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SAFETY INFORMATION
AwasrNING

Before playing this game, read the Xbox 360 Instruction Manual and any peripheral b
manuals for important safety and health information. Keep all manuals for future :
reference. For replacement manuals, see www.xbox.com/support or call Xbox

Customer Support (see inside of manual).

IMPORTANT HEALTH WARNING ABOUT PLAYING
VIDEO GAMES

PHOTOSENSITIVE SEIZURES

A very small percentage of people may experience a seizure when exposed to certain
visual images, including flashing lights or patterns that may appear in video games.
Even people who have no history of seizures or epilepsy may have an undiagnosed
condition that can cause these “photosensitive epileptic seizures” while watching
video games.

These seizures may have a variety of symptoms, including lightheadedness, altered
vision, eye or face twitching, jerking or shaking of arms or legs, disorientation,
confusion, or momentary loss of awareness. Seizures may also cause loss of
consciousness or convulsions that can lead to injury from falling down or striking
nearby objects.

Immediately stop playing and consult a doctor if you experience any of these
symptoms. Parents should watch for or ask their children about the above
symptoms—children and teenagers are more likely than adults to experience these ]
seizures. The risk of photosensitive epileptic seizures may be reduced by taking the b’
following precautions:

o Sit farther from the television screen.

e Use a smaller television screen.

e Play in a well-lit room.

¢ Do not play when you are drowsy or fatigued.

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor
before playing.

THE ELDER SCROLLS IV: OBLIVION



ATTACK

i
1
b
ﬂ
@i
MoVE HOTKEYS LOOK/TURN
® AcCTIVATE :
@ JoURNAL 3
@ READY WEAPON/TORCH !
JumP 3
i
Please Note: Japanese, Korean and Chinese text input is not supported; only English
haracters/symbols are recognized. If requested to enter text (for example when assigning
the name of your character) please pull the Right Trigger ﬂ to access the English alphabet.
@VLEFTBUMPER . . iio .o ol - o ot o B eten % v o | S0 SR GRAB
I RIGHT BUMPERYE B o 0L SR i N St e B e CAST SPELL
E LEFTJRIGGER. « J o e o o e n e afe et e e ae s o % T 50 3R B BLock 4
u RIGHT TRIGGER. & vt ana - 's & = i = W00« Hgh = = w'aas = it v alais i S pTalE e e il

........................... Look LeFT, RiGHT, UP, DowN
BIGHT THUMBSTICK BUTTON. .« .« oo v v e aeaens SWITCH BETWEEN FIRST-PERSON AND

THIRD-PERSON VIEWS. HOLD DOWN TO ENTER VANITY MODE. E LEFT TRIGGER AND ﬁ
RIGHT TRIGGER ZOOM IN AND OUT. THIS WILL ALSO BECOME YOUR 3RD PERSON ZOOM LEVEL.
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Health
Magicka
Fatigue

Weapon  Arrows Magic  Compass
HEALTH

The amount of damage you can take. Sleeping, waiting, potions or spells can restore your Health.

MAGICKA

Casting spells uses Magicka. Magicka regenerates based on your Willpower. Sleeping, waiting,

potions or spells can also restore your Magicka.

FATIGUE

Spell Effect

Target Health
Crosshair

Level Up

Target Name

Fatigue is how tired you are. Low Fatigue hurts your effectiveness, especially when doing

melee attacks. Fatigue returns faster if you walk instead of run.

WEAPON
Your active weapon.

ARROWS
Number of arrows equipped.

Maaic
Your active spell.

SPELL EFFECT
Any temporary spell(s) affecting you.

TARGET HEALTH
Shows the health of your target.

TARGET NAME
Name of highlighted object or character

CROSSHAIR
Helps you target objects and characters.

ComPpAss
Shows direction, locations, and markers.

