
Uvani lives alone. (Unfortunately, he's rarely here.l BUI
whether you kill him here or net, search l1lis rented
house. On the second floor, enter the northern room
and activate the picture over the head of the bed.
vou've just found the onlysafe In the game. Pick the
fbe-tumbler lock-there's no key-and you'll find a
copy of the Dark Brotherhood charter and the hood
and robeof a member of the Brotherhood's go\'I'rning
Blad Hand.

22. Otumeel's House: This fellow has an odd pastime. If
you raise his Dlspostnon 10 SO, he'll confess that he
breaks into people's houses .and uoesn't stealthings. He
just rearranges Ihem. (Thai Solid, we've never actually
seen himdo this.)

2], Bette Plotius's House

24. City Watch Barracks: Oneof your targets In the O.ark
Brotherhood quest "Next of Kin," Caella Draconls.
sleeps here. But trying to off her herewith guardsall
around iseffectively commlttmg suicide. (After you kill
Adamus PhiHida in the Dark Brotherhood quest
" Permanent Retlrement," his bodyguard will commit
actualwicide bere.I

25. North Gate

26. Coast GU.lrd Station: Your bestbel for killing Adamus
Phillida in the Dilrk Brotherhood quest "permanent
Retirement" comes when he 1edves thisstation without
hisarmor. After the Main Quest ends. Phillida pal
Decennus Opsius spins a good yarn aboutTorral the Pilot

21. Northeast Gate

28. Castle Leyawiin: You may visit the casUe to secure
addiucnal troops in the MAllies Ior Brumi" segment of
the M.ain Quest: to assist MaIO~J the Ore in the
Miscellaneous quest of the same narne: to take on a
"Knights of the White Stallion" Miscellaneous quest
(which involves killing the leader of the Black Bow
bandits); and 10 strip the countess Jnd her dinner
guestsdown 10 their skivvies in the Daedrkquest
'Sangutne."

29. Statue of Zenithar. God of Work and Commerce.

10, Statue of Torva! the Pilol: The nrst Era High Elf
explorer who charted the sea lanesaround Iamnel and
whodiswYfred the River Nlben.

31. Pond: This is where the Thi~ Guild fence DarJet
occ.asionally swlms.

32. Beggar's SleepingMat: DeebIhe Scalawag sleepshere.

n. Beggar's Sleeping Mat: Rancid Radlrsha sleeps here.

the joint. She'll offer roomsat 40 gold a night as well as
food and drink. Points of Interest: Thts is one of the
better locations forwhacking Caelta Draronb in the
Dan Brotherhood quest "NeX! of Kin." And Shamada
alsoalludes to sometroubleinvolving the Itans-Niben
region that you won't hear much about elsewhere.

11. Best Goodsand Gua~nters: Proprietor Gundatas and
assistant H~ynia buyand seU t'\'f!rything but spells from
8 a.m. to 8 P.IO.

12. Ra'JahilT's House

13. Cingor's House: He's Ltyawiin's on('-OI,1O Neighborhood
Watch. But we suspect rt'sjust a cover. He's also in the
Mythic Dawn. No one tells you so.TIle only hint is the
wpy of the CommMtaries on the Mysterium ~rxes

Book2, which you'll find on a bed. He's nor set up to
attack you , bUI youan enrage him Intoalt.acking by
talking: down his tnsccsmou.

14. House for Sale

IS. Rosentia Gallenus's House: Ms. Gallenus is howing:
some trouble with a Daednc staff. You'll fix things for
her in tbe Mi5(ellaneous quest 'whorn Gods Annoy."

16. Mahei's House; An informal mint.quest : Numeen is
looking forher husband. the low·lcvrl Athletics trainer
Mahei. If he's not heme. youcango looking for him.
{Usually, he's fairly dose to his wife.) You'Uleam from
Maht'i that he's hiding from her; And a curiosity: The
roupte is palswithCountess Ales\i.l urn. If Numeen's
at home and the Thieves Guild quest "Ahd.lrji's
Heirloom" isn't running, there's a SOpercent chance the
lady will visit Numeen. TheArgonlans dint at the castle
on wednesdays and the countess at their homeon
Thursdays.

11. Darfee's House: This second in the lineof Thieves
Guild femes buys and sells everything save spells from
8 p.m. to 6 a.m. You'll find him right In front of his
house duringthose hours.

18. weebam-Na's House: The Rat bunter weebam-Na and
his partner, nejeen. have a key part In the Daedrirquest
"Nocturnal," and weebam has a small one In the
Misu'lianeousquest "Malaga the Ore."

