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GETTING STARTED

Saved data for PLAYSTATION®3 format software 
Saved data for PLAYSTATION 3 format software is saved on the system’s hard disk. 
The data is displayed under “Saved Game Utility” in the Game menu. 

Note: To use the controller, you must �rst register or “pair” the controller with the 
PLAYSTATION 3 system and assign a number to the controller. For details, refer to the 
instructions supplied with the system.

Using the SIXAXIS™ wireless controller (for PLAYSTATION®3)

* The L3 and R3 buttons function when the sticks are pressed.

SELECT button

USB connector

L2 button
L1 button

Directional
buttons

Left stick/
L3 button*

START button

R2 button
R1 button

 button

 button
 button

 button

Right stick/
R3 button*

PS button

Port indicators

PLAYSTATION®3 system front

GETTING STARTED

Starting a game: Before use, carefully read the instructions supplied with the PLAYSTATION®3 
computer entertainment system. The documentation contains information on setting up and using your 
system as well as important safety information. 

Check that the MAIN POWER switch (located on the system rear) is turned on. Insert the The Elder 
Scrolls IV: Oblivion disc with the label facing up into the disc slot. Select the icon for the software title 
under [Game] in the PLAYSTATION®3 system’s home menu, and then press the s  button. Refer to this 
manual for information on using the software.

Quitting a game: During gameplay, press and hold down the PS button on the wireless 
controller for at least 2 seconds. Then select “Quit Game” from the screen that is displayed. 

To remove a disc, touch the eject button after quitting the game.Hint

Insert the disc with the 
label side facing up. 

CF SD/miniSD

Disc slot

CF*1 slot

*1 CompactFlash®

*2 Secure Digital

SD*2 Memory 
Card slot

Memory 
Stick™ slot

Slot cover

Power button

Vent

USB connectors

HDD access indicator

WLAN access indicator

Eject button

Eject button
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Introduction to Oblivion
With The Elder Scrolls, our goal has always been to create a game that offers unlimited possibilities. A 
game where you could be whoever you wanted and do whatever you wanted. “Live another life, in 
another world” has been our motto, and we want you to do just that.

So if you like wandering and exploring, that’s what you should do. If you simply want to complete the 
main quest and feel like you “finished” the game, then you can do just that. Most folks will find them-
selves somewhere in between, and fortunately there’s a lot wandering and exploring involved in finishing 
the main quest.

There are five guilds you can join, each with their own storyline and rewards, and you can rise all the way 
to the head of each faction. So whether you’re into stealing, magic, assassinations, or fighting (or all of 
the above), there’s a group just for you. Or there’s the Arena, where you can go and place bets on fights, 
or become a combatant and enter the arena for your own honor and glory.

And of course everyone in Oblivion seems to need help at one time or another. Talk to people, find out 
what’s going on in their lives. Perhaps they need your assistance, or know someone who does. Or, for 
even less structure, head out into the wilderness and see what kind of locations you can uncover. Oblivion 
is filled with all kinds of ruins, shrines, dungeons, caves, camps, hideouts, and forts that may contain their 
own story, powerful artifact, or perhaps just creatures guarding over their treasure. 

And just as you can go and do whatever you like, you can also be whatever kind of character you want. 
The early part of the game is your chance to try different types of weapons, armor, and magic. Experi-
ment with different playstyles…trying picking locks and sneaking, or using spells and scrolls, or killing 
things with various weapons. 

Once you’ve had a chance to try everything, you’ll be offered a suggestion as to what type of character 
you might like to play, based on how you’ve been playing the game. You can accept that choice, choose 
another class from the list, or create your own custom character with your own combination of specializa-
tions and skills. The possibilities are, quite literally, endless.  

Don’t worry too much about the choices you’ll make for your race, birthsign, or class the first time 
through, because before you head out into the wide world we give you a chance to reconsider any 
choices you’ve made up to that point. At that time you can change anything you want, from your name 
to your hairstyle to your major skills. 

After that, it’s up to you. Find your own path and follow it wherever it may lead you. Thank you for join-
ing us on this adventure. We hope your time with the game is as rewarding as ours has been.

- The Oblivion Team

Gameplay Controls

D button 	���������������������������������������������������������������������������������  Jump

A  button	�����������������������������������������������������������������������������  Journal

S  button	�����������������������������������������������������������������������������������  Use

F  button	��������������������������������������������������������  Ready Weapon/Torch

R1 button 	�����������������������������������������������������������������������������  Attack

R2 button 	��������������������������������������������������������������������������������� Cast

L1 button 	��������������������������������������������������������������������������������  Block

L2 button 	���������������������������������������������������������������������������������  Grab

Directional buttons 	��������������������������������������������������������  Quick Slots

Left stick 	���������������������������������������������������������������������������������  Move

L3 button 	�����������������������������������������������������������  Toggle Sneak Mode

Right stick 	��������������������������������������������������������������������������������  Look

R3 button 	������������������������������������������������������������������� Camera Mode

SELECT button 	������������������������������������������������������������������������  Wait

START button	��������������������������������������������������������������������������  Pause
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The Game Screen

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 
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.

Magic 
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. See next page for details.

Compass 
Shows direction, locations, and markers. See next page for details.

Level Up 
Indicates you can sleep in a bed to advance to the next level.

Health 
Magicka 
Fatigue

Weapon     Arrows     Magic     Compass

Spell Effects

Target Health 
Crosshair

Level Up

Target Name

Main Menu

Continue 
Continue playing from your most recent saved game.

New 
Starts a new game of Oblivion.

Load 
Allows you to select from a list of previously saved games.

Options 
Takes you to the Options Menu where you can adjust your video, sound, controls, downloads, and 
preferences. See pg. 47 for more info.

Credits 
View the credits for the team that brought you Oblivion.

Starting Shivering Isles 
and Knights of the Nine
Shivering Isles adds content to your new or existing Oblivion game which you can access after one day of 
in-game time (simply use the Rest option to wait 24 hours). After 1 day of in-game time, you will get a 
quest message providing you information about the Shivering Isles content (‘A Door in Niben Bay’). If you 
are starting a new game, you must exit character generation first before allowing a day to expire. Once 
you get the message, your quest journal will add a quest target pointing to where you can experience 
Shivering Isles.

For Knights of the Nine, you will need to go visit the chapel in Anvil and then talk to the prophet outside 
in order to get your first quest.
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Journal and Stats Menu

 
There are four main sections of your Journal: Stats, Inventory, Magic, and Maps.

A button 
Enter/exit Journal mode.

Left stick or Up, down, left, right buttons 
Scroll up/down through lists; move left and right through tabs in each section. 

L1 button and R1 button 
Cycle right/left through the four main sections.

Right stick 
Rotate/zoom your character to examine him/her.

Stats     Inventory     Magic     Maps

Tab

Section

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

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

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

A blue arrow is one you can place yourself on your local or world map. See pg 14.

Places of Interest 

Camp Elven Ruin Oblivion Gate

Cave Fort Ruin Settlement

City Mine Tavern/Stable

Daedric Shrine Landmark

Crosshair 
Helps you target objects and characters. It will change dynamically based on what action the  
S button will perform. 

Indicates you are in sneak mode. For 
more on sneaking, see page 40. Enter a location or open a door. Ride the selected horse. Press S  

to dismount.

Pick up the item and add it to your 
inventory.

A locked door. The difficulty of 
the lock is displayed in the lower 
right corner.

Sit on the object. Press S to get up.

Activate the object. Sleep in this bed. Read the item.

Open the container. Talk to this character.
An important character who plays a 
significant role in quests and cannot 
be killed.

Feed on a sleeping character. Can 
only be done as a vampire.

**A red icon always indicates a crime if you perform the action.
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Skills Tab

You have seven Major Skills and 14 Miscellaneous Skills. Under each skill is a bar indicating (in red) how 
close you are to increasing that skill. The more you use that skill, the faster it will increase. 

Major Skills 
The skills that define your character. You must increase any combination of your major skills by a total of 
10 points to advance your character to the next level.

Minor Skills 
Increasing these skills makes you better at them, but does not help you level up.

Skill Progress Bar 
Tracks how close you are to raising that skill by another point.

Positive Skill Modifier 
Values appearing in green are currently being modified by positive spells, abilities, powers, or other 
effects. 

Negative Skill Modifier 
Values appearing in red are currently being modified by negative spell effects, diseases, or other effects.

Level Progress Bar 
How close you are to raising your character’s level. See pg. 29 on Leveling Up.