Lever Up
Indicates you can sleep in a bed to advance to the next level.
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COMPASS AND ACTIVATION ICONS

Icons on the compass indicate nearby places of interest (like dungeons, cities, or inns), and
Quest Target markers indicate the direction of your active quest objective.

TARGET MARKERS

m A red arrow means you must travel through a door or portal to reach your objective.

m A green arrow means you are already in the same general location as your objective.

m A blue arrow is one you can place yourself on your local or world map.

PLACES OF INTEREST

Camp BA cven run Oblivion Gate
Cave B3 rort ruin Settlement
A iy Mine B weenistable
B3 osecric shrine Y Lencmark

CROSSHAIR =
Helps you target objects and characters. It will change dynamically based on what action the
Q ButTon will perform.

Indicates you are in sneak Enter a location or open Ride the selected horse. Press
! :

mode. For more on sneaking. a door. @ to dismount.

A locked door. The difficulty

Pick up the item and add it to o ] Sit on the object. Press @ -
3 of the lock is displayed in the ) .
- your inventory. lower right corner. to get up.

Activate the object. Sleep in this bed.

An important character who
Open the container. Talk to this character. E

plays a significant role in
Feed on a sleeping character. .

Read the item.

quests and cannot be killed.
Can only be done as a vampire.

**A red icon always indicates a crime if you perform the action.
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- Quest Target Known Location

Your Position

Discovered Location

The Maps Section has five tabs, from left to right: Local Map, World Map, Active Quest,
Current Quests, and Completed Quests.

Y LocaL Mar
é{, This shows your immediate surroundings. Rollover icons display information about
7V | doors and their destinations, and quest targets indicate your quest objectives.

@ - Fast Travel (when highlighting a discovered location)

- Place your own marker on the map.

‘i @1GHT THUMBSTICK — Move the cursor, scroll the map

@1GHT THUMBSTICK BuTTON Or hold @8 LEFT BuMPER — Pan the map.

f \ WorRrLD Mar
/ This shows a map of Cyrodiil.

Your Position: The gold arrow shows your position on the map

Quest Target: The Quest Target is a red or green arrow on the World Map. The Quest Target is always

:’ determined by your Active Quest. To make a quest active, select it from the list in your Current Quest
tab.
, m Your Target: The Blue Arrow. You can place, move, or remove this by pressing €3.

Discovered Location: Dark markers can be selected for fast travel. You cannot fast travel from interiors
or while in combat. When you fast travel, time will move ahead according to how long it would have
taken you to get there normally. If you have a horse, it will fast travel with you. When traveling to cities,
your horse will be placed in the nearest stable.

&] Known Location: Bright markers are known to you, but cannot be fast traveled to until you discover
==1 them on your own.

P e N R
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t Kud-€ at the Mage’s Guild in Bravil is
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ACTIVE QUEST

This displays entries for your active quest. Select a quest in the Current Quests

tab to make it your Active Quest. The Quest Targets displayed on maps and your
Compass are the Quest Targets for your Active Quest. Press the @ BuTTON t0 View
the position of your Quest Target on your World Map.

e

CURRENT QUESTS
This displays entries for all your quests that you have not yet completed. Select a
Quest to make it your Active Quest.

©
‘)

=9 COMPLETED QUESTS

S
€ ‘ 9 | Lists all of the quests you have completed. Select an entry to display all the entries
AP for that quest.

QUESTS AND QUEST TARGETS

When a quest is Active, Quest Target arrows are displayed on your Compass and on your
Local and World maps You can use these markers to guide you to the next step in completing
your Active Quest. On the World Map, Quest Targets indicate the general location of your
next step. On the Local Map, the Quest Target will indicate the location of the next step, or
the door you must go through to reach that location. '

Note: Not every quest will provide Quest Targets. In some quests, you must discover
the objective’s location on your own.

THE ELDER SCROLLS IV: OBLIVION



When you begin Oblivion, you must choose a name and race. You'll be asked to choose from
10 races commonly encountered in Cyrodiil.

