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Morrowind 2015

with character, and in the order as | played it



About this Documentation

The game is highly nonlinear. Except for the main quest (“Blades yuast faction quests given by the
same quest-giver, anything can be done in any order. (I think mongtlerssPC'’s level). This

walkthrough is faithful to the ordédid it. And as such reads more like a story than a collection of hints.
And a story it is — little by little the history of Morrowind and reifggets unraveled — adding to the depth of
the game.

For specific advice / hints / tactics, consudsp.net the official unofficial site fomnythingElder Scrolls
related.

General Tactics
Skill development:

Had planned to concentrate on warrior skills (Long blade, Heavy arnuak,Bind Armorer). Therefore
chose class and specialization in other fields (Class Bretoii; bagus; Preferred skills: Magic, gives me a
head start on these skills which | don’t plan to practice as mumtmnasat skills). The major skills will
increase fast enough anyway. Birthsign Lady gives a bonus in Pengomhlith | don’t plan on focusing on
in the beginning anyway.

As each skill is tied to an attribute, and each skill improvemetstme one “bonus point” for increasing the

corresponding attribute, skill increases should be planned suchtthttes increase as fast as possible.

That means, for each leveling up, focus on two or three attributes an@wsKils in that domain,

preferably with 10 skill increases.

1. Improving skills in more than three attribute areas is “@distas only three attributes can be improved.

2. Buy training in low-developed skills (cheap) in focused attribigtasaif necessary.

Don't waste training on skills not needed for attribute incre@sddveling-up

3. More than 10 skill increases in the same attribute area isdvas

4. lincreased the main attributes “too fast”... In retrospduoblilsl have focused on two attributes at a time,
and increased luck every time. There’s more than enough time to talp atitibutes except luck
(always get only one point)

5. Decide Major / Minor skills such that there’s always latiié skills available in the miscellaneous
category. | didn't, as | had no Willpower skills there, which metwas$ hard to top out willpower, as
all advancement in willpower skills also contributed towardslilegeip.

6. | considered Block and Armorer as good Major skills — but alas, no.n&dwzent in these are very
slow, so should have chosen some skills | could have worked moreotivel

7. Speechcraftis more important in this game than what's usual, sa stodide neglected. Could safely
have been chosen as a major skill and practiced.

Money / Bartering:

| found / looted lots of valuable stuff early in the game, not thst leecause of the (Tribunal expansion)
assassin attacks, which regularly gave me loot in the many-tiebgséd category. Also practicing alchemy
was a good income source. After exploring the wilderness | had latgreflients. Mixing a fortify
intelligence potion, drinking it and repeating some times gave miigenhce in the thousands, and then |
mixed all the ingredients available — resulting in potions whiclewsaarth more than 1000 gold a piece.
And the alchemist in Balmora has 3000 gold.

Else, the best trader is Creeper in Caldera (Ghorak Mansioh)5@80 gold to buy for, and buying / selling
at level price. | started early building up his change pool, such ¢batd sell him a 50K sword by
accepting 45K worth of items in change, and then selling those itertkslag by day (Dwemer coins were
wonderful change, worth 50 gold and weighing next to nothing). | tried toGriseper every day. After the
statue builder on the second floor was gone (permanently) | used hismdahests for temporary storage
for the items | needed to barter with Creeper.

| used the Smith, Alchemist and Trader (Ra'Virr) in Balmora asotuilt up their disposition as quickly as
possible to get good deals (Save — admire — if success save|edsk..)

(There’s an even better trader in the game: Mudcrab on the Azutdsmatheast of Mzahnch ruin). He has
10000 gold to trade with, else as Creeper. But he’s more difficodtrte to than Creeper, so this time |
didn’t visit him at all.)



Red: Major skills; Blue: Minor skills

Earendil , Breton Adventurer (Terminator), Birthsign Lady

Stat\Lv 112|345 6] 7] 8 9 19 11 18 14 15 16 17 18 [9 |20 (21 [22]|23( 24| 25 26
Health 451 52| 58 65 71 78 8p 91 98 1P5 112 125 13213814 152 158 166 1138BA9¢ 204 212 220
Magica 75 78| 81] 89 93 96 194 110 1017 320 128 L35 140 147
Fatigue 195 200 20y 21t 217 223 2B1 435 241 P46 [248|262 268 278 280 282¥B7 | 300 308 314 332 382 337
STR 50| 53| 58 60 64 67 6P 70 A4 7 19 B6 B9 (91 93 (98 99 10d

INT 50 52| 54 59 62 64 6P B 18 80 85 PO 03 98

WLP 50 52 55 57 54 62 66 6i8 11 14 Y7
AGI 30( 32 34 37 4G 43 47/ 50 93 96 61 56 71 |76

SPD 30| 35 38 43 4¢ 50 5b 57 99 61 b6 70
END 65 67 72 75| 80 89 84
PERS 65 69 74

LUCK 40 41

Block 30( 31 32 33 34 36 3y 3B J9 43 44 A5 K6
Armorer 30 31 32 33 34 34 3p
Long blade 30| 33] 37| 39 42 43 44 46 48 %1 %2 58 B2 64 |66 |68 | 71| 73| 77) 79 84 84 8p 87
Hv. Armor 30( 32| 34{ 3§ 37 38 3P a1 43 46 48 N9 B0 |52 |53 |54 |57 59| 60[ 61 62
Acrobatics 30| 32| 34 35 37 38 4P 4B 45 46 47 A9 50 (51 |54 55 56
Restoration 30( 32| 33 39 33 39 4p 44 46 47 49 51 B2 53 [55 |56 | 58 59| 61
Alteration 25 26| 27 28 3¢ 3% 34 4P 44 46 48 19 52 |55 |58 | 60
Conjuration 30 31 34 33 36 3y a 42 44 16 19 |50

Mysticism 30 33 37| 4G¢ 43 44 4B
Destruction 20 21 23 24 25 26 28 29

Med. Arm. 5 6 7 8 9| 16| 22

Blunt 5 10 13| 17 19 2(

Axe 5 11 17 18

Spear 5 6 15 17

Athletics 51 13| 15 17 18 14 21 2p 23 24 26 Bl PB4 [36 |38 |39 |40 42] 43| 49 46
Enchant 10 12| 16| 19 24 29| 35 42 44

lllusion 15 16 17 19 23 24 26 3 35 37

Alchemy 15 16 19 23 24 30
Unarmored 10( 13 14 15 17 21 2p
Security 5 6 10 14 20 2 27 3L 34 36
Sneak 5 10 11| 16 2Q 24 2y 2B 32 33
Light Armor 5 7 10 15 16 17 26 3L

Short blade 5 6 10 14 1§ 22

Marksman 5 7 10 11 15 19 25
Mercantile 56| 8 9 12 15 18§ 19
Speechcraft 5 6| 7 8 13 14 19 16 18 1P 40 71
Hand2Hand 5 7 16 17 21 21




Green numbers: Magically enhanced Red: Major skills; Blue: Minor skills

Earendil , Breton Adventurer (Terminator), Birthsign Lady
Stat\Lv 27128 29[ 300 31 32 3B 3¢ 35 36 37 B8 P9 MO (41 |42 |43 | 44| 46| 47| 44 49 50 |End
Health 229 237 246 256 265 275 285 495 305 P15 (325334 34% 35p 366 313FEBE1Y 42b 435 445 455
Magica 149 15( 169 150 19} 198
Fatigue 340 349 35 36P 317 385 3B9 394 (4389 439 51y 520 530 520 541 947 567
STR 100 120 133 13y
INT 991 10d 11d100131 132
WLP 80| 84| 87 91 94 97 99 100 113100110
AGI 76 81| 85 90 95 119 120 169
SPD 75 80 85 871 94 94 9P 100
END 84| 89 93 9§ 10p 140Q 160
PERS 74 79| 81 84 91 96 9p 10005 104109 102 10y 102
LUCK 41 42| 43 44 A% 46 4F 48 49 50 %1 53 p4 |55 (56 |577
Block 47 48 49| 590 51 52 54 56 56 %7 %8 p9 pO (61 62 63 b4
Armorer 36 37 38 39 4G 42 438 44 45 33 60
Long blade 88| 89| 911 92 94 96 99 100
Hv. Armor 63 65 67 6§ 69 70 7L 7R 43 14 {5 /7 |78 |79 |80 81
Acrobatics 56 57 58 59 70| 71 73 74 7¢ 79 8L 83 {6 §779 90 91
Restoration 61 62 63 64 64 66 6f 68 9 1 T2 |5
Alteration 66| 68| 70 74 72 74 7P 80 81 §3 87 PO P1 |92
Conjuration 50 61| 64 65
Mysticism 48| 54| 56| 63 63 67 68 72 13 T4 V7 V9 PB1 [82 |83 (85|88 90
Destruction 30( 31 321 3§ 37 38 4p 45 46 48 49 b0 p6 60 |68
Med. Arm. 22 31 33 40 41 42 48 44 45
Blunt 20 21 40 46
Axe 18 20 21
Spear 17| 27 37
Athletics 47 49 500 54 53 54 5p 57 98 %9 60 p1 B3 |64 |66 |67 | 68 69
Enchant 49 55| 60 64 6" 72
lllusion 38 39| 42 47| 48 44 50 5L
Alchemy 30| 31| 32 50 51 5% 6pb 7p 74
Unarmored 29 34 44
Security 37 38| 39 40 41 42 48 45 46
Sneak 33 42 44 44 51 52 5B
Light Armor 31 41 50 57 54 6 6[L
Short blade 22 31 41 43 44 60
Marksman 25 35 37| 4d 4] 42
Mercantile 19 24 35 45 44 47 5¢ 6p
Speechcraft 21 22 28 33 52 61 66 61| 68| 63| 68 63
Hand2Hand 30 35 40




Red: Major skills; Blue:

Minor skills

Skills and Attributes

o7
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SKILL Attr. Attr. Governs skills

Block AGI STR Armorer Long blade Acrobatics Blunt Axe
Armorer STR INT Conj. Enchant Alchemy Security

Long blade STR WLP Restor. Alter. Mystic. Destr.

Hv. Armor END AGI Block Sneak Lite Arm. Marksm.

Acrobatics STR SPD Athletics Unarm. Shrt bld. H2H

Restoration WLP END Hv. Arm. Med. Arm. Spear

Alteration WLP PERS lllusion Mercantile Speech

Conjuration INT

Mysticism WLP Faction Favorite Sk

Destruction WLP Mages G. Fighters G. Blades Imp. Leg. Ashlanders Gé;dH:rl;e
Med. Arm. END Alchemy Axe Speech Athletics Marksman Athletic
Blunt STR Mysticism Long bid Marksman Spear Light armpr Spea
Axe STR lllusion Blunt Lite Arm Long bld Mysticism Long bld
Spear END Alteration Hv. Arm. Sneak Blunt wpn Alteration Hv.raor
Athletics SPD Destruction Armorer Restor. Hv. armor Spear Med. ar
Enchant INT Enchant Block Long bld Block Med. armo Armorer
lllusion PERS

Alchemy INT

Unarmored SPD

Security INT

Sneak AGI

Light Armor AGI

Short blade SPD

Marksman AGI

Mercantile PERS

Speechcraft PERS

Hand2Hand SPD




From Silt rider destination & cost
Sevda Neen Balmora Vivec Suran Gnisis
y 14 11 17 49

Balmora Ald-ruhn Seyda Neen Suran Vivec
20 14 22 21

Suran Balmora Seyda Neen Vivec Molag Mar
22 18 9 13

Ald-ruhn Balmora Khuul Maar Gan Gnisis
18 23 11 19

Ald-ruhn Khuul Gnisis

Maar Gan 11 14 16

Vivec Seyda Neen Suran Molag Mar Balmora
10 7 19 19

Gnisis Ald’ruhn Maar Gan Khuul Seyda Neen
19 16 12 44

Mages Guild Travel:
From — To Mages Guilds:

Balmora — Ald-ruhn — Vivec — Wolverine Hall, Sadrith Mora — Caldera

From Ship destination & cost
Khuul Hla Oad
Gnaar Mok 33 18
Gnaar Mok Ebonheart Vivec Molag Mar
Hla Oad 13 19 18 33
Khuul Dagon Fel Gnaar Mok Fort Frostmoth
39 33 34
Dagon Fel Tel Mora Sadrith Mora Khuul Tel Aruhn
g 21 43 35 40
. Tel Branora Ebonheart Tel Mora Dagon Fel
Sadrith Mora 38 49 22 44
Vos Tel Mora Dagon Fel
Tel Aruhn 20 20 21
Vos Tel Aruhn Sadrith Mora Tel Mora
20 22 1
Tel Mora Dagon Fel | Sadrith Mora | Tel Ahrun Vos
21 22 20 1
Vivec Hla Oad Ebonheart Molag Mar | Tel Branora
23 7 20 10
Vivec FQ Hla Oad Tel Branora
Molag Mar 19 a1 10
Vivec FQ Hla Oad Tel Branora| Sadrith Mora
Ebonheart 7 22 23 45
Tel Branora Vivec FQ Molag Mar Ebonheart | Sadrith Mora
16 7 18 27




Man seanned stitthad and tin-seamed hy Rantnrmeat



Tis

Ald Redaynia
n

o Mzulefi Run o
O O

Sitrtctus Sheine

Ashumabitashpi

0O O

Calrlaku
Camp
O

Falosmaryon

K fruul O
Ald Telot 4
Ashalmauia

Maar Gan
Fi b o

Rotlenn
0O

Valervaryon

Zergonipal

- Tel Tos

.
Kogoruln Neluleft Rean

O

Temynal

Baf Isra
: 00 3 O
Koal Cave Entrrnce Berandas

Ald nhn B
Andasretl 0o
D 0
O Fort Buckmothi
Khartag Point

Gnaar &'ﬁ’fﬂﬁ |

Caldera

Hlormaren

0 Balmora

O O O #orr avonmoath
Asluribiti . 0

O i Plartean
00
Hila Oad

-
Seyda Neen O

Vvardenfell

forropi i (ProTa e

Fieldsof B ummniu

J’ﬂﬁ:gfuJ f

Ebonkeart
0 Bl Fell

O Tuwrenesalal -

Dagon Fel

0
Al Daedrotit

Alemmusa Canp

-
Tel Mora
a0 a
Tos O

Zatnab Camp

Dagoth T
Lo FD

=

O
Ghostgate

Ulinith's Grave

el Falensarine
Oarozal O

Tel Arufn

YO rEsirran s O

.

Tel Fyr
O

E raliend Camp

Marmdas
m

Bal T
. Arpel O Suran

0 _'-il"lil".’iﬂz.fz':.;
Tipec O O
cooa o

Moigt Fand

D 'D‘ﬂ"ﬂ D i D
Tilnsero

=

Nehuleftingth

O

Mot
Assarnibib

o

) Sadrith Mora
oo

0
Tolierine Hall

o
Holamayan
0 Mimastery

f;}fﬂ&z‘g Mar Nehurdamz

00

Tl

O

O M zaliwchk Buin

oo

Tel Branora

O




Khu

o

FRAhemmiiza Camp

J63 Ald Velothi ;
o FiFalasmaryon

F-§ogoruhn

JEATel Mora

% e e
Cavern of the Ipcarnate st

lal

Gnisis [

FNZainab Camp

FMBalisra

F:{Berandas Friindoranyon

Dagoth Ur

Ald'ruhin
mh F-iFalensarano
i Tel Aruhn
F:{Andasreth

Buckmoth Legion Fort j- 4 - i b Aoy
ﬂKl!arlag Point ﬂ Ghostaate aadrrt.‘j‘mljcra

Fﬁuﬂﬂﬂl’ldok F'!'M"CI'.'E 12 Hall
I": i H
|Caldera

M Uvrithi's Grave

F-itiormaren : : FNErabenimsun Camp

FLake Nabia
(f¥Baimora F-iMoonmoth Legion Fort FiMarandus

FHolamayan
Hia Oadfsy FMOgai Piateau FMount Kand

FM\Lake Amaya

FiLake Masobi FriTelasero

&
FAPelagiad . Dren Plantation
P™Lake Hairan FRmolag har

JASeyda Neen

F:{Fort Firemoth

Fr{Ebonheart : Tel Branora J&Y .




Northwest Island

3 Abandoned Shipwireck

%! Ald Redaynia

Andavel A T.

lal

Assurdirapal §

[}Big Head's Shack North ISlandS

f@ilelas Ancestral Tomb

3 Rayna Drolan's Shack

[m)Sarethi Ancestral Tomb «

frivas
Edonnissiralis
? B Sorkvild's Tower
™2 0id Redayni & foit.
Fi{#id Redaynia ¢ [Mstatue of Malacath — Dagan Fel

Andavel Ancestral Tomb: E 1zule o o -
5 [l Y ks | B Mzulett @)Senim Ancestral Tomb
S Assurdirapal ] Fsanctus Shrine . s [al

= fryshara

Orethi Ancestral Tomb FJ4id Daedroth

B Nchardahrk

[@Cralas Ancestral Tomb, Fizanni

Fvatenvaryon + FRotheran [@Drethan Ancestral Tomb

Urshilaky Camp
Al

[@Drath Ancestral Tomb [@lLlando Ancestral Tomb Fdebernanit




FNahemmusa Camp
Northeast

FdEsutanamus

"omb Andalor Ancestral Tomb Hapud
(el A

fF:{indoranyon

[@iThiralaz Ancestral Tomb
= = A [ Tav
[@1Baram &ncestral Tomb [mlHervi Ancestral Tomb
nith Ancestral Tomb

[gl=adryen Ancestral Tomb

Tl Aruhn

E—‘an:.‘ritu.jcrﬂ
LI}
: i i [@l0maren Ancestral
Ancestral Tomb =
Fjanudnabia (sealed)
| Tomb

E‘] Wolvering Hall

< FyTel Fyr

falAndas Ancestrsl Tomb




UTSh”ﬂkEUﬁCﬂmI} F:3valenvaryon : FyRotheran

Kiuu

JE3 Ald Velothi FriFalasmaryan

FrKogoruhn

Cavern of the Ipcarnate
|ml

F¥zainab Camp

F-yBerandas
B Dagoth Ur

[ aidruhn

FriFalensaranc

FriAndasreth

Buckmeth Legion Fort fp= . pp
FMKnartag Point F Ghosigate

B

FAGnaar Mok

Northwest

FiHiormaren

: FMLake Nabia
[ Balmora F-iWoonmath Legion Fort FriMarandus

dai Plateau




shurnibibi

FdBal ur

[@lLler

F-4Fort Firen

“FR0mani

13



alom Daeus

Maren Ancestral Tomb
al

glAran Ancestral Tomb

Mchuleftingth
m k- " [mlArethan Ancestral Tomb

Frinababi

FjRaushtarari

[@|Dreloth Ancestral Tomb

[alVverelnm Ancestral Tomb

¥NErabenimsun Camp

ﬂ‘!usenend

ndalen Ancestral TompgEarm 7 70
[@lArenim Ancestral Tomb

[ml4las Ancestral Tomb

F{ount Kand

friTelazero

Haviro Ancestral Tomb

[@]Velas Ancestral Tomb [ml

[mIReleth Ancestral Tomb

Mzahnch ;
3V <alne FjZaintiraris

i Manor o]
f iml

: EjBalFel

FMiMount Assarnibibi
FMHelamayan Monastery

fishashpiamat

Hchardumz [@lRavel Ancestral Tomb

[mlHlervu Ancestral Tomb

[@!Helan Ancestral Tomb

Fodirniran

[@1Savel Ancestral Tomb

K Molag Mar

Fjshrine of Azura

FjAalmurbalarammi

[mlR=das Ancestral Tomb

[aiHiaalu Ancestral Tomb

Frilawia

Marvani Ancestral Tombx

[mlArys Ancestral Tomb

Tel Branora f5

L=

Southeast

[m1Beran Ancestral Tomb

[@)4rano Ancestral Tomb




©ooNoOO~WNE A

Arrile’s Tradehouse
Fine-Mouth’s shack

Erene Llenim’s shack

Foryn Gilnith’s shack

Indrele Rathryon’s shack
Terurise Girvayne’s h.
Eldafire’s h.

Vodurius Nuccius’ h.

Census & Excise Warehouse
Census & Excise Office

. Lighthouse

. Fargoth’s h.

. Draren Thiralas’ h.

. Cave Addamasartus

Legend
. Alchemist
Bookseller
Clothier

Inn/ Tavern
Outfitter
Pawnbroker
Smith (Armor /
Weapons)
SR: Silt Rider

T: Trader

MG: Mages Guild
FG: Fighters Guild

WITVOoOTOwWX

h.: House

Seyda Neen

Game starts with me as a prisoner arriving in Seyda Neen aam tak
to the Census & Excise Office:

-- First, let me take your identification papers. Thank you. Word of
your arrival only reached me yesterday. | am Sellus Gravius. But my
background is not important. I'm here to welcome you to

Morrowind.

-- Yes, you're in Morrowind. | don’t know why you're here. Or why
you were released from prison and shipped here. But your
authorization comes directly from Emperor Uriel Septim VI

himself. And | don’t need to know any more than that. When you
leave this office, you are a free man. But before you go, | have
instructions on your duties. Instructions from the Emperor. So pay
careful attention.

-- This package came with the news of your arrival. You are & tak

it to Caius Cosades, in the town of Balmora. Go to the South Wall
Cornerclub, and ask for Caius Cosades — they'll know where to find
him. Serve him as you would serve the Emperor himself. | also have
a letter for you, and a disbursal to your name.

-- Balmora is north of Seyda Neen. The road passes Pelagiad village
and Fort Pelagiad, crosses a deep ravine, passes Fort Moonmoth,
then turns west across the Odai River and into Balmora. The South
wall cornerclub is in southeast Balmora, on the east side ofvére ri
For more detailed directions, talk to Elone the Scout at Arrille’s
Tradehouse here in Seyda Neen. But take my advice. You're hew
here. Take the silt rider to Balmora. Fast, cheap, safe. Gioss t
bridge and head east. Can’t miss it.



Talked to a person who
asked me to clear out a
smuggler’s den,
Addamasartus. Did that
without much difficulty and
got some starting gear and
gold. Then headed
northwards along the coast.




After an uneventful walk (except for a few
encounters) arrived in Balmora — first
impressions.
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Balmora

Nalcarya, Fine Alchemist
Dorisa Darvel, Bookseller

. Milic Haslien, Fine Clothier

: The Razor Hole

: Eight Plates

. Lucky Lockup

: Clagius Clanler, Ouftfitter
Dralasa Nithryon, Pawnbroker
Meldor, Armorer
Ra'Virr, Trader (also buys
“illegal goods”)

©CooNh~WNE

Morag Tong Guild

Nerano Manor

Hlado Manor

Western Guard Tower North
Hlaalu Council Manor
Tyravel Manor

Western Guard Tower South
[tan’s h.

Vori's h.

23. Astius Hanotepelus’ h.

24. Rithleen’s h.
Tyermaillin downstairs
Rithleen upstairs

25. Vorar Helas' h.

26. Caius Cosades’ h.

. Karlirah’s h.

. Tsiya’s h.

. Council Club

. Dura gra-Bol's h.

. Drarayne Thela'’s h. (storage up)
. Dralosa Athren’s h.

. Heerinde’s h.

. Eastern Guard Tower
. Rarayn Radary’s h.

. Balyn Omard’s h.

. Nine-Toes’ h.

. Dralcea Areth’s h.

. South Wall cornerclub

18



Got directions to Caius, and started there.

Caius Cosades

What? Yes, I'm Caius Cosades. But, what do you mean, you were toldortRe Caius Cosades’? What are you
talking about?

-- So, you say your name is Earendil, and you’'ve been told to report to me ard agackage. Perhaps you will let
me look at it?

-- Yes. Very interesting. So, it says here the Emperor wants make you a Novice in the Blades. And that means
you'll be following my orders. Are you ready to follow my orders?

-- Good. Welcome to the service, Novice Earendil. Now you belong toléue® We're the Emperor’s eyes and
ears in the provinces. You can use my bed if you need to rest, buiiggersonal stuff alone unless | say
otherwise. If you like, you can improve your modest skills with our Bidaainers now. Or if you're in a hurry, |
can give you orders right away. But don't forget to visit the Bialdainers:

Rithleen, Tyermaillin, Nine-Toes, Surane Leoriane, Gildan, SjoreasétMouth, and Elone the Scout.

-- Rithleen, Tyermaillin, and Nine-Toes live here in Balmora, sofittere.

-- Nightblade Gildan lives in Ald’ruhn, the Redoran district seat noftimere, beyond Caldera. Gildan is in the
southeast corner of town, in a house to the right of the steps up totie.te

-- Master-at-Arms Sjorvar Horse-Mouth lives in a guar herdertdn the middle of nowhere west of Caldera. I've
only been there once, and couldn’t give you directions. Go look for him if wblike a little hike.

-- Elone the Scout can usually be found at Arrille’s Tradehouse in Seyeta Meu know where that is. You arrived
in Seyda Neen by boat.

Orders:

First thing, pilgrim. You're new. And you look it. Here’s 200 drakes. Go getself a decent weapon. Or armor. Or
a spell. And second thing... you need a cover identity. Around here, ‘freelanceladvds a common profession.
Sign on with the Fighter’s Guild, or Mages Guild, or Imperial Cultnguerial legion, advance in the ranks, gain
skill and experience. Or go out on your own, look for freelance work, or troli®a, When you're ready, come
back, and I'll have orders for you.

Blades Trainers Balmora

Caius Casades Unarmored / Speech / H2H
Tyermaillin Barter / Spells (good & expensive) EnchaNlystic. / Rest.
Rithleen Long blade / Block / Med. Arm.
Nine-Toes Athletics / lllusion / Sneak

Morag Tong (Assassins guild)

Shannat Pansami Sneak / Acrobatics / H2H
Nachael Short blade / Sneak / Acrobatics|
Gilyan Sedas Barter (probes, lockpicks) Short bladige/ &rmor / Marksmar
Erhasi Spells (members only)

South Wall cornerclub (Thieves guild)

Sottilde Barter (simple weapons)

Arathor Sneak / Block / Med. Arm.

Sugar-Lips Habasi Barter, members only Training, membely

Chirrahirr Barter (lockpicks++) Acrobatics / Securit$neak

Only-He-Stands-There Barter / Spells / Train When dsKdo services” 19
Ohane Rielle Barter (books) Mercantile / Speech / Atoix




Went to the Mages Guild and enrolled.

Mages Guild Balmora

Ranis Athrys, Spells Mystic. / Alter. / lllusion
leader

Galbedir Scrolls, enchant, soul gemsg Alchemy / Dedtindrmored
Sharn gra-Muzgob Spells (Rest.) Rest. / Myst. / Alter.
Estirdalin Spells, spellmaking Destr. / Alter. / Bion
Marayn Dren Spells (Rest. / Alter) Destr. / Myst. /eXlt
Merian Travel

Ajira Duties Enchant / Conj. / Alchemy

Ranis Athrys

MG g1, Ajira, Balmora

Ajira has duties for you. Before Ajira can be a

Ajira journeyman in the Mages Guild, Ajira must study loca
mushrooms. | need a sampleLoiminous Russujiolet
Caprinus Bungler's BaneandHypha Facia All are on
the bitter Coast. Go south along River Odai and find &
path west over the hills.

Then continued to the Fighters Guild and enrolled there also

Fighters Guild Balmora

Eydis Fire-Eye

Leader (upstairs)

Wayn Barter, Repair Armorer / Hv. Arm. / Blunt
Fasile Charasel Block / Med. Arm. / Long blade
Flaenia Amiulusus Block / Spear / Athletics
Hasphat Antabolis Block / Athletics / Hand2Hand

Chest by entrance contains potions, supplies,... free for taking

In Balmora | could buy some decent weapons and armor. The silver Long
Sword proved trustworthy for quite a while, and has the advantage of
working also vs. undead and others immune to normal weapons.

Eydis Fire-Eye
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FG g1, Eydis Fire-Eye, Balmora
A simple contract — end an infestation of cave rats. Drarayne §lnelase.
Ask her where the rats are coming from. Get payment from her.

FGql

Went to Thelas’ house:

-- Are you the one they sent to take care of the cave rats?

-- These rats are such a nuisance! I'm worried they’ll eatf aily pillows. You like
pillows, don’t you, Earendil? Anyway, I've got one trapped in my bedroom aed
the other two are in my storage area upstairs. Rats, that igilloats. Here's the key
for that door. There are at least three of these beasts. IH@pkaven't gotten into my
good pillows...

Easily taken care of. Got 100 g. On return to Eydis was promot&oltientice

FG g2, Eydis Fire-Eye, Balmora
A local egg mine has problems wilyg poachersAnd you're going to solvel
these problems. — May sound silly, but those kwama eggs are amoeg/thge
things worth exporting from this nasty little province. Dram Béne owner
of Skulk Egg Mingwants to make an example of these thieves to keep of
miners from getting funny ideas. The egg poachers, Sevilo Othan and
Daynila Valas, are former egg miners, and long-time local trouditers.

You can handle that, can’t you? Report back when the poachers are dea
-- The mine is a short distance southwest of Balmora, in the blefsaf the

Odai River. The old suspension bridge across the Odai is just southésest
mine entrance.

FG g2
Found the egg mine near the bridge, explored the mine and met the paachdrs
the inner room, queen’s. Disposed of them as ordered.

Returned to Eydis after MG1, got 100 septims + 4 quality restore fgimiens.

MG g1
When in the area, crossed the hill westwards, and was soon abledt eptite four mushrooms needeg.
Returned to Ajira, got four cheap potions of restore health, and was pdotméigprentice

MG @2, Ajira, Balmora

Ajira made a bet with Galbedir — that Ajira would be a Journeyman befall@@ir. Now Arija must
study these mushrooms and write a report. Ajira wants you to givedbadifake soul gemAjira has
made a fake soul gem. Take it and put it in Galbedir’s desk upstaitsedir should be coming
downstairs to talk with Marayn Dren, so no one will see you do this thing.

MG g2

Went upstairs to Galbedir’s desk. When | tried to put the fake geheidesk, | ended up taking some
soul gems from the desk (not intended). Just then Galbedir entered theusime didn’t seem to noticg.
(But these soul gems are now marked as stolen, so when | lateo sl dne of them for enchanting
everyone in the guild attacked me...) Returned to Ajira and was promeoiedrneyman

Note: Promotions so far have been automatic.

But to get promoted to higher levels, in addition to having done enough duties,
there are minimum requirements to some stats and skills.

Will be noted when relevant.
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MG @3, Ajira, Balmora

Ajira must now study local flowers. Ajira needs sample&old Kanet Stoneflower Petalillow
Anther, andHeather These can all be found on the shores of Lake Amaya.

-- To get to Lake Amaya, go SE out of Balmora, past Fort Moonmoth. BHewfthe signs and take the
road to Pelagiad. After you cross the Foyada Mamaca, go towardsabtinamext crossroads. All the
flowers Ajira needs are near the path to Suran which runs along theshore of Lake Amaya.

FG g3, Eydis Fire-Eye, Balmora
We have a contract from the Caldera Mining Company to kill folwrahai agents responsible for trouble
at the Caldera Mine.

-- Four Telvanni agents are responsible for thefts and disappearatite€aldera ebony mines. Their
names are Alynu Aralen, Sathasa Nerothren, Forthyna Herothran, andgAlVaey're hiding in a cave
in the hills north of Caldera Mine. When the four agent are dead, kmkto me. Take care, it's very
likely that one of them is on lookout posted outside the mines. The quickgs$o Caldera is probably tg
have the guild guide at the Mages Guild transport you, but it iscjmice.