Major Skills 
Positive Skill Modifier 
Skill Progress Bar 
Current Skill Level

Minor Skills 
Negative Skill Modifier 
Level Progress Bar

Skills

Stats Menu

The Stats Menu has five tabs, from left to right: Character, Attributes, Skills, Factions,  
and Accomplishments.

Character 
Basic info about your character.

Attributes 
Information on your eight Attributes.

Skills 
Information on your 21 skills. See next page for more info.

Factions 
Shows the factions you belong to and your current rank in each.

Accomplishments 
Lists your many accomplishments.

Attributes     Skills     Factions

Character Accomplishments
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Right-Hand and Left-Hand Slots 
Weapons equip in your right hand, shields and torches in your left. Shields and torches each have their 
own slot, but will not be used with two-handed weapons like claymores, warhammers, bows, and magical 
staves, even though the slot is equipped. An equipped torch is always used when your weapon is sheathed; 
so pressing the F button is a good way to switch between your weapons and torch.

Using Inventory Menus 
Certain icons and displays appear on one or more of the Inventory Menus. You can also select these to sort 
your items by these values. Selecting the icon again will sort the list in ascending or descending order. 

An item’s base value in gold.
How much armor protection this item provides for 
you. See pg 31.

An item’s weight. Quality of the item.

How much damage a weapon does for you.
An item’s Health on a scale of 0 to 100, where 100 
means the item is in perfect condition and 0 means 
the item is broken and useless.

Your current Encumbrance compared to your Maximum Encumbrance. If you are carrying 
too much you will be Over Encumbered and you cannot move until you drop some items to 
reduce your encumbrance.

The combined effects of your physical armor and active magical armor effects. The higher the 
number, the better. See pg. 31.

How much gold you have.

Inventory Items 
Items in inventory are represented by an icon to the left of the name of the item. A number indicates a 
stack of more than one of the item. In addition, one or more of the following icons may appear on the 
item icon:

Indicates a magical item. Indicates a stolen item.

Indicates a poisoned weapon.
Indicates the item has been broken and is useless until 
repaired.

Inventory Menu

The Inventory Menu has five tabs, from left to right: All Items, Weapons, Armor, Alchemy, Miscellaneous.

All Items 
This list includes everything in your inventory. 

Weapons 
This displays only the weapon items in your inventory. 

Armor 
This displays only armor and clothing in your inventory.

Alchemy 
This lists all potions, alchemy apparatus, food, and alchemical ingredients. 

Miscellaneous 
This list displays Miscellaneous items, including Books, Notes, Gems, Keys, Torches, Lockpicks, 
Magic Stones, and other items. 

S button – Equip or Use the selected item 
F button – Drop the selected item.

Hotkeys 
In the Inventory Menu, define Hotkeys by pressing the D button and 
holding one of the four positions on the Up, down, left, right buttons 
while simultaneously selecting the weapon, armor, spell, or item you want 
in that slot. Note, you can still change menus with the Hotkeys open, and 
the item will be assigned when you release the Up, down, left, right 
buttons.

While playing, use the Up, down, left, right buttons to select any of your 
eight Hotkeyed items.

Armor Rating 
Encumbrance Your Gold

All Items    Weapons    Armor    Alchemy    Miscellaneous
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Navigating to the listed spell displays more about the spell. 

• Magic Effects – Any effects contained by this spell (i.e., Shock Damage). When a spell contains more 
than one effect, the most powerful effect is used to determine the Magic School.

• Magic School – Name of school of magic that governs the use of this spell (i.e., Destruction). 
Successfully using the spell will help improve this skill.

• Magnitude – an indication of the power of the spell’s effect (i.e., 70 pts).
• Duration – How long the spell effect lasts (i.e., for 10 secs). 
• Range – Spells can be delivered in one of three ways:

• Touch – The spell effect is cast upon touching a target (i.e., on Touch).
• Target – A ranged spell effect that can be delivered from a distance (i.e., on Target). 
• Self – A spell effect that automatically affects the caster (i.e., on Self).

• Area – The radius of a spell’s effect, in feet (i.e., 20 ft).

Spell Effectiveness 
Wearing armor lowers the effectiveness of your spells. To increase your spell effectiveness, either wear 
less armor, or raise the appropriate armor skill (light or heavy). A lower spell effectiveness will reduce the 
magnitude and duration of your spells.

Active Effects Tab 
All spells, abilities, powers, and other magical effects currently affecting your 
character. It includes always-active birthsign abilities, powers, and diseases.

The combined magnitude of all magic using this effect on you.

Racial Abilities 
Inherent abilities that never need to be cast and are always active. 

Powers 
Many races and birthsigns also provide special powers that can be used once a day but are readied and 
cast just like spells. Powers are not assigned to a school of magic, so using them will not improve your 
magic skills.

Lesser Powers 
These are similar to Powers, but less powerful and can be cast more than once per day.

Diseases 
While not actually magic, the effects of disease are similar to magical curses. You can get cured at chapels 
in towns and Wayshrines in the wilderness, or by using a Cure Disease spell or potion.

Magic Menu

Successfully casting spells will raise your skill in that spell’s school. You can buy new spells from various 
people in the world who sell them. The Magic Menu has five tabs, from left to right: All Magic, Target 
Magic, Touch Magic, Self Magic, and Active Effects.

All Magic 
All your spells, abilities, powers, and other magical effects.

Target 
All magic that requires hitting a ranged target.

Touch 
All magic that requires touching a target.

Self 
All magic that you cast upon yourself.

Active 
All spells, abilities, powers, and magic that are affecting you currently.

Spell Icon 
The magic effect of the spell.

Spell Name 
Name of selected spell.

Magicka Cost 
Indicated by the Lightning Bolt icon   , this column provides the Magicka cost of casting the spell. This 
is dependent on your skill in the spell’s school.

Spell Icon

Spell Name

All Magic    Target    Touch    Self    Active

Magicka Cost
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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 (pg. 8) are the 
Quest Targets for your Active Quest. Press the S button to view the position of your Quest 
Target on your World Map.

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

Completed Quests 
Lists all of the quests you have completed. Select an entry to display all the entries for  
that quest.

Quests and Quest Targets 
When a quest is Active, Quest Target arrows are displayed on your Compass (see pg 8) and on your 
Local and World maps (see previous page). 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.

Maps and Quests

 

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

Local Map 
This shows your immediate surroundings. Rollover icons display information about doors and 
their destinations, and quest targets indicate your quest objectives.

S button – Fast Travel (when highlighting a discovered location) 
F button – Place your own marker on the map.  
Right stick – Move the cursor, scroll the map 
R3 button – Pan the map.

World Map 
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. See next page.

Your Target: The Blue Arrow. You can place, move, or remove this by pressing the V button.

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 them on 
your own.

Your Target

Your Position

Known Location

Discovered Location

Quest Target
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KHAJIIT
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.
Specials 
Eye of Fear, Eye of Night

NORD
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.
Skill Bonuses 
Armorer +5, Blade +10, Block +5, Blunt +10, Heavy Armor +10, Restoration +5
Specials 
Nordic Frost,Woad, Resist Frost

ORC
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.
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

WOOD ELF
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 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, Sneak +10
Specials 
Beast Tongue, Resist Disease

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

ARGONIAN
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, Illusion +5, Mysticism +5, Security +10.
Specials 
Resist Disease, Immune to Poison,Water Breathing

 

BRETON
In addition to their quick and perceptive grasp of spellcraft, even the humblest of Bretons can boast a resis-
tance to magical energies. They are particularly skilled at summoning and healing magic.
Skill Bonuses 
Alchemy +5, Alteration +5, Conjuration +10, Illusion +5, Mysticism +10, Restoration +10.
Specials 
Fortified Magicka, Dragon Skin, Resist Magicka

 
DARK ELF

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

HIGH ELF
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, Illusion +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



The Elder Scrolls IV: Oblivion20 The Elder Scrolls IV: Oblivion 21

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.

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 Illusion.

Luck 
Luck has an effect on everything you do, but governs no skills.
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BLUNT
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. 
• An Apprentice gains damage bonuses with the Mastery Standing Power Attack. 
• A Journeyman gains the Mastery Left and Right Power Attacks, and has a chance to disarm. 
• An Expert gains a Mastery Backwards Power Attack, and gains a chance of a knockdown. 
• A Master gains a Mastery Forward Power Attack, with a chance to paralyze.

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

ATHLETICS
Governing Attribute: Speed 
Run and swim faster, and regenerate lost fatigue faster. 
• A Novice regenerates Fatigue slowly when running. 
• An Apprentice regenerates Fatigue 25% faster when running. 
• A Journeyman regenerates Fatigue 50% faster when running. 
• An Expert regenerates Fatigue 75% faster when running. 
• Running never reduces a Master’s regeneration of Fatigue.