19. Ahdarji's House: You'll recover a lost ring for this l.ady
in the Thieves Guild quest "Ahd.arji's Heirloom: In
addition , she's a mldlevrl trainer in light Armor,

10. fOari's House: j'Bari is the master of Ug:ht Armor.
You'll have 10 find him a new EMn cuirass in the
Mastt't Trainer quest "UghtAnnor Training."
Housemate Tsrava u a medium trainer in Acrob.atics.

21 . Alval Uvani's House: You'll assassinate Ihis traveling
merchant in the Dark Brolherhood quest "A MaUer of
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1. Surifie Brothers Vineyards: Oneof Sklngrad'stwo
com petingwine-makers.

1. Tamika Vineyards: And the other. Even competitor
Davide Sunhe acknowledges that Ta mtka's wine is
superior 10 his own!

I. Sheep Shed: Used by Uuras the Shepherd's small Oock.
4. Gr.lfeful Pass Stables: From 8 a.m. 108 p.m.,ostler

Ugdkgra-Mog,lkh wHl5t 1l you a Bay Horse for 1,000
gold.

S. West Gate: To KvalCh and Anvil.
6. F1gh ten; Guild: Low-Iewl Block trainer FadusCalidius

knows the locations of the Daedric shrine 10 Sanguine
and Goblin Jim's cave. Ah ·Mal! knows the location of
Derelkt Mine. ThegUild porterotters repair services.

7. Reman Broder's Ho~: Vineyard worker Broder is a
medium-level Marksman trainer.

8. Ambroise ( anne's House: Carine's a midlevel trainer in
the Block skU~meaning he plays a role in the M.lster
Trainer quest "BlockTraining."

9. Undena Orelhi's House: Undena has an unusual
hfestyle: She's a seff-prcdalmed pilgrIm in search of the
perfect tomato, fAJlparenlly illies alongthe Gold Road
east of the city_ [veryso often she'll head out that way
and pause on a hnlslde-eas If waiting for scmething.)
Nerds. Orcs, KhaJiits, and ArgoniJl1s like Orethi's own
tomatoesjust fine.

10. Uuras the Shepherd's House: His flock can be found
west of town. and you'll find 20 samples of yam in his
house. But Uuras's real/ave is cheese (and Athletics, in
which disdpline he isa low-level trainer.)

11.Sa lmo the Baker's House; Skingrad is famousfor his
sweetrons. It'san ingredient with three posttbe
ettects-c-Bestcre Faligut' (fiN), Resist Disease (sec:ond),
Fortify Health ffourth)--;Jnd one adverse one (Damage
Personahryl, However, he doesn'tsell them himself, but
delivers them 10 the neighboring TwoSisterslodge and
the West Weald Inn.

12. Two Sisters Lodge; Proprietor Mug gra Mogakh offers ]
room (10 ~Id) and board The other sister. Ugak. runs
the stables (#4) outside town. The fo ur Vampire

J~~~~~~



22. Lazare Milvan's House: This nobleman has a bad hablt
of challcnging people to duels.

23. All Things Alchemical: Falanu Hlaalu buys and sells
ingredients, akhemkal equipment, and potions from 8
a.m. 108 p.m. Hlaalu potnts you to the Daedrk ShriOf
to Sanguine, And, in the MISltltaneous quest MSeeking
Your Boots," he is alone among (yrodiil'sakbemlsts in
revealing that Sindenon isal the west Weald Inn. And
wethink he's up to something really nasty in the
Graveyard. too.

24. Great Chapel of Jullanos: Tumindil ~11s spells. Marie
Pahelle is a low-level Restoration trainer. Therhapet
undercroft is haunted.

2S. Nerastarel's HOUSf: And so is this house! You'll find
three leveled undead creatures downstairs and one to
three upstairs. Are theyguardsor visitors themselves?
In anycase, they'rewrecking the place. Nerastaret
himself doesn't appear in the game, and no due is
offered as to his whereabouts.

26. Hammerand Tongs: Proprietor Agnete the Pickled
buys and sells weapons, armor, tcrrhes. and miscella ­
neousitems and offers repairservices from 8 a.m. to B
p.m. She has a reputation both for her armor-repair
skills and the ferocity of her hangovers.

27. Summitmisl Manor: You'll kill everyone here in the
D.u1c Brotherhood quest ·Whodunit?"

18. Rosethom Hall: Skingrad's House for Sale is the most
lavish and expensive in the game. Itcomes with a pair
of attached Freeform mmlquests: ·Hrlping Hands" and
"The gosethom Cache."