-- The Caldera ebony mines are SW of Caldera, | believe. Check axbendyou’re in Caldera.

MG g3
Followed directions, went past Fort Moonmoth, turned right then left, athé &elagiad / Suran crossing
walked eastwards towards Suran. After a while came to Lakeg#@mad when walking along north
shore, first found Fields of Kummu (needed for a later quest), and ttig¢hisnguy Thoronor.

Side quest, Thoronor, near Fields of Kummu

My friend is lost and I'm very worried about him. We were tranglio Vivec, and we heard a strange
animal sound nearby. He's sort of an amateur naturalist, and herfgietied to seek out what was
making the noises. That was hours ago, and I'm afraid somethiriddrais happened to him. If you
could find him and bring him back safely, I'd really appreciate it.

-- First defeated a couple of Kougars or something, then searchesiiti@at finding friend. Even
searched a couple of nearby ancient tombs, but that didn’'t appear todm. davund a book belonging {
friend in the hills east of Thoronor, and then finally found friend nearihe even further east. Reunited
the two friends, and got akmulet of Slowfallingas reward (has been useful quite a few times...)

()

MG g3 cont'd
All the flowers were easily found in the current area, so cotlaliréo Arija with the flowers.
Got 6 potions of Cheap restore magica.

MG g4, Ajira, Balmora
Maybe you could fetch a new ceramic bowl for Arija? | think Ra'Was some.
** Quickly and easily done — on return:

MG g5, Ajira, Balmora

Ajira must find her stolen reports! Ajira needs your help very bdbedir stole Ajira’s reports on the
properties of local mushrooms and flowers. Ajira knows Galbedir did nat ke@Mages Guild, so the
reports must be nearby.
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MG g5

Went to Galbedir and asked about stolen reports.
-- Yes | stole the reports. I'm quite proud of it actually. | hidfirst one under a dresser in the bedrooms
and the other among the sacks of ingredients. Since Arija needs yalletd leer ingredients for her, she
will never find them.

With this information the reports were not difficult to find, so coeldim them to Ajira.

As reward got a collection of protection potions.

** When asked for more duties, Arija responded, Speak with me again wheneyaW\arlock. Ranis
Athrys may have duties for you, but Arija does not like Ranis much. Maybslyould speak with Arija’y
good friend Edwinna Elbert of MG in Ald’ruhn?
** Spoke to Ranis, promoted tvoker.

MG @6, Ranis Athrys, Balmora

| need someone to convince an ex-Telvanni to join us. While you're ffmerean collecManwe’sguild
dues. The Telvanni’'s namelitarar Bercloth He’s inSulipund If you can’t convince him to join, kill
him. Manwe is irPunabj nearby.

-- Leave Balmora going towards Fort Moonmoth to the east. Cross thevalioh€ bridge just north of
the fort that leads into Molag Amur. Go past the Dwemer ruin and féHewvinding trail east until you
reach a lake. You will sedarandusto your south. | will mark this stronghold on your map. Head north
from Marandus on the path between the hills. Punabi will be on your right apdigiils further up the
path on the left. Just follow the signs to Molag Mar.

-- Manwe has failed to pay her dues for several years, and she now®wesr 2000 septims. Allegedly
she is researching something in Punabi, near Llarar Bercloth jpu8dlilf you can convince her to pay
the dues, | will split them with you. Otherwise, kill her.

Side quest, Assassins

When sleeping in Balmora Mages Guild | was attacked by an as#assithe Dark Brotherhood. On
telling a guard this | was advised to speakpelles Martiusn Ebonheart about this matter.

(BTW, the assassin wore lots of expensive equipment, so | earned tpiitef gold by selling it.)

FG g3
Used MG travel guide to go to Caldera.

Mages Guild Caldera

Folms Mirel Enchant
Eraamion Spells
Ernand Thierry Potions

Medila Indaren Spells Destr. / Alter. / Mystic.




Caldera

"

Ebony Mine

Caldera Ebony Mines

40T E0

9

ONoO WD E

. Falanaamo, Clothier

Shenk’s Shovel

Irgola, Pawnbroker
Hodlismod, Armorer
Verick Germain, Trader
*also upstairs in (8).

North Guard Towers

Dro’Shavir’s h.

Valvius Mevurcius' h.

Odairan Ashummi-Ammus’ h.
Canodia Felanus’ h

South Guard Towers

Nedhelas’ h.

Ghorak Manor

2. floor: Creeper, Trader (has 5K @)
Elmussa Damon’s h.

10. Bashuk gra-Bal’s h.
11. Surane Leoriane’s h.
12. Keel-Raniur's h.

13. Governor’s hall

Best way to mines: Leave Caldera by

northwest exit, head west, then south
when arrive at trail.

Mine offices

Ebony mine

(Nothing there but ebony and
guards)

Ashanammu Cave




FG g3 cont'd

Walked to mines, first explored the mine without finding anything @stiéng. After a random encounter,
leveled up td_evel 2

Found Ashanammu Cave, and one of the Telvanni’s posted as guard outside. Do$posezhd
entered. All three of the others attacked at once, so this waglzet fight, but succeeded after a couplg
of attempts. Had to go several turns to carry all the loot baChlatera.

Side quest, Acta Wave-Breaker, East of Caldora

Excuse me. Can you help me? I've been robbed by some notorious thievesttiin it was the group
led by the Khajit Dro’zhirr. They stole all of my jewelry, but msportantly, they got two family
heirlooms of mine. They’'ve been in my family for years. Pleasen them.

-- | think their hideout is somewhere east of Caldera.

** Searched area to the east (next valley), but didn’t find any tHidees Return for this one later.

FG g3 cont'd
Returned to Balmora and Eydis. Got 400 g and was promotkzlitaeyman

FG g4, Eydis Fire-Eye, Balmora
| need someone to return a code book that belongs to our client. It ishenithe of Sottilde at the South
Wall cornerclub here in Balmora. Find that code book and bring it back.to m

FG g4

Went to South Wall and addressed Saottilde.

-- Code book? | wouldn’t talk to you about that sort of thing.
** Bribe 10 gold-> Got code book.

Returned to Eydis; got 50 g, promoted to Swordsman.

Note: Many of these quests require high Personality and/or Speé¢chustftime | played it | had
personality 30 and failed on many of my requests to NPCs. (Typic&ly@s personality is the least
used attribute — not so in this game!).

FG g5, Eydis Fire-Eye, Balmora
Helaviane Descle owes one of our clients 200 septims. Deliverésdelbt money to me.
-- Descle runs a cornerclub in Suran.

MG g6
Finding my way to Marandus wasn’t that easy! First went to the dndgth of Fort Moonmoth and was
met by a crazy wizard who wanted to fight. Leveled uipetee! 3.

.B;_ic_lg‘(_e w Wi;ar,d -

-

R
Dwemer ruins
Arkngthand

pe s Fort Moonmoth
@ [nterior

e
Balmora
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MG g6 cont'd

On the other side of the bridge the path towards Molag Mag is (badhiedhby stone cairns, which |
didn’t see before on the way back. So lots of climbing and encounterdiartiea landscape, before |
eventually reached the structure which | understood was Marandus.hienantite directions were clear
taking the path northwards, finding Punabi on my right halfway up to theapdsSulipund on my left at

the top of the pass.

Marandus

MG g6 cont'd
Punabi — Manwe’s guild dues.

First she refused, but after 3 x bribe 10 g, she agreed to pay the
Continued up the path, at the top just as | found Sulipund had a
random encounter and leveled up.evel 4.

Llarar Bercloth — Sulipund: join guild.

Same story, first refused, but after some bribes agreed to join.
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MG g6 cont'd

A little easier to return, as | found a better path (and the ¢aRrecticed spell casting on the way back
and met some more monsters, else uneventful, and returned to Ranis F-afahlee2000 due gold plus
some potions.

Advancement: | don’'t meet the requirements for Conjurer (need ohatski).

So need to develop the MG'’s favorite skills.

MG g7, Ranis Athrys, Balmora
An Argonian at South Wall cornerclub is offering training in Restonawithout the sanction of the
Guild. | want someone to stop his unsanctioned training.

MG q7
This was obviously Only-He-Stands-There. After a few bribes he dgpestop the training.

MG @8, Ranis Athrys, Balmora
The scholar Itermerel needs an escort to Pelagiad. But | veamielfs notes.
**.- Didn’t take this quest for now — want to go to Pelagiad mybefbre escorting anyone.

Side quest, some Citizen in Balmora (“little secret”)
Somebody said Larrius Varro over at Fort Moonmoth is looking for you.

So walked the road to Pelagiad — uneventful except for the usual ensoleen few people en route:

LA B

Side quest, Maurrie Aurmine, north of Pelagiad
Begging your pardon. Have you seen a bandit nearby? | must(f
him! | was just walking along here, minding my own business.
Suddenly, a bandit jumped at me from behind. He was a dark|g
a strong, dashing dark elf. He didn’t harm me in any way,
although he did take my jewels. He was quite gentle, and he t
to me for what seemed like forever.

-- Never mind the jewels! | just want to find the bandit again. Hg
was charming, and funny, and | simply must see him again. H|(g
name? Nelos...Nelos Onmar... a name that will stay on my lip
for eternity. Perhaps you can find him for me? Please, | canng
live without knowing if he could ever love me. | have nothing t
offer you in return, but could you not help me for the sake of IQve®idn’t notice the part about Pelagiad, so

-- | imagine he might be found in Pelagiad. If you find him, givé searched the nearby terrain the whole night.
him this glove from me, as token of my love. Then | checked the journal and found he could

be found in Halfway Tavern, Pelagiad.

Now went to Pelagiad, explored village and eventually went to the
tavern.
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Pelagiad

I: Halfway Tavern
S: Uulermil, Armorer
T: Mebestien Ence, Trader

Junal-lei’'s h.
Erval's h.

Fausea Salas’ h.
Madras Navur’s h.
Dralas Gilus’ h.
Murbenius Hameuus’ h.
Adanja’s h.
Ahnassi’s h.

. Guard Tower

10. South Wall

11. North Wall

12. Fort Pelagiad

©oNoO~WNPE

Side quest, Maurrie Aurmine, north of Pelagiad

** \Went to the Halfway Tavern:

Hello, Earendil. 'm Nelos Onmar. And this is the village of Peldga little piece of
the Empire right here in the heart of the Dunmer East. Are yourlgd&r someone in
particular?

Maurrie’s glove

You have what? How...odd. She was a lovely young woman, but what would she
with a rogue like me? She is beautiful, though, and seemed swedteFiostttime in
my life, | actually felt a little remorse for robbing somedrghould see her again.
Here, take this. Tell her you have a note from Nelos. | mudtesezgain. | won't forget
this, friend.

** Returned to Maurrie an delivered note;

-- You should visit my friend Emusette Bracques in Tel Aruhn. She is a wohde
person, and | think the two of you would get along famously.

The plan was now to go back to Seyda Neen to see if | had left oetrsng) But plans are only plans, 29
and soon had to be changed:

want



Side quest, Nevrasa Dralor, NNW of Seyda Neen (near Odai plateau)

Please can you help me. I've lost my way and cannot find the holy fadiaw/hich | am
searching The Fields of Kummu will pay 150 septims if you can lead me to this
place.

** As | know where this is, not far away, this should be, and was, easily done

Advanced td_evel 5.

As | was now closer to Suran
than Balmora, and have a ques
in Suran, | continued there.

A: Ibarnadad Assirnarari, Apothecary
C: Verara Rendo, Clothier

O: Ranosa Gilvayn, Outfitter

P: Goldyn Belaram, Pawnbroker

S: Garothmuk gro-Muzgub, Smith

T: Ralds Oril, Trader

Temple: Spells / Spellmaking

1. Guard Tower

2. Descle’s house of Earthly Delightg
3. Suran slave market
4. Suran Tradehouse
5 30
6

Oran Manor
Ules Manor



FG g5

After exploring Suran, went to Descle’s
cornerclub, and asked for the debt money.
Same story, she wouldn’t pay, but after sory
persuasion (bribe) agreed, and quest was
complete. Took the silt rider back to Balmois:
and delivered gold to Eydis

)

FG g6, Eydis Fire-Eye, Balmora

| have a bounty contract for the orc Dura gra-Bol — an outlaw living opermiyhouse here in Balmora.
250 septims are yours if you bring him to justice.

** An easy quest — morally questionable...

** After this Eydis Fire-Eye has no more quests for me — sugdesan with guild stewards in Vivec,
Sadrith Mora or Ald’ruhn.

Note:

Now Dura gra-Bol is dead he has no use for
his house — so it’s free for taking, and an
excellent spot for storage of excess items.
Unfortunately | didn't think about this before
much later in the game.

Heeding an earlier advice, | now headed for
Fort Moonmoth.

When enquiring about joining the Imperial
Legion, | was told that only the Deathshead
legion at Fort Darius needs recruits. This is
near the village of Gnisis.

Next | seeked out Larrius Varro, who was
found downstairs.




Side quest, Larrius Varro, Fort Moonmoth
-- Through various channels, I've learned a bit about your situation. €ddikell you a little story. And when I'm
done, you can ask me some questions. And then, maybe, you might decide to go out andldogsnfeu
might, and you might not. That’s your affair. And | also want to tell you adnige present think the Emperor
wants you to have. I'm not sure where it is. But maybe you'll wa@nheck back and see if I've found it. Later.
After you have done some things.

Little story

Once upon a time there was a bad magistrate who took gold from crargaaizations to reduce the sentence
and fines to criminals. Everybody knew he was doing this, but nobody couldipBgeause even if it could be
proved, the bad magistrate had important friends, and proof is not asyasdarportant friends.

At the same time there was a good officer who enforced the lawsd®ehe thought laws made people hapgy
and safe. And it bothered the good officer that enforcing the laws did no goadseélee bad magistrate let thg
criminals go as quick as the officer caught them.

For a long time, the good officer sighed, and said, ‘What can | dou8ztae bad magistrate has important
friends, and nothing | can do will touch him.” But then, the good officer saag, Wait a minute. What about th
bad people who aferibing the bad magistratefheyhaven’t got important friends. And if they aren’t around,
then the bad magistrate can’t get any more bribes.’

And even better, the good officer suspected that the bad people who Wwerg thre bad magistrate were
probably criminals themselves. So the good officer decided that it Weugdod if the bad people who were
bribing the bad magistrate should go away. Forever.

So that good officer made a little special prayer that there vimuidlittiebloodbathto wash the bad people
away. There. Isn’t that a nice little story? Maybe not a pesi®ry. Because it ends with a prayer, and not a
bloodbath. But maybe the story isn't over yet.

-- The bad people in my story are five members of the Camonna Tong. ltkegwre a scout, a pawnbroker, al
savant, a thief, and a smith, and that they are in Balmora. Unfortyratelyt know their names. But maybe yqu
can find their names. And where to find them. And then maybe my story caalchlreappy ending. With a little
bloodbath, instead of a little prayer.

Bad people

Oh. The bad people are the Camonna Tong. | thought everybody knew that.d beyiarinal organization.
Unfortunately, | don’t know who the Camonna Tong are. No one will tell m@used am an officer. And it is
against the Code to tell officers things. But people in the ThiBuéd hate the Camonna Tong. | beyduasked
the Thieves Guild, they would cheerfully tell you who the bad peoplendre/aere to find them.

11°]

Went to Thieves Guild (South Wall cornerclub), and had no problems getimames | wanted:

Scout: Vadusa Sathryon
Pawnbroker: Marasa Aren
Thief: Madrale Thirith
Savant: Savor Trandrel
Smith: Thandeln Velas

Was also informed that | could find them all at the Council ClubaimBra.

But at my current level, | haven’t got a chance to defeat (lifestacked, all five attack back).

Advanced td_evel 6
New attempt at MG8:

MG @8, Ranis Athrys, Balmora

Itermerel has just arrived in Balmora and doesn’t know his way arélendiants to be escorted to the
Halfway Tavern in Pelagiad. | don’t care if he makes it or Batendil, | just want a copy of his notes.
He should be waiting at the Eight Plates.

** Escorted him as requested. Asked about his notes, but he wouldn’t discussfthhathe was safe in
the Halfway Tavern. Once there got a copy of the notes. DeliveredéhRamis on return to Balmora.

After delivering Itermel in Pelagiad, went to Seyda Neen. lsz/ap to_evel 7. 32

Followed the coast back north, via the fishing villatie Oad
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MG @9, Ranis Athrys, Balmora
| believe Tashpi Ashibael in Maar Gan has been practicing Necrgmiimd her and kill her
The Mages Guild cannot tolerate necromancy.

Advanced td_evel 8
Time to go back to Caius — | must have done my own things long enough now (?)

Blades g1, Caius Cosades, Balmora
Ready for orders? Good. Go talkHasphat Antabolisat the Balmora Fighters Guild. Ask him what he knows
about the Nerevarine secret cult and the Sixth House secret culll. Weug to do him a favor first. Probably an
ugly favor. But do it. Then get the information from Antabolis and repok ttame.

By the way... Hasphat is a student of Morrowind History. Take the charget a little education. And | have
a few history books in here. Help yourself. You're welcome to them. Nu pobeing part of history if you're
too ignorant to understand it.
Hasphat Antabolis is Drillmaster of the Balmora FG. He'’s liveilorrowind all his life, knows the natives, and
talks a lot with backcountry mercenaries. He thinks of himsedf scholar, and he’s particularly interested in
Dwemer ruins and artifacts.
Nerevarine
Some Dunmer believe that an orphan or outcast, a youth born on a certaimdegrtain parents, will one day
unite all the tribes of the Dunmer, drive out the invaders of Morrawind reestablish the ancient laws and
customs of the Dark Elven nations. They call this orphan and outcaBketearine’, and say the Nerevarine w
be a reincarnation of the long-dead Dunmer General and First Councilornidoril Nerevar.
Sixth House
A trusted informant says they’re a secret cult associatiddseme strange events recently, and, more importa
my informant thinks these recent disturbances are related mwagnto the Nerevarine Prophecies.
Nerevarine Prophecies
The illiterate Ashlanders pass down their customs and history iomeof poetic verses. Among the things the
preserve in verse are the dreams and prophetic visions of teeiwamen, in particular the verses that foretell
the coming of the Nerevarine. But | don’t know much about it. That’s Wmmgénding you to find out.
Ashlanders
| don’t know much about them. Most people say they are murderous savagemdB people are idiots. | know
they hate their settled Dunmer cousins almost as much as they/éstierners. They must be tough to live in th
Ashlands. | don’t think outlanders can become members of the tribest kdow why anyone would want to.
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Naturally, went to FG and found Hasphat

Blades 1A, Hasphat Antabolis, Balmora Fighters Guild
| require a favor first. There are Dwemer ruins nearby c@lt&dgthand. | need you to run over there and find me
a little cube with a circular design and some symbols on one sideallésl aDwemer puzzle boBring it to me,
and I'll tell you what you want to know. The entrance to Arkngthand is oaasbieside of the foyada, south of the
bridge. Turn a crank on a pipe nearby to open the doors.

This quest is actually easier than one would think. Normally in ®es you are required to find the
quest item at the deepest and most difficult accessible plaice dungeon. But the puzzle box is
actually quite close to the cave entrance — only problem is | dihlize this before | had searched the
entire dungeon. So now shown — expanded solution to Dwemer ruins puzzle.

Arkngthand

B. Weepingbell hall

Door B1: Door
#1 to section B.
In B, connects to
Al, door #1 to
section A.

D. Cells of
Hollow Hand

E. Land’s Blood Gallery 0 F. Deep Ore Passage
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From entrance follow small ledge downwards. Midway down, find a room to th
right, with passage down to D1. Arrive at center of Hall of Crige at “floor level”
near doors B1, B2, and B3, which are aside each other. These doors givéoacc
Weepingbell Hall. Sections A, B, C, and D are defended by bandits, whiclbig n
challenge at this time. Note that doors B-C are actually two dandstwo identical
rooms) stacked above each other.

Door E* is locked with a lock level 32. At this time | thought | neeiepick this
lock (or spell), but as the puzzle box is found on the outside, it turns outhteéa
you return to Hasphat with the puzzle box he gives you the key to this door...

Overview Hall of Centrifuge.
Down ledge to right. The three
doors are straight ahead. Door D
to puzzle box: Climb up ledge to
left.

In areas A — D, found lots of Dwemer coins (each worth 50 g), and some Da&anuw, in addition to
general good armor and Dwemer pottery. So had to go quite a few tianas fim Balmora. (Also lots of
cogs, but these were too heavy compared to value.)

At (1) found the book “A Dance in Fire” which increased my Acrobatidk §Advanced ta_evel 9.)

Also chests / barrels with lots of very good stuff in the nichas deor Al.

About the last thing | did was to climb the ledge up to door D2, and where@the room in area D was
met by a bandit swinging a heavy two-hand mace. When defeated he ditmgigestrolls of open lock
level 20 — 40 — perfect for the locked door E* -- so naturally | thoughd ftnand the solution to the puzzle,
and forgot to search the room thoroughly, in which case | would surelyfdwave the puzzle cube at (2)

South part of Heaven’s Gallery. Scale right waj
proceed, but nothing exciting on the other side

Opened door E* with one of the scrolls, and the areas on t
other side contained much tougher monsters (undead and
mechanical creatures), but apart from that nothing new. Sq
guite a while at the southeast end of deep ore passage —t
to get up to the second level here, swimming, diving,
searching for secret entrances — but didn’t find any path, a
in the end retraced my track, and eventually found the puz
box at (2). At least got mucho experience and loot!
Advanced td_evel 10
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Blades q1A

Went back to FG and delivered puzzle box to Hasphat:

Perfect. Just what | was looking for. Just let me take thisee@uzzle box, and then I'll tell you what Caius
will want to know about the Sixth House. And about the Nerevarine. Bydkigthe inscriptions on the box see
to be the directions for setting a Dwemer key to open a spkagicIf you're interested, after you've delivered
your report to Caius, come back, and maybe I'll have a key you can takeobarkngthand.

Sixth House

House Dagoth is the Sixth House, the “lost” Sixth House. In the Fiest Mouse Dagoth betrayed the other Gr

Houses during the War of the First Council, and was destroyed fotrggson. | can answer any questions you

have, but I'll also give you some notes to give to Caius, and recommendsdmelouse references he should
read.

House Dagoth

House Dagoth was the Sixth of the Seven Dunmer Great Houses. Nothaiggefthe Sixth House. It's
members were all slain or adopted into the other Great Housesifailtheir treason in the War of the First
Council. Their clanstead was callédgoruhn

Nerevarine

The Ashlanders believe a reborn Nerevar will unite the Dunmer aghaesttlander invaders and restore the
ancient Dark Elven nation. Nerevar is a legendary hero and salm ®&tnple, but the Temple denies the
prophecy, and persecutes heretics who believe in the Nerevarinéasels that Sharn gra-Muzgob would be 4
better person to ask about the native faiths and superstitions.

-- Here’s a list of cheap books; all of them will tell you sometlaibgut the Sixth House and how it ended: ‘Th¢
War Of The First Council’, ‘Saint Nerevar’, ‘Nerevar Moon-andrStand ‘The Real Nerevar'. Try the booksell
Dorisa Darvel over in the Commercial District. She’ll havéeast some of these titles.

Returned to Caius with this info.

m

pat

DD
—_

Blades g2, Caius Cosades, Balmora

Hop on over to the Balmora Mages Guild. Get Sharn gra-Muzgob to tell gatiske knows about the
Nerevarine. She’ll have some silly errand for you. Do what she Askisreport back when she’s given you the
information.

By now had advanced to skill 40 in Mysticism, and was qualified for adwaardeo
rank of Conjurer (Had to pay Guid dues 200 septims)
(Next rank: Magician, requires one skill at 50, two at 15)

Blades g2A, Sharn gra-Muzgob, Balmora Mages Guild

| need theskull of Llevule Andranoyou’ll find it in Andrano Ancetral Tomb. But take care not to upset the
natives. The Dunmer have some peculiar primitive prejudices agaio®mancy, and take grave objection to
unauthorized tomb visits.

The tomb is just south of Pelagiad, just off the road, just beforesgmin the fork where the road goes southwest

towards Seyda Neen and southeast to Vivec. You may need an enchanted bladsifftisrare immune to
normal weapons. Here, take this old shortsword. And maybe these old aditabme in handy.

Took a silt rider to Seyda Neen, Andrano Ancestral Tomb
and easily found the tomb from
the description.

1. Quest skull.
Also book “36 Lessons of
Vivec, Sermon 15">
increase Unarmored skill
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Returned to Balmora Mages Guild, and started by resting:

Disturbing Dream, Mages Guild, Balmora

You had a disturbing dream. You can only recall one part. A tall
figure with a golden mask led you among the dead as through a
wedding celebration. You heard many voices, but no lips moved
You strained to breathe, but your chest didn’t move. The tall figupe
spoke with each figure as he passed among them, laughing and
joking, as if they were alive, but they made no reply. You tried to|cry
out, but without breath, your tongue fluttered in vain.

Blades g2A

Sharn: Very good. I'll just take that skull from you. Perfect for wwheave in mind. Thank you. Now, as |
promised, I'll answer your questions on the Nerevarine cult. Go ahead.

This Ashlander cult believes the long-dead hero Nerevar will be rebdionior ancient promises to the tribes.
According to legend, the prophesied Nerevarine will cast down thegiattseof the Tribunal Temple, restore th
traditional ancestor worship practiced by the Ashlanders, and drimgtlanders from Morrowind. Both Temple

and Empire outlaw the cult, but it persists among the Ashlanders,axditde for Imperial or Temple law. Herg.

Take this copy of my notes on the topic for Caius.

Nerevar

Nerevar is a First Age hero of the Dunmer people. he was a greabyand leader. He helped form the First
Council, and united the Dunmer Houses against foreign invaders aided tgjitthve bf House Dagoth. He
triumphed over Morrowind’s enemies at Red Mountain, but died in the battle.

-- The Ashlanders have a prophecy that the legendary hero Nereviae walborn. They call this reincarnated
hero the ‘Nerevarine’.

Returned to Caius:
I’'m promoting you to Blades Apprentice. I'd like some time to think hioi fits in with the Emperor’s plans for
you. So of you'd like to get in a little freelance adventuring, go al#dyvhenever you're ready, I'll have new

1%

orders for you.

Practiced spellcasting and thereby leveled upetael 11

Next took a silt rider to Ald’ruhn, partly searching for Maar Gan...




. Codus Callonus,
Ald’ruhn Bookseller
" F . Bevene Releth, Clothier
: The Rat in the Pot
: Ald Skar Inn
: Daynes Redothril,
Pawnbroker
. Dandero Selaro, Smith
. Tiras Sadus,
General Merchandise

. : . Guard Tower 2
or District ' . Guard Tower 1
0 Council Club
- . Drinar Varyon’s h.
al S . lenas Saranda’s h.
' Aryni Orethi’s h.
Gindrala Hleran’s h
Tauryon’s h.
Gildan’s h.
. Dravasa Andrethi’s h.
. lmiril's h.
. Pellecia Aurrus’ h.
. Galthragoth’s h.
. Braynas Hlervu’'s h
. Hanarai Assutlanipal’s h.
. Morvayn Manor

. Cienne Sinteve, Alchemist
. Bivale Teneran, Clothier
Ramoran Manor
Sarethi Manor
Llethri Manor
Redoran Council
Arobar Manor
Llether Vari, Enchanter
Morag Tong Guildhall

Practicing
Venim Manor spellcasting




Mages Guild Ald’ruhn

Edwinna Elbert

leader
Orrant Geontene Spells
Anarenen Potions++ Enchant / Conjur. / Alchemy

Tremona Maven

Tanar Llervi Barter, Enchant
Erranil Travel
Heem-La Spells, spellmaking

MG @10, Edwinna Elbert, Ald’ruhn
| am looking for a copy of the rare Dwarven book ‘Chronicles of Nchuldfiybe one of the

booksellers have one.

MG q10
Asked the local bookseller. Was advised to try Vivec.

Fighters Guild Ald’ruhn

Percius Mercius

leader

Ergnir Barter (weapons)

Tralan Long blade / Blunt / Axe
Baradras Sneak / Block / Med. armor

FG q7, Percius Mercius, Ald’ruhn

Sometimes we get a contract from one of the locals and sométieya® a bit strangeJlyne Henim a
young buoyant Armiger, has hired us to provide some extra muscle moociea den of Necromancers
known asVas. (She’s young, inexperienced, ambitious and noble. Be careful with this one.)

-- Go to Vas and meet with Ulyne Henim. Help her clear the necroena out of Vas. Vas is far north, i
the Sheograd Region. Here, I'll mark it on your map. The journey is aoloegYour best bet may be to
take a ship to Dagon Fel from Tel Mora. Good luck to you.

Later learned that Percius is a former Guild leader, has adgsdaf experience, and invited me to discuss

any troublesome matters with him, as e.g. questionable quests given hipcdhEG leaders.
Should have used him more in that respect — everything becomesidleaend...

FG q7
Vas is on one of the islands north of the mainland — far from thd’aregerating in now. I'll wait with
this one until I'm closer.

Morag Tong Ald’ruhn

Goran Andrys T: Faction members only
Hoki Sneak / Acrobatics / Lite armor
Salyni Nelvayn Spells Long blade / Blunt / Axe
Lassour Zenammu Barter (probes++) Short blade /drite. / Marksman
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Took the silt rider to Maar Gan, which was even further north, NW of thentain.

Maar Gan

—

. Andus Tradehouse

Oupost

Mabrelle Geles’ hut
Garry's hut

Assi Scrimilk’s hut

Ulisani Shaddarnuran’s hut
Shilipuran Zama-Rasour’s hut
Kind Erushara’s hut
Assirari Zama-Rasour’s hut
Ycherradad’s hut

10. Tashpi Ashibael’s hut

11. Guard Tower 1

12. Guard Tower 2

13. Guard Tower 3

14. Huleen’s hut

©CoNor~wWNE

MG q9

Tashpi Ashibael: | amota necromancer. Who said | was a ... a necromancer?

{Ranis Athrys}

-- Oh, | see. | refused to join the Mages Guild. | chose to prawntiakng among my people,
away from the politics of the Guild. Since | was a Velotti and nditlveen like Ranis...,
Well, it's not important now. Maybe | know a way out of this situation

{Tell me more} If Ranis has held a grudge this long, it would be loeshé to leave for the
mainland. There are plenty of towns that could use a healer. Te#l Rémys that | am dead
| will leave Vvardenfell and Ranis need never know.

{I agree. | will let you go.}




Now decided to walk the long road back to Balmora — to get to knowrtiaénte

and practice skills on the way.

Encountered two potential quests, but reloaded and did not receive them for

1. A bit west of Maar Gan. A guy wanting escort to Ruddy Men, out onélse
coast. Too far off my route to do now

2. Near Ald’ruhn (a little north). Lady wanting escort to Ghostghatie — this is
also a big detour, besides I'm not ready to cross Ghostfence yet.

Continued south and came to Caldera area. So decided to complete the whfin
quest, and this time find the thieves’ hiding place — which turned dngt tioe cave
Shushishi.

Had so many encounters on this walk that | advanced twice, without thelopyox
train misc. skills, so the second leveling up was a “bad” one.
Level 13

% Area East of Caldera

Diamond Mine High climb to get from Caldera to

Next valley with Shushisi. Easiest to go
east and a little south from Caldera and
cross there.