HAND TO HAND
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 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.

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: Endurance 
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. 
• 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. 
• An Expert blocking with shield has a chance to do a knockback counterattack, staggering the enemy if the 
shield blow connects. 
• 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. 
• An Expert can repair items beyond their highest condition (to 125%). These Expertimproved weapons do 
extra damage, and Expert-improved armor protects more. 
• A Master never breaks repair hammers; one hammer lasts a lifetime.

HEAVY ARMOR
Governing Attribute: Endurance 
Make more effective use of Iron, Steel, Dwarven, Orcish, Ebony, and Daedric armors. 
• 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.
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MYSTICISM

Governing Attribute: Intelligence 
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 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.

ALCHEMY
Governing Attribute: Intelligence 
Create potions and gain benefits from alchemical ingredients more effectively. 
• A Novice recognizes only the first of four potential alchemical properties of a substance. 
• An Apprentice recognizes the first two of four potential alchemical properties of a substance. 
• 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. 
• A Master can make potions from a single ingredient.

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.

ALTERATION
Governing Attribute:Willpower

Cast spells to breathe or walk on water, open locks, shield from physical and magical damage, and alter encum-
brance. 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. Illu-
sion 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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LIGHT ARMOR
Governing Attribute: Speed 
Make more effective use of Fur, Leather, Chainmail, Mithril, Elven, and Glass armors. 
• For a Novice, light armor degrades rapidly with use [150% of normal rate]. 
• An Apprentice’s light armor degrades at a normal rate. 
• A Journeyman’s light armor degrades at a 50% slower rate. 
• An Expert’s equipped light armor does not encumber him at all. 
• When a Master wears only light armor, he gains a bonus of 50% to the armor rating of that armor.

MARKSMAN
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.

MERCANTILE

Governing Attribute: Personality 
Get better deals when buying or selling goods. 
• For a Novice, the value of an item he sells is reduced by the worn condition of the item. 
• For an Apprentice the value of an item he sells is not affected by the worn condition of the item. 
• A Journeyman can buy and sell any object to any vendor, even if he normally does not deal in that type of 
wares. 
• An Expert can invest in a shop, giving the merchant money to permanently increase his shop’s available gold 
by 500. 
• 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. 
• 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. 
• Bribes cost half as much for a Master.

Stealth Skills
SECURITY

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. 
• As many as three tumblers will fall when an Apprentice fails and breaks a pick. 
• 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

SNEAK
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. 
• 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. 
• 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. 
• Fatigue loss for jumping is reduced by 50% for an Expert. 
• A Master gains the Water Jump ability, and, with precise timing, can jump off the surface of water.
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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 (see pg. 11).

2. Buy training from another character. You can only train 5 skills points per level.
3. Learn more about the skill from special books.

Raising Your Level 
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 (see pg. 11).

You will receive a message and an Icon will appear on the screen (see pg. 7) 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.

Note: You can raise several levels at one time if you have not slept in a while and have enough 
skill increases for extra levels. You are never penalized for this and will receive all the correct 
attribute modifiers for each level gained.

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.
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Armor 
Each piece of armor you wear adds to your overall protection, or “armor rating.” The higher the armor 
rating,  the better you are protected. The amount of protection you receive from a piece of 
armor depends on the armor itself, your skill with that type of armor, and whether the armor is in good 
repair.

Your Armor Rating is the percentage of damage done to you that your armor will absorb. As armor takes 
damage, its condition decreases. This also lowers how much protection the armor offers. Your armor 
rating is the total of all the armor you are wearing. Certain pieces contribute more towards your rating 
than others.

Repairing Weapons and Armor 
Weapons and armor sustain damage as you use them. The lower 
the condition of the weapon, the less damage it does. When its 
condition goes to zero, the weapon or armor becomes unusable. 
Use repair hammers to repair your armor and weapons. The success 
of your repair depends on your Armorer skill. 

Note: Only a Journeyman Armorer or higher can repair magic 
items. You can also find people who can repair these items as 
a service. It will cost you, but they always repair the item back 
to full condition (even magic items).

Other Combat Situations

Getting Knocked Down 
You can be knocked down during combat as the result of a powerful blow from an opponent. Hitting 
someone who is knocked down does more damage.

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

Yielding 
If you get into a fight with a friend, you can yield to him to stop the combat by holding Block and 
activating that character. If he likes you enough, he will stop the fight.

The Arts of Combat
To defend themselves from monsters and marauders, travelers and adventurers learn to use 
weapons and armor.

Weapons 
There are two kinds of weapons: melee weapons like swords and maces, and bows. Better weapons are 
made from precious materials, and may bear useful enchantments. The damage you do depends on the 
weapon itself, your skill, and the condition of the weapon (i.e., whether the weapon is in good repair).

Melee Attacks 
There are two types of attacks: Basic Attacks and Power Attacks. Basic Attacks are quick, but do less 
damage. Power Attacks are slow, but do more damage. To make a Basic Attack, pull and release the R1 
button. To make a Power Attack, pull and hold the R1 button. Move the Left stick to perform different 
Power Attacks.

At lower Mastery Levels, Blade, Blunt, and Hand to Hand skills let you make a basic Power Attack in any 
direction. At higher Mastery Levels, Blade, Blunt, and Hand to Hand skills let you make Mastery Power 
Attacks with left, right, and rear character movements; these Mastery Power Attacks have special bonuses 
and effects. (See Skill Mastery Levels and Skill Perks, pg 22 - 27, for details.)

Ranged Attacks 
To attack with a bow, pull and hold the R1 button to draw the bowstring to full extension, then release 
the R1 button to fire the arrow. It takes time to draw the bowstring back for a full-power attack. A 
Journeyman of Marksman can zoom-in with the bow by holding Block (L1 button) with an arrow 
nocked.

One-Handed and Two-Handed Weapons 
Certain weapons, like daggers, short swords, maces, and war axes, are one-handed weapons, and can be 
used with a shield. Other weapons, like battleaxes, claymores, and warhammers, require two hands, and 
cannot be used with a shield. (Highlight a weapon in the Inventory Menu to see whether it is one-handed 
or two-handed.)

Blocking 
To block, pull and hold the L1 button. A shield or weapon block reduces the damage you take. Shields 
are much more effective at Blocking than weapons. 

An effective combat strategy is to block an enemy’s blow, then quickly follow up with your own attack 
to catch the enemy before he can ready his block. Establishing this block-and-counter rhythm in melee 
combat can greatly improve your combat effectiveness.
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Invisibility 
Completely conceals the subject from others. If the subject attacks, speaks, or activates items 
(e.g., doors), the effect is dispelled. While others cannot see the subject, they may still be able 
hear him.

Chameleon 
Lets the subject blend into the surroundings so no one can see him. The subject can attack 
and use objects without disrupting the effect, but Chameleon may range from 1% to 100% 
effectiveness. The effect’s magnitude is the degree of concealment, with 100% Chameleon 
equivalent to invisibility. While others cannot see the subject, they may still be able hear him.

Light 
Cast on yourself or a target, it illuminates the target for the duration. The magnitude of the 
spell is the radius of the illuminated area. Does not cause damage.

Night-Eye 
Gives the target the ability to see in the dark.

Paralyze 
Renders the target unable to move for the effect’s duration.

Silence 
Temporarily renders the target unable to cast spells.

Calm 
Decreases the target’s Aggression (i.e., its inclination to attack). The magnitude is the amount 
the Aggression is reduced. Undead and Daedra are not affected.

Frenzy 
Increases the target’s Aggression (i.e., its inclination to attack). The magnitude is the amount 
the Aggression is increased. Undead and Daedra are not affected.

Demoralize 
Decreases the target’s Confidence (i.e., its willingness to fight an attacker). The magnitude is 
the amount the Confidence is decreased. Undead and Daedra are not affected. 

Rally 
Increases the target’s Confidence (i.e., its willingness to fight an attacker). The magnitude is 
the amount the Confidence is increased. Undead and Daedra are not affected. 

The Arts of Magic
Spellcasting and the Six Colleges of Magic 
Your use of magic is based on your skill level in the six schools of magic. Increasing your proficiency 
depends on gaining uses and training to increase your skill level. New spells can be learned by buying 
them from characters or by completing certain quests.

School of Conjuration 
Conjuration summons magical items and beings from the outer realms to serve you. 
Conjuring effects include summoning of otherworldly weapons and armor and summoning 
of Daedric and undead servants and powers to serve and you.

Turn Undead 
Temporarily decreases an undead creature’s Confidence (i.e., its willingness to fight an 
attacker). The effect’s magnitude is the value of the decrease in Confidence.