This reptilian race, well-suited for the treacherous swamps of its homeland, has
developed natural immunities to diseases and poisons. They can breathe water and
are good at picking locks.

Skill Bonuses

Alchemy +5, Athletics +10, Blade +5, Hand to Hand +5, lllusion +5, Mysticism +5,
Security +10.

Specials
Resist Disease, Inmune to Poison, Water Breathing

BRETON

In addition to their quick and perceptive grasp of spellcraft, even the humblest of
Bretons can boast a resistance to magical energies. They are particularly skilled at
summoning and healing magic.

Skill Bonuses

Alchemy +5, Alteration +5, Conjuration +10, lllusion +5, Mysticism +10,
Restoration +10.

Specials
Fortified Magicka, Dragon Skin, Resist Magicka

Also known as “Dunmer” in their homeland of Morrowind, the Dark Elves are noted for
their skilled and balanced integration of the sword, the bow and destruction magic. They
are resistant to fire and can summon an ancestral ghost for aid.

Skill Bonuses

Athletics +5, Blade +10, Blunt +5, Destruction +10, Light Armor +5, Marksman +5,
Mysticism +5.

Specials
Ancestor Guardian, Resist Fire

Also known as “Altmer” in their homeland of Summerset Isle, the High Elves are the
most strongly gifted in the arcane arts of all the races. However, they are also somewhat
vulnerable to fire, frost and shock.

Skill Bonuses
) Alchemy +5, Alteration +10, Conjuration +5, Destruction +10, lllusion +5, Mysticism +10.

Specials
Weakness to Fire, Frost, and Shock, Resist Disease, Fortified Magicka

IMPERIAL

Natives of the civilized, cosmopolitan province of Cyrodiil, they have proved to be
shrewd diplomats and traders. They are skilled with heavy armor and in the social
skills and tend to favor the warrior classes.

Skill Bonuses

Blade +5, Blunt +5, Hand to Hand +5, Heavy Armor +5, Mercantile +10,
Speechcraft +10.

Specials

Star of the West, Voice of the Emperor
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Hailing from the province of Elsweyr, they are intelligent, quick, and agile. They make
excellent thieves due to their natural agility and unmatched acrobatics skill. All Khajiit
can see in the dark.

Skill Bonuses
Acrobatics +10, Athletics +5, Blade +5, Hand to Hand +10, Light Armor +5,
Security +5, Sneak +5.

— X;.\.._.'_-f

Specials
Eye of Fear, Eye of Night

Citizens of Skyrim, they are a tall and fair-haired people. Strong and hardy, Nords are
famous for their resistance to cold. They are highly talented warriors.

G-

—

{

':l'\

Skill Bonuses
Armorer +5, Blade +10, Block +5, Blunt +10, Heavy Armor +10, Restoration +5

Yt

—

Specials
Nordic Frost, Woad, Resist Frost

The people of the Wrothgarian and Dragontail Mountains, Orcish armorers are prized
for their craftsmanship. Orc troops in heavy armor are among the finest in the Empire,
and are fearsome when using their berserker rage.

I

Skill Bonuses
Armorer +10, Block +10, Blunt +10, Hand to Hand +5, Heavy Armor +10.

Specials
Berserk, Resist Magicka

—

==

REDGUARD

The most naturally talented warriors in Tamriel. In addition to their cultural affinities
for many weapon and armor styles, they also have a hardy constitution and a natural
resistance to disease and poison.

Skill Bonuses
Athletics +10, Blade +10, Blunt +10, Light Armor +5, Heavy Armor +5,
Mercantile +5.

Specials
Adrenaline Rush, Resist Poison, Resist Disease

The clanfolk of the Western Valenwood forests, also known as “Bosmer.” Wood Elves :

are nimble and quick, making them good scouts and thieves, and there are no finer 5

archers in all of Tamriel. Their ability to command simple creatures is well-known.