Indalen
Ancestral Temb

The cave contained a few bandits —
tough but reasonably easy encounters at
current level. At the end of the tunnel
met with Drozhirr.

Shushishi

All in all got much goodies, and had to
go several turns to Caldera.

Also found that there were no beds in
Caldera, so used the travel guide to go
to Balmora to sleep — was pretty hard
beaten up at the time.
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Shushishi

Side quest, Acta Wave-Breaker

Have you recovered my family heirlooms?

-- You've found them! I'm so relieved. Here, please take this gofthgsent. | was able to keep it
hidden when the outlaws robbed me, and I'd be glad for you to have it. Thank you again!
{Got 300 gold}

Walked back to Balmora, and tried to rest, but
was again attacked by an assassin. This implie
advancement tbevel 14 and a new stash of
Dark Brotherhood gear to sell.

MG q9
Lied to Ranis Athrys, and said Tashpi Ashibael was dead. Accepted asteiip} Ranis.

MG 11, Ranis Athrys, Balmora

| believe the Mages Guild has been infiltrated by a Telvanni spy. @e tguild halls in Ald’ruhn,
Vivec, and Sadrith Mora. I'm sure there’s a spy. When you find the spyptdake any action. Repor
back to me.

After making another failed (but close...) attempt at the
Camonna Tong people, decided to go to Sadrith Mora.

Sadrith Mora turned out to be an island far to the east. 43
Wolverine Hall is a castle at southern edge of Sadrith Mora.



Sadrith Mora
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Al: Pierlette Rostorard, Apothecary
A2: Anis Seloth, Alchemist

I11: Gateway Inn

I12: Fara’s Hole in the Wall

Nirasa Aren’s h.
Madran Ulvel’s h.
Thervul Serethi, healer
Urtisa Romayn'’s h.
Hleras Gidren’s h.
Volmyni Dral’s h.
Llaalam Madals, mage
Trendrus Dral’s h.
Telvanni Council House
. Milara Vedran’s h.
. Ne\_/r|la Arelo'fh s h. Wolierine
. Rolis Garvon'’s h.
. Morag Tong Guild Hal
. Urtiso Faryon, sorcerer
. Vaden Belas’ h.
. Meluria Seleth’s h.
. Balen Vendu, monk
. Tel Naga Great Hall
. Dirty Muriel's Cornerclub

1.
2.
3.
4.
5.
6.
7.
8.
9.

Wolverine Hall, interior

Ground level (cellar): Level 0

FG: Fighters Guild (3 doors): Level 1
IS: Imperial Shrine: Level 2

MG : Mages Guild: Level 3

Easiest exit to exterior & Sadrith Mor
By “other door” in Imperial Shrine.

Which means “everything” is accessi
Mages Guild by the stairs in SW corner.




Mages Guild Wolverine Hall, Sadrith Mora
Dabienne Mornard| Barter / Enchant
(Mag. Weap, armor, scrollg)
Skink-in-Tree’s-Shads Barter T: req. higher rank
Speechcraft (100) / Enchant (64) / Mysticism (68).
Procyn Nigilius _ Destr. / Alter. / lllusion

e




Fighters Guild Wolverine Hall, Sadrith Mora

Hasell Athletics / Block / Long blade

Hrundi Barter / repair
(req. higher rank)

Sondryn Irathi Athletics / Block / Long blade

Imperial Shrine Wolverine Hall, Sadrith Mora

Seelian Plebo Barter / Spells
Aunius Autrus Barter / Spells / Spellmaking
MG ql1

Asked all MG-members about Telvanni Spy. Most replied “Don’t know of.any
Skink-in-Tree’'s-Shade: Yes, | suspect there is at least oleendt know who or where. While Sadrith Mo
may be the obvious target, | would try looking in Vivec. That's witgu#d decisions are actually made.
Procyn Nigilius: MG is very strict with its admission rulége would never accept a Telvanni spy.

Then took the travel guide to Ald’ruhn and continued asking:
Movis Darys: No, | am not a Telvanni spy. Unless you have proof, you should nosmakaccusations.

Back to Balmora, rested at MG, was once again attacked by Dmhelrood assassin.
Then while walking around practicing was stopped by:

Llandras Belaal, Balmora

| am a sleeper, one among thousands. | bring you a message. Dagotk Yrgalarendil, and you cannot
deny your Lord. The Sixth House is risen, and Dagoth Ur is its glory.

Dagoth Ur is the Lord, and Father of the Mountain. He sleeps, but wherkhs, wae shall rise from our
dreams, shall sweep our land clean of the n'wah. Why have you denied $iibo?ddDagoth has said, ‘All
shall greet him as flesh, or as dust’.

(Finally), time to go the
main city,Vivec.

‘:_‘-Fore"igrj; :
The city comprises 9 sub-areas, . . Quarter; -
each composed of a multi-story complex. EEEEs v j .
' |
So finding one’s way around can h HB == | = = === ﬂLelvanm

be a challenge at times... ] e "'Fedorani

of |-
Overall layout shown to the right. o
Canal boats available for travel between
compounds

5t Delyf

|
TN

(Received and resolved some quests
while mapping, and leveled up while
practicing — lots of walking / running | ‘
involved. But show all maps before quest .~ Hall
info.) “Temple

Cast_lé
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Vivec,
Foreign Quarter

Submaps later:

Submaps are numbered,

X: Exit to Main Complex map
X# means exit to submap #.

Redoran

All doors are entries to
sub-areas in the
Foreign Quatrter:

1.

2
3.
4.
5

Foreign Quarter Plaza
Upper Waistworks

Lower Waistworks
Canalworks

Underworks

(Underwater grating to u.)

Shown: Ramps connecting levels 1
and 2, and 2 and 3.
(1) isonlevel 4

(2) isonlevel 3

(3) isonlevel 2and 1




1. Vivec, Foreign Quarter Plaza

S1: Alusaron, Smith
S2: Ralen Tilvur, Smith
X: Exit to Foreign Quatrter|

Fighters Guild Vivec Foreign Quarter

Sjoring Hard-Heart

leader

Lorbumbol gro-Aglakh Barter / repair

orders (req. Defender rank)

Raig Long bid / Blunt / Axe

Bashag gro-Snagdu

Baurin Sneak / Block / Med. arm.

Mages Guild Vivec Foreign Quarter

Trebonius Artorius

Archmage, Guildmaster

Tiram Gadar

advisor

Malven Romori Spells / Spellmaking
Janand Mauline Barter / Enchanting
Cractia Jullalian Barter
Sirolinwe Spells
Flacassa Fauscius Travel

Waistworks




2. Foreign Quarter Upper Waistworks 3. Foreign Quarter Lower Waistworks

Q€ jiasuannnannan

o
X

B: Jobasha’s Rare Books

Al: Andilu Drothan, Alchemist
A2: Aurane Frernis, Apothecary
1. Black Shalk Cornerclub

1o =

49 I"" B: Simine Fralinie, Bookseller
T C: Agrippina Herennia, Clothier
T: Jeanne, Trader

B 1. Foreign Quarter Tomb
2. J. Rasha, Healer

X5: Trapdoors

4. Foreign Quarter Canalworks

5. Foreign Quarter Underworks X4: Trap doors to map 4
X: Underwater grating to

canal outside Foreign Quarter
1. Ibishammus, shrine

(Attacked by two tough guys

on entry.)
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Canalworks

Underworks

View to other compounds




Vivec, Hlaalu

1. Hlaalu Plaza

WNPH0VT>

Hlaalu Alchemist

Hlaalu Pawnbroker
Hlaalu Weaponsmith
Hlaalu General goods
Elven Nations Cornerclub
Curio Manor

No Name Club

=
®
—
o
©
]
o
—

Yellow numbers:
Doors to submaps
(4: Underwater grating)

Plaza

Waistworks
Canalworks
Underworks

PwdpPR

Ramps connecting
levels 1 (L1) and 2 (L2)
shown.
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2. Hlaalu Waistworks
o X

Elven Nations Cornerclub 3. Hlaalu Canalworks
Hlaalu treasury
Hlaalu Temple
Edryno Arethi’s h.

PwdpPR

1. Hlaalu Ancestral
Vaults

X. Underwater grating to canal

X3. Trapdoor

1. Skeleton w. rusty key & Chest,
unlocked w. rusty key
Lots of goodies, a.dslass Junkblade
(short sword) (worth 6500 gold)
{Must dive to find}
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Vivec, Redoran Foreign Quarter
i

N
Q

l
{ﬂ
i ¢
l
i

St. Delyn ‘

1. Redoran Plaza

Redoran Treasury
Saren Manor
Dralor Manor

Yellow numbers:
Doors to submaps
(4: Underwater grating)

Plaza

Waistworks
Canalworks
Underworks

PonNPE

Ramps connecting
levels 1 (L1) and 2 (L2)
shown.



xm 2. Redoran Waistworks

Redoran Smith

Redoran Trader

Redoran Temple Shrine
Redoran Records

Redoran Scout & Drillmaster
The Flowers of Gold
Redoran Prison Cells

X
o

S:
T:
1.
2.
3.
4,
5.

3. Redoran Canalworks

X4: Trapdoors
1. Redoran Ancestor Vaults

4. Redoran Underworks

X3: Trapdoors
X: Underwater gratings to
outside canal

1. Skeleton w. Bone Key
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Vivec, Arena

Redoran f

1. Arena Pit

=

Teranni‘

Yellow numbers:
Doors to submaps
(4: Underwater grating)

1. Pit

2. Waistworks
3. Canalworks
4, Underworks

Ramps connecting
levels 1 (L1) and 2 (L2)
shown.




1. Arena Fighters Training
2. Arena Fighters Quarters
3. Arena Holding Cells

X4: Trapdoors
1. Arena Storage

X3: Trapdoors
X:  Underwater grating to
outside canal

4. Arena Underworks
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Vivec, Telvanni

Hlaren Residence 2. Telvanni Tower

Telvanni Upper
Storage

Temporary Telvanni
Housing

Yellow numbers:
Doors to submaps
(5: Underwater grating)

Plaza
Tower
Waistworks
Canalworks
Underworks

Ramps connecting
levels 1 (L1) and 2 (L2)
shown.

1. Prison Cells
2. Telvanni Vault




3. Telvanni Waistworks Al: Telvanni Alchemist

A2: Telvanni Apothecary
The Lizard’s Head
Telvanni Temple
Telvanni Sorcerer
Telvanni Enchanter
Telvanni Mage

agprwNPE

u W

w oy
Gani P g = el
x-‘h;‘h}lrl-l—'—l-%

=

Telvanni Monster Lab
2. Locked door

'Ui |

4. Telvanni ?nalworks

5. Telvanni Underworks

X4: Trapdoors
X: Underwater grating to
outside canal

1. Crates and Sacks with goodies
(random).
(One crate w. great armor.
Unfortunately | didn’t save,
and right after the game
crashed. And when | restored
(many times) | never gahat
good armor.)
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Vivec, St. Delyn
& Bedoran Yellow numbers:

Doors to submaps
(4: Underwater grating)

Pit

Waistworks
Canalworks
Underworks

PR

Ramps connecting levels 1 (L1)
and 2 (L2) shown.

o
St. Olms * e

White numbers: Standard rooms
(“houses”)

St. Delyn Canal North-One
St. Delyn Canal North-Two
St. Delyn Canal North-Three
St. Delyn Waist North-One
St. Delyn Waist North-Two
St. Delyn Waist South-One
St. Delyn Waist South-Two
St. Delyn Canal South-Three
St. Delyn Canal South-One
0. St. Delyn Canal South-Two

BoOoo~NoOkrwDNE

T1: Lucretinaus Oleinius, Trader
T2: Mevel Fercrus, Trader

T3: Tervur Braven, Trader

1. St. Delyn Glassworker’s Hall

2. The Abbey of St. Delyn the Wise
3. St. Delyn Potter’s Hall
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2. St. Delyn Waistworks

1. The Abbey of St. Delyn the Wise
2. St Delyn Glassworker’s Hall

3. St. Delyn Canalworks

X4

o - ; 1
L GLEE & B ) g 1. St Delyn Storage
!;a' . A i X4: Trapdoors

4, St. Delyn Underworks

X3,

X3: Trapdoors
X:  Underwater grating to
outside canal

=

Ihinipalit, Shrine

2. Cavern —camp w. chest
(trapped & locked,
Reasonably easy, some
goodies, but not that
good.)

Probably belonged to a
guy who wanted to fight
elsewhere in Underworks.
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View spouthwards, towards

Hall / Temple compound

ogkrwnhPE

St
St
St
St
St
St

PR

BoOoo~NoOkrwDNE

Vivéc, St. Olms

. Olms Upper North-One
. Olms Temple

. Olms Upper North-Two
. Olms Yngling Manor

. Olms Upper South-One
. Olms Haunted Manor

St.
St.
St.
St.
St.
St.
St.
St.
St.
0. St

Yellow numbers:
Doors to submaps
(4: Underwater grating)

Plaza

Waistworks
Canalworks
Underworks

Ramps connecting levels 1 (L1)
and 2 (L2) shown.

White numbers: Standard rooms
(“houses”)

Olms Canal North-Three
Olms Canal North-Two
Olms Canal North-One
Olms Waist North-Two
Olms Waist North-One
Olms Waist South-One
Olms Waist South-Two
Olms Canal South-One
Olms Canal South-Two
Olms Canal South-Three




Xa 2. St. Olms Waistworks

X

St. Olms Tailors and Dyers Hall

St. Olms Farmers and Laborers Hall

St. Olms Brewers and Fishmongers Hall
St. Olms Tanners and Miners Hall

PwdpPR

;“'* = 1. St Olms Storage
h'm&r X4: Trapdoors
B

X4

3. St. Olms Canalworks

X3: Trapdoors
X: Underwater grating to
outside canal

1. Assernerairan, Shrine
Two guys down here — not

hostile, but don’t want to talk
either.
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Vivec, Hall

? St. Delyn ? St. Olms
5 65

Castle

Here Vivee stopped the moon before ic
crashed into Vivee City, The moon levirares
now above rthe cicy and 18 known as the

Ministry of Trurh

Yellow numbers:
Doors to submaps
(5: Underwater grating)

Hall of Justice
Hall of Wisdom
High Fane

Hall of Processing
Underworks

Hall of processing:
“Island” floating in the air.




x@ 1. Hall of 2. Hall of
Justice Ordinator Barracks Wisdom

Office of the Watch

Justice Offices

Canon Offices

Milo’s quarters

Canon quarters

Library of Vivec

Trapdoor to Justice Office

Locked

X5: Trapdoors

ONog~WDNE

Canon Offices

X1 —X2: Trapdoors
X:  Underwater grating to
outside canal

1. Bedroll, sacks — camp

someone? (Didn't meet
anybody here.)
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5. Hall Underworks



Quests and conversations received and (some tiesslved during mapping of Vivec.
Naturally ran all the time to advance in acrobatidso practiced spell casting, and bought someitrg lessons.
Already while exploring the Foreign Quarter: AdvaddolLevel 15

MG q10
Asked around and was advised to try Jobasha’'s Rare Books (Foreign Quawier
Waistworks). And sure enough — found it there.

MG q11

Asked everybody in the Guild about Telvanni Spy. Everyone said “Talketoohius”,
except,

Tiram Gadar Telvanni Spy? Not that | know of. | am a special advisor to ArclgeMa
Trebonius on Dunmer issues. You can check my credentials with Treboniughimse
Trebonius Why, no, Earendil. There are no Telvanni spies here. And | would know if there
were. I'm the Archmage after all. Tiram Gadar, my Dunmer adylseps an eye out for
spies and that sort of things. He’s been of immense assistaneeditdde helps me see the
Dunmer side of every decision | make, and he came with the higbdsitials.

I'm sure | have them somewhere around here. Ah, yes, here you go, Eddeitdr from
Ocato himself.

On next visit to Balmora showed the credentials 4niR

MG ql1

Ranis: Yes, this is exactly the kind of proof | was looking for. Ercglllt is a shame that the guild is ry
by a scuttlehead with no sense of ambition like Trebonius. Thedentias are the worst forgery I've
seen in years. Even Ocato’s name is misspelled. Please tai&esd¢halts and this dagger for helping the
guild.

MG q12, Trebonius Artorius, Vivec
Find out about thdisappearance of the Dwarvegées, that is an excellent task for you, Conjurer. Talk
Edwinna in Ald’ruhn. It's a simple task. Just go to some ruins and ... eand.find out what happened
to them. Maybe some people here in the MG can give you some clues.

MG 12
Topic doesn’'t come up when | talk to anyone, and the Journal hints on this no& Iseingus quest. So
won'’t put much effortin it.

n

FG g8, Lorbumol gro-Aglakh, Vivec

Nor gro-Shagramph said he’d deliver a ring to Ranes lenith, but he Habwéred. Go talk to Nor gro-
Shagramph and bring the Juiceclaw Feather Ring to me.

Nor says he doesn’t have the ring, but he’s a liar. Find him in theuHTaadton Plaza and bring me that
ring.

FG g8
Met Nor gro-Shagramph in Hlaalu Plaza, Persuasion Admire += 10, andasked about ring:
-- Fine. Take it. Never liked the stupid ring anyway.
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FG g8

Next time in Foreign Quarter; Lorbumol:

You have the ring? Good. Give me the ring and I'll get your pay. Here’s 10thsefivordsman.
Easy money. You want more orders, | got them.

Advancement? The FG recognizes you, Earendil. YenawEarendil the Protector
(Next rank: Defender. Req. STR 31, END 31, Ond 5Ki] two skills 15)

FG q9, Lorbumol gro-Aglakh, Vivec
There'’s an Argonian that can't keep his mouth shut. Go shut Tongue-Toadls mout
Go find Tongue-Toad at the Rat in the Pot in Ald’ruhn. Silence him drgivé you 500 septims.

In St. Delyn Plaza was addressed by a voice:

Side quest Invisibility, Cassius Oleinius, St. Dely  n Plaza, Vivec
Excuse me, can you help me? My name is Cassius Oleinius. Sorry ..
see, I've been made invisible by a wizard!

Yes, the wizard Fevyn Ralen cursed me with invisibility. You can’t
imagine what it’s like living like this! No one will tallotme; everyone
thinks I'm a ghost of some sort. | can’t take this any longer. fhaicito
go talk to the wizard, and my father the trader will think meca f
Please, can you help? — Fevyn Ralen is a mage in the Telvanahsefcti
Vivec. | don’t know why he’d do this to me. It's just terrible.

Also asked him about latest rumors:

Side quest Vivec Killings, rumor, St. Delyn Plaza, Vi  vec.

Have you heard? Seven victims? Here in Vivec? All with timeoats
slit? When it was just a few outlanders killed, the Ordinatoremwer
making much fuss. But now that they've had two of their own people
with slit throats, they seem very concerned at the Hall ofcéustve
heard that the Office of the Watch is quietly looking around for some
special help. Anything that can kiWo ordinators before they can draw
their weapons sounds like it wileedspecial help.

At this time, leveled up tbevel 16
As | had two tasks in Ald’ruhn, | took a break frafivec exploration, and traveled to Ald’ruhn.

MG q10

Edwinna Elbert:

You actually found a copy of Chronicles of Nchuleft? Excellent, now givedb& to me.
I’'m impressed, Conjurer. | hope you are always this efficient. — dlaves?

MG 13, Edwinna Elbert, Ald’ruhn

I have been waiting for ages to get a Detect Creatures patimnSkink-in-Trees-Shade in Sadrith Morg.

It's simply taking him forever to finish it. Go to Sadrith Mamad bring the potion back to me as soon &
Skink is finished.

!

Asked Edwinna about Trebonius (Dwarves quest).

The Guildmaster? Well, he’s certainly a powerfult@amage, but what has he accomplished? | wislytifild were
led by someone who showed more respect for sciniparsEspecially with all the interesting thingsstudy here in
Vvardenfell.

FG q9

At Rat in the Pot found Tongue-Toad:

What? The Fighters Guild sent you to kill me?

What? Why would they want me dead?

What if | were to leave town? Would you let me go and report thawé fled? {YES}
Thank you, Earendil. | will leave soon. May Stendarr watch over you.

Then took a quick tour to Sadrith Mora for MG q13.



MG q13

Skink-in-Trees-Shade

Yes, of course, soft-skin. Take this potion back to Edwinna, along witlpolggies. Speak with me
again next time you are here. | may have some duties for you, Conjurer.

Back to Edwinna:

Ah, at last, you've brought me a Detect Creatures Potion. Excelléytddn’'t | give you a potion more
useful to a Conjurer in the field?

First wanted to sell the Jinkblade, but at a pot£6500 gold, not many merchants can afford it. @he almost can, is Creeper,
upper level of Ghorak Manor in Caldera. Turned aualso buys / sells at 100% of price, so a verydgnace to trade — has
5000 gold, so also need to supply him with someepgje items | can buy when selling even more esigeritems...

Then to Balmora, and did yet another attempt aCtdimonna Tong people. This time was successfulwastreported and now
have a bounty of 5500 gold on me. Therefore wergctly to Fort Moonmoth:

Side quest, Larrius Varro, Fort Moonmoth

Yes? Is this about that work we discussed earlier?
| see everything’s been taken care of. And, just in case you hggagms of a legal nature, | spoke to some|of
my friends, and I've taken care of some things as well. Atid find that nice present from the Emperor. Here. |1t
seems to be a ring. A very nice ring. There was no note with igffaid. But I'll let the Emperor know you've
received it. I'm sure he’ll be pleased.

(got Ring of Surroundings)

Do you like it? It's useful for sneaking about. | don't know much abohuit) believe it used to belong to a baq
person. We don’t usually need that sort of thing in the Legion. Weittleantore straightforward in our methodg.
Usually.

After this meeting bounty was back to zero. Thed‘paople” had lots of heavy equipment, so had tmgay times to
collect all. Especially useful: Many repair hammerongs and lockpicks. For the time stowed awaylypi Caius’
house, partly in the bedroom in Mages Guild.

Then went back to Vivec and continued exploring questing.

First checked out FG q9 with Lorbumol — letting Toagload go was OK.

FG q10, Lorbumol gro-Aglakh, Vivec
| got a bounty on a Khajit. Name’s Dro’Sakhar. He’s hiding here ird&/ilin St. Olms, | think.

Suited me fine — St. Olms is next on the mappirtgaliyyway. Asked around in St. Olms Plaza:

FG g10
The Khajitis in one of the homes off the south-side canal. He lookeaEuspi
-- Found him in St. Olms Canal South-Two (9), and disposed of him.

Next found the Telvanni Mage Fevyn Ralen:

Side quest, Invisibility

Fevyn Ralen:

That little twit! Of course | made him invisible. Did he tell yoayw® He asked me to! Came in muttering
something about just wanting everyone to leave him alone, and promigay e 400 septims to make him
invisible to everyone. Did | get my money, though? He still hadatdgay. So, when he came in a few weeks$
later begging me to remove it, | laughed in his face... or whessuhaed it was.

-- He still owes me 400 septims. | haven't even charged him ibterébe debt. | don't believe the little fool
would understand what it meant. You can pay the debt yourself, if you wistshigied learn to pay his own
debts} — Yes he should. He’s an idiot. A harmless idiot, but an idiot ndesshe

[The plan now was to confront Cassius with the new info, and make him pdghihdut now, the quest is still i
the journal, marked as unresolved; neither Cassius nor Fevyn ha} “itefiibility” or any other useful topics
available when | speak to them. So for now I'm stuck.]

-

Now went to Hall / Temple compound, where | fouhd Office of the Watch. First got some general:info

The Palace of Vivec is the abode of the mortal fofrthe god-hero Lord Vivec, the Warrior-Poet of theee deities who
comprise Almsivi, the divine patrons of the Tribumample. Only the most devout are admitted topttessence of Lord Vivec,
and only at his initiation. Beneath the Palace nEY is the Puzzle Canal, a place of worship anthigg$or questing heroes
hoping to receive Vivec's favor. Many choice tre@suare guarded by Daedric servants in the Puzzial8alark passages.
{Castle is locked, securely. Only entrance to Peitzhnal appears to be the underwater gratings. féfaipbw.}



Then update on quests:

Side quest A Rash of Insults, Tarer Braryn, Office o f the Watch, Vivec Hall of Justice.
Tarer Baryn insulted Trebonius Artorius last night and now has a naktyHasvants me to go to MG with a
gift and his apologies. If | do it, he’ll pay me 50 gold.

Side quest Vivec Killings, Elam Andas, Office of the Watch, Vivec Hall of Justice.
We’ve had seven killings in Vivec recently. All the victilmsd their throats slit. Most did not appear to have
struggled. Five victims were outlanders. Two were OrdinatorstWwd@®rdinators were armed and on duty.
Their weapons were still in their belts. Nothing was removed thenvictim'’s bodies.

I cannot hire you. Only Ordinators may serve the Watch. But if yodiahis killer, and execute him, |
personally promise you a very handsome reward. | require no commitmentdeortmdeed, | cannot officially
accept one. But if you are interested, | can tell you what we know #igosiven victims and the report of th
witnesses.

None of the five outlander victims had been on Vvardenfell longer thhggek Two were found in Foreign
Quarters corridors, one on Foreighn Quarter Canalside, one in a H@apoGnd corridor, and one in the
water near the Arena. All were armed. Only one, a mage, appémst@ut up a fight. All had their throats
slit with a dagger. Until the two Ordinators were killed, we thoutghight be an anti-Imperial fanatic. And it
still might be.

The two Ordinators were found dead near the victim at Hlaalu Compound eathéhk they coincidentally
interrupted the killer at work. Both had their throats slit wittegger. That neither Ordinator had drawn a
weapon is extremely unsettling. It suggests either extraordsteaith, or a very powerful sorcerer. That'’s al
we know about the victims. And there’s not much information from wiggssther.

There are no witnesses to any of the killings. But in Hlaalu Compouabpat the same time as one of the
killings, an outlander reported being threatened by a Dunmer woman artheddagger. It was dark, and th
outlander transported magically to safety, so he couldn’t give es/akear description. But he was sure the
Dunmer woman with a dagger was dressed in a skirt and netch leatier

(D

11%

FG g10
Went back to FG in Foreign Quatrters:
| heard you got that Khajit. Here’s the 500 septims bounty.

Advancement? The FG recognizes you, Earendil. YenawEarendil the Defender
(Next rank: Warder. Req. STR 32, END 32, One €4ll two skills 20).
I’'m now high enough rank to Barter with him. He H&®0 gold, but not anything sufficiently interesti

FG ql11, Lorbumol gro-Aglakh, Vivec
Suvryn Doves says Lirielle Stoine in Ald’ruhn owes him 2000 septimstt@aiebt money and bring it back to
me. You get to keep half of it yourself.

Side quest, A Rash of Insults
Delivered the message to Trebonius in MG. For my efforts hergawve potion for myself and a potion to take
back to Tarer Braryn.

About here and at this time | advanced.¢ével 17.

Side quest, Vivec Killings

Asked a random bypasser in Foreign Quarters Plaza about Woman wittrDagg
A Dunmer woman, in a skirt and netch leather armor? With a dablgerdaven’t seen anyone like that. But|l
recall someone — maybe one of the sewer cleaners — saying sonadiingeeing a Dunmer woman down i
the Underworks. Not that odd, really, though Dunmer are not seen as muclfrardlgm Quarter. But in the
Underworks. That's odd. Nothing down there but rats and sewers.

Went to Underworks — spotted this woman at a long distance, but hadidsget there. But she was eagelf
to fight and jumped into the water, too. So ended in an (easy) undenghter fiut no screen shot. She had g
dagger that drained Fatigue, which explains why the victims digdjmt fiack.

Side quest Gone Missing, overheard at some plaza in Vivec.

Without any action from my side | overheard a comment on a person gomegrlisthen appeared in my
journal, so had to take action.

First clue was Moroni Uvelas in St. Olms Brewers and Fishmongers.




Side quest Gone Missing, Moroni Uvelas, St. Olms Bre  wers and Fishmongers

Yes, my husband, Danar Ulvelas, is missing again. It happens with éémnh& has a problem with
skooma, although he swears he’s been trying to stop. Last time ppedised it was for days, and when he
came back, he didn’t look so good. I'm worried that he might have been infgthezbrprus, or
something equally horrible. Do you think you might be able to find him for me?

{I'll find your husband}

--Danar and his no-good friends sometimes take to the Underworks neawvhen they’'ve got some
skooma. You might find him down there.

Side quest, Gone Missing

Went down to Underworks. There | met and killed a Corprus Stalker (undtleads wearing Danar’s
ring, so | fear this is what Danar Uvelas has become.

Returned to Moroni:

You've found my husband’s ring? Oh, he must have... Oh, no. Then the worst has pas® ta@an't say
that I'm surprised, though it is difficult to hear. He had been headimgrt such an end for years now.
Thank you for your help, Earendil. Please, take this for your troublgdeévthey will do you some good.
(Got 3 potions of Cure Common Disease.)

Side quest, Invisibility

Was close to St. Delyn Plaza, so decided to try to tie up looseTdrads. is a trader called Lucretinaus
Oleinius there — obviously the aforementioned father. So went to him:

Cassius did what?? What?? Oh, that foolish boy. Still, he’s mine, andVelbim. Here, take this money,
and repay his debt for me. It amazes me what young people will do senef®ot 400 gold)

With the 400 gold, returned to Fevyn Ralen (Telvanni).

It's good that his father is paying off the debt. Makes sense, | suppedie!’ll remove the spell. From
what I've heard, his father is an honest man, and I've no problem with hi

Lastly returned to St. Delyn and Cassius:

Thank you, thank you! It's so good to be able to be seen again. | justiédgdrsbmething to offer you, by
I have nothing of value and no gold to speak of. It's not easy to find a jobyol&e invisible. Thank
you again. [But the quest still appears in the Journal as activie.ques

—

To round up activities in Vivec, lastly paid a vigd Hall of Justice:

Side quest, A Rash of Insults

Tarer Braryn

| see all is forgiven. He gave you something for me? Excellenfekling better already. Since you did
such a good job, here’s an extra 50 gold.

Side quest, Vivec Killings

Elam Andas

According to your report, the Dunmer woman you killed matches the desorgmien us. We'll dispatch
Ordinators to follow up, but | believe you have identified and executedlkiie ©n behalf of the city, and
of the Office of the Watch, thank you. And now, for the reward | promi8kgive you a choice. You may
either have aindoril helm and cuirassor aBelt of the Armor of Gad

The helm and cuirass are heavy armor, and useful only to a sigbtey fiThese items belonged to one of
the Ordinators who were killed, and it is fitting that they should réw#e one who avenged his murder.
However, we ask that you not wear this armor in Vivec City, for yoy Imeamistaken for an Ordinator and
guard. Alternatively, the Belt of the Armor of God provides magcador and improves resistance againg
hostile spells, and should be useful for any adventurer. Which would yoJjdike8e Belt].

Very good. Please accept the belt, with our thanks. And accept, on thiedb&hedc City, our thanks for
ridding us of this dangerous killer.

{Note:

Indoril helm and cuirass is not heavy as stated, but medium armor e-Ihelbés more useful for me}
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Now took the guild guide to Ald’ruhn for the FG defhiest.
Met this guy outside the Mages Guild.