Summon *Creature* 
Summons one of various undead and Daedric creatures from the Outer Realms. It appears 
near the caster and attacks any entity that attacks the caster until the effect ends or the 
summoned creature is killed. 

Bound *Item* 
Conjures a lesser Daedra bound in the form of a magical, wondrously light Daedric item. The 
weapon appears automatically equipped on the target, displacing any currently equipped 
weapon to inventory. Putting your weapon away will cause the summoned weapon to 
disappear.

School of Illusion 
Illusion affects the perception and mind of living subjects.

Charm 
Temporarily increases target’s disposition towards the caster. When the effect ends, the 
target’s disposition returns to its original value.

Command 
Makes targeted creatures or humanoids fight for the caster. The magnitude is the level of the 
creature or humanoid affected.
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School of Restoration 
Restoration heals, restores, and fortifies the body’s attributes and abilities, cures diseases, and 
protects it from other malign influences. Restoration can also augment or absorb strength, 
endurance, intelligence, agility, and other bodily attributes.

Absorb 
Temporarily transfers a portion of the target’s attribute, Health, Magicka, Fatigue, or skill to 
the caster. A caster’s stats can exceed their maximum for the duration. When the effect ends, 
attributes for the caster and the target return to original values. Changes to Health, Magicka, 
and Fatigue are permanent.

Cure 
Cures disease, poison, or paralysis.

Restore 
If the target’s attributes, Health, Magicka, Fatigue, or skill has been damaged by magical 
attack, this effect can restore them to their original value. The magnitude is the units of 
attribute restored for each second of duration.

Fortify Attribute 
Temporarily increases the value of the target’s attributes, Health, Magicka, Fatigue, or skill. The 
magnitude is the value of the increase of the attribute.

Resist 
Increases the target’s resistance to damage from the following: elemental fire, elemental 
frost, elemental shock, Magicka-based attacks, normal weapons, common disease, poison, or 
paralysis. The magnitude is percentage reduction in damage caused by the effects.

School of Destruction 
Destruction harms living and undead things.

Damage 
Lets the caster shoot out magical energy which lowers the value of a target’s attributes, 
Health, Magicka, or Fatigue. Damaged attributes can only be restored with a Restore effect 
spell or potion. The magnitude is the units lost each second of duration.

Fire Damage 
This spell effect produces a manifestation of elemental fire. Upon contact with an object, this 
manifestation explodes, causing damage.

Shock Damage 
This spell effect produces bolts of elemental lightning. The magnitude is the damage received by 
the first target along a bolt’s path. The damage may spread to subsequent targets.

Frost Damage 
This spell effect produces a manifestation of elemental frost. Upon contact with an object, this 
manifestation causes frost damage over the area of the spell.

Drain 
Temporarily lowers the value of a target’s attributes, Health, Magicka, Fatigue, or skills. The 
magnitude is the units reduced each second of duration.

Weakness 
Decreases the target’s resistance to elements including elemental fire, elemental frost, elemental 
shock, Magicka (non-elemental), normal weapons (non-enchanted), disease, and poison.

Disintegrate Weapon or Armor 
Damages the Health of an equipped weapon or armor on a touched or ranged target.
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School of Alteration 
Alteration involves manipulation of the physical world and its natural properties.

Water Breathing 
Lets the target breathe underwater for the duration of spell.

Water Walking 
Lets the target walk on water for duration of spell.

Shield 
Creates a magical shield around the target’s body. Its magnitude is added to the target’s Armor 
Rating.

Fire Shield 
Creates a fire shield around the target’s body. Its magnitude is added to the target’s Armor 
Rating, and reduces damage from fire attacks.

Lightning Shield 
Creates a lightning shield around the target’s body. Its magnitude is added to the target’s 
Armor Rating, and reduces damage from shock attacks.

Frost Shield 
Creates a frost shield around the target’s body. Its magnitude is added to the target’s Armor 
Rating, and reduces damage from frost attacks.

Burden 
Temporarily increases the weight carried by the target. The magnitude is the amount of weight 
being applied. 

Feather 
Temporarily reduces the target’s encumbrance. The magnitude is the units of weight removed 
from encumbrance.

Open 
Opens a locked container or door. The magnitude is the highest lock level that can be opened.

School of Mysticism 
Mysticism involves the manipulation of magical forces and boundaries to bypass the 
structures and limitations of the physical world.

Dispel 
Removes Magicka-based spell effects from the target. Does not affect abilities, diseases, 
curses, or constant magic item effects. The magnitude of the Dispel must exceed the spell’s 
resistance to dispel (based on its casting cost) in order to dispel it.

Soul Trap 
Traps the soul of the target creature in the smallest, appropriate, empty soul gem in the 
caster’s inventory, if the creature is killed during the effect’s duration.

Telekinesis 
Allows the caster to pick up a target item from a distance. The magnitude is how far, in feet, 
the caster can reach. Use the Block and Attack buttons to move the object closer and further 
from you once it is affected. You can throw or drop the item by pressing both at the same 
time.

Detect Life 
Allows you to detect living things. They appear as indistinct magical images in the world 
around you, visible through solid objects. The magnitude is the radius, in feet, that you will 
detect the target.

Spell Absorption 
Lets the target absorb an attacking spell’s power as an increase in Magicka. The magnitude is 
the percentage chance of successfully absorbing the spell’s power. If spell fails, the attacking 
spell takes effect normally. The target’s Magicka cannot be increased above its maximum.

Reflect 
Reflects any spell effects back at an attacking caster. The magnitude is the percent chance that 
spell effect is reflected.  If the spell fails, the attacking spell(s) takes effect normally.
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Alchemy
Ingredients produce magical effects when consumed. Find ingredients in creatures’ bodies and plants, or 
in various containers in towns and buildings, or buy them from vendors. An info box in your Inventory 
Menu identifies an ingredient’s effects. Slots with a question mark (?) indicate your Alchemy Skill Mastery 
is not high enough to identify that effect.

Equip an ingredient in your inventory to eat it and produce the first magical effect listed in the info box. 
Make potions and poisons from ingredients by using alchemical apparatus and two or more ingredients 
which produce the same effect.

Alchemical apparatuses are found in the world or purchased from merchants. You need at least a mortar 
and pestle to make a potion or poison; other apparatuses help you make better potions and poisons. 
Equip an alchemical apparatus in your Inventory Menu to bring up the Potion Maker. 

Name: Change the name of the potion or poison here 
Apparatus: Shows all active apparatuses here. Your best apparatuses will automatically be used. 
Mortar & Pestle: Mixes a potion or poison, and determines the initial potion or poison strength. 
Retort: Increases the magnitude and duration of all positive effects in a potion (does not  
affect poisons). 
Alembic: Decreases the magnitude and duration of all negative effects in a potion (does not affect 
poisons).  
Calcinator: Increases the magnitude and duration of all effects in a potion or poison. 
Ingredients: Potion and poisons require at least two ingredients with the same effect. 
Effects: Lists the effects that the potion or poison will have. 

Potions and Poisons 
Ingredient effects may be either beneficial or negative. A potion can have beneficial effects, or both 
beneficial and negative effects, and will appear as a pink bottle. A potion with all negative effects is 
actually a poison and will appear as a green bottle. To use a poison, equip it in your Inventory Menu, and 
you are asked to confirm placing that poison on your readied weapon.

Name

Ingredients

Apparatus

Effects

Magic Items
Magical weapons produce their magical effects when you strike an enemy. In the Inventory Menu, an info 
box indicates the weapon’s magical effect, its maximum charges, and number of uses before the weapon 
must be recharged.

Magical armors, clothing, and jewelry produce a constant magical effect on you when they are equipped. 
In the Inventory Menu, an info box indicates the item’s magical effect. Magical armors, clothing, and 
jewelry don’t need to be recharged.

Magical Staves are enchanted staves that cast ranged spells. In the Inventory Menu, an info box indicates 
the staff’s magical effect, its maximum charges, and number of uses before the weapon must be 
recharged.

Magic Scrolls 
Magical scrolls can be cast like a spell. They can only be used once, and are destroyed when they are cast. 
To ready a scroll as your Active Magic, select it from your Magic Menu. In the Inventory Menu, an info box 
indicates a scroll’s spell effects.

Recharging Magic Items 
Service providers at the Mages Guild recharge magic items for a fee. You can also recharge magic items 
yourself using filled soul gems or Varla Stones.