Skill Bonuses

Acrobatics +5, Alchemy +10, Alteration +5, Light Armor +5, Marksman +10, J

Sneak +10 if

Specials \

Beast Tongue, Resist Disease ¥
r
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ATTRIBUTES

A character's mental, physical, and magical abilities are modeled by eight primary
attributes. Primary attributes range from 0-100, but can be changed by magic, potions, or
disease. Raising your character’s level allows you to increase your attributes. A red number
indicates the attribute has been damaged. A green number indicates the attribute has
been increased by magic.

STRENGTH

Affects how much you can carry, how much Fatigue you have, and how much
damage you can do with melee weapons such as swords and axes. Governs the
skills of Blunt, Blade, and Hand to Hand.

INTELLIGENCE
Affects your total Magicka and magic use. Governs the skills of Alchemy,
Conjuration, and Mysticism.

WILLPOWER
Affects how quickly you regenerate Magicka, and how much Fatigue you have.
Governs the skills of Destruction, Alteration, and Restoration.

AGILITY

Affects your ability to maneuver and balance, your total Fatigue, and how much
damage you can do with marksman weapons such as bows. Governs the skills of
Security, Sneak, and Marksman.

SPEED
Determines how fast you move. Governs the skills of Athletics, Light Armor,
and Acrobatics.

ENDURANCE
Affects how much Fatigue you have, your Health, and how much your Health will
increase when you raise levels. Governs the skills of Block, Armorer, and Heavy Armor.

PERSONALITY
Affects how much people like you, which leads to better information-gathering.

Governs the skills of Speechcraft, Mercantile, and lllusion.

Luck
Luck has an effect on everything you do, but governs no skills.
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DERIVED ATTRIBUTES

These are derived from the primary attributes, and are affected by changes to your
primary attributes.

HEALTH

Health is the amount of damage you can take before you die. Your maximum Health increases
every time you gain a level. Endurance affects how much Health you gain per level. Your
starting Health is twice your Endurance. Sleeping, potions or spells can restore your Health.

MAGICKA

Magicka is used to cast spells. You start with Magicka equal to double your Intelligence.
Choosing certain races and birthsigns will give you Magicka bonuses that increase your
Maximum Magicka. Magicka regenerates based on your Willpower. Sleeping, potions or spells
can restore your Magicka more quickly.

FATIGUE

Fatigue is how tired you are. Low Fatigue hurts your effectiveness, especially when doing
melee attacks. Fighting hand-to-hand, swinging a weapon, or jumping may reduce your
Fatigue. If your Fatigue falls below zero due to a spell or other special effect, you are knocked
down. Walking, resting, waiting, potions, and spells can restore your Fatigue. Your maximum
Fatigue is the combined values of your Strength, Endurance, Agility, and Willpower.

ENCUMBRANCE
Encumbrance is the total weight of items you can carry. You cannot move at all when fully
encumbered. Maximum Encumbrance is equal to five times your Strength.

Al



SKILLS, MASTERY LEVELS,
AND SKILL PERKS

As you rise in proficiency with skills, you gain Skill Perks at new Mastery Levels. You will
eagerly anticipate the special benefits of these Skill Perks each time a skill is raised to a
new level of mastery. A red number indicates the skill has been damaged. A green number
indicates the skill has been increased by magic.

SKILL MASTERY LEVEL SKILL SCORES

Novice 0-24
Apprentice 25-49
Journeyman 50-74
Expert 75-99
Master 100

COMBAT SKILLS

BLock

Governing Attribute: Agility

Parry melee attacks with shields and weapons. Successful blocks reduce damage.

A Novice is fatigued by blocking, and hand-to-hand blocking against weapons
has no effect.

o An Apprentice is no longer fatigued by blocking.