Side quest Solstheim Amulet, Louis Beauchamp, Ald’r uhn

l...built an airship, you see. Quite a...quite a...um...beautiful craft, iy lb@ao...bold. Some
scavenged Dwemer equip...um...parts, a few, you know...ahh...long-lasting |egipeiisn
Very clever...a capital idea, | know! Even hired a gang of...w&kw | guess you could call
them. They were to fly far to the north! Away from all this dusio Solstheim! | paid them
rather well. They were to locate Hrothmund’s Barrow, and find aicetem.

Hrothmund'’s Barrow is a grave — crypt. It is said to lie at theeafythe wolf. There’'s a
formation, you see. Rock...ice...that sort of thing. Shaped like a wodf walf that killed
Hrothmund! He’s said to be entombed at the wolf’'s eye. It's only @dibim the sky, or an
airship. That's why | built it. Build the airship, hire the crewythiad the barrow and recover
the amulet. Then they bring it to me! Perfect plan, | thought...

They were to recover a special amulet. According to storiggents and such — Hrothmund
was quite the — well he had plenty of lady friends. He was ugly, too -agglytroll! But he
had a magic trinket, he wore it. The Amulet of Infectious Charm,steadled. By all records,
he was buried with it. | must have that amulet.

The crew has failed me. Did they fly off course? Or maybe — midadyefound the amulet, and
flew away! To meet women! No fair maiden could resist a mi#éimtive Amulet!

Say, Earendil, | don’t suppose you're for hire? | would pay you gredtiydany airship. I'd
need proof of what happened to it, of course! Evidence, as it were. Andreg¢to bring me
the amulet! Ineedthat amulet. {OK}

At Hrothmund'’s Barrow you must say the wolf’'s name. To enter, say “Oridjagswer
wrong and the barrow will be sealed forever.

[NOTE: I'm begin to realize that these quests related tal8nia are part of a Morrowind
expansion set, and as such | really don’t want them in my journl Sbaccepting this was
definitely a mistake...]

Side quest lenas Sarandas, “little secret”, Ald’ruhn MG

Have you heard about poor lenas Sarabdas? He lost his patrimony bethegyaart Sold every piece of the
family silverware to pay his debts. A pity. | think it's drivieim a bit mad. Wears clothes fit for a lord, and hagn’t
got a drake for a meal.

MG q14, Edwinna Elbert, Ald’ruhn
Sirilonwe in Vivec MG has somehow acquired a copy of the Chimarvamidiusithe sixth volume of Marobar
Sul's “Ancient Tales of the Dwemer”. Most of the “Ancient Talas& not truly Dwemer in origin, but this one
may be an exception. It deals with some sort of golem or centurion. Would yallifg to “borrow” this book
for me? (YES)

Thank you. Sirilonwe probably keeps the book near her in the Mages Goildh&tever it takes to get the boo
and then return it to me. If you're caught stealing, of course itiBree against the Guild, so be careful. And
take these scrolls just in case. (Got 2 scrolls of Ondusi’s Unfgrgopen 40-60 points)

=

Spoke to lots of people in Ald’ruhn, hoping thewlbdirect me towards Lirielle Stoine (FG quest), th& name was
not a topic with anyone, nor was “debt money” onikir on the topic list. At last, found Lirielle the Rat in the Pot,
but even she did not have debt as a topic. So apiharl need to ask Lorbumol more to trigger thiest as active
with Ald’ruhn citizens. But that's no big problens &need to go to Vivec for MG q14 anyway. And shd.

FG ql1, Lorbumol gro-Aglakh, Vivec, cont'd (as should have done in the first place)
Debt money:
Lirielle Stoine can be found at the Rat in the Pot in Ald’ruhn.

MG ql4

Found Sirilonwe in her room. There’s also a door to a side room, and whenihvlegre, Sirilonwe didn’t
follow. A locked chest there, but the scroll | got unlocked it, andaledethe book | was after. Took the book
and went back out to Sirilonwe, who suspected nothing. Mission complete —ai@uipd members.

Guild guide back to Ald’ruhn.



MG q14

Edwinna:

You have a copy of the Chimarvamidium? Will you let me borrow the book? (YES)

Thank you, Earendil. | will return the book to you soon, but in the meantwareel more duties for you.

MG 15, Edwinna Elbert, Ald’ruhn

| have been distracted from my studies by several reports fram G&n. Apparently, there is some sort of
disturbance at Huleen’s hut. Since Huleen is a member of the Guiléaltye sught to do something about the
disturbance. | simply haven't had time to do it myself. My rese@rat an absolutely critical phase. Would yo
go to Maar Gan and take a look for me? (YES)

Excellent.

=

FG ql1

Talked to Percius Mercius at FG. Now “debt money” was on the topic lis

It was not Lirielle Stoine who owed the money, but her brother, Ranus Stoine. Rasioswdered, and | don’t
think Lirielle has 2000 septims. You'll have to either find the gold R&tame had, or pay the 2000 septims
yourself.

At the Rat in the Pot talked to Lirielle again (and again the lethappeared on the topic list):

My brother Ruran Stoine {changed name since | talked to Perciud@ais The Camonna Tong said he owed
them money, which | don't dispute. But now they say that | owe my brottedts, and | just don’t have the
money. | can't pay what | don’t have, can 1?

Ruran knew he was in debt. He went off to “seek his fortune” in soate phlledallapi, northeast of Gnaar

Mok. | haven't heard from him since.

Guild guide to Caldera, and then walked to Gnaak o the west coast.

Arenim Manor
Druegh-jigger’'s Rest
Jerian Dolbanitter’s shack
Mush-Mere’s shack
Caryarele’s shack
Rostlogi’'s shack
Anglalos’ shack

Nadene Rotheran’s shack

Gnaar Mok

NGO~ WDE

"N = | Only way in on narrow plank-way...

Then searched northeastwards Ntallapi.




1. Atronach ++

2. Dremora Lord
(dropped daedric spear
worth 40000 gold (1))

3. Ruran Stoine
(drowned in pool, had gold
and items total value about
1000 gold)

Further in some thieves and

mages, some valuables.

Malldpi

All'in all more than enough to
Mallapi pay debt...

Gnaar Mok : .
: B Tough fights — had to reload several times.

Went back to Caldera to visit Creeper on the wagntthe guild guide to Vivec:

FG ql1

Lorbumol:

You got the debt moneyt from Liriel Stoine? (YES)

Looks like it's all here. Good work, Earendil. Here, you take hailf of

FG q12, Lorbumol gro-Aglakh, Vivec
| have a bounty contract worth 500 gold for Adraria Vandacia. She’s at dine GEnsus and Excise buildings jn
Seyda Neen. There might be some guards around, so watch out.

Next | want to do the Bothian-quest, which | knawrh previous play-through and hints (not obvious tne...).
So from Balmora, walked via Caldera to the wesstaearching back to Ashurnibibi, which | foundenH visited
Hla Oad. On the way | stumbled over a large stractwith no apparent entrance — Hlormaren.

On arriving near Ashurnibibi, | started explorirggt
waters outside the ruins, and soon saw some
interesting structures on the sea floor.




Ruined shrine
of Boethia

Rehirnibibi

Casting water breath | dived and searched the ruarsd after a while found a head which had fallthe statue.
The head wanted to speak with me:

Side quest Ruined Shrine of Boethia, underwater nea  r Ashurnibibi, west coast

What do you want with me, mortal? My shrine is in ruins, my prieste forgotten me. Will you rebuild my
shrine, mortal? Restore it in all its glory? Accomplish this, andl reward you. You will be the bearer of
Goldbrand, my sword of legend. There is one who can help you do this for ma..Liste

Rough hands to smooth stone, Carving rock instead of bone, In Calderatanatsi, His masterpiece to creat
Find the one who may shape the rock. Go.

1%

On the way out encountered a Dremora outside Ashibirt he dropped an Ebony shortsword worth 10000 gold
perfect for bartering with Creeper... “Unforturigtethe random encounters in this area deservedme
advancement (premature).evel 18 But | had planned to train some misc. skills befihis level-up...

Returned to Balmora by (walking) shortest route.




In Balmora bought some training, then went to Calderfind the person Boethiah was talking about. fisst went
to Creeper, and then forgot. So ended up in Aldiriand while there coincidentially discussed thestjuéth the
leader of FG:

FG ql2

Percius Mercius, FG Ald’ruhn:

Adraria Vandacia:

-- is an Imperial tax agent. | don’t know why Lorbumol gro-Aglakh woule gyou a bounty on her. | can only
suggest that you disobey orders and do not kill her. If you decide nothekilfou will likely get no further
orders from Lorbumol. He is cruel, petty, and single-minded.

| didn't like this quest, so I'll heed Percius’ advice.

Caught a silt rider to Maar Gan, and went diretdl{Huleen’s hut:

MG q15

Inside hut met a hostile scamp. When dead he dropped a key to Huleestsvalosh | unlocked. There met
Listien Bierles

Is the Scamp really gone? Thank you, whoever you are. This is alluthy fa

The Scamp first did everything | told him, but he tricked me! He wasally under my control. Then he starte
tearing the place up, and he took all my clothes, and | locked myshbi§icloset, and it's been just horrible. |
don’t want to be a sorcerer anymore. | won't ever summon another Daddrayaas | live.

| wanted to be a real Sorcerer, not just Huleen’s apprentice foeghef my life. | wanted to prove | could
summon a scamp... Then Huleen would have to take me seriously. I'm pl#ttgyil over now. Thanks for
killing the scamp, Earendil.

** Back to Edwinna Elbert in Ald’ruhn:

So Huleen’s apprentice summoned a scamp? Is that all? | can’t HeNasalistracted from my studies for
something so trivial. Speaking of which, | discovered these sclisg my research. You may find them
useful. (Got Zcrolls of Fifth Barrie}.

MG q16, Edwinna Elbert, Ald’ruhn

Earendil, | have finished my study of Chimarvamidium.

Can you believe this isn’t about a Dwemer construct at all? This baslkcempletely useless. In any case, I n
you to return the book before Sirilonwe suspects anything. Return the book &verngsu found it.

bed

MG ql16

Just a matter of going to Vivec MG, to Sirilonwe and pass into t;lopen chest and place book in chest.
Return to Edwinna:

The book has been returned? Good work, Conjurer. Once | know the locationgeddsemer ruins, | will be
asking you to travel to some dangerous places. These amuldigsiwillou return to safety.

(Got Amulet of Almvisi InterventicandAmulet of Divine Interventign

MG ql17, Edwinna Elbert, Ald’ruhn

At this delicate phase of my research, | need to stulyemer Tube

They're easy enough to find. | believe | saw somarikmgthunch-Sturdumwhen | was last there. Would you
be willing to travel there and bring back the Dwemer Tube?

| appreciate your dedication, Earendil. Arkngthunch-Sturdumz is northwéstisis, but there’s an easier way
get there. Go to Ald Velothi and follow the coast to the west. Tlek&ilt Strider to Gnisis and follow the road
north. | will mark Ald Velothi on your map.

to

U7

Side quest, Ruined Shrine of Boethia

To Caldera and asked for “sculptor”. Was first directed to Vdsiekaine, the Trader:

There’s one in town who likes to carve up some stones, but I'm not abowy his sculptures. He lives in
Ghorak Manor.

After some searching found him on the second floor, Duma gro-Lag

74



Side quest, Ruined Shrine of Boethia, cont'd

Duma gro-Lag:

Sculptor?

Me? Well, | have done a few pieces. Mostly, Ghorak just throw thally far.
You interested in buying a piece? I'm working on one now...for now | call
“Untitled Rock”

Me do big statue? Hmmmm...could be good. Ghorak not throw that far agkll! T
you what — | make you statue. Need money, though for material. Need 2000
septims for everything. And need plans. How | supposed to make bigjsisttlilee
old one and not know what old one look like? Musstague boolsomewhere tell
me how to make shrine! Find me plans and gold, and | make your statusirivea
| find a good place to build it.

statue book

I don't know what it called! Book with statue picture in it. Déystion of shrine.

That kind of stuff. Ask book guys. They got lots of book. One must have tight §

o

Asked in nearest book shop and was advised totrgsha’s rare books in Vivec. So went there, andheesad the
book “Boethian’s Glory”, which appears to be the dnelooking for. Returned to gro-Lag with the book

Side quest, Ruined Shrine of Boethia

Duma gro-Lag

You got the stuff? Good, give it here. Okay, | found a place. Nice andfasvaystuff. Take me a few
weeks, though. Gotta get some assistant sculpturist to help me outsiod &ad, you know? Anyhow,
it be done in not too long. | gonna build itdtartag Poinup on coast from here. Up north. You can’t
miss. It really big. Great big rock, named after famous orc hex&ilHhimself there. Very famous. Long
way down from that rock.

Next traveled by guild guide and Silt rider to Khuu

Thongars’ Tradehouse
Endris Dilmyn’s shack
Aldi’s shack
Nelmyne Andules’ shack
Brurid’s shack
Svadstar’s shack
Miron Garer’s shack
Helga’'s shack
Rivame Samandas’ shack
. Panud Egg mine
0. Seran Ancestral Tomb



who wanted to fight. Collected some valuables dfierbattle.

Continued westwards and after a while passed saing before |
reached the villagald-Velothi.

— -




Ald Velothi

ShipFair Helas

Vireveri Darethran’s shack
Ganus Lloryn’s shack
Llerar Vinen's shack
Lledsea Relas’ shack
Sathas Rivul's shack
lenas Arvel’s shack
Outpost

NogakrwbPR

Had no business here, so just

continued westwards, and after a
while could view the Dwemer ruins,
Arkngthunch-Sturdumz .

Entered the ruins, and immediately
encountered a couple of mechanic:
creatures (“centurions”).
After this battle leveled up to
Level 19

Now realized a couple of things:

1. 1was already pretty heavy
loaded

2. | really need a more powerful
light spell.

So decided to pull out, back to

civilization and return.

In lieu of returning whence | came, |
headed towards Gnisis, to discover
and explore yet another place.

I




T:
1.
2.
3.
4,
5.
6.
7.
8.

Madach Tradehouse
Vabdas hut
Abelmawia hut
Dinadad hut

Yahaz hut

Shishara hut

Man Ilu hut

Shand hut

Barracks

Fort Darius

. Mantiri Cave Dwelling

. Arvs-Drelen

. Almu Cave Dwelling

. Lasamsi Cave Dwelling

. Tansumiren Cave Dwelling
. Mat

. Assarnud

. Gnisis Eggmine

Sales stands outside temple (have good
equipment):

S1: Ashuma-Nud Matluberib, weapons++
C: Zebba Benamamat, Clothier

T2: Shulki Ashunbabi, General trade

S2: Hannabi Zabynatus, armor++

After exploring Gnisis, returned to
Caldera / Balmora for trading and
training, before returning to Gnisis.




Side quest Missing pants, Hentus Yansurnummu, in riv er by Gnisis
Hainab Lasami stole my pants while | was swimming. Please getamis back.

Side quest, Missing pants
Coincidentally met Hainab Lasami in market area. — Why do you want Hepatnts? That swit couldn’t
put them on without help.

While talking to people in the village, the topjoih imperial legion” appeared —when asked was | re
directed towards Darius, downstairs at Madach Tradsé.

Met with him and decided to join the imperial legid-irst rank:Recruit

Note: Now I'm member | have to wear uniform, atdeahen someone higher-ranked than me from
the Legion can see me. The first | got was a crdpmperial Chain Cuirass — hope | get something
better as | advance.

Imperial Legion g1, Darius, Gnisis

There’s a little issue of land deechere in Gnisis | need you to take care of.

Mansilamar Vabdas died recently in the eggmine. He is survived lifeisvho now owns a
parcel of land we could use for another dock. Talk to the Widow Vabdas ati gkgted to
her land. Don’t take ‘no’ for an answer. Get me that land deed.

The eggmine is up on the hill. Careful in there, the kwama queen has lggeeadIThey're
only letting miners in.

Imperial Legion q1

Searched out the widow and asked her about the deed:
-- My husband was murdered by a legionnaire and now you come asking for hisdand! Y|
will never get his land. | will fight you and all of Gnisis whigjht you until all you foreigners
leave us in peace. Now get out of my house.

My husband went to the eggmine and never came home. He knew the mineseddyi

you foreigners and guarded by the Legions, but we had no fresh kwana eggswint to
help me, go to the mines and find out the truth.

So went to the eggmine. The guard outside: Sinc&g/dn the Legion, here’s the key. Be careful.

Explored the eggmine without finding anything spkdizen entered door to Lower eggmi Lower
Here was immediately confronted by a Legion Guhtgrub gro-Ogdum who gave me
10 seconds to get out, or be killed. Instead afrnég the way | came | spotted a door at ¥
the other end, and ran for it — arriving to Undetgd Stream. , -

ggmine

Eggmine

Exit *

Lower eggmine

Here | met the ghost dflansilamar Vabdas

Do not fear me, Breton. Listen, and | will tell ypow | was murdered by Lugrub
gro-Ogdum. | came to the mines to get fresh kwangs égy my family. Lugrub was
sleeping, and | snuck past him. When | found enaggs, | went back the way |
came, only this time Lugrub was awake. Lugrub murdene so that no one would
know he failed his duty. He dropped the brokenlzx&ised next to my body in the
water behind me. Take the axe as proof of Lugrubines.

Land deed:

Do not let them take my lands. Avenge my deathlandhy wife in peace.

At the bottom of the pool found the axe, and rezdrthe same way — this time barely,
surviving the attacks from Lugrub, without fightibgck.
Then went to Darius.




Imperial Legion g1

Darius:

Do you have the land deed?

-- Murdered? Do you have any proof (YES)

-- What kind of proof do you have? (I spoke with the ghost of Mansilamar Vabdas)

I don't care if you saw the ghost of Tiber Septim. | can't tellltbgion officers in Cyrodiil that |
condemned a soldier to death because you talked to a ghost. (Herauis' $.4ge)

Hm. Yes, this is Lugrub’s Axe. | can see how it's been damaged franghitbne here and there. With this,
I have no choice but to believe your story. Lugrub gro-Odgum is an outladrhign and kill him. Then
justice will be served.

Returned again to the Lower eggmine; this time fdupck when Lugrub attacked, and he was soon engisgbsed
of.

Imperial Legion q1
Darius:

If Lugrub is dead, justice has been served. Good work, Earendil. | have rders for you. Also take this
broadsword for a job well done.

Then finally headed for the Dwemer ruins.

Arkngthunch-Sturdumz

1. Dwemer Tube

All the machinery is
actually working...

MG ql17

Returned to Edwinna with the Dwemer Tube:

Yes, this is what | wanted. Now | can finally study these
“bthurkz” the Dwarves wrote about. | am impressed by your
dedication to scholarship. Good work, Earendil.

First to Caldera and Creeper, then ran to Balmothdrinterest of training.
Dropped Imperial Chain Cuirass in the bedroom M@ ®&a — must remember to pick it up before meetingidue again.

Then decided it's time for another main quest.

Blades g3, Caius Cosades, Balmora

I've thought it over, and | want you to interview three informantsiire® City concerning the Nerevarine and the
Sixth House. First, | want you to speak wittidhiranirr , a Khajit Thieves Guild operative. Second, | want you to
speak withHuleeya, an Argonian in the Morag Tong. Finally, | want you to speak Mighra Milo , a Temple
priestess. Here, I've written the details down, so you won't foAged here are 200 drakes. For bribes and other|
expenses.

Addhiranirr is found irSt. Olms CantarBe careful what you say, and use common sense. People in the cantgns are
suspicious of outsiders; you may have to win... or purchase ... their confidence.

Huleeya is an Argonian and a Morag Tang assassin. You'll find hine&ack Shalk Cornerclum the Lower
Waistworks of the Foreign Quarter. In addition to his other skilldeélya is also known around Vivec as a student
of history and a lover of books and old things.
Mehra Milo works in thdibraries at the Hall of Wisdom and Justiche’s a friend, so be careful, and don’t get her
in trouble. The Temple is suspicious of outlanders, and wouldn’t be happy todime k&lking with you about
religious matter. She’ll be easy to spot. Look for the priestébghe copper hair and copper eyes.




Guild guide to Vivec, and when there, | decideg@ag Lucretinaus Oleinius another visit — just to $ebhat would mark the
quest as completed.

Side quest, Invisibility
Lucretinaus Oleinius

| see that you paid the debt my son owed. | thank you for your help. Herewsual for all your efforts. (got 10D
gold). [And the quest no longer appears in my journal...]

Blades g3

As suspectediddhiranirrwas one of the persons | had met in the St. Olms Underworks:

You have come from Caius, so of course he tells you about Addhiranirr, howastieisd of Caius, and who
does little things for Caius, and who is also a member of the Thaaitds not at all important, but very helpfu
and loyal to fellow guild members.

Sixth House cult

No, Addhiranirr is not talking about this with you, because Addhiranirr ig distracted by an annoying taxman.
Census and Excise agent
You do not know this? They are the collectors of the Emperor’s taxeardffel And the Emperor has outlawed
trade in may things, like Dwemer artifacts and ebony, and a Censixeisd agent will enjoy being a pest
about such things. For several reasons, a Census and Excise ageAthiainirr’s favorite person. If you
want Addhiranirr to help you, make the bad agent got away. Then shellitu things.

[So that's why she’s down here — hiding from the agent. But she cdelasahave told me where to find him..|]
Next went to Hall of Wisdom and the Library. Fouriéhra Milothere:

--Yes, I'm Mehra Milo. Caius sent you? Follow me into the back ofitmary. We can't talk here ...

... Go ahead. I'm afraid | don’t know anything about a Sixth House cult, lamttiedl you about thierevarine
cult. The Temple worships Nerevar as a saint and hero, but propheciesaifitégnation are punished as
wicked heresy. The Nerevarine cult claims the Tribunal ase fgbds, hence the Temple’s persecution of the
Nerevarine cult. A group called the Dissident Priests disputeplBedoctrine on the Nerevarine prophecies.
The proscribed book ‘Progress of Truth’ describes their beliefsa Gapy of the book for Caius. That will tell
him things he needs to know about the Nerevarine cult.

Tribunal

Almalexia, Vivec, and Sotha Sil are mortal guardians who walked tiie, éafeated the Dunmer’s greatest
enemies, the Nords and the Dwarves, and achieved divine substance thpmrolarman discipline and virtue
and through supernatural wisdom and insight.

Persecution of the Nerevarine

It's an Ashlander cult — primitive superstition, says the Tempbeearines say the Tribunal are false gods. I've
never understood why the Temple wastes so much energy on them. fituk daitnot be shaken by such
attacks, and the Ashlanders are just ignorant savages. Buthgragbimission of the Temple to the Empire, and
the erosion of faith among the Dunmer, the militant wing of the Teimjiereasingly fierce in its attacks on
heretics and heathens.

Dissident Priests

They dispute Temple doctrine, and are outlawed and persecuted by thle T@rdinators arrest and imprison
heretics, and the Empire cannot interfere. ‘Progress of Truthtlisir beliefs. In brief, they challenge the purity
and divinity of the Tribunal, suggesting their powers are sorceroudiviio¢, and perhaps akin to the powers pf
Dagoth Ur. They also condemn the arbitrary power of the Ordinatorscaunseathe Temple hierarchy of self-
interest and corruption.

Nerevarine prophecies

The Ashlanders have a mystical tradition of interpreting dreaohsigions as prophecies. These prophecies are
recorded in verse, and may be lost or garbled over the generatiotise Bussident Priests have collected mahy
ancient prophecies of the Nerevarine, many of which they belidadgenuine. Collectively these are called the
Lost Prophecies of the Incarnate. One of the sacred missions akigeDt Priests is the collection and study
of these prophecies.

Progress of Truth

This book lists the disputes of the Dissident priests with TribDeple doctrines. The Temple has outlawed
the sale or possession of the book, so it will be hard to find. We tapmydnere, but | fear I'm being watched
by Ordinators here. A safer plan would be to search local bookselbens. I$ooksellers ignore Temple bans o
outlawed books for profits or for principles.

-

Last visit for now — Black Shalk Cornerclub (Forei@uarter), where | found Huleeya.



Blades g3, cont'd
Huleeya

| welcome you as the friend of my friend, Earendil. But | wishaaogmy friend’s bookstore, and
these troublesome fools are in my way. | have tried to persuadelibethey hate my race, and
fear there will be violence. Perhaps if you speak with them... butrbfuka and be ready.

My friend, Jobasha the Khajit, has a bookstore, Jobasha’s Rare Books. liilyagree to travel
together with me there, | will answer your questions. But beforgayébeg you to try to
persuade these troublesome fools to leave us alone. Otherwisehkfewill attack us the
moment we go to leave.

The sight of a free Argonian offends these racist thugs. It woulgskamy Morag Tong honor to
slay them, and | don’t want to trouble my friend Saralis Golmisdtifig in his club. But | must
go to my friend’s bookstore, where we can talk in peace.

Probably my personality and speechcraft skill wdficsently high, because all of the thugs agreetetais
leave in peace, without any objection. So we ‘ttagiéogether’ the short distance to Jobasha’'s Rank&

Blades g3, cont'd
Huleeya

Yes, thank you very much. We should be free from distraction here.llcsetl you about the Nerevarine cult s¢
you can report back to Caius. And | don’t know of any Sixth House Cult.
To understand the Nerevarine cult, you must understand the history afhfemders. Nerevar means something
very different to the Ashlanders from what he means to Dunmer of t#et Bouses. You should also know about
the persecution of the Nerevarine, and the legacy of the Falsaite, for the Nerevarine cult is at the heart of
the ancient conflict between the nomadic Ashlanders and the setlatil®use Dunmer. Here is a summary fd
Caius, but ask your questions, and I'll answer in detalil.
History of the Ashlanders

In the First Era, the nomadic Ashlanders, and the settled Dunmemaamsnuch alike, but after the First Coun¢
and the formation of the Great Houses, Ashlanders have been steawdityifip the poorest and most hostile
lands. Now the nomadic tribes look to the prophesied return of Nerevardstoration of their ancient rights an
religious traditions.

TheAshlandersate the House Dunmer, who have become soft, and who have abandoned traditistzal ance
worship for the gods of the Tribunal, and the Ashlanders hate outlanders, wtiedrarad stole their land, and
forced them to live as a subject people. A reborn Nerevar who coutdairivthe outlander invaders, destroy the
false worship of the Tribunal, and restore the pure traditionatifefaith of the nomads would be a very popular
hero to the Ashlanders.

=
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In modern times Morrowind is ruled by fivereat HousedHouse Hlaalu, House Redoran, House Telvanni, House

Indoril, and House Dres. Great Houses culture is partly defined byats in ancient Dunmer tribal clans, and
partly by later Imperial influences from other Western culturbge Great Houses culture is only one of the native
Dunmer cultures of Morrowind. The other native culture, the Ashlander episua nomadic barbarian culture
largely untouched by Imperial influences.

Persecution of the Nerevarine

The Temple treats the Nerevarine prophecies as heresy, andvipie Tmprisons and executes heretics, unless
prevented by Imperial law. But, since the Nerevarine cult isledstthe Empire, the Empire does not interfere
when Temple persecutes the cult. Ashlanders hate the Temple, andlgdytibe Ordinators, for their ruthless
treatment of Nerevarine cultists.

False Incarnate

In the past, some have claimed to be the reincarnated NerevanoBhezcent is known as Peakstar, a figure o
legend among the Wastes tribes for the last 30 years. The Teawypléhese false Incarnates disprove the
prophecies, since the false Incarnates fail and come to nothing, Inaygtieal Nerevarine cult glorifies rather
than shrinks from contradictions, citing the appearance of ‘failedtiates’ as certain proof of Nerevar’s coming
rebirth.

Sixth House cult

I've never heard of such a thing. House Dagoth was the Sixth House theitWar of the First Council, they
betrayed the other Great Houses, and were destroyed for theartr&ut I've never heard of anyone worshippipg
them. Dagoth Ur, the ancient head of House Dagoth, is the Devil ofithen@l faith, but I've never heard of
anyone worshipping him, either.

** While there, checked if Jobasha had ‘Progress of Truth’, which he did. Stitoug — easy task.




Tried to talk to people about Census and Excisatafet the topic never appeared in the list — mdbie in
the St. Olms Waistworks — people didkitowanything, but at least the topic was there. And thigist
coincidentally ran into him.

Blades g3, cont'd

Duvanius Platonius:

I’'m looking for a friend of mine, a female Khajit named Addhiranirr. @a ¥now where | can
find her? (YES — she just took a gondola to the mainland (lied...))

-- What a disappointment. But thank you for your time. | was just headikgd#te mainland
myself, anyway, and maybe I'll run into her there.

So could return to the Underworks and search oathienirr once again:

Blades g3, cont'd

So. Are you the one Addhiranirr must thank for getting rid of the annoyemg® and Excise
agent? Addhiranirr is very glad to see you, and very happy to tellal fofemy friend Caius all
about theSixth House cult

This Addhiranirr knows about, because it is about smuggling. Some smaglersuaye
suddenly too busy for their old clients, because they have a new emptey8ixth House, who
paysverywell. But what do they smuggle now? Addhiranirr doesn’t know, because theggr
secret. And this is odd, because these smugglers are alwaysitblbichgging, and now they
hush up like fat-bellied kitties full of sweet-meats.

Smugglingis big business. The Empire says we can’t trade skooma, moon sugar, ebemgrD
artifacts, exotic Dunmer weapons and armor, and slaves. So smugglerthese things.
Smugglers also smuggle greef, shein, and sujamma to avoid Imp&riahd now the Sixth
House hires smugglers, though what they smuggle, Addhiranirr cannot say.

Nerevarine

Yes, Addhiranirr knows this Nerevarine cult is just silly supeaostitSo you tell Caius this.
Nobody in her right mind pays any attention to this moon-yeowling. Propleeaesncient
heroes reborn and other silliness. Fuzzy tales for little &ittie

Another Disturbing Dream, Mages Guild, Balmora

You dreamed that a tall figure with a golden mask spoke to you, but you understa word.
He smiled, and seemed pleasant, but when he reached to touch you,attgorifi and you tried
to escape, but you couldn’t move. You tried to cry out, but you couldn’'t make a sdwenfiy(re
kept smiling and talking, but you felt sure he was trying to acasessort of spell on you. When
you woke, you couldn’t recall how the dream ended.

Blades g3
Caius Cosades:
| have your report, and I'll make copies of your notes from Huleeyahen'@®rogress of Truth’. Give me time to
read and digest all this. In the meantime, I'm promoting yalwtoneymanYou're doing good work. And here
are 200 drakes. Go out and treat yourself to a new pair of shoes. And go dols®foe the guilds, or other
freelance work, just to keep your cover story current. Or get samég. Then, when you're fit and rested,
come back, and I'll have new orders for you.

Heeding Caius’ advice, decided to do some que$tinthe Imperial Legion. Hence, went to Fort Moortmand just
inside the door met Radd Hard-Heart.

Imperial Legion g2, Radd Hard-Heart, Fort Moonmoth, Balmora

I’'m proud to give you the rank &pearmanand this shield (got Imperial shield).

The Buoyant Armigers have challenged us to a hunt. Go kill a Dwemeaur@entand bring
me the scrap metal.

From an earlier quest | know there’s lots of sanagtal in the Dwemer ruins by the bridge, so poppethere, found some
scrap metal and returned.
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Imperial Legion g2

Radd Hard-Heart:

Do you have the scrap metal? (YES, here itis)

Yes, excellent. As you've guaranteed our victory over the Ordinatsinsuld probably give you a
little something for your trouble. Here’s 500 drakes.