19. Toutius Sextlus's House: Targel tt2 of the paranoid
Glarthir in the Misc:ellaneuus quest "Paranoia."

30. East Gate Ihig1ll
31 . East Gate (low)

32. CastleSkingrild: You can visit the tastlr to obtain a
troop mmmitment In the Main Quest segment "Allies
for Bruma," and you'll be back in the Mages Guild
quests "Ultcrior Motives" and "Informallon at a Prire":
in the Thteves Guild quest "Lost Histories" and the
Miscellaneous quest "Vampire Cure": to pick up orders
for the Dark Brotherhood quest "Broken Vows"; and
possibly to collect some rare wine in (he Ma51crTrainer
quest "Alchemy Training."

H , Town Guard House

34. Statue of King Rislav urich: Rislav Ihe Righteous on
his horse with his hawk on his hand,

35. Beggar's SleepingMat: Foul fagussleeps here.
36. Beggar's SleepingMal: Nigidius the Needy slt't'ps here.

)7. Icst Histories oj TamrifJ': Tberams hid this book here
for the Thieves Guild quest "test HislOries."

38. Amusei's Meeting Place: In the Ifueves Guild quest
"lost Histories," you have to get Amusel to thisspot
before he will tell you where the book is hidden.

r"'huntcrs In the Ma~C5 Guild quest "Informalion al a
Price" are staying here.

B. West Weald Inn: Proprietor Erina Jeranus provides
room (20gold) and board. The tenantsare a colorful
bunch. You'll met! Maglir, Oblivion's Designated
Obnoxious wood Elf, in the fighters Guild Quest
"Unfinished Bu~ness" You canalso run into Count
Hassildor's butler, Shum gro-Yarug. in the Thieves Guild
quest "LO\I Histories." In the wine reliar. you 'll find
Sinderion, who's Instrumental in the Miscellanrous
quest -Sefking Your Roots" and. asmasterof the
Alchemy skill, in the Masler Trainer quest "Alchemy
Training." ('This renaissance man alsosells ingredients,
atchemlcat equipment. and potionsJ And Else God­
Hater, while not exprfS5ly hooked Intoa quest, will
supply a fairly elaborate backstory for her name, This
spctlsword is alsoa Mythic Dawn agent who blows
cover and attacks on yourapproach after you've
completed the "Dagon Shrine" mission In the Main
Quest The giveaway: The presence of Book 2 of the
Commentaries on the Mys,erium Xarxes on a desk in her
room upstairs.

14. Mage'S Guild: Adrienne Berene gives you the guild's
"Sklngfild Recommendation" quest. Druja can help you
with lr, and if you're a prettybad guy, Sunnus vassfnus
will anuatly do the quest for you. All three of them sell
spells, and the last two offer low level Mystidsm and
Conjuration training, resptC1ively. Vigge the cautious
recharges magical items.

IS. Colovian Traders. Proprietor Gundir buys and sells
e\'erylhing but spells. You can find Count Hassildor's
butler, Shum gro-Yarug. here in the Thieves Guild quest
"Lost Histories" or if you're buying a bousein Skingldd.
(If the latter, you can hirea servant herr as well.l This is
alsothe current residence of [yja. the maid who can be
hired to keep gosethom Hall clean.

16. The West Weald Inn's own disused stable.

17. Surilie Brothers' House: Gaston and Davidc run the
winery north of the Gold Road to the west of town.
Davlde is the third person you 'll be directed by Glarthir
to tatl tn the Miscellaneous quest 'Paranoia."

18. Glarthir's House: Sklngrad's resident errentnc. Glarthir
Ihinks three townies are plotting against himand sends
you oul 10 watch them (with nasty consequences) In the
Miscellaneous quest"Paranoia."

19. Bernadette Peneles's House: One source of Glarthir's
paranoid is this vineyard worker, who has no designs
whatsoever on her neighbor.

20. Shameer's House: low·If.'Vt"1 trainers don', kirk you up
the line 10 their rnedfum .level counterparts. This
Marksman trainer is the exception: She refers you to
medium Mamman trainer Reman Broder.