Soul Gems 
Use filled soul gems to recharge magic items. Fill empty soul gems with magical power using the Soul 
Trap spell. Filled soul gems may be discovered while adventuring or may be purchased from various 
vendors in Cyrodiil. Empty soul gems may also be found or purchased, but to use them for magic item 
recharge, you must first fill them with magical energy using the Soul Trap spell. To use filled soul gems, 
select them in your Inventory Menu.

Varla Stones  
Use Varla Stones to recharge all magical items in your inventory at once! To use Varla Stones, select them 
in your Inventory Menu.

Welkynd Stones 
Welkynd Stones restore your Magicka to its maximum. To use Welkynd Stones, select them in your 
Inventory Menu.

Sigil Stones 
These exotic products of Daedric magic produce enchanted items. To use Sigil Stones, select them in your 
Inventory Menu.
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The Altar of Enchanting

Magicka Cost: Magicka charge cost to use the item. (Note: Constant effect items have no magicka 
charge cost.)

Maximum Uses: Number of times the item can be used before needing a recharge. (Note: Constant 
effect items never need recharge.)

Cost to Create: Cost in gold to create the item.

Current Gold: How much gold you have.

Name: Change the enchanted item name here.

Add Item: Select this to select an item from a list of all items you have suitable for enchanting.

Add Soul Gems: Select this to select a soul gem from a list of all your filled soul gems. When a soul 
gem is selected, the display indicated the magicka charge the gem holds.

Applicable Effects: List of all the spell effects you know which can be applied to the item.

Added Effects: List of all the spell effects you’re adding to the new item. Select to edit the effect. 
Constant effect items are set to their maximum magnitudes based on the soul gem used.

The Altar of Enchanting (at the Chironasium at the Arcane University, Imperial City) lets you 
enchant weapons, armor, and clothing with spell effects you know. Not all items can be enchanted, 
and not all spells you know can be applied to all items. To enchant an item, you must have an 
item that can be enchanted, a filled soul gem large enough to power the spell or spells you want 
to add, and enough gold to pay for creating the item. Weapons and staves you’ve created require 
recharging when their power is depleted. Enchanted armor and clothing, on the other hand, are 
constant effect items, and never require recharging.

Maximum Uses 
Magicka Cost 

Name 
Add Item

Applicable Effects

Cost to Create

Current Gold

Add Soul Gems

Added Effects

Spellmaking and Enchanting
Spellmaking and Enchanting 
The crafts of Spellmaking and Item Enchanting are secrets of the Mages Guild. Achieve the proper rank in 
the Mages Guild, and you are given access to the Altar of Spellmaking and the Altar of Enchanting in the 
Arcane University, and instructed in their uses.

The Altar of Spellmaking

Name: Change the spell name here.

Magicka Cost: Magicka cost to cast the spell.

Cost to Create: Cost in gold to create the spell.

Current Gold: How much gold you have.

Known Effects: List of all the spell effects you know which can be used to create spells.

Added Effects: List of all the spell effects you’re adding to the new spell. Select to edit the effect.

Skill to Cast: Indicates skill score required to cast the new spell.

With the Altar of Spellmaking (at the Praxographical Center at the Arcane University, Imperial City), 
create new spells using magic effects you already know. When you add a spell effect, you can choose the 
magnitude and duration, and area radius, if desired. You can also create spells with two or more effects. 
Plan carefully! Don’t make spells that cost more Magicka than you have, or which require more skill than 
you have.

Name

Magicka Cost

Known Effects

Skill to Cast

Cost to Create

Current Gold

Added Effects
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Sneak Attacks 
Sneak within range of an NPC or creature while remaining undetected, and your first melee or marksman 
attack does considerably more damage, and a notice of your successful Critical Hit appears. Subsequent 
attacks count as regular attacks. Sneak Attacks may only be made with one-handed weapons, bows, 
or hand to hand attacks, and Sneak Attacks do not receive Power Attack damage bonuses. Increased 
damage bonuses for Sneak Attacks are a perk of Journeyman Mastery in Sneak Skill. See pg. 26.

Lockpicking
Locks are crafted in five grades of quality. The better a lock’s quality, the more tumblers it has, and the 
harder it is to pick. 

LOCK LEVEL NUMBER OF TUMBLERS
Very Easy One

Easy Two
Average Three

Hard Four
Very Hard Five

Note: Certain exceptional locks indicated by the label “Lock Requires a Key” are so well made 
they are impossible to pick, and can only be opened with a key.

To pick a lock, use the lockpick to test each tumbler and loft it into its set point. Springs of varying 
tensions are used to restrain tumblers from their set points. Press the S button to attempt to lock each 
tumbler into place when it is at its set point. The slightest misjudgment causes the tumbler to snap back 
and break the lockpick. A single error may also cause other tumblers already lodged at their set points to 
drop, requiring them to be picked all over again.

The higher your Security skill, the easier it is to lodge a tumbler in its set point. Also, at higher Mastery 
Levels, fewer tumblers will drop if you make a mistake. If you prefer not to pick the lock yourself, use 
the Auto Attempt option, which checks the difficulty of the lock against your Security Skill score, and 
calculates the chances of successfully picking the lock or breaking a lockpick. 

The Arts of Stealth 
Strike deadly blows by surprise, and tease wealth from shrewd merchants and locked treasuries, to reap 
the richest rewards from your life of adventure.

Sneaking 
Sneaking is the ability to remain undetected by nearby creatures or people while standing or moving. 
Click down on the Left stick/L3 to toggle between Normal and Sneak modes. In Sneak mode, you can 
attempt to Steal items, or Pickpocket items, or make Sneak Attacks on unsuspecting victims.

When you are in Sneak Mode, your character crouches, and the Stealth Eye icon appears on the screen. 
When you are undetected by anyone nearby, the Stealth Eye is dull and translucent. When anyone nearby 
detects you, the Stealth Eye becomes bright and solid, and you no longer gain the special benefits of 
Sneaking.

Avoiding Detection

 Detected 			    Hidden

In addition to your Sneak skill, many environmental factors influence your success in remaining 
undetected while sneaking... the amount of light in the location, whether you are stationary, walking, or 
running, whether those who detect you have line of sight to you... even the weight of your boots. Magic 
spells like Invisibility also affect your chances of remaining undetected.

Pickpocketing 
When you approach someone in Sneak mode, a Red Hand icon  is displayed, and you may activate to 
attempt to Pickpocket. Unequipped possessions are displayed on the screen. Select an item on the display 
and activate. If you succeed, you remain undetected. If you are detected, the person will say something 
and possibly report your crime, or even attack you. If you are detected while Pickpocketing, you are guilty 
of a crime.... whether you have taken anything or not.

Stealing 
When you approach an item that doesn’t belong to you in Sneak mode, a Red Open Hand icon  is 
displayed, and you can attempt to Steal the item. You can also attempt to Steal items from containers 
marked with the Red Purse icon. Items you Steal are added to your Inventory, and marked with the Red 
Hand icon to indicate they are stolen goods. If you are detected while Stealing, an alarm sounds, and you 
are guilty of a crime. For more on crime and jail, see page 44.

Note: Honest merchants won’t buy stolen goods, and they don’t even appear in the Barter 
Menu. They say, however, that certain Thieves Guild members buy stolen goods. 
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Dialogue 
When the Speaking icon is displayed,  activate the person to initiate dialogue. The Dialogue Menu 
has several important areas.

Character Name  
The name of the person to whom you are speaking.

Topics 
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  
(see page 47).

Barter: Buy and sell goods. See next page.

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

Topics

Dialogue Options
Character Name

Crime and Punishment
Crimes, Bounties, and Jail 
In general, the following actions are considered crimes and are reported as such if you are detected: 

• Stealing items, horses, etc. 
• Grabbing or picking up an owned item 
• Trespassing 
• Starting a fight (defending yourself is not a crime) 
• Killing a character (defending yourself is not a crime)

When a crime is reported, a Bounty of a value proportional to the seriousness of your crime is placed 
on your head. If you encounter guards while you have a Bounty on your head, they may approach and 
arrest you. If you run, they’ll chase you. If you manage to escape, you’ll find that the legal system is very 
efficient, and anywhere you encounter guards, they will attempt to arrest you. Once they catch you, you’ll 
have several options. 

• If you have the money, you can pay off the Bounty on your head and avoid jail. If you have stolen 
items in your Inventory, they’ll be taken from you, including things you may have stolen without 
getting caught. Guards can always spot stolen merchandise.

• You can resist arrest, which is not really a high percentage move, since guards are very tough, 
attempt to kill those who resist arrest, and even if you do escape, you’re still held accountable for 
the Bounty on your head.