Advancement: I'm proud to give you the rankTaboper and this armor (got Imperial steel cuirass)
The new equipment | got was better than my existing

Steel shield: AR 27, weight 15 — Imperial shield 28 weight 14

Steel cuirass: AR 27, weight 30 — Imperial steetass AR 28, weight 29.

Convenient that my best armor can service as unifdso.

Now I'm going to Gnisis, and started by runningaldera. On the way leveled upltevel 20 (Had 5 increases in
strength-skills, but didn’t get strength bonus. Dgou get bonus when you're close to 1007?)

Stopped at Ald’ruhn MG on the way:

MG 18, Edwinna Elbert, Ald’ruhn

I was wondering if you might check up on one of my colleagues in the Biweins of Nchuleftingth.
The last excavation report is long overdue ...

You can get there by going around the mountains near Suran and heading naldhgabe Foyada
Nadanat, or you can start in Molag Mar and head northwest towards Mauwsht &a north around
Mount Kand and along the north side of the Foyada.

Senilias Cadusius is engaged in official Imperial research in Bftmgth. He was supposed to give me
an excavation report every month, but has not sent one this month. Go toffiathland find out
what is going on.

And then Silt rider to Gnisis.

Imperial Legion g3, Darius, Gnisis

Perhaps you can help with the Gnisis Eggmine. The eggmine was aasatly because of the risk of
spreading blight, but the mines here need the eggmine to supporathéies. Find the blighted
Kwama queen and cure her. Either castig blightspell on her, or speak withetman Abelmawia
who has scrolls of cure blight.

Side quest, Missing pants

Met Hainab Lasami in market area again. This time used péauagise his disposition to > 80
(admire, bribe), and then he gave me the pants. (“It was a sillajokeay.”)

Gave the pants back to Hentus, and got 3 Hackle-Lo leaves adrewar

First went to Hetman and bought two scrolls of dulight. Then, aided by a hint, went to the Tempiestairs.
There’s a “Vivec Ashmask” on display (turns out #@igake one), and going
up the “slide” there’s a shrine which doesn't Idikde a shrine at all, but with
luck or persistence, the legend “Shrine of the Magipears. Activating>
“Do you want to donate one potion of common cusedse?” (YES), and
the shrine opens, revealing the real mask (withimhigher value). Now the
not-so-apparent thing to do is to donate anothdope- and nothing happen
apparently. But when | checked my spells, a nevil bpd been added:
Vivec's touch — cure blight and common disease oghou

After that it was an easy matter to go to the eggmiower eggmine (where
| had killed gro-Odgum, turned left and found theegn. Cast the spell at he
had to fight a couple of Kwamas on the way out, @tdrned to Darius.

Imperial Legion g3

Darius:

So has the kwama queen been cured? (YES)

Good. Now the miners can go back to work. We'll still have to put guadttie
lower parts of the eggmine, but at least the villagers cathgeteggs. Take these
100 drakes as a reward.



Imperial Legion g4, Darius, Gnisis

I need a Trooper to finflladura Scrajwho is missing.

I have a report from Ald Velothi that one of their own, Medura Scran,iiglteld hostage in an
outcast ashlander camp just south of their village. Go there and lesctotsafety.

Checked the sales stands by the temple and foeydstirprisingly had some good equipment. So boug
myself a new and better helmet before heading wariths towards Ald Velodhi.

Found the camp south of the village, talked to sastdanders outside, and was directed to “Abassel,
inside hut”.

Imperial Legion g4

Abassel Asserbassalit:

So this pilgrim has value? | will give her to you for 500 drakésy(BOO drakes).

Thank you Earendil — she is free to go.

(Alternatively, could have killed them all, but in a peaceful mood...)

Madura Scran wanted to be escorted to the Ald Velothi Outpost, wididhalithout any events.

Next went to Khuul and took a boat to Dagon Fel.

Dagon Fel

Ship: Arrow

. The End of the World
Heifnir, Trader
Greidil Half-Troll's h.
Onmi Har-mouth’s h.
Mette’s h.

Fana Fork-Beard’s h.
Watch Tower

Itar the Gentle’s h.
Fjorrod’s h.

Anja Swift-Sailer’s h.
Hurg’s h.

©CoOoNoGO~WNE A




Worked my way westwards from Dagon Fel into 8teograd region Found Pudai Eggmine.
At western edge used the World map to Water Walkvigate my way to the Vas island.

Found Ulyne Henim outside the Vas Cave, but expegie
from this game and Oblivion is that these “compasio
have a bad habit of getting themself killed in such
missions, so decided to explore the dungeon atiealo
until it was relatively clear of monsters.

Vas, Entry Level

Vas, Tower

Neeromahcer
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¥4 Entry level: Rats, Ghosts, and Skeleton ChampiaresaHy no big
, “.% challenges. (Note when returning to entry leveirfrine Tower, many
o Entry Level monsters have been respawned, so you're not $ai: from Dremora
Lord only to run into four skeleton champions —tédibetter but not
much.)

Tower: Dremora, Dremora Lord, Daedroth — pretty tofights. (Got some good weapons in the
30000 gold value range).

In the lower level area found a dead guy with airepammer verywelcome! After cleaning out
everything was ready fdrevel 21 Rested a bit, then went back outside and asksdelb join.

When climbing the stairs up to the Necromanceraeddoth appeared from nowhere and killed Ulyne
—s0 had to reload and this time was prepared.fdtahaged to do both the big fights without Ulyne
getting involved. The Necromancer room containas &6 valuable armor and stuff, but | couldn’t
carry any more, so it's there for fetching later.

Ulyne Henim The Necromancer Daris Adram is dead, Earendil. Klyau for your assistance. The
battle would have been difficult without you. | ndtay here and take care of a few details. Thank
you again.




Chose an alternative route back. First crosseevétier southwards to the mainland, and plannedlimidhe coast
westwards to Khuul. But found the camp Urshilaku aadrby a Dwemer ruin. It's not that | didn’t waatfight the
Dremora monsters there, but being fully loaded hilidant to get any more good stuff. And my detagrresulted in
me suddenly being close to Maar Gan instead. BtistK — took the silt rider to Ald’ruhn, where thiglventure

ended —in the Fighters Guild.

FG g7

Percius Mercius
Ulyne Henim gave a very positive report, Earendil. Since
this has helped our reputation with the Buoyant Armigerg
I've decided to share the contract reward with you. Take

these 500 septims.

FG g13, Percius Mercius, Ald’ruhn
The Fighters Guild often enacts justice when there is no one elseantt so. | just received a contrag¢t

straight from Cyrodiil. | need someone to find the murderer and obttaer Beneran
He was a member of House Redoran. He is now the leader of an outlaw Bangan which is north of

Maar Gan. Find Nerer Beneran and bring him to justice.
You might want to ask around Maar Gan. I've heard this outlaw refugyeas island and well-hidden.

Back to Balmora (via Creeper in Caldera...), gotadraining and achievedevel 22 While resting, yet an assassin
attack — this one dropped a Daedric Wakizashi worth088jold, so these attacks pay off...

FG g13
Eventually travelled to Maar Gan, and asked for Sargon: “ChebtkBuigdurash gra-Gashel or Nuleno

Tedas — you'll probably find them at the Trading House or Outpost”

Found Nuleno Tedas:
It's almost due north of here, but you'll need a way to get acrosethdt’s on an island, and it's a long

walk with a long swim after it. You know where Vas is? Well, @&'kit southwest of there. Like | said, it{s
a long way to go. | suppose you could travel west from Dagon Fel, datlithg trip from there as well.

(The orc said exactly the same.)

Didn’t want to do this quite yet, so travelled tai€ls, and met with Darius: 87
Word of your accomplishments has spread fast. Yeueady for advancement. | am proud to give yeuréimk of
Agent, and this helm and gauntlets. (Got Imperial stésim (current Nordic Trollbone Helm better) and kgl

Steel Gauntlets (better than my steel gauntlets).)



Imperial Legion g4
So you got Medura Scran out of the camp and in one piece. Good work, Earendil.

Imperial Legion g5, Darius, Gnisis
Ragash gra-Shuzgub was sent to Arvs Drelen, but no word has been hesrdrainicsuspect
foul play. Find her and bring her back. Careful with Balades, though. | wostthim.

Arvs-Drelen Found Summoning room key in a bedroom. In summondagn killed a
few skeletons, and found Dwemer Boots of Flying (3&Rand flying.)
Upstairs a few locked doors; perhaps Balades beadnedf them?

In cellar: Prison cells, trapped and locked. Haghténough security skill
to disarm, and high-level open spell unlock@dgashwas in there:

-- Hey, Balades Demnevanni locked me in here. Canggbune out?

-- Balades? Yes, | just came to collect taxes aad told, and he lock me
up in this room. (Follow me out). ...

--Thank you, thank you so much. [So she was let fied | never met
Balades at all — but did rob him blind]

Imperial Legion g5
Report on Ragash gra-Shuzgub, Agent.
Excellent! Good to hear you were able to get her out of there.

Imperial Legion g6, Darius, Gnisis

| suspect there is something going on with some of my troopers. krfitsrhave told me of a conspiracy
brewing involving theralos Cult but | have not yet been able to find any proof of this. Investigate this
Earendil, and bring me any information you find.

Talos Cult is a group that reveres Tiber Septim. It is not thepgas a whole with whom | am concerned.
It is rumors of a conspiracy within that interests me. Talk to fellow soldiers and see if you can find
out more.

Asked Nash gra-Khazor (in the Trading House) abalbg Cult:

Ok, ok. Look, I'm not into it, but I know someonéavis,Oritius Mara That's all I'm saying. Check the barracks.
Went to the barracks and found Oritius Maro:

You have interest in the Talos Cult? | can undecstany. But, | have nothing more to tell you abdis thow.

{ Increased his disposition to 72 (Admire) }

-- | like you, Earendil. Perhaps you could be of samse to us. Do you have interest in becoming abeewf the
Talos Cult? (YES, please tell me more).

| thought you might. Here, take this key. It willlack the door to the shrine downstairs. Look ia $toreroom for
the door. While you are there, speak wiitius Rulician He can tell you more.

Opened the trap door with the key, and met Arius:

What are you doing here? This is for Talos Cult merslonly.

{Admire success}

Ahh, you have spoken to Oritius then? Excellent. Akéealways interested in meeting those who synpathith
our cause. Feel free to look around and hear @unspl

Taos Cult?

We are those who worship the true following of tlegions. Protecting the glory of Tiber Septim, Talthe
Dragonborn.

{Got his disposition up to 100, but didn't get ampre out of him}

Went back to Daruis with what | had found:

So you found a secret alter to Tiber Septim? lilttes me that the Talos Cult has been hiding itstjmes from
me, but the worship of Tiber Septim is acceptedubhmut the Empire. | need proof of a conspiracyreahe
Emperor, Earendil, not just the existence of anghri

So went back to the shrine. On table: Locked cfiesk level 5) — easily opened — contained a lettemf Oritius
Maro, with plans for an ambush on the Emperor. Whewok it Arius Rulician attacked me, and | hackiib him.
Left the barracks, but had a feeling Oritius wasofeing me (not outside though).

Darius:

This is a most troubling letter. Thank the Divingal found this evidence. Now you must execute ARufician 88
and Oritius Maro.

Went back to the barracks, and Oritius attackedmmeediately — but was quickly disposed of.



Imperial Legion g6
Now the traitors are dead. It saddens me that this could happen to memyratenmand. We all swore to
serve the Emperor, no matter what happens. You've earned my grdtiawmeedil. Long live Uriel Septim!

You are a good soldier, Earendil. | am proud tegivu the rank o€hampion and these pauldrons and boots.
(Got Imperial Steel boots and Imperial Steel Pauridr— but | have better equipment already.)

Finished in Gnisis for the time being, went to Caddend further to Gnaar Mok-area. North of theagé found
Khartag Point — went primarily to see how the workqaeded, but surprisingly the statue was stanthieigtalready.

Side quest, Ruined Shrine of Boethia

Duma gro-Lag:

Okay, statue all built. Hope you have fun with new one. Shame to getaid of
Khartag Rock, but it cause some problems anyway. Big rock.

Shrine got built. Big shrine. Not bad work, | think myself did one real golod ja
legend in my own shrine.

“Talked” to statue: (Boethia):

You have done well. This shrine is a worthy one, and my power will agdé@itbe
Take this, mortal. Wield th&oldbrandwith a strong hand, and let all know that m
shrine has risen!

My alteration skill had now exceeded 50, so werBatmora Mages Guild and talked to Ranis:
Congratulations. You are now Earendil flagician Strive ever forward.

(Next: Warlock, one skill 60, two skills 20).

[Dropped all my keys on the floor by the closethiea MG bedroom. Don't think | need them any more]

Now for the FG-quest on the northern island. Turoetithere’s a good route northwards from Maar Garostly
north and a little east — through really barren $aghe. Arrived just south of the eastern tip ofishend. Lots of
fights on the way, so advancedLevel 23during this journey.

Water walked over to the island, and found the cave
Sarganat the south side of the center of the island.




1. Trapped and locked door
2. Lots of crates and sacks
nothing impressive
3. Nerer Beneran
Had to fight 7 of Beneran'’s
companions on the way.
Beneran wore an Ebony Cuira
(AR 118, weight 60) — a real
prize! Also far more equipment
in the cave and worn by the
bandits than it was possible to
carry back.

Walked the same way back to Ald’ruhn,
and Percius Mercius at the Fighters Guild.

Note: Found out on the way that Creeper (in Calenlaales
Dwemer coins. That's a good source of lightweigtdrae!

FG q13
Good work. Nerer Beneran has been brought to justice. Here’s your g
of the bounty, Earendil. (Got 500 gold).

** The Fighters Guild recognizes you. You are now EarendiVtaeder

FG q14, Percius Mercius, Ald’ruhn

SerjoAvon Oranof Suran has given us a contract. He's been having problembawithits in Suran
He’s a good leader. Most leaders take their positions foregtamtd neglect the duties they have to
the people. Serjo Avon Oran is a better man than that. He takes bistdutie town of Suran very
seriously. Look for him there and speak to him about the bandits in.Suran

Took the Silt rider to Suran, and to Oran resideficens out there are traders / trainers in therevell.

Serjo Avon Oran:

The bandits have been attacking fr8aturarwhich is northeast of here, just over the mountafils Daldyr
Sarysand the raids will end. When you have killed hiepart directly to me, and | will give you 1000 gatd
bounty.

The cave was precisely where he'd said it would- Beund out eventually that the easiest way washsotithe
mountain ridge and follow the valley north.
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Saturan =

Saturan
SIEVES

Inarius 4
Eggmine

Had to fight some five bandits in addition to
Daldur Sarys. Lots and lots of semi-valuable
stuff here — partly worn by bandits, partly in
crates and chests. Had to go three or four times
to carry it all back to a trader.

Freed some slaves from a slave pen:
--Yes , you have freed me, Earendil. Are you inThén Lamp$® ... | do not know if they really exist. It is

said that they help slaves like us escape. Untilamived, | did not believe | would ever see Arigoagain.
After killing Sarys, went back to Serjo Avon Oran:

FG ql4

You have brought justice to Daldur Sarys and his bandits. House Hlaalu

thanks you, Earendil. Here is the bounty money we agreed on. (Got 1000
gold.)

On one of the return trips to Saturan, coming fath, | met a warrior:




Side quest Umbra, East of Suran

Have you come seeking me? My name is unimportant, and my accomplishneciets.

What are any of my accomplishments in the whole of this world?d traveled from one end of the land to th
other: | have killed creatures that can stop a man’s hedrbwita look. | have the blood of man and mer
uncountable on my hands. | have seen the atrocities of war and the hidessssofyeace. There is nothing le
for me in this world.

| have seen the wholesale slaughter of men, women, entire races &f. Mitgujes have burned before my eyes
— my hand has held the torch, and my hand has thrown water on the fl&ianes been ankle deep in blood,
swinging Umbra in a wide arc, all for the glory of the battle, and hstill stand.

I have no more to do in this life. | have saved whole towns from paaleedia, and | have slaughtered men fpr
the glory of countless nobles. All that is left for me is my owrtldesnd the gods have cheated me of that. All |
ask is to die like a warrior, but how can that be?

What is the use of knowing my name? If it will make you more cdaite, you may call me Umbra. It is the
name of my blade, though it may as well be mine.

| don't believe it is too much to ask to die as a warrior should —tttebh is my curse, though, that | have found
no one that can best me in combat. Are you the one that can? Can you corfterenfiidm these shackles of
life? Come then, be the new wielder of Umbra! (I will give you thetdgau deserve).

Excellent! Perhaps now | will be granted a warrior’s death. AnduiifiInot, know that you will be.

[He attacked before | could draw my sword, but on the third attewss bble to defeat him.

Reward:Umbra, two hand sword with soul trap enchantment — worth 110000 gold. Plus completelearcish
armor.]

D
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During the trips to and fro Saturan | leveled up.¢vel 24
After selling all and done in the Suran area, werAld'ruhn to talk to Percius Mercius:

FG ql14
Serjo Avon Oran spoke highly of your work. Every contract like thigshihe old reputation of the
Fighters Guild.

FG q15, Percius Mercius, Ald’ruhn

I have a small task for you. The Empire charges the Fighteld With keeping the forts and mines
supplied. Would you be willing to take a load of flin to téh-Pal min&

Here’s the flin (20 bottles). Deliver it to Dangor. He’s a Bosmio works at the mine, which is on
the base of Red Mountain just west of the Zainab camp.

Decided to do this quest immediately. The targéarigrom any travel destination, so decided to b
with exploring, and take it from Sadrith Mora, vielTAhrun and the Zainab camp. Uneventful to Tel Ahru

Bildren Areleth, Apothecary
Plot and Plaster

Aryne Telnim, Smith

Ferele Athran, Trader
Underground

Tower Entry

Upper Tower

Tower Living quarters
Slave pen.

agrONEAHOT P>

Tel Aruhn
Undereground

Side quest, Maurrie Aurmine, north of Pelagiad
FoundEmusette Bracques the Plot and Plaster.
-- Ah.. so you're the one who brought Maurrie and Nelos together.
Nothing has been seen or heard of them since then, but the bards
are singing songs of their love. Well done, Earendil. Please takp
these as a token of my gratitude. (Got 3 potions of Exclusive
Restore Health.)

And this quest was finally completed.

D




Water walked over to the mainland and continuedato® Zainab camp.
Relatively flat and barren grasslands — uneventfakpt for the standard encounters.

Zainab Camp Kummu’s Yurt
Ababael Timsar-Dadisun’s Yurt — Smith
Kuda’s Yurt

Wise Woman’s Yurt

Tussi’'s Yurt

Ashibaal’s Yurt

Minassour’s Yurt

Ashkhan’s Yurt

. Ashur-Dan’s Yurt — Trader

0. Patababi’s Yurt.

BooNoO~wNE

They weren't hostile, but not especially friendlther. Most had a
disposition of about 30, half of what people notlgnabve.

The Smith has 9000 gold, but very low dispositiamd | didn’t

succeed in raising it. So his buying prices wedgtlously low. No
way I'll trade with him...
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Now went more or less directly westwards, and afftiot of the Red Mountain found the Elith-Pal Mine
exactly as described.

Elith-Pal Mine

Narrow
ledge

Didn't find him at first attempt, as | had to clinabnarrow, almost secret ledge to get into theripagt of the
mine. But else an easy task (ebony mine, with gyjardly monsters some rats).

Dangor:
Are you here to deliver the flin?
Thanks, Earendil. I've been looking forward to thispment.

And then ended this quest by walking / runningfadl way to the south. Got trapped amongst somedbsil
in the end, and used the Divine Intervention amulehich surprisingly sent me to Pelagiad. And ihalf
walk back to Balmora from there.

Next went to Ald’runh via Caldera, and talked todhes Mercius at FG:

FG g15

Good work, Earendil. A load of flin can get heavy after a few stepsfdryeandy myself. Could |
offer you some? Something to wet your throat after the load trip?, (YE&se).

(Got 500 septims for contract, and one Cyrodiilic Brandy).

Percius had no more orders for now — suggested kdpedrundiin Sadrith Mora.
Returned to Balmora, practiced some spell castimgaalvanced tbevel 25

Silt rider to Suran, and headed out for the Nchingth quest (MG18). Followed road signs to Moussarnibibi in the start, and
turned south (was looking for a cave entrancethmge aréarge Dwemer ruins, easily spotted at far distance).

— Entered ruins and found
Senilias Cadiusus near the entrance.




Upper Test of Pattern | Upper levels
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Nchuleftingth
Lower Levels

Upper levels

1. Senilias Cadiusus.
This is my daughter, Pania. | am excavating theserBer ruins. Oh, did Edwinna send you? I'm afraid |
don’t have an excavation report for her. Tell Edveireverything is fine. We've just had a few ... aelts.
Our native guideAnes Venduis missing. He was taking notes for our next gatan report, and he must
have taken it with him when he disappeared. Soméi®wmust have gotten into the lower levels. Wowld y
try and find him?

2. Nchuleftingth key (didn’t see where | may havediugp

Test of Pattern: This may have been intended agzq Three cranks
(C1-C3) at north wall, and no exits.
However, automap showed “something” behind the smagtern nook.
So natural to try to turn crank C3 — and exit todowevels appeared
(The other two cranks are supposedly traps).
Lower levels: Centurion spheres and spiders.

3. Anes Vendu — dead — beside a dead Centurion sphere.
Also a book: “Hanging Gardens”

Back to Senilias Cadiusus: 25
| feared he might be dead. This is terribjes

news. | should never have let him explore

the ruins alone.

You found the report? Deliver it to Edwinna ElbertAld’ruhn: | will continue my

work here. Now that the lower levels are open, geshwe can make more discoveries
here. In honor of our deceased colleague, Anes \endu

Hanging Garder¥s

Hm. This book is written in both Dwemer and Aldmelfsyou can find a scholar who
can read Aldmeris, this might well be the transiative’'ve been looking for! This is a
very exciting discovery. | only wish Anes Veldu coddare it with us.

Returned to Suran a shorter route, following the main ridge back. Then went to Caius for more asder

Blades g4, Caius Cosades, Balmora

We need an Ashlander informant. | have heard of a fellow in Ald’ruhn d&taesour Zainsubani an Ashlander
who left the Wastes to become a wealthy trader. They say thendlshddike to give and receive presents. Take
these 100 drakes. Find out what Zainsubani likes, and get him a gift. Meemmithe gift, and see if he will tell
you about the Ashlanders and the Nerevarine cult. Then report back to me.

I'd try the Ald Skar Inn in Ald’ruhn first. That's more respectablertfide Rat in the Pot.

So next destination was Ald’ruhn — both to meet viddwinna and to find Zainsubani.

MG 18
Did you get the excavation report? Do you have it with you? (YES)
Thank you, Earendil. This report will be helpful, I'm sure.

Congratulations. You are now Earendil ivarlock Strive ever forward.
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MG 19, Edwinna Elbert, Ald’ruhn

| want you to find some Dwemer plans or blueprints.

Senilias already sent the blueprints he found in Nchuleftingth tortipeEor... But the excavation
report mentionezuleft, which is southwest of Dagon Fel. You will need to swim or fly acpasts
of the Sea of Ghosts. Bring back any plans or blueprints you find.

Asked around Ald’ruhn about Hassour Zainsubani, lolioaly could tell anything before a guy at the Alé&Skn:
“He’s a trader, and a wealthy one. He has his avamrhere. He was born an Ashlander, and knows $peiech
and custom, and has grown rich by trading with tfi@mnhe things prized by Westerners.”

Barkeeper told me I'd find him below in his room,“m the room below the bar”. Located his room,
recognizable by some books on Ashlander poem. Bobk some time before | found the stairs to tigétri
of the bar to “the room below the bar”.

Blades g4

Hassour Zainsubani:
| am Hassour Zainsubani, Earendil. May you bless and be blessed. | do ntat béstude, but if
you have business, speak it, for | am at leisure, and would prefer to bevittongy thoughts.

| see. You wish to learn of Ashlanders from me. And what is it thatwysiuto learn?

(What are your gift-giving customs?)

A curious question. A gift is a sign of courtesy among strangersfteadion among friends.
Among strangers, a thoughtful gift is a sign that you are cautinds;onsiderate, and aware of
other’'s wants and needs. Such is particularly useful for tradersaeders. Among friends, it is
private thing, and subtle, with great risks, for the test of tihésgaow well it is tailored to the
receiver.

Ashlanders may challenge a stranger who enters a yurt withoutimvit&ustoms differ with
different tribes, but leave when requested, and you may be forgivenrti®elpgy careful about
ashkans- tribal chiefs — anavise womer- tribal seers and councilors. Some are welcoming, some are hostile. B
courteous, and leave if requested. If offended, they may attack.

A qift that shows you have taken the care to learn something odédbiver. For example, | love poetry. No strange
could be expected to know this, but a book of poetry given to me by a stshoges the giver respects me, and ha
made a special effort to know and please me. But now, | have answerepigstion, and would like some time to
myself. If you will excuse me?

** \WWent to the book store and bought the two books of Ashland poetry ‘Words of tité avid ‘The Five Far Stars’
Then returned to the Ashlander:

-- Yes. What is your business with me? (ADMIRE Success — disp. 73)

Thoughtful gift.

This is a gift for me? A copy of “The Five Far Stars”. Nobledgoof noble warriors. | gratefully accept your gift. M
people have never loved the written word, and | lament their ignom@mt fz such common yet potent magic. |
thank you, and | honor your courtesy, Earendil. It would please me to return yowesgday answering your
guestions. What would you wish to know about the Ashlanders and the Nerevafine cul

Ashlanders?

There is too much to tell. Here, take thestes I've written here what you should know about the Ashlanders an
Nerevarine cult. But most of all, if you are visiting a camp, tlageethings you should know about courtesy and
challenges among the Ashlanders. And, since you ask about the Nereulriperbaps you'll be interested in my

views on the Ashlanders and foreigners, because a guiding passion ofaliarike cult is their hatred of foreigners.

When challenged for sport, it is acceptable to decline. When challémgeonor, it is shameful to decline. Honor
challenges come from offense given in speech or action, or mayespcastomary formal challenges of status or
ritual.

The Nerevarine cult worship the Great Ashkan and Hortator, Nerewanidnd-Star, who in ages past destroyed t
evil, godless dwarves and banished the treacherous Dagoth Ur aodl thissts beneath Red Mountain. The cult is
small consequence in Ashlander worship, and only among the Urshilaku oltoitgefs have any influence. Other
Ashlanders tribes share the sentiments of the cult, but regaretbeaxine prophecies with suspicion and skeptici
Most Ashlanders wish all foreigners and their false gods could bendrima Morrowind. At very least, Ashlanders
wish the foreign devils would leave them in peace. Ashlanders tréhlameful to attack unarmed persons, but the
will kill without hesitation an armed person who offends them or thairlaws. No Ashlander is fool enough to
make war against the Empire. However, if such a war mightaioe mvany Ashlanders might cheerfully give their
lives to win such a war.
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Blades g4, cont'd

Urshilaku:
The Urshilaku are the Ashlanders of the northern Ashlands and the \&&sti® the northwest of Vvardenfell.

Ashkan Sul-Matuul is their chief, a brave and respected war leatkVarrior-Protector of the Nerevarine cult.
The Urshilaku camp moves with the herds, but usually lies close &ethef Ghosts.

As | was already this far north | decided to g@tgon Fel for the Mzuleft mission before returninglaius.
On arrival Dagon Fel found that | had to go west sodth around the mountains to come to the Dwenies ru
(crossing the mountains is OK, but requires somd kif levitate or slowfall.)

Dagon Fel

Mzuleft
% Ruin

On arrival leveled up tbevel 26
(Note: Had 98 in intelligence, and whether | adwahone, three, or more int-skills,

| was never given more than one increase pointhiSas definitely a bug.)

Mzuleft key

Dwemer scarab plans (the “blueprints”)
Book “Eggs of Time” (value 1000)
Trapped and locked door — opened with
Mzuleft key.

Stairs up a few levels.

PR

Quite a few bandits here, with pretty good stuff.
Sold some to the local merchant (had to wait a
Mzuleft few days), and brought some back “home”, but
still had to return later to get it all out.

Returned to Edwinna in Ald’ruhn:

MG 18
Well, have you found any Dwemer plans yet? (YES)
Yes, this is exactly what | was looking for.
Excellent work, Warlock.

Then went “home” to Balmora.
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Blades g4
Caius Cosades:
Thanks for your report. But keep Zainsubani’s notes on the Ahlanders. Meedlthem. I'm promoting you, and

sending you to the Urshilaku camp to speak Bitll-MatuulandNibani MaesaBut before you go, | think it may be

time to tell you what is going on.

The Emperor and his advisors think you have the appearance of mbetounditions of the Nerevarine prophecie

That's why you were pulled out of prison on his Majesty’s authoritysamd to me. So you could satisfy the
conditions of the Nerevarine prophecies and become the NerevarineThisris.a decoded copy of the coded
package you gave me when you arrived. Read it later. It should exydaytheng.

12

Blades g5, Caius Cosades, Balmora

As you'll see in the decoded message, the Emperor and his councilgmidagve the ‘appearance’ of satisfying the

conditions of the prophecy. Do yoeally satisfy the prophecy? Are yaoaally the prophesied Nerevarine? At first,
thought we were just supposed to create a persuasive impostor. NowKrdom'tvhat to think. But | am sure of on
thing. This is not just primitive superstition, and we will tréatiriously, just as his Majesty commands.

So, Zainsubani says Sul-Matuul and Nibani Maesa at Urshilaku camp dreatie of the Nerevarine cult. So I'm
sending you to speak with them. Tell them your story, and have theyoteastiainst the Nerevarine prophecies. A
heads of the Nerevarine cult, they can best judge whether you siadigfiophecies. When you've spoken with the
report back to me. Here’s 200 drakes for expenses. And pick up essanpiids at Fort Moonmoth.

Before you go to Urshilaku camp, seemutis VennuandCrulius Pontaniarat Fort Moonmoth. I've asked them to

put aside some potions and scrolls for you, courtesy of the Emperor. tulaatyou’ll want the cure potions; | hear

the blight is very bad up north. And use the Divine Intervention sésaili find you're over your head. It will get
you safe to an Imperial cult shrine, where you can heal, refit, aagdaig.

D

|72}

m:

Yet Another Disturbing Dream, Mages Guild, Balmora

In your dreams, a tall figure in a golden mask spoke to you: Lord Ndrelaxil, Hai
Resdaynia! Long forgotten, forged anew! Three belied you, three be:yayeOne you
betrayed was three times true! Lord Voryn Dagoth, Dagoth Ur! Stetdtdfgeman,
faithful friend, bids you come and climb Red Mountain! Beneath Red Mountain, oncg ~ And was ready for
again, break your bonds, shed cursed skin, and purge the n'wah from Morrowind! Level 27

Blades info — decoded notes to Caius

Spymaster Caius Cosades

Knight-Errant of the Imperial Order of Blades

Director of Imperial Intelligence in Vvardenfell DistrictEastern Provinces

| have the honor to acquaint you with his Majesty’s wishes concerirgnéil, an individual of no rank or
consequence.

Earendil has been released from prison by his Majesty’s authorigeatdo you with this missive. Earendil is to b
entered as Novice in the Imperial Order of Blades, and is¥@eamder your absolute authority as you shall see
except insofar as his Majesty’s particular wishes are conterne

His Majesty’s particular wishes are as follows.