¢ A Journeyman's shield or weapon is no longer damaged when he blocks, and
opponents may recoil when blocking with hand-to-hand.

e An Expert blocking with shield has a chance to do a knockback counterattack,
staggering the enemy if the shield blow connects.

o A Master blocking with shield has an additional chance of disarming an enemy
with a successful knockback counterattack.

|/ARMORER
Governing Attribute: Endurance

Maintain weapons and armor at top efficiency. Damaged weapons and armor are
less effective.

¢ A Novice cannot repair magic items.

® Repair hammers last twice as long for an Apprentice.

¢ A Journeyman can now repair magic items.

e An Expert can repair items beyond their highest condition (to 125%). These
Expert-improved weapons do extra damage, and Expert-improved armor protects
more.

o A Master never breaks repair hammers; one hammer lasts a lifetime.

=—————1 Governing Attribute: Endurance

| £

Make more effective use of Iron, Steel, Dwarven, Orcish, Ebony, and Daedric armors.
o For a Novice, heavy armor degrades rapidly with use (150% of normal rate).

© An Apprentice's heavy armor degrades at a normal rate.

A Journeyman's heavy armor degrades at a 50% slower rate.

© An Expert's equipped heavy armor only encumbers him by 50%.
* A Master's equipped heavy armor does not encumber him at all.




Governing Attribute: Strength

Deliver the crushing blows of mace and axe weapons more effectively.

* A Novice does a Basic Power Attack with a damage bonus in all directions.

e An Apprentice gains damage bonuses with the Mastery Standing Power Attack.

e A Journeyman gains the Mastery Left and Right Power Attacks, and has a
chance to disarm.

e An Expert gains a Mastery Backwards Power Attack, and gains a chance of a
knockdown.

o A Master gains a Mastery Forward Power Attack, with a chance to paralyze.

Governing Attribute: Strength

Deliver the slashing and thrusting attacks of dagger and sword weapons more
effectively.
* A Novice does a Basic Power Attack with a damage bonus in all directions.
* An Apprentice gains damage bonuses with a Mastery Standing Power Attack.
A Journeyman gains the Mastery Left and Right Power Attacks, which have a
chance to disarm.
© An Expert gains a Mastery Backwards Power Attack, which has a chance of a
knockdown.
o A Master gains a Mastery Forward Power Attack, with a chance to paralyze.

ATHLETICS
Governing Attribute: Speed p——

Run and swim faster, and regenerate lost fatigue faster.
¢ A Novice regenerates Fatigue slowly when running.
e An Apprentice regenerates Fatigue 25% faster when running.
e A Journeyman regenerates Fatigue 50% faster when running.
e An Expert regenerates Fatigue 75% faster when running.
® Running never reduces a Master's regeneration of Fatigue.

HAND TO HAND
P = Governing Attribute: Strength .

Attack without weapons to damage and fatigue opponents.
* A Novice does a Basic Power Attack with a damage bonus in all directions.
© An Apprentice gains damage bonuses with a Mastery Standing Power Attack.
* A Journeyman gains the Mastery Left and Right Power Attacks, and has a 1
chance to disarm.
© An Expert gains a Mastery Backwards Power Attack, and gain a chance of a
knockdown, and, when blocking, gains a chance of a knockback attack.
© A Master gains a Mastery Forward Power Attack, with a chance to paralyze, and,
when blocking, gains a chance of a disarm on a knockback attack.




MAGIC SKILLS

DESTRUCTION

Governing Attribute: Willpower

Cast spells to inflict magical fire, frost, and shock damage, or reduce resistances to
magic attacks. Destruction spells and spell effects are rated by Mastery Levels; you
can only cast spells rated at or below your current Mastery Level.

IALTERATION

Governing Attribute: Willpower ,{,{

Cast spells to breathe or walk on water, open locks, shield from physical and
magical damage, and alter encumbrance. Alteration spells and spell effects are
rated by Mastery Levels; you can only cast spells rated at or below your current
Mastery Level.

ILLUSION

Governing Attribute: Personality

Cast spells to charm, conceal, create light, silence, paralyze, command or affect
morale or aggressiveness. lllusion spells and spell effects are rated by Mastery
Levels; you can only cast spells rated at or below your current Mastery Level.