21. Tamika's House: Home of wine-maker Davide Surihe
(see # 21.
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Docmstnnes, 282-285

Birthsign Stones, 283-284
Heaven Stones, 285

DragonStone, 285
Dremoras, 42, 44--46
Dungeons, 288- 291

(.MS, 288-191
Character Design. 4-14
Cheydinhal. ]]9-243

Ayleld Wells, 280
CityMaps, 358-359
Houses, 299

Cheydinhal Gale World. 24'
Cheydinhal Recommendation, 149-150
Chorm!, 11T, 243-248

City Maps, 360-]61
Houses, 299

Chorrol Cate. 112- 11 3
Chorrol OblivionWorld, 11 2-1 13
Chorrol Recommendation, 153-154
Clavtcus Vile, 208-209
Clothing, 316
Colovian Highlands Map, 324-325
Combat, 4, 5, 1S-19
TheCombatant. 201-205
Combar·SteaJth Warrior-Ambusher, 11
Conjuration speus. 24-25
Conjuration Training, 223--224
Conjure~, 41
Creature Guide, 41- 54
Crime & puntshrnem, 34-37
Curl' DIseaSE' Potion, S9
Cyrodlll , urn

INDEX

Eariy Contract Quests, 134--136
Easter Eggs. 291
Enchantments, 64-67
Endurance. skillsgOVl'med by. 5
Equiprnent, SS-S7

,

faction Quests: TheDark 8rotherhood.
184-198

Faction Quests: The nghte~ Guild, 134--146
Faction Quests: The Mages Guild, 146-165
faction Quests: The Thieves Guild, 166-183
feather Potlnn, 59

•i,
AcrobaticsTraining, 220
Adventurers. 279
Aethl'rius Stolle, 285
Agltl ry. skillsgoverned by. 5
AhdarJI's Helooom, 171 - 172
Alchemy,~3. 60-6], 210
AJlrraUon Spells, 13-24
Alteration Training, 221
Amulet, 74-79
Anaxes,12l-12B
Anvil, 111 , 118-119, 230-231

City Maps. ] 52- 353
AnvilOblivion World, 118-119
Anvil Recommendation, 150- 151
Apprentice, 9-10
Apprentice Stone, 183
Arena. 199-205
Armand Christophe's Quests, 168-111
Armor. 55, 11S-11 6
ArmorerTraining.222
Arrows.57
Atronach,9-10
Atronach Stone, 283
Anrlhutes, 5-9
Aylrid. 104
Ayleld Wells, 279--281
Alani a lackheat1 . 14()... I41
Alura, 206-207

eeast lair, 42
BlrthslgJ1s,9-10
Black Bow gandtu, 281-282
Black Soul cems.1SO
Blackwood Map, ]40-341
Blolde Tr.d nlng, 222
Btolde Weapons, 56
Block Training,123
Blood of the Daedra, 99-100
Blood of the Divines. 100-104
Blunt Ttollnlng, 223
Blunt weapons, 56-57
Boethla, 207-208
Bravil , I ll , ] 32-2 ]6

Ayleid Wells, 279
CityMaps, ] 54-] 55
Houses, 298

Bravll Gale, 119- 120
Bravll Oblivion World, 120-..111
Breton, speclal~ and ~1I1 bonuses, 7
Brina Cross Inn, 150
Druma,2]6--lJ9

Ayleld Welts, 279
City Maps, ]56--357
Gate, 107- 110
House~, 199

Carae Agollalor, 130-..131
Castll' Kvatch, 2'i8-260
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Lady Ston., 284
La~ Amus teems, 94
ltylWlin. 111 . 260-263

AyleldWells, 280
CIty MAPS, 362-]63
Hou~.m

Lty.awii" Rrwmmend.a Uon, 152-153
Lty.awin Wit, 1B --116
l1'yawin Oblivion Wortd, '1 3-116
UghlAnnar, 5S.226
Lord Slone, 284
Lover Slone. 284
tucten tachanre's Quesh, 192- 198

M"gt, 4-5. 9-10
M.~(omNI·Sleahh. 14
Molgt' Stone, 284
M"tiC. 2'0-29
Mdgnus Slant , 285
M.in QUf'Sl., 68-13]
M'"iq, 291-292

M'"(ity,342-]65
World,322-34 1

Marksman, 17, 226-227
M~ster Irainer Quests. 210-229
TIll.' Matches, 201-204
Mrph,)I,). 211 - 212
Mtruntile Tr"ining, 227
Miscel1.lnrousQuests. 230-278

AnvU. 23Q-232
Brn U, 132- 236
aruma, 136-239
(ht)'dlnhal, 139--141
(homJ~ 243-248
Tl1\" Imperial City. 248-258
batch,1S8-1tiO
~tn, 260-263
Senemem Qu~, 268-2n
Skingr,ld. 263-268
Vampl~ ( UR, 213-276
wuderness Quests, :176-278