A local superstition holds that an orphan and outcast, a youth born on a daytéd uncertain parents, shall unite
the tribes of the Dunmer, drive out the invaders of Morrowind, and gesilablish the ancient laws and customs
the Dark Elven nations. This orphan and outcast is called in lelgeritlérevarine”, and is supposed to be a
reincarnation of the long-dead Dunmer General and First Councilor, LordlINgogvar.

Earendil has the appearance of meeting the conditions of this locedtitigge Therefore it is his Majesty’s desire
that Earendil shall, insofar as is possible, satisfy the conditiotmés ancient prophecy, and shall become the
Nerevarine.

Though this prophecy is indeed only an ancient local superstition, histylapes taken counsel on this matter with
his most expert informants and confidants, and his Majesty is persihatiéioe prophecy is genuine and significar
either in its entirety, or in its several parts, and he eayraethands that you treat this matter with the utmost
seriousness.

Certain aspects of this ancient superstition are describedexidie this document, and further materials will be

forthcoming by courier at the earliest occasion. It will, of coureaecessary that you acquaint yourself better with

the details of this ancient superstition from your local sourcese$his matter intimately concerns Earendil, it is
expected that you will emply him to gather information on this subjéstvidjesty has taken a great personal
interest in the legends and prophecies of the Nerevarine, andyeageitls your reports.

| have the honor to be, Sir, your most Humble and Obedient Servant,

Glabrio Bellenius, Personal Secretary to the Emperor

a}
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On the way out from Balmora MG was attacked twidg
by assassins — they pose no problems, and leav re
good stuff — so just keep it coming...

i L

. Ald’ruhn

Went to Ald’ruhn and from there found the Buckmot
Legion Fort, in search of new Imperial Legion qaest
The fort houses both Imperial Legion and Imperialtd
people.

The person responsible for Ordersnisin the
Dreamey found on the lower level of the fort interior.

People at the fort offer bartering, spells, tragnin

Blunt, Axe, Long blade, Block, Athletics, Hand2Han
Sneak, Med. armor, Block, Speechcraft, Mercantile,
Mysticism, Restoration, Alteration.

Imperial Legion q7, Imsin the Dreamer, Fort Buckmoth

Dwemer artifacts are being smuggled through Ald’ruhn. | believedDri
Varyon is responsible. | hate to ask you to break the law, but we need
evidence to convict him. Go to his place in Ald’ruhn and bring me any
Dwemer artifact you find inside.

Imperial Legion q7

Went to Drinar Varyon’s house, and searched everything — even opened
his trapped and locked chests — but didn’t find anything suspicious. Had to
consult a hint, and there’s supposed to be a Dwemer tube hidden among
his pots — even when knowing exactly where the tube was | had a really
hard time finding it (Drinar didn’t care that | took it). But evgaity got it,

and returned to Imsin:

Have you found any evidence in Drinar Varyon’'s home? (YES)

This along with the word of a member of the Legions should be enough to
convict him. I will let you know when we catch him.

Buckmoth Legion Fort

Imperial Legion g8, Imsin the Dreamer, Fort Buckmoth

I need you to rescue a Knight of the Order of Ebonheart, Joncis Dalomax.
He is being held in Ashurnibibi, a Daedric ruin on an island northwest of
Hla Oad. We cannot afford the ransom. Go there and rescue Joncis
Dalomax if he still lives.

Ashurnibibi is a place I've been already. Went vilrBora and Caldera (training and bartering), andredtthe shrine.

Ashurnibibi Shrine _ . .
Had to swim underwater to arrive at the shrine prowhere |

was attacked by some orcs and mage.

1. Orc dropped Ancient Daedric Key
In this area, a table with useful books and scraltsl an alter
with valuable sacrifices — on taking them was attacky a
Dremora Lord.

2. Trapped and locked door, open with found key

3. Joncis Dalomax.
First time | met him he wouldn’t speak to me beeaus
wasn’'t wearing my uniform. So had to go back tod@ed
and find the Imperial Legion Cuirass and return.

4. Trapped and locked door — opened an alternativee ro
underwater cave back to the entrance area. Bubodies.
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While in the area, explored the caskal Met some skeleton champions and at the end a,mafigra Ulver. She had
some good stuff which | looted (e.g. grandmasteh@inist items). Hopefully | haven't ruined a laterest...

Imperial Legion g8

Returned wearing my uniform, Joncis:

You have killed my captors, and | am grateful. | can find my own wan frere.
Next to Imsin the Dreamer:

I am glad to hear that Joncis is safe. You have my gratitude, Earendil.

| am proud to give you the rank §hight Erranf and this cuirass and greaves.

(Got Imperial Templar Knight Cuirass (AR38, wt 39)ddmperial Templar Greaves (AR38, wt 18). Better
than current “uniform”, but far inferior to the Bty Cuirass.)
[Next level: One skill at 60, two at 20]

Imperial Legion g9, Imsin the Dreamer, Fort Buckmoth

I need you to bring me a maiden’s token. The outcast Tel¥arona Nelass blackmailing a
Buoyant Armiger. Varona Nelas has an embroidered glove which was givaa Bubyant Armiger
as a token of affection. It would cause a scandal if it were knloatrittey are lovers. Go to
Assumanywhich is southeast of Ald Redaynia, and recover the glove aistil.c

Ald Redaynia is the site of an ancient ruined wizard’s tower ow#stern tip of a large island west
of Sheograd.

MG 20, Edwinna Elbert, Ald’ruhn

| have heard that the miners in the Gnisis Eggmine broke into theofiBethamez Officially, the
Gnisis eggmine was closed because of blight, but | heard that rono&esinto the lost Dwemer ruin
of Bethamez. | have also heard that they found Dwemer plans sionitee blueprints you brought
me before. Go to the Gnisis eggmine and bring back any plans or bluepriniisdzou f
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FG q16, Eydis Fire-Eye, Balmora

Alof the Easterner has seen Orc outlaws near his farm. | hawatiiact from Duke Dren himself to
investigate the Orcs at a Daedric ruin. Go to Alof's Farm nortlegd®elagiad and just north of the
Arvel Plantation. Alof can tell you where the Orcs are and what rteduks done.

Extremely bad directions — after a long time speeking, it turned out that Alof's farm was the orfeat visited near
the Fields of Kummu — on theorthern shoreof the lake north of Pelagiad. Who would searchetadter that
description? Anyway — after found the farm:

Alof the Easterner:

The Orcs come from what the local Dunmer éahunartesit’'s a Daedric ruin northeast of here and justtveésin
old Dunmer stronghold [Marandas]. | heard these @reded by the Barbarian Burub gra-Bamog. If ydlutke
leader, the rest of them might leave us farmerseace.

Ashunartes

Entered by the door to the right in right hand ymief and immediately met an Orc who wanted to fifbtgot to notice
his name, but this must have been the leader. fd@eveas just a small hallway, with a big hole ia floor, and some
activity in the lower level. After searching evetyave found that there had to be some way baclérit down — so
jumped down the hole, and was immediately met bgetlother guys, who were quickly taken care of.

N

There was also a statue / shrine with some offeri@m taking these a Dremora Lord appeared as usutadf this stage
these aren’t any problem — and often drop extrergetd stuff. Also found there was a second entraeegling directly
to this lower level. When no more to explore codeld I'd probably done what should be done, and Vetis met by
some Atronachs, Daedra, and Dremora Lord on thédautstough but manageablt®. Level 29

FG q16
Reported to Alof: I'm glad you got rid of those Orcs, Earendil. Yowebediport back to Eydis Fire-Eyd
before she decides to keep the contract money for herself.

Eydis:

Alof says the Orcs are gone. Here’s 500 septims for the Duke’s cbntra

FG q17, Eydis Fire-Eye, Balmora
A distinguished client has placed a contract orMbethi Gang Our client wants the leader of the 101
gang, Dovres Verethi, killed. The Verethi Gang are smugglersibagéannammyjust southeast of
Pelagiad. Kill Dovres Verethi and report back to me for 1000 septims.

Having advanced Alteration skill to 70, | could d&&nis for advancement:



MG g21, Ranis Arthys, Balmora — Wizard's Staff

In order to advance to the rank of Wizard, you must hatézard’s Staff

| could sell you one, but they are quite expensive at 5000 septims. Hohwalé® know of a former
member of the ordeAnirne, who may still have her Wizard’s Staff (Ask about Anirne).

Really any Wizard's Staff will do, but it is no crime to takee from a renegade and outlaw like
Anirne. Last | heard, she was in the cavernSud— a cavern on the far west coast of Sheograd, due
west of Dagon Fel. There is an inlet west of Dagon Fel beforegaminithe real coast. Do not be
fooled by this.

Started the Mannammu quest next — the cavern waly éasnd near Pelagiad.
Met bandits at regular intervals while approachimginner end of the cave

Mannammu

1. Area with crates, chests, sacks,...
Many trapped and locked.
2. Dovres Verethi — also crates and chests and goodies

Really really a beneficial quest — lots of generabdjes, ended up returning three or
four times to get it all out — but most importantBrobably random, but fourtigrand
and7 greatersoul gems in the chests.

Also found a Dwemer helm (AR43, weight 5 — better Agliter than the Nordic
Trollbone helm).

After third return trip leveled up to
Level 30

FG gql7

Eydis:

Good work, Earendil. Here's the 1000 septims from the contract.
The Fighters Guild recognizes you — You are now Earendibtrerdian

FG q18, Eydis Fire-Eye, Balmora
There is a dangerous creature loose irSié&no TombA Hungerhas violated the Sarano Tomb. Go [o
this tomb, which is over the hills southeast of Fort Moonmoth betweekstiiands and Lake Amaya,
and kill the Hunger.

Sarano Tomb Again was fooled by the directions — started seacBbutheastwards from Fort
Moonmoth, and eventually ended at the Ancestral I birad (mistakenly) entered
already when helping out the guy with the lost campn near Fields of Kummu.
Had to fight some skeleton champions and ghosts

1. Trapped and locked door
2. Hunger

This hunger was really not much of a threat — cagatits soul, which went into a

common soul gem — not impressive. But he droppegrar® Ebony Helm, AR132 at a
hefty weight of 10. Goodie — goodie.
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FG 18

Eydis:

Did you find time in your schedule to visit the Sarano Tomb yet? GBr/¢he status.

| am sure the Sarano family is grateful. In the meantime, $isoghe more tangible gratitude: 1000 septi
-- | can’t advance you any more, Guardian. For further advancement, yag&ltdnéalk to Sjoring Hard-
Heart himself in Vivec.

(No more orders.)

Then planned for the quests which require traveiintpe north.

First found some chests that appear appropriatstéoing excess items: In the top-level room in @kdvianor,
Caldera (the room which the sculptor appears te eft permanently); and in the free-for-all bedrmoand chests in
Ald’ruhn Fighters Guild. Hope my stuff is safe there

The really valuable stuff, like my alchemist appasaand the soul gems, have been stored with Caius.

From Ald’ruhn, traveled to the Gnisis eggmine.

Underground stream

Bethamez

Lower Eggmine

This quest obviously was easier since I'd alreaglyrbin the eggmine on the two Imperial Legion questsit was a
quick-in quick-out operation (couldn't avoid kijra few Kwama warriors).
1. Doorto Eggmine
2. Door to Underground stream
3. Door to Bethamez
4. Door to Lower Eggmine
5. Underwater door out to river
(Secret alternative)
6. Dwemer Airship plans and
book “Divine Metaphysics” (val 1000)

Went back to Ald’ruhn before continuing the
northern round-trip.
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MG g20

Edwinna Elbert:

Did you find any plans or blueprints in Bethamez?
This is truly remarkable, Earendil. These plans are veryainflerhaps with both of them in my possession,
| can discover their secrets. It's a shame Arch-Mage Trebdoisn't share your dedication to scholarship.

(Note: When | clicked “blueprints” she replied shias sorry | hadn’t found any, but she was surectheare some there.
Clicking on “Bethamez” | got the response abovet iBuhe meantime | had reloaded in Gnisis thinKitgd missed

something...)

Then took the Silt rider to Khuul, and walked aldhg coast to about the Urshilaku camp, cast Waadk and crossed
over to the west tip of the island. Wandered aistjesxploring the western part in search for theecantrance. At
some time was pretty close to Ald Redaynia, andattasked by fire without being able to see wherm flzow | could
fight back — ran for it, and after a while found &dsvunder attack by two skeleton archers firingdin@ws. Difficult to
fight back when you can't see your attackers!

Eventually foundAssumanta bit east on the island — near the small peninsuldne mainland.

Was met by a Hunger outside — substantially tougteem the previous one.

Entered cave and was met by a series of differémnachs.

Also the by now standard set of bandit companions.

Assumanu

Having acquired the much asked-for glove (but mgtlsing else noteworthy), exited the cave, and masby another
Hunger waiting outside. This one | captured inangrsoul gem — proving that it was indeed of a cetepf different

kind.

Before going to Sud, went to Dagon Fel for a timé-ou
Then searched for Sud — going directly westwards figon Fel, and directed by “at the western eddgghebgrad” —

which was a pretty precise definition of where urid it.

The wizard in there was protected by lots of undsathmoned, Atronachs and Deadra — so had to fighvayyin. In
addition | wouldn’t have come far without fly spéir item). Some goodies, but not much valuableepkthe staff. When
| got it, | cast a recall spell home to Balmora — deriful!

Note: Encountered @olden Sainin here, but as that was the last |
expected, | hadn’t brought any grand soul gemsptue it in.

>
Anirne




MG g21

Ranis Athrys:
Advancement?
So you have a Wizard's Staff? Yes, that one will do. You are now readgManeement. Congratulations. You
are now Earendil the/izard

You have completed all the duties | have. Have you spoken with Edwinna nutitiddr Skink in Sadrith Mora?

Then went to Ald’ruhn, visiting Creeper on the w&pntacted Imsin:

Imperial Legion g9

Imsin the Dreamer:

Varona Nelas is dead? Then this secret dies with him.

I have no more orders for you. Check with the Knight Protectors on theletfien forts.

It appears that only Sadrith Mora can offer newl&quests now. So went there.

MG g22, Skink-in-Tree’s-Shade, Wolverine Hall, Sadr ith Mora
| need someone to escort the schdkmyeminwe She is staying at Muriel’'s Cornerclub. She|i
concerned about some trouble she had with a Telvanni last night. Shealeaise Sadrith
Mora on the EIf-Skerring but is afraid to go to the docks. If yooreser to Gals Arethis’s
ship, | would be grateful.

FG g19, Hrundi, Wolverine Hall, Sadrith Mora

Larienna Macrinavants us to provide some assistance with her expedition in the Dwgmer
of Nchurdamz Go to Nchurdamz, a Dwemer ruin far south of Sadrith Mora, and talk to
Larienna Macrina. Help her clear out the necromancers thereord lback to me. I'll mark
the position on your map.

MG g22

Just a matter of going to the Cornerclub, find Tenyeminwe and watle twacks with she
quietly following behind — completely uneventful. (When we had boarded thesisaileft, went
ashore and back towards Wolverine Hall. So what was this all about?

Reported back to Skink:

| am glad to hear that Tenyeminwe made it to the Elf-Skerrindysafeu have my thanks.

MG 23, Skink-in-Tree’'s-Shade, Wolverine Hall, Sadr ith Mora

I am looking for a rare book/ampires of Vvardenfell

There are two books in the series. The first is common in Morrowindt Mre booksellers
have a copy. The second volume is rare. If you can find a copy of volume teold be
grateful. You might try a rare bookseller.

By now | was ready to rest faevel 31 So returned to Balmora for some trading and tnginand
as | now feel | need restore-spells and fortifylspé decided next task should

be one of exploring yet unvisited towns / citiesmbined with ongoing
guests. So naturally first went to Vivec, as | agtpd Jobasha could have
the book, at the same time inquiring about spells.

Jobasha:
It is a rare book. The Temple does not like thiskh@nd could punish poor
Jobasha if they knew... But he had it, so purchésed

Then took a ship from Vivec to Molag Mar — a new city.

Turned out to be very similar to Vivec.
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Molag Mar

—-

Yellow doors are

entries to sub-areas:

1. Waistworks

2. Canalworks

3. Underworks
(Trapdoors)

White numbers:
1. St. Veloth's Hostel
2. Redoran Stronghold

The Templesold some restore attribute-spells, actually exabt ones | was missing:

Restore Luck, Restore Personality, Restore SpeedRastore Strength, plus Restore Fatigue.
Also had lots of restore xxx-potions for sale.

Door to main map

2: Door to Canalworks

The Pilgrim’s Rest
Sactring the Nord, Smith
Vasesius Viciulus, Trader
1. Armigers Stronghold
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2. Canalworks

X3: Trapdoor to Underworks

3. Underworks

X:  Trapdoor to main map
X2: Trapdoor to Canalworks

1. Encounter with Corprus Stalker
2. Body of dead adventurer

e

|

Done exploring here, went over to the
mainland and headed eastwards, towards
Nchurdamz
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Met Larienna Macrinautside the ruins:

FG g19 cont'd , Larienna Macrina, Nchurdamz

Ho there! You're one of Hrundi’s band, aren’t you? |
can spot you a mile off. I've been waiting for some time
now for assistance, but | suppose you will have to dq.
I’'m on a quest to root out a “great beast” dwelling
within these ruins. You and | will explore together. |
will conquest the Daedtdrelvesuy which is hiding in
here, weak from previous battles. I'm not interested ip
loot, so you can keep whatever you find.

Didn’t want to get her killed, so decided to exgldhe ruins
on my own, until only the quest beast was left — ehdher
take care of that.

Nchurdamz Centurion Spheres, Centurion Spiders, Steam Centuri
Found some raw glass, other jewels, and lots ofrbeve
coins.

1. Door, trapped and locked (lv. 70)
2. Ancient Dwemer key (unlocked door (1))
3. Hrelvesuu

Larienna: Hrelvesuu is vanquished, yet somehow |
feel uneasy. | must investigate these ruins further

You have been a worthy companion. Farewell my

friend.

Now found that even tough | was seriously
over-encumbered, a recall spell took me safely back
to Balmora, where | could temporarily unload excess
weight — nice...




Then back to report:

MG g23

Skink:

Have you found a copy &fampires of Vvardenfed

Yes, this is exactly what | was looking for... And it is in good conditiom, t hope 1000 septims
will cover your expenses.

MG 24, Skink-in-Tree’s-Shade, Wolverine Hall, Sadr ith Mora

You may be able to assist me, Earendil. | would like to speak witbfadhe Wise Women of the
Ashlanders. Perhaps you could arrange a meeting.

Speak with the Wise Women of the Ashlander tribes. From what I've Hedodbt the
Erabenimsun or the Urshilaku would agree. The Zainab might agreewbutd speak with the
Ahemmusa first. Their camp is on the northeast corner of Vvardendgk d ship to Tel Vos and
go north up the coast. If you reach the sea, you have gone too far.

FG q19
What is the latest from Nchurdamz? Have you investigatedit ye
| heard Larienna was pleased with your work. Here’s the 500 septimsyaafer this contract.

FG g20, Hrundi, Wolverine Hall, Sadrith Mora

Novor Dretharhas hired us to help him take care of some problems Biskapla Mine

Our client is Novor Drethan, the owner of the mine. Meet him insidmthe, northeast of the
Dunmer strongholéalensaranowhich is on the mainland west of Tel Aruhn. Do whatever NoV

says needs doing. He said something about Nix Hounds getting loose andgttakniners.

Found some fortify spells at the Imperial Shrinettos way out — went to the ship and traveled toMeifa.
Turned out Tel Mora and Vos are only separated siyoat water walk.
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Ship: Falvillo’s Endeavor

T
1
2
3
4.
5.
6
7
8
9.
1

Varo Tradehouse

Fanisca Irano’s Farmhouse
lenasa Rada’s Farmhouse
Maela Kaushad’s Farmhouse
Mandyn Rala’s Farmhouse
Menus Fela’s Farmhouse
Ulvis Llothas’ Farmhouse
Trilam Drolnor’'s Farmhouse
Thilse Aralas’ Farmhouse
Runethyne Andas’ Farmhouse

0. Dreynas Elvul's Farmhouse

GRONEANTOR

Jolda, Apothecary
Eleghan, Clothier
The Covenant
Radras, Smith
Berwen, Trader

Upper Tower

Lower Tower

Liette's h.

Nona’s h.

Kirsty's h.

Tel Vos
Services Tower
Northeastern Tower
Southern Tower
Aryon’s Chambers
Jail
Barracks and Armory
Central Tower

The Ahemmusa camp was just a short walk northeast Trel Vos. It was about this time | discovereatih 110
no pants, and also missed a pauldron — my Dwemer &semvd one Dwemer Pauldron had vanished!

Probably some monster has cast a disintegrate aimoe without me noticing — and now it's too lgtdad

it when | left Sadrith Mora, but | won't replay ey#ning from there...)




Mamaca’s Yurt, healer
Wise Woman's Yurt
Nummu’s Yurt
Addammus’ Yurt
Lanabi’'s Yurt, trader
Assamma-ldan’s Yurt
Ashkan’s Yurt
Dutadalk’s Yurt
Kausi's Yurt

Ahemmusa Camp

©CoNoOr~wWNE

Kammu:

They call them ‘corprus beasts’. They come from Rexlintain. Once they
were men. Then blight storms come. They walk instioems. They get

sick, grow fat and stupid. Now they wander like nhedsts, killing and
eating. Very bad, very bad.

Red dust from Red Mountain. Grass dies, kwama aad g mad, bite and
fight. Hunters cannot find food. Herders get siskich the herds die. Lands
to the west belong to Urshilaku. Lands to the stnatlong to Zainab. And to
the north? Water and monsters. No safe haven fermihusa.

Lanabi:

We are the Ahemmusa Ashlanders. We are people cepgantle people. We herd our guar and troublenso But
things are very bad for us now. Very bad. Soulrségs, blight storms, blight-sick animals, blightnsiers, come down
from Red Mountain, kill our men, eat our herdspfridisease and famine. We have no ashkhan, argltakhans are
feeble warriors. Things are very bad for us.

Our herds are sick. And the game animals — kagalitri- they grow sick, too. When blight storms comrimals walk in
the storms. They get sick. Then they go crazy, dit fight, go mad, kill everything. Without thertie, without the
game, we must starve.

The ‘corprus men’, they crawl from under the moumtdihey prey in the night like demons. They follthwe blight
storms, walk in the storms, bring death, diseasmtéts won't hunt, herders won't herd. Scared t@gioon the land.
Ahemmusa are people of peace, not of war. We figatdie; we don't fight, we die. We must have helpthere will be
nothing left.

Side quest White Guar, Urshamusa Rapli, Ahemmusa Camp

Stranger, | believe you are the one | have seen in my dreams &ms vis

The past seven nights, | have had dreams/ghiée Guar | know this to be an animal sent by
the gods to help my tribe. We have been suffering greatly fromsgisaad none of my magic
will cure the ailment. Find this White Guar for us, strangeritletid you to a new hope for
my people.

| knew you were the one. Go now. | am certain this animal will agpegou. In my vision |
saw it where the path was forked, where the rocks grow from ttteli&a fingers on a hand.

MG g24 cont'd , Wise Woman Sinnammu Mirpal, Ahemmusa Camp

I will not meet with this Argonian. | might send my apprentid@abibi, for it is time she saw
how you foreigners live and left her childish notions behind her. Shetis ifavel Tomb
Minabibi does not respect our ways. She is like a sister to emezigher who visits our camp.
| fear she will not make a good wise woman.

The Favel Tomb is west of our camp. Go west along the coast, pasinhdf you reach the
Ashlands, turn back. Outcasts from our tribe live nearby. They arerdasg@void them if
you can.




Followed directions —
definitely passed ruins on the
way. Also met another Golden
Saint, but didn’t have a grand
soul gem this time either.

Then found Favel Ancestoral
Tomb, and met Minabibi right
inside.

MG g24 cont’d , Minabibi Assardarainat, Favel Tomb

Yes. | will speak with Skink-in-Tree’s-Shade. But you must hel@tse. Sinnammu sent me here as
punishment. She asked me to calm an angry ancestor, but my charnwt aéllm him, and | am not
strong enough to fight it. Find the spirit of Kanit Ashurnisammis and seadt# final rest.

Favel Ancestral Tomb Bonelords, Skeleton Champions (+ quest monster)
1. Minabibi iR :
2. Kanit Ashurnisammis
Found some valuables and a book:
Increase Spear skill.

MG g24 cont'd

The spirit of Kanit Ashurnisammis is resting. | hav
more duties here to prevent Kanit’s spirit from
returning. Speak once more with Wise Woman
Sinnammu Mirpal. Tell her that Kanit
Ashurnisammis is at rest. Perhaps then she will
allow me to meet Skink-in-Tree’s-Shade.

1%

MG g24 cont'd

Wise Woman Sinnammu Mirpal

| know the spirit of Kanit Ashurnisammis is at rest. Beforendsey apprentice to this Skink, | will ask a
question. Did you pacify the spirit, or did Minabibi pacify the spirit@idl).

| know you speak the truth, Earendil. | do not need such as her for an a@prentll send her to talk with
this Argonian.

Disturbing dreams
These dreams are the sendings of the Sharmat DagoTthEly are evil sendings, black lies.
Do not listen to these dreams, or they will driveiynad.

Next turned southwards in search for the DissapleeMiurned out it was indeed northeast from Dunmer
Stronghold — nearest neighbor to the strongholdsedoched a while too far away before | found it.

112



Dissapla Mine ; 1. Novor Drethlan
v Greetings. Are you here to help? A pack of Nix ldsimwas attacking my

miners. We thought one of the miners was lostrat, fbut she turned up
safe. Our healeileres Arotharwent down to look for her and hasn't
come back. Would you go down into the mines andgoback Teres
Arothan if he still lives? | would go myself, bushould stay here to
protect the miners if the nix hounds come backlzy.
-- Balance on narrow ledge to climb up to (2). Netious it's possible to
go this way, but alternatively could go the longyvesiound.

2. Teres Arothan:
Did Novor Drethan send you? Let’s travel togetherkb &
to the mine entrance. [Met some Nix hounds on thg
back, but else uneventful]

Novor: Thank you for rescuing Teres Arothan.

I don’t have anything to offer you except this rglass of

course.

Finished here — cast a recall spell back to
Balmora, sold some, and returned to Sadrith
Mora.

MG g24

Skink-in-Tree’s-Shade

Were you able to arrange a meeting?
Ah, thank you Earendil. Minabibi has
already answered many of my questions
{So why did he ask in the first place...} |- #

MG 25, Skink-in-Tree’s-Shade, Wolverine Hall, Sadr ith Mora

You must kill the Necromancéielura Ulverin Shal Shal can be difficult to find — go north from
Hla Oad, cross a bridge and follow the coast to the west. The entoaBkal is in a muck pool on
the north side of an island.

But this is the cave | explored while on the resgusgsion to Ashurnibibi — so the Necromancer is alyeao
more — which | told Skink.

MG g25

Skink-in-Tree’s-Shade

When any mage turns to Necromancy, it casts a pale shadow ovéraieeguild.

While killing is never pleasant, it is sometimes necesSalura Ulver is dead. You have proven
yourself to the Guild, Earendil.

MG 26, Skink-in-Tree’'s-Shade, Wolverine Hall, Sadr ith Mora

I am concerned about the continuing problems with these Ash creatuteg$iél had a soul of
one of these creatures to study... Would you bring med the souRsha@hou?

The soul of any ash ghoul should be suitable. | believe the nearesiaslisgnYakin. Scrolls are
more reliable than spells, so take these scrolls, and these twgesail

Yakin is a cavern on the mainland just northwest of Tel Aruhn. Swihy aofthwest, cross one
island, and you should see the cave entrance on the mainland. It has br@véalby the Sixth
House, so be careful.

FG 20,
Hrundi:
Give me your report on the situation at Dissapla Mine, Guardian.

Sounds like everything went well, Earendil. Here’s your shareeotdntract. (Got 250 gold.) 113




FG g21, Hrundi, Wolverine Hall, Sadrith Mora
There's a creature loose in Berwen the Trader’s shop in Tel Nlbegie’s 200 septims for whoever
takes care of thi€orprus StalkerThere’s also a contract for an outlaw nearby. Another 200
septims for whoever brindgels Teninto justice. Rels Tenim is a murderer who has escaped flom
justice. He was last seen near Vos.

Before starting on these missions, went back tonBed and cast some fireballs to advanckeeteel 32 Also
some more training before new quests.

Traveled to Tel Mora and Berwen'’s Trader shop:

We were able to trap the Corprus Stalker upstairspnb one wants to risk disease by getting close to
Normally Master Aryon would take care of it, but i&een so busy recently. Please hurry. It's wreckiy
shop!

Went upstairs and easily disposed of the creatirack:

Thanks for dispatching that Corprus Stalker, Eadeivdiu obviously have great skill.

Then went to Vos, and searched the surroundingRdés Tenim, but he was nowhere to be found, so
eventually went to Vos and inquired about him. Whentinformed that he was not heard of here, but was
advised to ask at the Ahemussa camp.

Troddled northwards and on the way coincidentallyrdtled over the white guar.
(Without having to figure out the fork and five diars at all).

Followed the guar a while, and eventually it stappear the body of a lady.
Searching this body revealed an amulet of curirgchvl took, and headed for the
Ahemussa camp.

Side quest White Guar

Urshamusa Rapli:

Have you found the White Guar? (YES)

| have seen your journey in a vision. | know what the white guar lecbyou
and | know who she was. In my vision, | saw you were led to the corpse
Ashamanu. She was a healer many, many years ago. She gave her tmw
save the lives of others. It is said that she will give ifeabain and again,
so that others may live through her sacrifice. You have witnesse@d@en
my child; you now hold thémulet of Ashamanu

Amulet... Thank you, child. This amulet will be the salvation of my peopl
Take this in return. It is the shield of legend among my peopl&Hisdd of
the UndauntedUse it, and you will feel the strength return to your weary
limbs. Travel well, friend.

Sorry, wise woman, but your legendary gift is nbimich use to me compared to what | already hauél Bnow it was
given with sacrifice and the best intentions...

Asked about Rels Tenim, and was directed to the &énadlit, entered from the north side of an islafivdt cross the
island directly north of the camp, then turn nortvand cross two more island. Shallit is on thesgone.

Followed directions; had to search a while to finénd found that the cavern’s entrance was diréaim the sea level.



S

.4 Drethan Ancestral
Exit Tomb

From the entrance, first came to a camp at (1)) nétarby entrance to
Drethan. As | had explored all of Shallit (I thougHhtreckoned the bandit
had to be in the Tomb. So went in there, and meesbonelords, and a
magician, Marara, who dropped an excellent ring:
Marara's Ring
Weighe: 0.1
Valuc: 22000
Constant Sffccr

1
.- 3 F [ " D
Shallit ' Coretan

Reflecr 20 % on Self
@ Forrify Acrobarics 10 prs on Self
Resist Normal Weapons 40 % on Self

Searched and looted the Tomb, but no Rels Tenim esduded that there has to be more in Shallit thiaad found.
Hence returned. At (2) discovered an opening highthad to fly to get there — and a new portion ef¢hvern was
revealed. Met bandits at regular intervals and Relsim at the end (3). Lots of loot — more than | docsirry — most
noticeably two Grand Soul Gems, and two learningkisdblock and long blade ++). Gathered the molsiaide of the
loot, picked it all up, and seriously over-encungzecast a recall spell back to Balmora.