CONJURATION
Governing Attribute: Intelligence

Cast spells to summon otherworldly creatures, summon magical weapons and
armor, and turn the undead. Conjuration spells and spell effects are rated by
Mastery Levels; you can only cast spells rated at or below your current Mastery
Level.
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Cast spells that absorb, reflect, and dispel magic, move objects, sense life, and bind
souls. Mysticism spells and spell effects are rated by Mastery Levels; you can only i
cast spells rated at or below your current Mastery Level. :

RESTORATION

Governing Attribute: Willpower

Cast spells to restore, fortify, or absorb physical and magical attributes, cure
disease, and resist magical attacks. Restoration spells and spell effects are rated
by Mastery Levels; you can only cast spells rated at or below your current Mastery
Level.

= i Governing Attribute: Intelligence

Create potions and gain benefits from alchemical ingredients more effectively.

o A Novice recognizes only the first of four potential alchemical properties of )
a substance.

o An Apprentice recognizes the first two of four potential alchemical properties
of a substance.

o A Journeyman recognizes the first three of four potential alchemical
properties of a substance.

© An Expert recognizes all four potential alchemical properties of a substance.

e A Master can make potions from a single ingredient.



STEALTH SKILLS

Governing Attribute: Agility

Use lockpicks to open locked doors and containers.
® As many as four tumblers will fall when a Novice fails and breaks a pick.
e As many as three tumblers will fall when an Apprentice fails and breaks a pick.
o As many as two tumblers will fall when a Journeyman fails and breaks a pick.
 Only one tumbler will fall when an Expert fails and breaks a pick.
e No tumblers fall when a Master fails and breaks a pick.

Governing Attribute: Agility

Pick pockets and move unseen and unheard by observers.

¢ A Novice gains a 4x damage bonus for one-handed weapon and hand-to-hand,
and a 2x damage bonus for marksman attacks, when undetected.

 An Apprentice gains a 6x damage bonus for one-handed weapon and hand-to-
hand attacks, and a 3x damage bonus for marksman attacks, when undetected.

e A Journeyman receives no penalty to his chance of detection while Sneaking for
the weight of his boots.

© An Expert receives no penalty to his chance of detection while Sneaking for
moving while Sneaking.

o The attack of a Master on an opponent ignores armor rating when the Master
is undetected.

‘ /ACROBATICS

Governing Attribute: Speed

Jump long distances and avoid damage when falling great distances.

A Novice cannot attack when jumping or falling.

© An Apprentice can make normal attacks -- not power attacks -- when jumping
or falling.

¢ A Journeyman gains the Dodge ability, and can hold block and jump in a
direction to do a quick avoidance roll.

o Fatigue loss for jumping is reduced by 50% for an Expert.

o A Master gains the Water Jump ability, and, with precise timing, can jump off
the surface of water.
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LIGHT ARMOR
Governing Attribute: Speed

Make more effective use of Fur, Leather, Chainmail, Mithril, Elven, and Glass armors.
e For a Novice, light armor degrades rapidly with use [150% of normal rate].
¢ An Apprentice's light armor degrades at a normal rate.
e A Journeyman's light armor degrades at a 50% slower rate.
e An Expert's equipped light armor does not encumber him at all.
e \When a Master wears only light armor, he gains a bonus of 50% to the armor
rating of that armor.

Governing Attribute: Agility

Deliver more deadly ranged attacks with bow and arrow weapons.
A Novice is fatigued while holding a bow drawn back.
 An Apprentice has no Fatigue cost for holding his bow drawn back.
A Journeyman holding Block while the bow is drawn has a Zoom ability.
© An Expert's arrow attacks have a chance of knocking the target down.
© A Master's arrow attacks have a chance of paralyzing the target.