• You can agree to go to jail rather than pay the fine. When you are released, some skills will 
decrease due to your inactivity in prison. The number of skills, and the amount they deteriorate, 
depends on the length of your sentence. Any stolen items in your Inventory are taken from you. 
Occasionally certain skills increase, rather than decrease, during your confinement, thanks to the 
generous sharing of trade secrets among the criminal community. It’s also said that those interested 
in joining the secretive Thieves Guild can make helpful contacts in the collegial atmosphere of 
criminal offenders.

It is possible, but very difficult, to escape from jail. It is difficult to see the benefit of such an action, 
since you still have a Bounty on your head. But some members of the criminal community feel it is their 
obligation to escape from jail as a matter of principle.

It is also possible to recover stolen items that have been confiscated from you upon your incarceration. 
Such items are held in Stolen Goods containers near the jail cells. Stealing things out from under the 
noses of jail guards is very difficult, but, again, some criminals consider it a matter of principle to recover 
their ill-gotten goods.
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Persuasion
Disposition 
A person’s Disposition to you is a number on a scale from 0 to 100 that reflects how he feels about you. 
The higher the number, the more he likes you. 

A person’s Disposition is based on a variety of factors, including race, personality, your reputation, faction 
affiliations, and how the person may feel about your previous actions (e.g., you helped a member of this 
individual’s guild, or stole from or killed a friend of his). 

 

Disposition: The person’s current Disposition score.  
Bribe: The cost of a bribe attempt. Bribes allow you to pay to increase a person’s Disposition. Not 
everyone will accept bribes. 
Rotate: Only appears if you have the Speechcraft Apprentice Mastery Level. This permits you a free 
rotation of the wedges once in each Persuasion round. 
Start: Begins a Persuasion round. 
Done: Exits the Persuasion Menu. Not available until you have made all four action choices.

Persuasion Rules 
In each round of Persuasion, you must Admire, Boast, Joke, and Coerce and you can only choose each 
option once per round, but in any order you desire. Each of these actions raises or lowers the person‘s 
disposition. You may play many rounds of Persuasion before raising the person’s Disposition to the desired 
level.

To begin a round of Persuasion, press the S button. Each of the four quadrants will fill with wedges of 
different sizes. The size of the wedge reflects the scale of the potential effect of your choosing an action. 
Choosing a large wedge has a great effect; choosing a small wedge has a small effect.

As you highlight in turn the Admire, Boast, Joke, and Coerce quadrants, the person’s face shows his 
reaction to each of the actions. For each of the four actions, he will Love one, Like one, Dislike one, 
and Hate one. Don’t take too long, because the person’s disposition is steadily falling. The person’s 
disposition goes up when you select a Loved or Liked action and goes down when you select a Disliked 
or Hated action.

The potential gain or loss for each action is based on your Speechcraft and how full the wedge is. Try to 
select fuller wedges when they are aligned with actions the person likes. Try to select less full wedges 
when they are aligned with actions he doesn’t like.

Disposition

Bribe

Rotate

Done

Bartering 
Choosing Barter will display both your inventory and the person’s inventory. In the Barter menu, use the 
L1 button to show a list of items you can sell to the merchant. Use the R1 button to show a list of items 
the merchant has for sale.  

Select any item(s) you want to obtain from the person and they will be placed in your inventory. You can 
also attempt to sell him any of your items by selecting them from your inventory. The person you are 
bartering with will choose to accept or reject any offer you’ve modified based on your Mercantile skill and 
how much you are haggling. Note that if the offer is rejected, their Disposition will drop by a point.

Haggling 
The prices a merchant offers are determined by your Mercantile skill, the merchant’s Mercantile skill, and 
the merchant’s Disposition towards you. A merchant may actually be willing to sell at a lower price, or may 
be willing to pay more for your goods, but you can only find out how much more by haggling. 

Press the D button to haggle. The Haggle display indicates the merchant’s Mercantile skill mastery level 
and Disposition, and lets you adjust how easy or hard you want to bargain. The greater your Mercantile 
skill, the lower the merchant’s Mercantile skill, and the more the merchant likes you, the farther you can 
push your haggling to the ‘Hard’ setting and still have your offer accepted. Once you find a point on 
the slider where the merchant will accept an offer, however, he consistently accepts offers at that point 
(unless his Disposition towards you drops). And as your Mercantile skill increases, in time you’ll be able to 
push your haggling even harder.

Sell From Your Inventory Buy From Shopkeeper’s Inventory
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Options and Preferences
You can access the Options Menu from the Main Menu when you load Oblivion or at any point during 
the game, by pressing the START button. The Options Menu allows you to adjust your gameplay, audio, 
video, and control settings, and gives you access to the Download option.

Gameplay 
Using this menu, you can adjust the Difficulty slider and toggle certain features off or on, including: 
General Subtitles, Dialogue Subtitles, Crosshair, Save on Rest, Save on Wait, and Save on Travel.

Video 
Adjust the Brightness slider with this menu. If you have certain TVs (e.g. DLP or LCD projection) or play in 
a bright room we recommend increasing the brightness.

Audio 
Use this menu to adjust volume levels: Master, Voice, (Sound) Effects, Footsteps, and Music.

Controls 
In this menu you can adjust Vertical and Horizontal Sensitivity, and Invert the Y Axis. You can also reassign 
the Action Mapping for the game’s controls.

Horses, Houses, Books, Containers
Horses 
To ride a horse, activate it. Use the Left stick to steer the horse, and the Right stick to look around. 
Activating a horse that does not belong to you is horse stealing, a serious crime. To purchase your own 
horse, visit stables outside the towns. When you fast-travel to a city, your horse is left for you at the local 
stable, just outside the city gates.

Houses for Sale 
Houses of varying qualities are for sale in each of the towns, and, once you own a house, you can also 
purchase furnishings for that house from local merchants. To learn more about houses for sale, visit the 
counts, countesses, or their agents in the town’s castle.

Books and Other Documents 
When you pick up a book or document to read, you can put it back where you got it (select ‘Exit’) or put 
it in your inventory (select ‘Take’). If a book is already in your inventory, navigate to it in your Inventory 
Menu and press the S button to open it. Use the L1 button and the R1 button to flip back and forth 
through a book’s pages. Use Left stick or the Up, down, left, right buttons to scroll up and down 
through a scroll’s text.

Special Skill Books improve your skills. Just opening these books produces a message indicating which skill 
has improved. A book only improves a skill once; repeat readings have no effect.

Containers 
Containers include things like chests, sacks, crates, barrels, dead bodies, and more. To see what’s inside 
a container, direct your Crosshair over the object so the Purse icon appears, then press the S button. If 
the Purse icon is white, you’re free to take and use the contents of the container. If the Purse icon is red, 
someone else owns the container, and taking anything from the container is stealing, and a crime if you 
are detected. If the Purse icon is red, and the container is locked, any attempt to pick the lock is stealing, 
and a crime if you are detected.

Take things one at a time from a container by pressing the S button. Scroll up and down in lists with the 
Left stick or the Up, down, left, right buttons; shift left and right through inventory tabs by moving the 
Left stick or the Up, down, left, right buttons left and right. Press the L1 button to display your own 
inventory; press the R1 button to display the container’s inventory. Press the F button to take all things 
in a container, and press the A button to exit a container. To place something in a container, press the L1 
button to display your own inventory, and select an item to place it in the container. 

Warning! Don’t leave things in containers you don’t own! They may not be there when you 
come back for them!
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4. TERMINATION:  
This Agreement and the licenses granted under this Agreement are effective until terminated.  They shall terminate automatically 
without notice if You fail to comply with any provision of this Agreement.  Upon termination You shall immediately cease using 
the Product, and destroy the Product, the Documentation, and the other parts of the Package, and all copies of any parts thereof. 

5. GENERAL:  
This Agreement constitutes the entire understanding between Bethesda Softworks and You with respect to subject matter 
hereof.  Any change to this Agreement must be in writing, signed by Bethesda Softworks and You. Terms and conditions as set 
forth in any purchase order which differ from, conflict with, or are not included in this Agreement, shall not become part of this 
Agreement unless specifically accepted by an authorized representative of Bethesda Softworks in writing. You shall be responsible 
for and shall pay, and shall reimburse Bethesda Softworks on request if Bethesda Softworks is required to pay, any sales, use, 
value added (VAT), consumption or other tax (excluding any tax that is based on Bethesda Softworks’ net income), assessment, 
duty, tariff, or other fee or charge of any kind or nature that is levied or imposed by any governmental authority on the Package. 
No waiver of Bethesda Softworks’ rights shall be effective unless made in a writing signed by a duly authorized representative 
of Bethesda Softworks.  You understand that the Product may contain confidential information and/or trade secrets of Bethesda 
Softworks; You agree to maintain and protect such confidential information and trade secrets in strictest confidence for the 
benefit of Bethesda Softworks, and not to use or disclose them without express authorization from Bethesda Softworks. 