Traded and traveled back to Sadrith Mora.

FG g21

Hrundi:

You already killed that Corprus Stalker? Good work, Guardian. Here’'s5@fuseptims.

| heard that Rels Tenim is dead. Good work, Earendil. Here’s the 200 ségtitms contract.

FG g22, Hrundi, Wolverine Hall, Sadrith Mora

| need someone to get a load of sujamma t@®tid@rai Caverns

Workers in the Adas Mine have been complaining that they’re out ahmgaand the Fighters
Guild is responsible for supplying the Imperial Mines in Vvardenfealke this load of sujamma tq
Nelacarin the Dunirai Caverns southeast of Ghostgate between the Foyada Esaammulitfza
Foyada Ashur-Dan. (Got 20 sujamma)

Found that Caldera was the easiest starting pdietiviheading for
Ghostgate, so traveled there. Then worked my weysaaidges, eventually &=
reaching Ghostgate. (Got pretty tired of fightiniiffCacers.) Then searched _
“southeast” in larger and larger circles — in the éund it about 1.5 cm
ESE of Ghostgate on the world map.

Dunirai Caverns

Nelacar




Nelacar
You must be the one the Fighters Guild sent witlewa load osujamma

Good, the miners will be happy to have some fregansma. Personally | cannot understand why anyamédadrink
this foul stuff. | prefer Valenwood Wine myself.

Mission complete and Recall to Balmora. Only a feeballs needed to advanceltevel 33

As I've been told several times only Sjoring Hardatecan promote me, | decided to contact him tamgepromotion
to champion.

Sjoring:

You here for orders or advancement, Guardian? Grthere something else you wanted?

Advancement:

You wish to advance further, Guardian? There raatiit much farther for you to advance, save fairtg my
position! We can discuss that later, though. Firsgve some orders for you.

I've watched your progress in the Fighters Guildréndil. You'll make a fine Guildmaster someday. ®ith all the
unrest in Cyrodiil city, we need allies to make stirere’s still a Fighters Guild here for you. | dg@u to kill the
Thieves Guild bosses.

Uriel Septim was never a strong Emperor. And novg li@ally dying of age and iliness. A coward’s dedthey say
Ocato makes the real decisions. They say Uriel'sstee really Daedra or shapeshifters planted bgrJEgarn. They
say the Emperor might pull back the Legions taaing protect himself. Some of the generals in thgidres have one
eye on Uriel Septim and one eye on the throne. thha like this, only the Imperial Guilds with strgllies will
survive.

| trust you, Earendil, so I'll tell you that I'veaxe an alliance with the Camonna Tong. These lana have the wit
and the juice. The Thieves Guild hasn’t got a ckabat they're bad for business. It's time for ajpain Vvardenfell,
and you can bring about that change. I'd like youill the Thieves Guild bosses.

In Sadrith Mora, kill[Helendeat Dirty Muriel's Cornerclub. Feel free to kill amgher thieves there. In Balmora, the
Thieves Guild there is the South Wall tavern. Killbasi the KhajitThen go to the Rat in the Pot in Ald’ruhn and Kkill
Aengoth When the Thieves Guild bosses are dead, talketagain. Here's some gold to deal with the guards.
(Got 5000 gold).

Doesn't sound like a quest | want to do...

Next went to Hrundi in Sadrith Mora:

FG 22
Have you got that shipment to the Dunirai Caverns yet? It is impdhat it be delivered. (OK)

Good work, Earendil. Here’'s 500 septims to cover your trouble. It's thé bastdo for this type
of contract.

FG 23, Hrundi, Wolverine Hall, Sadrith Mora

| have a contract to assist another Imperial researcher. snaasbne to escort Sondaale of
Shimmerene. Go to Telasero, which is between Suran and the Sifioid@ear Molag Mar.
Speak with Sondaale of Shimmerene and escort her through Telasero kShbddiz|d
experience of Larienna Macrina, so she will likely need more protect

Of the pending quests, decided to do the Ash Gimigdion in Yakin first — especially as I'm alreadly i
Sadrith Mora, close to Tel Aruhn. Water-walked fistTel Aruhn, and then over to the mainland andéb
the Yakin cave after a while. Turned out it waswmted with Dreamers, Ascended Sleepers, Ash Slésts,
Shadows, the sought Ash Ghouls, and others.

Ascended Sleeper .
What are you doing? You have no idea. Poor animal. You strug

and fight, and understand nothing.
You think what you do has meaning? You think you slay me, ang
am dead? It's just a dream and waking, over and over, one g
appearance after another, nothing real. What you do here mear(

nothing. Why do we waste our breath on you?




Shrine o

Yakin, Shrine

After trapping the soul of an Ash Ghoul continuedexplore the rest of the
cavern, including the Yakin Shrine which | foundtiere.

Note that the soul of the Ascended Sleeper is gtemmough for constant
enchantment, so should be trapped whenever possible

In the Shrine found a bell room with no apparemt, @sd met (and killed) Dagoth Velos — all appeatsetpart of
something greater, but couldn’t figure out anythingre and then. So took whatever valuable lootihfl and returned to
Balmora.

Next wanted to dicuss my quests and new info witttiBe in Ald’ruhn:

FG 24, Percius Mercius, Ald’ruhn

The only way to save the Fighters Guild from the corruption o€dmaonna Tong is tget rid of
Sjoring Hard-Heartand those loyal to himf you kill his chief supporters€Eydis Fire-Eyeand
Lorbumol gro-Aglakh I'll put my own life on the line and support you as the new Guildmaster

| used to be the Guildmaster. That position now belongs to Sjoring Hartl-Hezs taken the
Fighters Guild in some questionable directions. he’s got too many &dawthe high ranks, and |
can’t do much from here to keep the Fighters Guild honest. You can trustdnguacan trust
Hrundi in Sadrith Mora. He’s not in Sjoring’s pocket yet.

Sjoring Hard-Heatrt is trying to make deals with the Camonna Tonghihles he’s using them, but |
think it's the other way around. These Camonna Tong bosses have been WwerkigMorrowind
since before the Empire came. | don'’t think we can fool them. Whes the Master of the Fighterg
Guild here, | stayed out of local politics.

Took a Silt rider to Suran, and made my way eastsvénom there, towards Telasero, which was markechy map.
Turned out to be a seemingly deserted strongholdlkea around it without finding any entrance befdimbing my way
to the top.

Entrance,
Upper LeV(__anI L

Didn't see Sondaale of Shimmerene anywhere, but@aamwthe
door indicated she’'d gone inside “because it apgzkaafe”.
So entered the door to Upper Level. Telasero




Telasero

Upper Level Was met by Ash Ghouls, Dreamers,

Ascendent Sleepers, Lame Corprus,
you name it. And | thought this place
was peaceful... Anyway, decided to
clear the entire area so | didn't risk
running into unpleasant surprises
when escorting the lady back, as |
supposed I'd had to in the end.

Not much, but some loot (book:
increased Alteration.)

Telasero
Lower Level In the southeast room lower level:

Attacked by two ordinary rats, and found a damsalistress atop a table — with
those horrors running about, she was trying topstaorats?

Sondaale of Shimmerene:

Are you my guide from the Fighters Guild? | am gdrwent ahead on my own. Please, let us travedtteay back outside.
** Met an ash ghoul on the way out, but she didy@t hurt. So made it safely without too much proise
-- Thank you for your help, Earendil. It looked likee place was safe.

Easiest now was a recall back to Balmora, and theGuild guide to Sadrith Mora:

MG 26

Skink-in-Tree’s-Shade

Have you found the soul of an Ash Ghoul? (YES)
Yes, this will do nicely. | hope it wasn’t too difficult.

MG 27, Skink-in-Tree’s-Shade, Wolverine Hall, Sadr ith Mora

| need another rare bodkalur Rithari’s paperdt describes how a Buoyant Armiger became a
vampire and found a cure with the aid of a Daedric Prince, perhapg Balal am afraid the book
will be hard to find.

The obvious place to start seeking would be Jobasai@e books — and that’s in Vivec, same place abwmol gro-
Aglakh. So might as well start with Eydis and thentg Vivec.

Eydis Fire-Eye’s last words:

| see you've risen to Guardian, Earendil. Wordrighee street that you've become Mercius’ lapdodgl, la's sent you to Kill
me. I'm afraid | can't let that happen. You weravays a disappointment. Fool!

[ Then she attacked me, but was surprisingly easyahdle — perhaps I've becomsally good. ]

Continued to Lorbumol gro-Aglakh, Vivec FG, his |agirds:
| see you've risen to Guardian, Earendil. | alsarHeyou’ve been sent to kill me. I'm the only onlkeoM be taking over as
Guildmaster. | won't let you take my rank in theil@ul will kill you quickly. [ This was a battlé couldn’t lose ]



Next went to Jobasha'’s rare books (Lower Waistworks)

What can Jobasha do for you?

Twin Lamps

Khajit in Morrowind suffer. Some talk, some act. Whiare you?

Galur Rithari’'s papers

Jobasha has heard of this book. You might try lopkinthe library in the Hall of Justice here in ®ftv It is a well-hidden library
and guarded at all times, but you will find a cdpgre. Jobasha does not have a copy of this book.

Went to Hall of Justice, Justice offices. Foundeked trap door in the floor, marked Justice offioa the map. Cast Invisibility
and Open Lock 60-80, and slipped through the tagy dithout anyone objecting. Next door was togheret library. Entered,
and found that a couple of guards watched me asmtisly. But as long as | was just looking and negdiooks they didn't care
at all. (Found a couple of learning books as barage | found the book | was after, | cast chaorl@got enough mana for
another invisibility spell...), took the book (neaction from guards), cast recall, and was ba@&aimora safe and dry...

MG q27

Skink-in-Tree’s-Shade

Have you found a copy of Galur Rithari’s papers? (YES)

Yes, this is excellent, Earendil. A most interesting accounts@lede this amulet with my gratituds
(Got Skink’'s Amulet)

1%

No more duties before I'm a Master Wizard — whiai hot qualified for yet (need a skill at 80).

So took a guild guide to Ald’ruhn and Percius:

FG g25, Percius Mercius, Ald’ruhn

Now thatEydis Fire-EyeandLorbumol gro-Aglakhare dead, you must take the battle to Sjoring
Hard-Heart.

There is one more step to freeing the Fighters Guild from casrupfou must kill the Guildmaster
Sjoring Hard-Heart. Take this key, Earendil. It will let you intg private rooms. In the chests you
will find two suits of armor. They were mine from years ago. They Inedp you fight Sjoring Hard-
Heart. In spite of his faults, he’s one of the best warriors ar8enfell, so be careful. He'll likely be
in the Fighters Guild in Vivec, and he’ll be expecting you.

In one of the chests found a complete glass aroibtrEven if my Heavy Armor skill is much higherath Light
Armor, the glass equipment was better than Dwemat @auch lighter). So donned it — and will probably
continue to use it — contributes to light armorlskihd so much easier to carry...

This one was technically a little harder — he didittack like the others, actually he didn't apg
to want a fight at all. Instead he greeted me Withil and welcome friend. Hail”. Was curious
on how | was doing on the Thieves’ guild quest —had a disposition of 100 towards me.
So | started taunting him — and yes, his dispostitiecreased steadily until when almost at ze
he broke out “That’s enough” and attacked.

From his rumor as a great warrior, | was surprised easy he was to beat.

FG g25

Percius Mercius:

Have you settled the matter of Sjoring Hard-Heart yet? | frigybusiness is ended
soon. — You have saved the Fighters Guild from Sjoring Hard-Heart andidssin
the Camonna Tong. As | promised, | am naming you the@eNdmaster Master
Earendil. | hope you will use your power and influence for the grgatat of the
Fighters Guild.

And so | have the rank dflaster without ever
having been a Champion, and | can’t see how |
could have been.

Time to work on the Main quest; so next plan to ¢
to Maar Gan and then the Urshilaku Camp.



Urshilaku Camp

Shara’s Yurt
Sairan’s Yurt
Maeli’'s Yurt
Zabamund’s Yurt
Ashkan’s Yurt
Zanummu’s Yurt
Kurapli’'s Yurt
Shimsun’s Yurt

. Ahasour’s Yurt

0. Wise Woman'’s Yurt

Addressed the first person | met:
Hainah

You want to speak to Sul-Matuul. You want to sptaklibani Maesa. Have they sent for you? (NO)

If they have not sent for you, then you will noeak to them. You are an outlander, and Sul-Matuul is
our chief, and Nibani Measa is our wise woman. Thalynet speak to you.

** |n spite of that, went to the Wise Woman'’s tent:

Blades g5

Nibani Measa

You are in the wrong place, outlander. Leave, now.
Disturbing dreants

This is a strange dream, indeed. The Sharmat Dagoth Ur speaks to rauydice of prophecy. He curses the thrge
betrayers, the three false gods, Vivec, Almalexia, Sotha Silaleyou to drive the outlanders from Morrowind.
This is a very strong dream, very cunning, a dream to stir h&aitsis a very good lie. He called you Nerevar. And
the dream of the Nerevarine is very strong, and very dangerousufoaryd for all my people.
Dagoth Uris the Devil and the Enemy. Dagoth Ur and his beasts and sertathg source of many evils that bese
the Dunmer and Morrowind. Dagoth Ur dwells in fiery caverns beneath Redtsin, served by his kin, called ash
vampires, and by legions of deformed monsters.

Morrowindis the ancient homeland of the Dunmer people. Once, long ago, this was our |lartdy llog creatures
from the West have come, and the House Dunmer have meekly submittedt tale. Now, in all the lands of the
Morrowind, only the Ashlanders still lead the free, reverent livdwabr of the ancient Dunmer.

—




Blades g5, cont'd

Nibani Measa:

Nerevar

In ancient days, the Deep Elves and a great host of outlanders friviesheame stealing the land of the Dunmer,
that time, Nerevar was the great Khan and warleader of the House Hadpie honored the Ancient Spirits and th
Tribal law, and became as one of us. So, when Nerevar pledged upon hiiggez{tthe Ancestors, One-Clan-
Under-Moon-And-Star, to honor the ways of the Spirits and rights of the Liatite @ribes joined the House Peop
fighting a great battle at Red Mountain.

Though many Dunmer, Tribesman and Houseman, died at Red Mountain, the Dweengefeated and their evil
magicks destroyed, and the outlanders driven from the land. Butraftgreat victory, the power-hungry khans of
the Great Houses slew Nerevar in secret, set themselvegyapls, and forgot Nerevar’s promises to the Tribes. B
Nerevar will come again and cast down the false gods, and by the pduweriofy will make good his promises,
honor the Spirits, and drive the outsiders from the land.
Nerevarine prophecies
This is not a matter for idle talk with strangers. Why shoulddttyou, outlander?
... Will you say you are deaf? Or stupid? Or rude? How do you explain? | hayetolou are in the wrong place.
told you to leave. But you are still here. [Increased her dispo§ition41 to 71].
Nerevarine prophecies
What does an outlander have to say to an Urshilaku of the Nerevarinegy@phe
{ Say | fulfill the Nerevarine prophecies, and wish to speak to Sul#Mand Nibani Maesa. /

Say | know little, and am curious. }
[ Alternative 2 gave no positive reponse; alternative 1: ]
I do not believe what | am hearing. You think you are the Nerevarine candigh to speak to Sul-Matuul and
Nibani Maesa. You do not look like the Nerevarine. But you do not speak fika, or a madman. This is a puzzle
tell you... go speak witdabamundn his yurt. He is a gulakhan, Sul-Matuul's champion, and he will decideigha
right. If Zabamund gives you permission, then you may enter the Ashkart'siYd speak with Sul-Matuul.

[

Hence, went t@abamunts Yurt:
The Nerevarine Prophecies are not for outlandersy $tibuld Sul-Matuul and Nibani Maesa speak to you
about these things? Who are you, that we shoudd yau?
{ Offer to fight a duel to the death for the rightspeak to Sud-Matuul /
Boast of my worthy deeds, and demand the righpéak to Sud-Matuul /
Tell all | have learned of the Sixth House andNezevarine, and ask humbly to speak to Sud-Matuul /
Offer to pay a tribute of 200 gold to speak wittdSyatuul. }
-- Alt. 3: All of that may be true, and I'm sure ythink it is very important, but it has nothingdo with us — at
least, not the way you tell it. I'm sorry, but llianot let you bother Sul-Matuul or Nibani Maesa wih this.
-- Alt. 4: Yes, a gift of 200 gold coins. That is aarnest proof of your respect. Yes, | believe sloould speak
to our ashkan. Perhaps he will be angry with me.|Buink | can bear that. Go to the Ashkhan’s Yamd speak
with Sul-Matuul. Ask him your questions, and tdthh sent you.

Blades g5A, Sul-Matuul, Urshilaku Camp

You think you fulfill the Nerevarine prophecies. You wish to be testedatdf yeu are the Nerevarine. No
outlander may join the Nerevarine cult. If you were a Clanfriend, an edlopgmber of the Ashlander tribes,
then perhaps. | have an initiation rite in mind. If you pass this riti#), adopt you as a Clanfriend of the
Ashlanders. And then | will submit you to Nibani Maesa, our wise womha,isvskilled in oracles and
mysteries, and who will test you against the prophecies.

To be adopted into the tribe, you must undergo a harrowing. In a harrowingilloe jwdged by the spirits
and ancestors to see if you are worthy. Go to the Urshilaku Biaiadrns and fetch me Sul-Senipul’'s Bonebiter
Bow. Sul-Senipul was my father, and his spirit guards his bonemold long bovirdidse burial caverns. Returp
to me with this bow, and I will adopt you into the Ashlander tribes asrdrigiad.

The burial caverns lie to the south-southeast of the camp, a nartg-@or in a little hill halfway between us
and the slopes of Red Mountain. Go north from the camp to the water, theastirAt a rock cairn on the
beach, turn and head straight south until you find the door. The spiritsaficestors guard the caverns. They
will attack, and will kill you if they can. Force your way ptstm, or evade them, get the bow, and return to
prove your worthiness.

Followed his directions and found the cavern emanhere it should be.

n
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Urshilaku Urshilaku
Burial caverns Burial caverns
1. Astral Burial 2. Karma Burial

5. Kefka Burial
6. Kakuna Burial

x6 "

Urshilaku “a
Burial caverns
3. Laterus Burial 4. Fragile Burial

Astral Burial

Must levitate up to side caverns, but nothing sgdeci
there anyway

Karma Burial. Much water (swim / water walk)
Laterus Burial

The central chamber, with exits to all the burialaes.
Entry from ground level (X2), and narrow ledge /
balancing climb upwards to higher and higher
entrances in the order as given.

Near door X6: Glass Sword “Magebane”

(val 32000 gold)

Fragile Burial

Kefka Burial

Found Dwemer Bracers (Better than current gloves)
At bottom of pool: Dreugh Cuirass

Kakuna Burial — Balance / Jump to treasure areas
Juno Burial

At (1) met Wraith of Sul-Sunipul, who dropped the
Bonebiter Bow.

7. Juno Burial

122

- In general many treasures held by the dead (gmoteng
While in here, leveled up toevel 34 OK?), and several dead adventurers. Much too nawh |
to carry back — took only the most valuable.







Blades g5A

Sul-Matuul:

So, outlander. Have you completed the initiation rite?

This is my father’s Bonebiter Bow. You have completed the initiattenlrname you
Earendil,Clanfriendof the Ashlanders. Keep my father’s bow, and bear it with honor.
You are a friend of our tribe, and may rest in any Urshilaku bed, but damuatother
tribe members, or take their things. And now | will fulfill my atipeomise. Go to the
wise woman'’s yurt, and Nibani Maesa shall examine you, and test yosiles
Nerevarine prophecies.

Blades g5

Sul-Matuul:

Now that you are a Clanfriend, | want to speak plainly. | findiidl ha believe that you
are the Nerevarine. You are an outlander, but the Nerevarine cometaldoutlanders
from Morrowind. How could an outlander be the Incarnate? The Great Hstosesur
lands and mocked us with false gods. The godless outlanders stealdoandbour
dignity. The Nerevarine is the last hope the Ashlanders have.lewilb outlander steal
this hope from us.

These are serious words, Earendil, words of life and death. | seeamohimerit in you,
and am proud to name you Clanfriend. But take care what you say and do in é¢hefna
the Nerevarine. Now go question Nibani Maesa, and learn all shelloaute

Nibani Maesa:

[ Met with “Welcome friend, you're nearly a legend around heread@i¢alk. And her
dsiposition had increased to 100 — so some change since last time. ]

Go ahead. Do you have questions aboutNtevarine propheci@dHave you come to sef
if you pass the te8tDo you think you are the Nerevarine?

There are many Nerevarine prophecies, and they suggest many Aspgst and
uncertain parentd hemoon-and-staiSleepersSeven cursed he curses’ bane. The
prophecy of thé&tranger The prophecy of thBeven VisionsThelost prophecies

Ask me of these things. If you are patient. If you would be wise. @opifare impatient
to know, just as: Do | pass the test of the Nerevarine propheotesafRéad, outlander. |
am the wise woman. Ask your questions. And | will answer.

If what you say is true, you are indeed born on a certain day of ungeataints. This is
part of the prophecies. But many have the same birthday, and many sweenoft their
parents. It is interesting. But it does not make you the Nenevar

Legend says Indoril Nerevar’s family standard bore the moon and staXeaedar’s
armor and weapons bore this sign. Some say he bore a moon-and-star biStommerk
say he has a magic ring marked with a moon-and-star. Others sag e under a
moon-and-star. In any case, | think the moon-and-star is the markNéteearine, and
you do not have this mark. So you are not the Nerevarine.

Rumors say that in the towns, mad cultists called “sleepersit@aeking people, saying
that Dagoth Ur has awakened, and will drive the outlanders from Moo®Rerhaps it is
just a coincidence. But | think it is a sign of the Nerevarine.ndoessarily a sign thgbdu
are the Nerevarine. Perhaps the time of the Nerevarine has A&othgou have come at
the same time. This is not passing a test. But it may mean youdraeepart to play in
the coming of the Nerevarine.

Another Ashlander prophecy of the Nerevarine is callie“Seven Curses of the
SharmdtBut | do not know it, and | know no one who does. It may be lost. Such thin
happen. A wise woman dies, or forgets, or a clan is wiped out. Perhagsrsokmows,
but is keeping it secret. Perhaps it is in one of these many bbgéar settled peoples. |
have heard that tHeissident priests of the Tempigay have such books.




Blades g5, cont'd
Nibani Maesa:
This we call The Strangeéris the best known of the Nerevarine prophecies:

When Earth is sundered, and skies choked black,
And sleepers serve the seven curses,

To the hearth there comes a stranger,

Journeyed far ‘neath moon and star.

Though stark-born to sire uncertain
His aspect marks his certain fate.
Wicked stalk him, righteous curse him.
Prophets speak, but all deny.

Many trials make manifest

The stranger's fate, the curses’ bane.
Many touchstones try the stranger.
Many fall, but one remains.

Red Mountairis the great mountain of fire in the center of Vvardenfell. Theralbpes are steep and rugged, an
the crater is deep and filled with burning rock. Beasts and sewfathis Devil Dagoth Ur live on Red Mountain.
The settled people built a magical barrier callgthstfenceo keep the evils inside. Within the Ghostfence, rain
never falls and the sun never shines; the only weather is thedetkadly ash-blight.

The Ghostfence is a magic wall around Red Mountain. The settled peesiedcthis barrier to keep the Devil
Dagoth Ur and his beasts and servants trapped in Red Mountain.

|-

Blades g6, Nibani Maesa, Urshilaku Camp

Pass the test

You are not the Nerevarine. You are one who may become the Nerevasdreeplizzle, and a hard one. But you
have found some of the pieces, and you may find more. Do you choose to beetlaiNe? Theseek the lost
prophecies among the Dissident priests of the Tenkhd the lost prophecies, bring them to me, and | will be ya
guide. And take these copies of Bieanger and theSeven VisionsNow. | have told you all | know. Go think on
what I've told you. And do what must be done.

There are Nerevarine prophecies that have been lost. The Seves Gudsethers. Some are forgotten. Some
hidden. Some deliberately lost. The wise women are the memory oétbianhpeople. But us is a faulty memory,
and we are mortal, and our knowledge dies with us. But we hear thastidddi Priests of the Temple study our
Nerevarine prophecies, and record them in books. Such written words reevéoudimust go to them and ask for
these books, and bring what you find to me.

ur

Seven Visions of Seven Trials of the Incarnate

[These are the words of the prophecy. | wrote them down as she spoki® time. ]
seven trials

What he puts his hand to, that shall be done./ What is left undone, thaesthahe.
first trial

On a certain day to uncertain parents / Incarnate moon and star reborn

second trial

Neither blight nor age can harm him. / The Curse-of-Flesh beforéiean

third trial

In caverns dark Azura’s eye sees / and makes to shine the moon and star

fourth trial

A stranger’s voice unites the Houses. / Three Halls calHontator.

fifth trial

A stranger’s hand unites the Velothi. / Four Tribes call him M eree.

sixth trial

He honors blood of the tribe unmourned. / He eats their sin, and is reborn.
seventh trial

His mercy frees the cursed false gods, / Binds the broken, retleemsd. 125
one destiny

He speaks the law for Veloth's people. / He speaks for their land, amekrihem great.




Finished here (for now) cast a recall and was la&almora.

Blades g5

Caius Cosades:

You've spoken with Sul-Matuul and Nibani Maesa, and from what they ssgyiitds like you could really be the
Nerevarine. That's just incredible. But I'll have to get usettéoidea. Let me try to get word to Mehra Milo. Mayb
she can find out whether the Dissident Priests have any lost prepheci

Mehra Milo says the Dissidant Priests do have records of Ashlandera¥i@esprophecies, and she has an idea hg
we might get a look at them.

4%

W

Blades g7, Caius Cosades, Balmora

In the meantime, | have a very tough assignment for you. Do you think yeatlg?
I’'m going to give you the mission. But I'm going to give you 400 drakes. Bgfmrdhead out, make sure you outfit
yourself with healing potions, new gear, a little training, whatgea think you need most. And if you get in troubl
back off, rest up, and go back fresh. Don’t take any chances. | think khHewitough one.

Here’s your mission. Fort Buckmoth sent a patrol to Gnaar Mok, huntinggdensgvith Sixth House connections.
They found a Sixth House base, a Sixth House shrine, and a Sixth HousegmiedtDagoth Gares. Speak to
ChampionRaesa Pulliaat Fort Buckmoth; she’ll tell you about the patrol and the Sixth House asr orders:
Find that Sixth House base, kill Dagoth Gares, and bring me a fulk@ptne Sixth House base.

A trusted informant says the Sixth House are a secret soitiased with some strange events recently, and more
important, my informant thinks these recent disturbances areda@asome way to the Nerevarine prophecies.
Champion Raesa Pullia at Fort Buckmoth says a petrol found a Sixth blassén a cave the locals délinibi.
However, the one trooper who escaped to report has died of corprus disfas=hB died, the trooper reported
fighting with monsters and cultists, and something about a powerful I3uxtbe priest called Dagoth Gares. But g¢
talk to Raesa Pullia at Fort Buckmoth. She’ll have the detalils.

| don’t know much about corprus disease. I've never seen a case nggetfan get it from contact with the Red
Mountain monsters they call ‘corprus beasts’. | think it’s likdight disease, only worse. It usually drives victims

®

mad, and causes terrible, deformed growths on the body. I'll check my arftwiaind find out how to cure it.

It was at this time | discovered that “Divine Meltgpics” was gone — disappeared into thin air andheoevto be found.
Checked all my storage places and containers; eldewith all my regular traders, but conclusion wadsaven't put it away,
and | haven't sold it. So has someone stolen ititsisnply a bug? (Probably disappeared about éineestime as my Dwemer
leggings and pauldron.) So ended up using a “Censminmand” to get a new copy of the book — as ttwaigistances were
this isn’'t cheating, right?FlaceAtPc “bk_DivineMetaphysics 1,1,1" ].

(A little later | found it in Caldera — much ado aibmothing...)

Another surprise: Percius had really told me tolfremse his room and take the contents in the chestis room. Perhaps
this was only OK immediately, for when | now toalngething from the chest | got a “Your crime hasrbesported”, and
everyone in the guild attacked me. Reloaded ard séveral times to confirm this really happenedut®n: Closed the door
before plundering the chests, then moved the ctmterihe bedroom chest I've been using all thetim

Back to story; Went to the Buckmoth Fort and fourae&a Pullia:

Blades q7, Raesa Pullia, Buckmoth Fort, Ald’ruhn

I’'m Raesa Pullia, Champion of the Legion garrison here at BucknwthAnd you're Earendil.
Caius Cosades sent you, didn’'t he? Caius says you're the one to handbehhito8se base nea
Gnaar Mok.

Only one trooper returned. He died soon after, horribly disfigured with calmesse, and out of
his wits. In his ravings, he spoke of a cavern on the coast — kd g&alllunibi”. It's not on our
maps; try asking locals in Gnaar Mok. They fought with cultists asftbdred man-beasts —
corprus monsters, | think. They fled the attackers and got lost catles. Then they ran into a
half-man creature named Dagoth Gares.

This Dagoth Gares slew the rest of the patrol, but spared theompeitr He told the trooper he
was being spared, so he might tell others that “The Sleeper Alvakels‘The Sixth House has
Risen”, and “Dagoth Ur is Lord, and | am his Priest”, and “All will®ee with Him in the Flesh”.
The trooper awakened outside the caves and returned here. We coululyriize him, and he
didn’t respond to questions... just kept rambling like a madman until de die

(Also got directions to Gnaar Mok, but I've been there and know whese )t




“Coincidentially” ended up in Tel Fyr south of Tetuhn when wandering aimlessly in the area. Enterdd-yr
Hall, but didn’t do much exploring — I'll probablgturn here later.

Beyte Fyr:
Have you come to plunder the dungeon? Or have gboaprus disease? Or did you come to see Divayth Fy
I’'m Beyte Fyr. I'm the wife of Divyath Fyr. One ofém. Sort of.
You'd be surprised how many people come in heriedrio steal
Lord Fyr's treasures. He does have quite a colleatiorelics and
artifacts. Bu the keeps them down in the CorprusariAnd who

wants to risk catching corprus disease? Not to mentiho wants|
to get ripped in half. Pity. We don’t see many gtiudves here.
Just the stupid ones.

Divayth Fyr is up above in his study. | hope you @gn

You can't get up there unless you can fly. Or haeBons. Sorry. 4

While exploring found a chest (lock 100), containao. a key.
The key unlocked a door where this girl was beielgl captured: 5
Set her free and followed her outside:

Delyna Mandas

Thank you for rescuing me. Please take my locketytdather,
Arethan Mandas

| am safe, but | have duties that cannot be igndredl go visit my father when | can. In the mdiane, please
take this locket to my father. | do not know whéeeis now, but perhaps his old frieAthyn Sarethin Ald’ruhn
can tell you.

** Follow-up: Next time in Ald’ruhn talked to Athyn &ethi (Redoran concilor), but Arethan didn’t turnagpa
topic. Perhaps | need to trigger something else¢ firat the moment let sleeping dogs lie.

Flew up to tower and looked around (stole two grsoal gems — only loot this time around) a
met Divayth Fyr:

Well! What a pleasure! A visitor! An entertainingzersion! Come to consult the great Divayt
Fyr? You have the divine disease? Want to plungedungeon? Or leer at my daughters?
Egg of Time

This is an interesting worklagrum Bagarmmight be able to tell you more.