IMERCANTILE

Governing Attribute: Personality

Get better deals when buying or selling goods.

e For a Novice, the value of an item he sells is reduced by the worn condition of
the item.

e For an Apprentice the value of an item he sells is not affected by the worn
condition of the item.

e A Journeyman can buy and sell any object to any vendor, even if he normally
does not deal in that type of wares.

e An Expert can invest in a shop, giving the merchant money to permanently
increase his shop's available gold by 500.

o for a Master, all shops in the world always have 500 more gold available for
barter.

.
SPEECHCRAFT

Governing Attribute: Personality

Use speech to persuade listeners to like and trust you. '

* A Novice can offer bribes to increase the Disposition of some persons.

* An Apprentice gains a free rotation of a wedge in the Persuasion Menu.

o The Falling-Disposition timer in the Persuasion minigame is 50% slower for a
Journeyman.

* Disposition loss from 'Hate it' results in the minigame are reduced from -150%
to -100% for an Expert. i

o Bribes cost half as much for a Master. !
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CLASSES

Your class defines your way of life and which skills are most important to you. During
Oblivion's introduction, the game observes the way you play and suggests a predefined Class
that matches your play style. You may either accept that Class, pick another Class, or create
your own Custom Class. Also, at the end of Oblivion's introduction, you are given one more
chance to change your mind. Each Class features a Specialization, seven major skills, and a +5
bonus to two Attributes.

PREDEFINED CLASSES
Oblivion comes with 21 predefined Classes, seven for each specialization. Their Specializations,
Major Skills, and Attribute bonuses have already been selected for you.

Custom CLASSES

You can also create your own custom class by selecting your Attribute bonuses and your
Major Skills yourself and naming your Custom Class. Review the Predefined Classes as models,
then create your own Custom Class to reflect your own vision of your ideal hero or villain.

SPECIALIZATION

Each class has a specialization, either Combat Arts, Magic Arts, or Stealth Arts. This is
the main avenue of study this class falls into. You will receive +10 to every skill in that
specialization, and those skills will be easier to increase.

MAJOR SKILLS

Each class has seven major skills. These are the essential skills for this class. Major skills have
base values of 25 and are easier to increase than other skills and will determine when you
level up.

MINOR SKILLS

All skills not chosen as Major Skills are Minor Skills and have base values of 5. Minor Skills
increase more slowly than Major Skills. Increasing these skills does not help you level up, but
will contribute to attribute bonuses when you do level.

Specialization
Mage

Favored I
Attributes
Wilpower
Endurance

Major Shills. &
Destruction




INCREASING YOUR SKILLS
AND LEVELING UP

INCREASING SKILLS
There are three ways to increase a skill:

1. Use it over and over. The lower the skill score, the easier it is to increase it by using
it. It takes much longer to raise a high skill by using it. Review your progress toward
increasing a skill in the Skills Display of the Stats Menu.

2. Buy training from another character. You can only train 5 skills points per level.

3. Learn more about the skill from special books.

:f - | RAISING YOUR LEVEL

l)\“ Increase the Major Skills associated with your class to raise your level. In order to
raise your level, you must improve any combination of your Major Skills by a total of
10 points. Review your progress toward increasing your level in the Skills Display of the

Stats Menu.

You will receive a message and an Icon will appear on the screen when you have raised your
skills enough to raise a level. You must use a bed to sleep and meditate on what you've
learned in order to increase your level.

When you raise a level, you are given an opportunity to increase three of your eight
Attributes. Certain attributes may receive a bonus modifier, which is determined by which
skills you have increased since you last raised level. For example, if you improved several
skills that have Personality as a governing attribute, then you will see an appropriate bonus
modifier for Personality. Whether a skill is Major or Minor does not affect the modifier. In
addition, when you raise a level, your Health is increased by one-tenth of your Endurance.
Ty g ” :
esults of hard work and dedication always look Ll
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Intelligence
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have enough skill increases for extra levels. You are never penalized for this and will

Note: You can raise several levels at one time if you have not slept in a while and :5
receive all the correct attribute modifiers for each level gained. :
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DIALOGUE

When the Speaking icon is displayed, activate the person to initiate dialogue. The
Dialogue Menu has several important areas.