Model Characters, 11-14
Mysticism. 27. 227

N,lmlu.ll)-2 H
NibendY Mdp, B7-339
Nlghl-£yr Potion. 59
Noctunu:I,114
Non-Quest DungtOrtS, 281-291
Nord, sptd.11s~nd ~i11 bonuses,1

o- ~-----
OChtt'Y;) 'sQues~, l89-191

OK, spedals and skUl bonuses, 7

P~r~d ist', 126-1B
P~~lyn Polion, 59, 60
P~lh of OiWn. 9O--9J
PrMn~lity. skillsgoW'rned by, 5
Prryite.114-115
Potions. 59-6J

Q--- ---- - -~-- - - .
Quests. see Armand Christophe's QlIt"its:

D3edrk:Quests; "Dead Drop" Quests;
Early Contract Quests: Faction Ques~:

The Dark Brotherhood; Faction Quests:
The Fighters Guild; Faction Quests: The
MagesGuild: racttcn Quests: TheThirws
Guild: I reeformQuests: Gny Fox's
Qu~ Hannibal lraven'" Quests; luden
Ladlana\ Quests; M~in Quest Master
Trainer Quests; MISlellaneous Quests;
OCht'f'ya\ Quests; Raminus Polus\
Quests; Rtrommendation Quests;
Seuement Quests: S'krivva\ QlItSts:
Undocumented Quests: Vincente
Vallieri'" Quests: Wilderness QUf'Sts

R I_______________ J

Race, arnlbures, 6-9
Ranrinus Polus's Quests, 155-159
Ranged Combat, 18-19
Reading Malerial, 301-309
Rrcommendation Quests, 141- 154
Redguard, specials and skill bonuses. 1
Rene«Oo1mage Polion, 59
Rene«Spril Potion, 59
TheRentgdde5ludowvale, 186-188
Replius. 311
Rtsl:ontlon Spells. 13-29
Restor.lltion Tr.II lning. 121-228
gestore Health Potion, 59
RillUl,9-10
Ritual Stone, 284
Romance, 309-3 10
501 nguine, 215-216

n

SCrolls, 311
5ec:urity Tfiining. 228
Serpent, 9-10
serpent Stone. 184
Settlemenl Quests. 268-212
~ 76, 91,91-93
'in, attributes, 6
sh~ow, 9-10
Shadow Stont', 284
Sheogoralh, 216-211
Shel..rr Slone. 185
SignTower, 109
Silence Potion, 59
Sithlo1n Stone, 28~
Skeletons,S l-S2
Skills,4-7, 11- 18
Sklngrad, 111, 163- 268

Ayleid Wells, 281
CIty M<tps. 364-365
Houses. 299

sklngrad G.lte. 116-11 7

5klngrad Oblivion World. 116-111
5klngrad geccmmendanon, 151-1 52
5'krivv.l'i Quests, 111-115
5neClk Tr.ll iolng. 228
50ris Arenim, 14')

Sprcb:lwtion,4-6
Sptdals 0100 Skill Bonuses. 1
SptKhcraft Tnin ing. 228-229
Speed, skillsgDmned by, 5
Sptllmaking,64-66
Spells, lJ-2'J
Spider Daedra, 52
Spies. '}7-99
Stealt h, 4-S. 2'J-H
Steed,9-10
Steed Stone, 284
Stones, 282-285, 310-312
Storm Atron.lrh, 53
Strength, skillsgoverned by, S
Sunkm Sewers, 92-93
Systrm-Oplomlled Custom CI.1ss. 4-S

Tests.232-23S
T1I id Slont, 284
Towtf, 9-IO
Tower Slone, 284
Training Quests. 5ft' Masler Trainer Quests

Vaermin4.211-218
Vampirrcure, 273-216
Vampirr Hunting, 311-318
Vampires. 38-41
Vinun te Vallini\ Quests. 18r.-189

Wmior.9-1O
warnerSlone, 284
WaterBreathingscucn, 59
Water W.llking Potlnn, 59
Wayshrines, 318-319
weapons, 316-311
West Weald Map, 326-327
Weynon Priory, 88-90
Wilderness Cxhes., 310-321
Wildtme$SQuests, 276-218

Aytrid Wells.. 281
Wlltpower, skillsgomMtby,S
Wood Elf. ~pedats 'lOd ~t1 bonuses, 7
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