All disclaimers of warranty and Sections 2, 3, 4, 5, 6 and 8 shall survive any termination of this Agreement.  If any provision of 
this Agreement is held to be invalid, unenforceable, or not to be compliant with requirements of local law that may not be varied 
by contract, it shall be deemed severed from this Agreement, and deemed replaced with a substitute provision that retains to the 
maximum extent possible, the effect, scope and economic benefit of the severed provision consistent with applicable law.  All 
other provisions shall continue in full force and effect.

All notices and demands to Bethesda Softworks hereunder shall be in writing and shall be served by personal service or by mail at 
the address first set forth in this Agreement (or at such different address as may be designed by Bethesda Softworks from time to 
time by written notice) - Attn: Executive Vice President - Legal.  All notices or demands by mail shall be by certified or registered 
mail, return receipt requested, or by nationally/internationally recognized express courier, and shall be deemed complete upon 
receipt.

6. EXPORT AND IMPORT COMPLIANCE:  
You are solely responsible for compliance with the export control laws and regulations of the United States and Your locality.  
In the event You export the Product, the Documentation or any other part of the Package from the country in which You first 
received it; You assume the responsibility for compliance with all applicable export and re-export regulations, as the case may be.  

7. SUPPORT SERVICES.  
Support services, if any, provided by Bethesda Softworks shall be subject to the terms of this Agreement and Bethesda Softworks’ 
current support policies.  Bethesda Softworks provides all support services solely on an “AS IS” basis.

8. GOVERNING LAW; ARBITRATION:  
This Agreement and Your use of the Package, and all disputes arising out of or related to this Agreement or the Package (or any 
part thereof) shall be governed by, and any arbitration hereunder shall apply, the laws of the State of Maryland, USA, excluding 
(a) its conflicts of laws principles; (b) the United Nations Convention on Contracts for the International Sale of Goods; (c) the 1974 
Convention on the Limitation Period in the International Sale of Goods; and (d) any Protocol amending the 1974 Convention. 
Any dispute, controversy or claim arising out of or relating to this Agreement or the Package (or any part thereof), including 
its interpretation, performance or termination, shall be finally resolved by arbitration.  The arbitration shall be conducted by 
three (3) arbitrators, one to be appointed by Bethesda Softworks, one to be appointed by You and a third being nominated 
by the two arbitrators so selected or, if they cannot agree on a third arbitrator, by the President of the American Arbitration 
Association (“AAA”).  The arbitration shall be conducted in English and in accordance with the then-current arbitration rules 
of the AAA applicable to the dispute (such as, for example, the AAA international rules if You are not a United States resident).  
The arbitration, including the rendering of the award, shall take place in Rockville, Maryland USA, and Rockville, Maryland USA 
shall be the exclusive forum for resolving any such dispute, controversy or claim; however, if You are a resident of the European 
Community, the arbitration shall take place in London, England.  The decision of the arbitrators shall be binding upon the parties 
hereto, and the expense of the arbitration (including without limitation the award of attorneys’ fees to the prevailing party) shall 
be paid as the arbitrators determine.  The decision of the arbitrators shall be executory, and judgment thereon may be entered by 
any court of competent jurisdiction.  Notwithstanding anything contained in this Paragraph to the contrary, Bethesda Softworks 
shall have the right to institute judicial proceedings against You or anyone acting by, through or under You, in order to enforce 
Bethesda Softworks’ rights hereunder through reformation of contract, specific performance, injunction or similar equitable relief.

END USER LICENSE AGREEMENT
This is a legal agreement (“Agreement”) between you, the end user (“You”) and ZeniMax Media Inc. through its division, 
Bethesda Softworks LLC (“Bethesda Softworks”).  This Agreement is part of a product package (the “Package”) that includes one 
or more discs containing one or more Bethesda Softworks software products (collectively, the “Product”) and certain electronic 
and/or written materials (the “Documentation”).

BY CLICKING “I AGREE”, BY INSTALLING THE PRODUCT, OR BY ACCESSING OR USING THE PRODUCT OR OTHER SOFTWARE, IF 
ANY, PROVIDED TO YOU IN THE PACKAGE, YOU ACKNOWLEDGE THAT YOU HAVE READ ALL OF THE TERMS AND CONDITIONS 
OF THIS AGREEMENT, UNDERSTAND THEM, AND AGREE TO BE LEGALLY BOUND BY THEM.  YOU UNDERSTAND THAT, IF 
YOU PURCHASED THE PACKAGE FROM AN AUTHORIZED RESELLER OF BETHESDA SOFTWORKS, NEITHER THE RESELLER NOR 
ANY OTHER THIRD PARTY IS AN AGENT OF BETHESDA SOFTWORKS, AND NO SUCH PARTY IS AUTHORIZED TO MAKE ANY 
REPRESENTATIONS, CONDITIONS OR WARRANTIES, STATUTORY OR OTHERWISE, ON BEHALF OF BETHESDA SOFTWORKS, OR TO 
VARY ANY OF THE TERMS OR CONDITIONS OF THIS AGREEMENT.

If You do not agree to the terms of this Agreement, promptly return the entire Package (with the unused Product in their original 
packaging) to the store where you purchased it for a refund, subject to any applicable return policies including any limitations and 
restrictions on returns.  All returns must include all packaging, manuals and other materials provided with the Package.

If You do not agree to the terms of this Agreement, You may not use the Package or any part thereof.

1. LIMITED LICENSE: 
Subject to the terms and conditions of this Agreement, You are entitled to use one copy of the Product, in executable form, for 
Your own personal, non-commercial use.  You may not sell or transfer reproductions of the Product or Documentation, or any 
other part of the Package to other parties in any way. You agree not to use the Product in any manner other than its intended use 
and/or purpose.

2. OWNERSHIP; COPYRIGHT:  
You agree and understand that You are provided with LICENSED RIGHTS; nothing herein shall be deemed to be a transfer of 
ownership of any software or proprietary materials of Bethesda Softworks or its licensors.  Title to and ownership of the Package, 
including the Product (and all parts thereof), the Documentation, and patents, trademarks, copyrights and all other intellectual 
property and other property rights applicable thereto, shall at all times remain solely and exclusively with Bethesda Softworks 
and/or its licensors, and You shall not (nor shall You permit any third party to) take any action inconsistent with such title or 
ownership. The Product, the Documentation, and the other components of the Package are protected by United States copyright 
and other applicable laws and by international treaty provisions.  Any rights not expressly granted herein are reserved to Bethesda 
Softworks and/or its licensors. You may not modify or remove any proprietary rights notices of Bethesda Softworks or any of its 
licensors.

3. OTHER RESTRICTIONS:  
You may not cause or permit the sale, disclosure, copying, renting, licensing, sublicensing, leasing, disseminating, uploading, 
downloading, transmitting, or otherwise distributing the Product, the Documentation or any of the other components of the 
Package by any means or in any form, without the prior written consent of Bethesda Softworks. You may not (and may not 
permit any third party to) modify, enhance, supplement, create any derivative works from, adapt, translate, reverse engineer, 
decompile, disassemble or otherwise reduce the object code form of any software provided to You to human readable form, or 
use parts of the software product provided as part of the Package independently of the Package or of the Product.  You may 
not (and may not permit any third party to) avoid, circumvent or disable any security mechanism, procedure or protocol, or any 
copyright protection, provided or included in connection with the Package or any parts thereof.  

You shall not create any new materials using any Product content (“New Material”) that infringe upon the rights of others, or 
that are libelous, defamatory, harassing, or threatening.  If You distribute or otherwise make available New Material to others, 
You automatically grant to Bethesda Softworks the irrevocable, perpetual, royalty-free, sublicensable right and license under 
all applicable copyrights and intellectual property rights laws to use, reproduce, modify, adapt, perform, display, distribute and 
otherwise exploit and/or dispose of the New Material (or any part of the New Material) in any way Bethesda Softworks, or its 
respective designee(s), sees fit.  You also waive and agree never to assert against Bethesda Softworks or its licensees any moral 
rights or similar rights, however designated, that You may have in or to any of the New Material.  As noted below, if You commit 
any breach of this Agreement, Your license and this Agreement shall automatically terminate, without notice.