Topics

Dialogue Options Character Name
CHARACTER NAME
The name of the person to whom you are speaking.

Torics

This is a list of everything you can ask this person about. You may need to scroll down

to reveal additional topics. Asking about certain topics may add new topics to the list. A
topic displayed in gold has information you do not have yet. If it is grey, you already know
the information the character will say. If you ask a topic and it stays gold, that means the
character does not like you enough to tell you everything they know.

DIALOGUE OPTIONS
Various dialogue options may be displayed beneath the list of topics. Selecting these icons will
bring up other dialogue menus.

Persuasion: Allows you to attempt to raise the character's Disposition through Persuasion gameplay .

Barter: Buy and sell goods.

Repair: This character can repair normal and magical weapons and armor of all kinds for a price.

Spells for Sale: Displays the spells he has available, with the cost in Magicka to cast and the cost in
gold to purchase.

Recharge: Those offering this service are able to recharge your magical items for a fee.

__ Training: There are a limited number of characters capable of teaching skills, and even fewer can teach
the skills at higher levels. You can only raise any combination of your skills by a total of five points until
you level up again.

Exit Dialogue




XBox LIVE®

Play anyone and everyone, anytime, anywhere on Xbox Live. Build your profile (your gamer
card). Chat with your friends. Download content at Xbox Live Marketplace. Send and receive
voice and video messages. Get connected and join the revolution.

T

CONNECTING

Before you can use Xbox Live, connect your Xbox console to a high-speed Internet connection
and sign up to become an Xbox Live member. For more information about connecting, and to
determine whether Xbox Live is available in your region, go to www.xbox.com/live.

FAMILY SETTINGS
These easy and flexible tools enable parents and caregivers to decide which games young
game players can access based on the content rating. For more information, go to

www.xbox.com/familysettings.
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TECHNICAL SUPPORT

Technical support is available from 9am to 6pm (Monday — Friday).
e |n Taiwan, call 00801 44 4231. (Toll free)

¢ In Hong Kong, call 800 96 4215. (Toll free)

* In Singapore, call 800 448 1330. (Toll free)

For more information, visit us on the Web at www.xbox.com

Information in this document, including URL and other Internet Web site references, is subject to change
without notice. Unless otherwise noted, the example companies, organizations, products, domain names,
e-mail addresses, logos, people, places, and events depicted herein are fictitious, and no association with
any real company, organization, product, domain name, e-mail address, logo, person, place, or event is
intended or should be inferred. Complying with all applicable copyright laws is the responsibility of the
user. Without limiting the rights under copyright, no part of this document may be reproduced, stored in
or introduced into a retrieval system, or transmitted in any form or by any means (electronic, mechanical,
photocopying, recording, or otherwise), or for any purpose, without the express written permission of
Microsoft Corporation.

Microsoft may have patents, patent applications, trademarks, copyrights, or other intellectual property rights
covering subject matter in this document. Except as expressly provided in any written license agreement
from Microsoft, the furnishing of this document does not give you any license to these patents, trademarks,
copyrights, or other intellectual property.

The names of actual companies and products mentioned herein may be the trademarks of their respective
owners.

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for play, or
circumvention of copy protection is strictly prohibited.

© & ® 2006 Microsoft Corporation. All rights reserved.

Microsoft, Xbox, Xbox 360, Xbox Live, the Xbox logos, and the Xbox Live logo are registered trademarks or
trademarks of Microsoft Corporation in the United States and/or other countries.
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Please Note: Japanese, Korean and Chinese text input is not supported; only English characters/symbols are recognized. If requested to enter text
(for example when assigning the name of your character) please pull the Right Trigger @ to access the English alphabet.
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