Your breach of this Section shall constitute a material breach of this Agreement and/or of applicable copyright and other 
intellectual property rights laws and treaties, and may subject You to civil and criminal liability.  
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NOTES

“PLAYSTATION” is a registered trademark and “PS3” is a trademark of Sony Computer Entertainment Inc. The ratings icon is a trademark of the 
Entertainment Software Association. SIXAXIS is a trademark of Sony Computer Entertainment Inc. © 2007 Sony Computer Entertainment Inc.

LIMITED EXPRESS WARRANTY; DISCLAIMER: 
Bethesda Softworks warrants for a period of ninety (90) days following original retail purchase of the Package (the “Warranty Period”), that 
the Product media is, and under normal use shall be, free from substantial errors or defects that will materially interfere with the operation 
of the Product as described in the Documentation. This limited express warranty applies to the initial purchaser only.

EXCEPT AS STATED ABOVE, BETHESDA SOFTWORKS MAKES NO OTHER WARRANTY, REPRESENTATION, OR CONDITION, EXPRESS OR IMPLIED, 
STATUTORY OR OTHERWISE.  ANY AND ALL OTHER EXPRESS OR IMPLIED WARRANTIES, REPRESENTATIONS, OR CONDITIONS, STATUTORY OR 
OTHERWISE, ARE EXPRESSLY AND SPECIFICALLY DISCLAIMED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A 
PARTICULAR PURPOSE, TITLE, NON-INFRINGEMENT OR NON-MISAPPROPRIATION OF INTELLECTUAL PROPERTY RIGHTS OF A THIRD PARTY, 
CUSTOM, TRADE, QUIET ENJOYMENT, ACCURACY OF INFORMATIONAL CONTENT, OR SYSTEM INTEGRATION, OR ANY WARRANTIES ARISING 
UNDER ANY STATUTE, COURSE OF DEALING, OR OTHER LEGAL REQUIREMENT.  Bethesda Softworks does not warrant the error-free or 
uninterrupted operation of the Product.  In addition, with respect to software that is enabled for use on or over the Internet, You acknowledge that 
Bethesda Softworks is not responsible for the Internet or whether it should continue to exist in its present form or whether or not a government or 
governmental agency, either foreign or domestic, will control, regulate or disband the Internet.  Use of the Internet is at Your sole risk.

Some jurisdictions do not allow limitations on how long an implied or express warranty or condition lasts, so the above limitation may not apply to You. 
This limited express warranty gives You speci�c legal rights, and You may also have other rights which vary from jurisdiction to jurisdiction.  

Some jurisdictions require additional warranties or minimum warranty periods that cannot be waived, disclaimed or otherwise varied by 
contract.  If and to the extent such local laws are held to apply to this Agreement or the Package, the foregoing warranty and/or warranty 
period shall be deemed modi�ed to the extent necessary to comply with the applicable requirements of law, while retaining to the maximum 
extent possible the effect, scope and economic bene�t of the original warranty provided herein.

If You believe You have found an error or defect that would constitute a breach of the above limited warranty during the Warranty Period, 
and (i) You are in the United States, You may call Bethesda Softworks’ Technical Support and Customer Service Department at 410-568-3685 
between the hours of 8:00 a.m. and 12:00 midnight (EST) Monday through Friday, and 8:00 a.m. to 8:00 p.m. (EST) Saturdays and Sundays, 
excluding holidays, and You should have ready Your Product number or (ii) if You are outside the United States, send Your original Product 
disc to Bethesda Softworks at 1370 Piccard Drive, Suite 120, Rockville, MD 20850 USA, together with a dated proof of purchase, Your Product 
number, a brief description of such error or defect, and the address to which it is to be returned.

If You have a problem resulting from such a manufacturing defect in the Product, Bethesda Softworks’ entire liability and Your exclusive remedy 
for breach of this limited warranty shall be the replacement of the applicable Product, within a reasonable period of time and without charge, 
with a corrected version of the Product.  Any replacement Product shall be warranted for the remainder of the original Warranty Period or thirty 
(30) days from receipt thereof, whichever is longer.  This limited warranty shall not be applicable and shall be void if the defect or problem with 
the Product is found to be the result of abuse, unreasonable use, mistreatment or neglect.  Some jurisdictions do not allow the exclusion or 
limitation of relief, incidental or consequential damages, so the above limitation or exclusion may not apply to You.

WARRANTY PROTECTION: 
To be eligible for warranty protection hereunder, You must register at www.bethsoft.com within thirty (30) days of purchase.  Failure to 
register within thirty (30) days of purchase shall result in the loss of Your warranty protection.  Warranty protection is available only to You, 
the original purchaser.  In the event of any questions in this regard, Bethesda Softworks reserves the exclusive right to determine warranty 
eligibility and appropriate redress, if any.

LIMITATION OF LIABILITY: 
IN NO EVENT SHALL BETHESDA SOFTWORKS OR ANY OF ITS LICENSORS, RESELLERS OR DISTRIBUTORS BE LIABLE FOR ANY (i) SPECIAL, 
INCIDENTAL, CONSEQUENTIAL, PUNITIVE, EXEMPLARY OR OTHER INDIRECT DAMAGES, (ii) THIRD PARTY CLAIMS, OR (iii) LOSS OR DAMAGE TO 
ANY SYSTEMS, HARDWARE OR SOFTWARE, RECORDS OR DATA; EVEN IF ADVISED OF OR AWARE OF THE POSSIBILITY OF ANY SUCH DAMAGES.  
IN NO EVENT SHALL THE ENTIRE LIABILITY OF BETHESDA SOFTWORKS ARISING FROM OR IN ANY WAY RELATED TO THE PACKAGE, THE 
PRODUCT, OR ANY PART THEREOF, OR THIS AGREEMENT, EXCEED IN THE AGGREGATE THE PURCHASE PRICE OF THE PACKAGE. 

Some jurisdictions do not allow the exclusion or limitation of special, incidental, consequential, indirect or exemplary damages, or the 
limitation of liability to speci�ed amounts, so the above limitation or exclusion may not apply to You.

      WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES
A very small percentage of individuals may experience epileptic seizures or blackouts when exposed 
to certain light patterns or �ashing lights. Exposure to certain patterns or backgrounds on a television 
screen or when playing video games may trigger epileptic seizures or blackouts in these individuals. 
These conditions may trigger previously undetected epileptic symptoms or seizures in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition 
or has had seizures of any kind, consult your physician before playing. IMMEDIATELY DISCONTINUE 
use and consult your physician before resuming gameplay if you or your child experience any of the 
following health problems or symptoms: 
• dizziness • eye or muscle twitches • disorientation • any involuntary movement 
• altered vision  • loss of awareness • seizures, or  or convulsion. 

RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN.___________________________________________________________________________
Use and handling of video games to reduce the likelihood of a seizure
• Use in a well-lit area and keep as far away as possible from the television screen.
• Avoid large screen televisions. Use the smallest television screen available.
• Avoid prolonged use of the PLAYSTATION®3 system. Take a 15-minute break during each hour of play.
• Avoid playing when you are tired or need sleep.
___________________________________________________________________________
Stop using the system immediately if you experience any of the following symptoms: lightheadedness, 
nausea, or a sensation similar to motion sickness; discomfort or pain in the eyes, ears, hands, arms, or 
any other part of the body.  If the condition persists, consult a doctor.

NOTICE:
Use caution when using the SIXAXIS™ wireless controller motion sensor function. When using the 
SIXAXIS™ wireless controller motion sensor function, be cautious of the following points. If the 
controller hits a person or object, this may cause accidental, injury or damage. Before using, check 
that there is plenty of space around you. When using the controller, grip it �rmly to make sure it cannot 
slip out of your hand. If using a controller that is connected to the PS3™ system with a USB cable, 
make sure there is enough space for the cable so that the cable will not hit a person or object. Also, 
take care to avoid pulling the cable out of the PS3™ system while using the controller.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PLAYSTATION®3 system to a projection TV without �rst consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your 
TV screen.

HANDLING YOUR PLAYSTATION®3 FORMAT DISC:
• Do not bend it, crush it or submerge it in liquids. • Do not leave it in direct sunlight or near a radiator 
or other source of heat. • Be sure to take an occasional rest break during extended play. • Keep this 
disc clean. Always hold the disc by the edges and keep it in its protective case when not in use. Clean 
the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use 
solvents or abrasive cleaners.
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GAMEPLAY CONTROLS

* The L3 and R3 buttons function when the sticks are pressed.

WAIT

GRAB

BLOCK

Quick Slots

MOVE

PAUSE

CAST

ATTACK

 JUMP

 USE
 READY 
 WEAPON/
 TORCH

 JOURNAL

LOOK
L3 button - TOGGLE SNEAK MODE R3 button - Camera Mode
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