---Rambled on about his “daughters”...

Corprusarium:

| collect victims of the divine disease in my Carparium in the caverns beneath my tower.
Poor devils. Wretched existence. Constant pairodieus appetites and passions. No reason
all. Mad marsh rats. But marvelous, too, in tleay. Completely immune to disease. Live
forever, barring accidents. Ancient wizards neegjqmts to keep them occupied, and the
Corprusarium is mine.

Nothing special to do here, so traveled back arnith fand ended up in Ald’ruhn. Beginning to
see the significance of these books: (only guidethb value: These three books are worth 1000 gp
each, while “normal” books are worth 25 — 300 gold)

MG q12 (Trebonius’ Dwarves...)
Edwinna Elbert:

Divine Metaphysics

I cannot make sense of this. Even when | try using the ‘Hanging Gaydense found as a translation key,
the words simply do not make any sense. | am certain the author ditomoainy magic himself. Yes, these
are probably just the ramblings of some Dwarven lunatic.

Hanging Gardens

Now this is an interesting book, Earendil. It appears to be wiitteath Dwemer and Aldmeris. If you
could find a scholar of the Dwemer who knew Aldmeris, you might betaldtanslate portions of the
Dwemer text. This book is priceless in the right hands.

Decided to join the Redoran Great House, so wetiteédRedoran Council House in the Market area (Skar).

Met Neminda 127



I am Neminda, Drillmaster and Recruiter. If you kwis join House Redoran, you have come to the right
place.

Are you sure you want to join House Redoran? Rereentfiat you cannot join any other Great House
once you have made an oath to us.

Rules

Do not steal from your kin, strike your kin unpréeal, or murder your kin. Do not break your word.
Honor your superiors and do your duty to your Holespect the teachings of the Tribunal. Defend yo
House, your People, and your Honor. If you faithase things, you will be cast out. If you fail ¢&j you
will be cast out with no chance of regaining yoanabr.

** Join

So be it. You are nowlireling Earendil in House Redoran. | will inform our traineMake use of them. If
you truly wish to serve House Redoran, | can give guties to perform. You may also check with me fo
advancement.

House Redoran g1, Neminda, Council Hall, Ald’ruhn

Drulene Falen has asked for our help. She says her guar herds have begtrdiavie with
hostile mudcrabs.

To get to Drulene’s herd, leave west out of Ald’ruhn and take thetovaatds Gnisis. When you
go into the hills, take the left fork to the southwest. Takeitfe path at the next fork and you
should see her guar straight ahead.

Apparently I've already been there, done that...

House Redoran gl
You've killed the mudcrabs for Drulene Falen? Good work, Earendil. Spehkneitagain
when you are ready for more duties.

Promoted tdRetainer

House Redoran g2, Neminda, Council Hall, Ald’ruhn

| need someone to deliver a Cure Disease potion.

Here. Take this Cure Disease Potiof beeldyn Virithin Ald Velothi. While you're there,
ask if there’s anything he needs done.

Theldyn Virith has no official title. He represents House Redoramdsts in Ald Velothi
and helps keep the peace.

Silt rider to Gnisis, and the road from Gnisis tal Melothi I've already walked many times. Council Entrance
Arrived after an uneventful journey, and found T™yal Virith in the Outpost, at the foot of the ladder
leading to the roof:
-- Are you here to deliver the potion? (YES)
Good. The Arvel family will be grateful. Anythingclan do for you? | might have some duties for yaerla
Returned to Ald’'ruhn.

House Redoran g2
Neminda:
Good work, Earendil. | heard you delivered the potion. Just tell me when yeathe for more duties.

Promoted tdDathman

House Redoran g3, Neminda, Council Hall, Ald’ruhn

A Redoran trader has gone missing. | need someone to heMdihis DalobarHe is a trader who
comes through Ald’ruhn just about every month. He was probably headed tdWaad&an or Gnisis.
Talk to the people in Maar Gan and find out if anyone there knowshapaened to him. I'll mark
these towns on your map.

Silt rider to Maar Gan, asked around without susct®n tried the Trading house:

Bugdurash gra-Gashel:

| bet Mathis Dalobar was just delayed a bit by thle storm. Just before the storm hit, | saw somésending

some pack guar upt to tieothan Tombl hope they made it okay. Rothan Tomb is on thinm@ad on the right

just before the road turns south to Ald’ruhn.

The tomb was up in the hills on the right hand {moside of the road. Found Mathis Dalobar justdashe 128
entrance to the tomb.



Mathis Dalobar:

Thank the tribunal you're here! I've been stuclare for days since the ash storm.

| was too far from town when the storm hit. | taglelter in here until the storm passed, but then
| couldn’t get out because the door was stuck. Ibgen in here for days. The sooner we travel
together back to Maar Gan, the sooner | can ge tmalousiness.

Take me to the Maar Gan shrine.

**Except for a few easy encounters nothing happenethe way to the shrine.

Traveled back to Ald’ruhn

House Redoran g3

Neminda:

I heard that Mathis Dalobar made it to Maar Gan with your help. Good &arkndil.
I have more duties for you.

Promoted td_awman

House Redoran g4, Neminda, Council Hall, Ald’ruhn

A Hlaalu guard stole a Founder’s Helm from one of our tombs. Would youlliregvtd recover this helm
from the godless Hlaalu?

Alvis Teri stole a Founder’s Helm from the Uveran Ancestah®. He boasts of this feat at the Eight
Plates Inn in Balmora and wears the helm openly. Confront him and demdreith&lay him if
necessary, but do not shame House Redoran by murdering him. Threaten hitiptatirdse are
allowed. You may even slay him as long as he strikes the fost Blut if you resort to murder, the
Hlaalu will brag for years that all Redorans are thugs and musderer

Now to Caldera (and Creeper), before trudging tdeaad trusty path to Gnaar Mok. The first persomet told me
that llunibi Caverns are at the northern tip of $aene island as Gnaar Mok, facing Khartag Point.
With that info the cavern was easy to find.

" Near Gnaar Mok
llunibi

Gnaar Mok

In practice, explored only the first two caverngobe | had to back out fully loaded. Did some otteesks before
returning, but as it's more logical to presenténgire llunibi endeavor in one go, the side actétwill be
presented first.
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In Balmora, went to the Eight Plates and found #\IVeri.

House Redoran g4, Alvis Teri

Turned out he wasn't easy to handle.

1. Several attempts at taunting him into attacking me faileladdo give up this plan

2. Tried to sneak in on him and steal the helm — only partly sucdaemse Was nothing to steal,
and when | tried anyway he discovered me and attacked. So got thédtedtso a 25 gold
bounty. So went to a guard and offered to pay the bounty — OK so far, but he also took
everything | had stolen, which was a lot more than | thought, among atbst®f my armor
(which I have found in various ruins, or got from Percius) — so this darfailed

3. Increase his disposition — a combination of admire and bribeséargdfter each success). A
disposition 84 he gave up the helm;
Just what | need. Another stupid Redoran. (Founder’s Helm) Fine. Tagkei i helm. But
you're a mommy’s boy and so is your stupid Founder.

And then to Hasphat to discuss the books:

MG q12 (Trebonius’ Dwarves...)

Hasphat Antabolis, Balmora FG

The Dwemer are the fabled lost Dwarven race whose ruins and spéetitiicts are scattered across Tamriel.
Elves use the term “Dwemer”, connoting variously “deep-delving’bfgund”, and “close-counseled”.
Imperial usage is “Dwarven”, derived in fable from the aftewte regard of the Giant races for their “little”
Dwemer friends. There are several Dwemer sites on Vvardeaniel many have found Dwemer artifacts.

Egg of Time

This “Egg of Time” is certainly very suggestive. | féarot quite able to piece together what is going on. You
might want to take these books to another Dwemer scholar, perhapstbaelafer Telvanni.

Hanging Gardens

Did you tell Senilas Cadiusus of this [The guy who led the Nchulcftieggpiedition]? This may be the
translation key they have been searching for. If you find any other Bmawoks, perhaps | could try and
translate them with this key.

Divine Metaphysics

With the “Hanging Gardens” book as a key, | can make out some of @ivaté Metaphysics” is saying. It
seems to suggest that new gods may be created through some kinéyt $al@ not know much of magic.
Perhaps you should speak with someone who is both a wizard and a scholar.

Back to Ald’ruhn:

House Redoran g4

Neminda:

Good work, Earendil. You have recovered the Founder’s Helm and have not broughtipbarfouse
Redoran. Will you give me the Helm now? (YES)

House Redoran g5, Neminda, Council Hall, Ald’ruhn

Drulene Falen needs help with her guar herds again. Sounds like trotiblwilits. It happens, especially
further from the law. Usually the bandits are outcast Ashlan@ersalk to Drulene Falen again. She might bg
able to tell you where the bandits are.

To get to Drulene’s herd, leave west out of Ald’ruhn and take thetovaatds Gnisis. When you go into the
hills, take the left fork to the southwest. Take the right patheanext fork and you should see her guar straight
ahead.

Turned out this place wasn't easy to find at alistrof all, it was much further west than I'd gadsom the directions —
actually almost at Khartag Point, northeast of thmfpabout 1 cm on the world map. But as | seardhedarea, | also ran
into some side quests:

Side quest Disease, Hisin Deep-Raed, West coast east  of Andasreth

You! You will speak with me now, or you shall feel the bite of my axéEWthis enchantment wears off, His
Deep-Raed will shed some blood!

Aye. A foul witch has given me some enchanted disease, leavingatesl to this spot. She called it Witchwit
Foul temptress! | had been her escort; she was a big woman, frieralljkngw. Then the damned witch
ensorcelled me, leaving me at this spot, nearly naked, to displafanye to the world!

(I should be able to cure your paralyzation with a spell) — Missiomptaim (Got Icecap Helm)

in

her.
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Side quest Shirt delivery, Rasha, West coast east o0 f Andasreth

Greetings, traveler. Rasha wishes you well and thinks you maybe lpdrirhevith some pressing business.
Yes. Most pressing. | have, you see, a shipment of clothing... fine clothigigté get to Ald’ruhn. But , | fear
other business draws me away. Perhaps, | think, you and | might comartargement, yes? If you will delive
Rasha’s shirts...these fine fine shirts...to Bivale Teneran the alathiéd’ruhn, she will pay you for your
services. And a generous woman she is. | would ask that you sweah &am Danithar to seal our arrangement,
though. Yes. What do you think of my offer, hmmmm? (swear oath)

Most excellent, yes? We will both gain from this...I shall keemogd name, and you shall benefit from
Teneran’s generosity. Wonderful. Take care, Earendil, one should naintaketh sworn to Zenithar lightly. No,
never lightly. (Got 5 Exquisite shirts).

~

Coincidentally ran int&jorvar Horse-Mouthn the
hills directly east of Gnaar Mok (one of the Blades-Blis =
trainers:

Blunt Weapon / Long Blade / Axe,

but not advanced enough to train me any more.)

And then at last found what must be Drulene Fale

S » . ’
House Redoran g5, Drulene Falen, West coast hills
Did Neminda send you again? I've been having trouble with bandits.
The bandits have only tried to get my guar and those of two other fierdg
nearby. The bandits came from south last time, and they led off one of
best guar that way. I'd check south of here to see if thersgresaes or
tombs that the bandits could be hiding in.

While searching the area, had stumbled across yelamcestral Tomb, with also a few tame guars oetsidirectly
south of Falen farm, seemed an obvious place tb star

Telvayn Ancestral Tomb

“Standard” tomb — two bandits of the
“no-challenge” kind.
Some loot, a skill book Heavy Armor.

Returned to Drulene Falen and
reported — got 2 Hackle-Lo Leaves as
reward.

Returned to Ald’ruhn.




First went to the clothier, Bivale Teneran in the MaBbistrict

Side quest Shirt delivery

Bivale Teneran

Good day, Earendil. | am Bivale Teneran. | flatter myself that ttee finest clothier in these parts. Shall | tell y
about my trade? Or would you be interested in a little work?

Ah... you've brought the shirts from Rasha. Wonderful! He does such fing amatlhe sells them to me for very
reasonable prices. He’s a careful sort, but that’s just smantesgsf you ask me. Thank you for your help, and
here’s your payment. (Got Belt of Iron Will)

Side quest lenas Sarandas’ debt, Bivale Teneran, Ald’  ruhn Manor District

I made a brocade shirt and silk pants for lenas Sarandas. He gaedf4p@yment on account, and said he'd pd
me the rest later, but it's been weeks, and | have my own billytd-pral lenas Sarandus, get the overdue
payment of 360 drakes he owes me, or get the shirt and pants and bring tkéomb@&cand I'll give you 50
drakes for your services.

The young fellow lenas Sarandas’ family has lived in Ald’ruhn a tong. His parents died recently and left hi

their house and estate. But lenas has fallen in with a fast craetieve he’s taken to drinking expensive liquof

and has incurred some gambling debts. He's a charming lad, everyemhbilik but he’s not very sensible, and
suddenly becoming rich seems to have made him an irresponsible fool.

=]

House Redoran g5

Neminda

Is Drulene Falen still having trouble with bandits?
Good work, Earendil. | have more duties for you.

House Redoran g6, Neminda, Council Hall, Ald’ruhn

One of the councilors has been threatened.

Serjo Athyn Sarethia councilor of House Redoran, believes his life is in danger. ideSsrethi Manor under
Skar. | need someone to guard Athyn Sarethi. Quickly. Go to Sarethi Manar here, it is the second door to
your right after you get back to Skar. Stay there until Athyn Saretbs you orders or until more guards arrive

Arriving in Sarethi Manor found two dead guards be floor, and while
speaking to Sarethi, was attacked by two assa$simginately they headed
for me, not Athyn Sarethi, and were quickly disposédithout anyone
getting harmed.

Athyn Sarethi:

Thank you, Earendil. | am in your debt. | will ddvat | can to return the
favor. Tell Neminda that | am safe.

House Redoran g6

Neminda

| heard there was an attack... Is Athyn Sarethi safe? (YES)

I hope Athyn is OK. He and my father were close friends, and the

Sarethi family has had enough trouble recently. Guard duties pays
drakes, Earendil. It's not much, but perhaps you can put it to good
(Got 200 gold).

Neminda — no more duties. Advises me to contact émleeoCouncilors. Should also talk Faral Retheram Vivec.
Promoted td<insman

Next, found lenas Sarandas:

Side quest lenas Sarandas’ debt

Yes? I'm lenas Sarandas. So. You're here about the overdue payments?

Yes, | do have some overdue payments with local merchants. But 8id bhfan’t pay my debts right now. You
see, I'm a little strapped for cash at the moment. But | hataiceery attractive prospects underway, and I'm
sure I'll be able to pay very soon.

[Offer a sympathetic ear and friendly advice
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Side quest lenas Sarandas’ debt, cont'd
Indeed, itis as you say. ‘...Not encumber myself with profitlessuregsbut shall share freely among house apd
hearth’ | have forgotten the Grace of Generosity, the words of LiwetVYou are right to remind me of
Saryoni's Sermons. I've been a fool. I've wasted my family fortuslés) pursuit of profitless treasures. | should
share freely, rather than squander the great gifts of home ank.heart

Here. Take these items and return them. Give:

» the Brocade shirt and silk pants to Bivale Teneran

» the Racer suede belt to Tiras Sadus

» the Ebony ring and the Glass ring to Daynes Redotbhril

» the Designer shoes to Llether Vari

» the Firejade amulet to Bevene Releth

They are all merchants in Ald’ruhn. Return the goods, with my apologies

Now | know what | must do. | must give my parent’s house to the Temptel shall enter the Temple myself,
and see if | can make something of my life. Thank you, Earendil. Yaalght me a valuable lesson. From this
day forward, | shall make my honest way in the world, and try to beruice to others.

Next stage of this quest was identical for all the merchamtsthcted, first one was Tiras Sadus:

Welcome back. Look around for yourself. Inspect my offerings. Or stedllyou about my trade? Or perhaps..
would you be interested in doing a littl@rk for me?

work:

I made / delivered XXX for a customer, lenas Sarandas. | madeeland received my first payment, but Sefa
lenas is behind time for his final payment, and | can wait no longeilt.pay you ZZ drakes if you will find Sera
leanas Serandas and either recover and return my XXX, or extrasteitie payment of YY drakes for me.
(Then had to do a Goodbye, and open dialogue again)

work:

| see you have the XXX from lenas Sarandas. Here are the ZZ&doakeur services. And thank you very mug¢h
for handling this situation so well. | really appreciate it.
lenas Sarandas:

Have you heard that he has given his house to the Temple and is stodyéng priest at the Ald’ruhn Temple?
The word is all over town.

Another surprising and unpleasant experience. & and looking forward to a good night's sleep.

So went to the Fighters Guild and found myself d inethe shared bedroom.

But on awakening, was attacked by all the guild lpers — hey I'm your master and we're supposed tivideds,
not?

Anyway — I'm beginning to like the Ald’ruhn FightefBuild less and less. Plan to fetch all my thingsé¢hand
never come back — even though Percius has appeabedatgood friend so far.

But this is just bringing it too far — telling theigrds that the glass suit he told me | could ussingdeed stolen from
the Guild!

Anyway — returning to the llunibi mission (althoudtistisnotin the order I actually did it — but does it matder?

Encountered all sorts of Sixth House monstersuiniti

(in order met):

Ash Ghoul, Sleeper, Ash Slave, Flame Atronach, Band,
Ascended Sleeper, Lame Corprus, Dreamer, Ash Zgmbie
Dremora Lord, Skeleton Champion, Hunger, Storm Adan

Was especially happy to capture no less than four
Ascended Sleeper souls
(reportedly among the most powerful souls).




llunibi,
1. Carcass of the Saint

llunibi,
2. Marowak’s Spine

[lunibi,
5. Soul's Rattle

Gnaar Mok

[lunibi,
3. Tainted Marrow

[lunibi,
4. Blackened Heart

Encounter Dagoth Gares
Gauntlets Fist of Randagulf
(Hidden behind chest)

Ascended Sleeper




Dagoth Gares looked like an Ash Zombie, and appeahdlé | was fighting another monster:

Dagoth Gares — Greeting before final fight

The Sixth Housegreets you, Lord Nerevar. Or Earendil, as you call yourself. lrowk adDagoth Gares
priest ofllunibi Shring and minister to Sixth House Servants. My Lord, Dagoth Ur, has inforraeaf your
coming. | wish that this time you had come to honor your Lord’s friendshipo thatray it.

The Sixth House was not dead, but only sleeping. Now it wakes from itdleam, and with its Lord,
Dagoth Ur, it comes forth to free Morrowind of foreign rulers andngiaretenders When the land is sweq
clean of false friends and greedy thieves, the children of Velothwitl anew a garden of plenty in this
blighted wasteland.

Sixth House servants

Forgive the rude welcome, but until you have declared for us, we reasytu as our enemy. The Sleepefs

and Dreamers are newly come to Lord Dagoth, and not yet blessedsithwer. But the Children of His

Flesh, they are deep in the heart of his mysteries. Their badiids contain his glory, and to yield the rich

sacrament of our Lord’s feasts. And we are the least of hiardenfor Ash Poets, Ascended Sleepers, an
Ash Vampires stand high above us in the Lord’s bountiful grace.
llunibi Shrine is just a small, quiet retreat for Sixth House &w®sy a place to contemplate and grow stron

and wise in Lord Dagoth’s ways. Here we share the sacramefgsiobihd blood, and dream the dreams pf

our Lord. This and other lesser shrines are hidden from prying eyegtaut the land. But the greatest
shrines of Sixth House servants lie beneath Red Mountain, in the sitdaelr Lord and his close kin.
Lord Dagoth would far rather have you as a friend than as an enemy. Byburgubmit to him, Sixth
House servants will treat you as an enemy, and try to destroy wauw ¥Wish to be our friend, first you mus
go to Lord Dagoth in his citadel on Red Mountain and make your submission.

Dagoth Gares was less of a challenge than | had teghdaut he succeeded in cursing me withcihrus
diseaséefore he died. (Can of course not be avoidedjspdrt of the prophecy.)

With his dying breach, Dagoth Garcs smiles and |
curses you. 'G@ven as my Master wills, you shall
| comc to him, in his flesh, and of his flesh,

—




Found much loot in the bell room, the innermostecay

Most noticeably, hidden behind one of the chebts Gauntlets “Fist of Randagulf’, with AR 216,
and a hefty weight of 16 — but with constant effdedstify Strength + 20 and Fortify Agility + 20
compensating for this.

During the exploration advancedltevel 35
(This time had AGI 95, and 10 agility bonus poifitst still didn’t get any attribute bonus, (only
one point to spend on agility) so definitely a BYG.

Recall to Balmora, and discovered that people wdutdlk to me when | had the corprus disease
(e.g. couldn't sell my stuff). So had no choice tougo to Caius without delay:

Blades q7
With Dagoth Gares dead, the Sixth House shrine is no longer a threate¥Yoare than earned a promotion to the
rank of Traveler I'm very worried that you have corprus disease. But | have some goodmthas department.

Blades 8, Caius Cosades, Balmora

I canvassed my informants for possible treatments, just inyoaseontracted the disease during your mission. |
learned from Fast Eddie that your best chance of getting cubedaigth Fyr, an ancient Telvanni wizard who runsj|a
Corprusarium for victims of the disease.

Here. Take this Dwemer artifact and 1000 drakes, and go to TdDivath Fyr will like the Dwemer artifact. A gift
may sweeten his disposition. The gold is for expenses. And here’s a obuplétation potions. | hear you'll need
them in Telvanni towers, because wizards don’t use stairs. So getgnand get that corprus disease cured. Ther
hurry back. | think | know how to get the lost prophecies Nibani Maesaldsek.
(got Dwemer Coherer and 1000 gold).

As I've already been to Tel Fyr once, could traviekctly to Sadrith Mora and water walk from thereo¢eeded up to
Divayth Fyr's chamber:

-- Say, that’s an interesting Dwemer piece you hheeet
What can you tell me about iltfs a gift for yog

A gift? For me? How thoughtful. And shrewd. | suppo
you know | am a collector. And that such a gifbaind
to please me. | congratulate you on your diplomsititis.
So, why have you tried to butter me up? Come te@lbn
the great Divayth Fyr? You have tH&ine disease
Want to plunder the dungeon? Or leer at my daughte
The magical principles of corprus disease are eduaid
miraculous, far more subtle and powerful than any
conventional sorcery or enchantment. I'm persuatat
it is in some manner the curse or blessing of a god
Perhaps both a curse and a blessing. The victiepufse
cannot appreciate the marvelous nature of corpraaps
the mind and destroys the body. But to a wizaris, é
profound and glorious mystery, a riddle worth agion
lifetime of study.

Corprus disease?

How interesting. Did you know thabrprus makes you immune to diséastave you ever heard of the prophecies of
the Nerevarine? Ashlanders say the Nerevarine wiliimaune to disease. I've always thought, “Maybavdthe
Nerevarine down in my Corprusarium, and | don’'t ekaow it”. Hah. Hah. The Nerevarine is a fat, disng

corprus monster, and mad as a marsh rat. Wouldat'té funny?

{Explain that you may fulfill the Nerevarine prohegie

That's a fascinating story you tell. So. You migletthe Nerevarine. Means nothing, of course. Csrpictims have

all sorts of delusions. But... let me think...

I've got a potion. In theory, it should cure corpridoesn’t work, though. Probably kill you, killetl my test subjects.
But you've got nothing to lose. Before | give itytou, | want you to look around below in the Cogatum. Know
what's in store if you don't take the potion. Andhile you're there, | want you to pick up a pairbafots from a

victim, calls himselfyagrum BagarnMy oldest patient. Handy fellow, fixes things foe. Bring the boots back, and
then you can have the potion.

Went down to the Corprusarium, and was met bytaeden.
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Corprusarium

Corprusarium Bowels

Corprusariumn

- |
Corprusarium

Bowels
Yagrum

', 'Bagarn

¥. 7

Tower of Tel Fyr Warden

¥

Tel Fyr
Onyx Hall

Corprusarium =
Onyx Hall @

Warden Vistha-Kai

You have been warned. Do not harm the inmateseo€tirprusarium. If you plan to plunder the dungemu, must
endure their attacks, and mine.

Lord Fyr shelters and maintains the victims of cagadisease here in the Corprusarium. He does thgneaa service,
because no other could or would help them. He &d&s the world a great service by keeping themevtteay can do
no harm to others. The inmates are sad, distortetbtars, angry and cruel, and their sufferingggagat, but they still
live and feel, and | honor Lord Fyr’'s care and cosgian for them.

Do not harm the inmates. | will not tolerate yowiag to their suffering. Indeed, they are brutad éerocious, and they
will kill you if they can. But you are their guestnd you may not harm them, or you will answemta

| am the guardian and peacekeeper of the Corpwmsatihave spent long years in service to Lord kst as a slave,
then as a free hireling, and now as a friend amthea He has been kind and generous to me, aildlhis interests,
and his interests of those he shelters, to hebg.tfeasures of his dungeon are open to sportrdingato Lord Fyr's
whim, and you’re welcome to try to steal them. Bubo, find great sport in hunting thieves.

For his own amusement, Divayth Fyr permits thieve®sb their skills by attempting to steal the tteas he keeps
below in the Corprusarium. The dangers are feaffué inmates are savage, and they carry the muotiéedisease on
Tamriel. The treasures themselves are guardedapy &ind terrors. And the guards, myself chief antbem, will take
great delight in trying to kill you. Those are thies. Abide by them, or leave.

*So used a ring of Chameleon 20 - 30 %, and aadaihy best sneak skill, and was not disturbed lyynaonsters as
long as | was in there.

After sneaking around most of the dungeon headedight way, and saw what must be the oldest dimarf
Morrowind at a distance ¥agrum BagarnRecall this was also the person | had been advistalk to
regarding the “disappearance of the dwarves” qaredtthe three books related to it. 137



Yagrum Bagarn:

You're here for the Dwemer boots. Tell my gracioegper that | have
done what | could. Only a Dwemer magecrafter coukktdone so much.
But only idiots could have created these bootshdtmes my race that we
must be judged by the works of such lack-wit bluede

Lord Fyr obtained these enchanted Dwemer boots fronméortunate
thief. And, given the quality of their craftsmanghiittle wonder the
fellow came to a bad end. But | can do nothingtfiem. The fundamental
enchantment is flawed. Might as well start overimagaif such a pair of
boots could still be fashioned in these benightttdt days. But | have
done my best. Take them to Lord Fyr, with my siecgpologies.

(Got Dwemer Boots of Flying.)

| owe my life to Lord Fyr. He took me in when | wasnad monster, out
of my mind. In time, | emerged from my dementisgd swow | am quite
lucid most of the time, though my body is still@igsque and useless
prison. And | still have some feeble hope of a cumed Fyr has tried
many spells and potions. None have helped me, dtitar have they
harmed me. If anyone can cure this disease, Lorady.

Once | was Master Crafter in the service of Lordjiemac, chief architect of the great Second Enfpéeholds, and the
greatest enchanter of his time. | could not maehgenius of Lord Kagrenac, but what he could éowisand my
colleagues could build. All of that is gone foreviestill retain my cunning, but my hands and efa@bkme, and my
memories have long faded. My only consolation isheday to mock the gods who destroyed my racecandemned
me to this bleak existence.

MG q12 (Trebonius’ Dwarves...)
Yagrum Bagarn

Disappearance of the Dwarves.
Hmm... | cannot say what happened. | was not there to observe. | wa®inténd&Realm at the time, and whe
| came back, my people were gone. | left Red Mountain, wandering ldanryears, searching our deserted
colonies, looking for a survivor or an explanation. Then, a long long time agtoyrhed to Red Mountain, still
looking for answers. Instead, | found corprus disease, and | have beendresimee. | have theories, if you a
interested:

Lord Kagrenac, the foremost arcane philosopher and magecrafterashirgevised tools to shape mythopoe
forces, intending to transcend the limits of Dwemer mortality. él@s, in reviewing his formulae, some
logicians argued that side effects were unpredictable, and mnigitsbe catastrophic. | think Kagrenac migh
have succeeded in granting our race eternal life, with unforesasaquences — such as wholesale
displacement to an Outer Realm. Or he may have erred, and uttérbyddsur race.

Divine Metaphysics

This book is just an explanation of some of Kagrenac’s theories. | could bBpars explaining them to you,
but Kagrenac is dead, and | believe his theories must die with him.

Egg of Time

By refreshing my memory with “Divine Metaphysics”, | belidvean explain. The Dwemer were not unified
their thinking. Kagrenac and his tonal architects, among them Bthuaaldndz, believed they could improve
the Dwemer race. Others argued that the attempt would be toagislat The war with Nerevar and the
Dunmer may have led Kagrenac to carry out his experiments premgadtbbugh this book argues that
nothing disastrous could result, the disappearance of my race atgeesise.

Hanging Gardens

Yes, this book is written in both Aldmeris and in Dwemer. Many books wetten in both languages in the
days of Resdayn when Dunmer and Dwemer ruled together peacefully. I'dooffanslate, but this is really
just a boring travel guide. If you find any other books in Dwemer, | coaldkate them for you.

e

ic

—F

I now have two pairs of Dwemer boots of Flying in myentory. This is a source of mix-up when Divaifyr
is to have his pair (known bug in game), so to jil@afe left the pair | had originally outside bef going
(flying) back to Divayth. 138



Blades (8, Divayth Fyr

Well? Did you get my boots? No boots, no potion... (Gave boots)

And now. I'll give you the potion, on the following condition: You must drink it herfgreemy eyes. It should act
immediately, and | need to observe you very carefully. Agreed®, @i'ee me the potion)

Good. Open your mouth, and close your eyes...

Good. Now swallow... Goodness... Good grief! Look! Look! Itiworking!

Remarkable. Let me check your skin... your eyes... your tongue... Amathimk it worked. No sign of the disease
at all. Of course, you still have corprus disease, just like | pthrBwg all your symptoms are gone. Marvelous. I'll
go try it out on some of the desperate inmates. But I'll answeqaestions you have before you go.

So was cured and ready to continue my day-to-dsksta
Went back to Balmora (recall).

Having apparently solved the Disappearance of tharides problem, first took a guild guide to Vivecneet
with Trebonius:

MG q12 (Trebonius’ Dwarves...)

Greetings, Earendil. | am Arch-Mage Trebonius, Guildmaster of Vivec

| have seen how you lust after the power and prestige that only | fittve Guildmaster here in Vvardenfell.
you truly think that you can take my place, meet me in the Arereadael to the death. (No way...)

Then you will always be known as Earendil the Wizard.

Disappearance of the Dwarves

Oh? Let me see these books, Wizard. Oh, yes of course. This “Eggedfigiquite obvious... in its... um...
descriptions... of the things... that happened. Yes, of course. It isaalt@i®me. | would prefer that you wrote
report that... um... simplified your findings, but | trust that you have indeeedstiie mystery.

—

0

Advancement: Congratulations. You are now EarehédiMaster Wizard

Then to Sadrith Mora and Skink-in-Trees-Shade, wéub dnother quest for me once | had been promoted.

MG 28, Skink-in-Tree’s-Shade, Wolverine Hall, Sadr ith Mora

You have performed all my duties honorably. | have one more thing to ask.af y

I am honored to have worked with you, Earendil, and | have one more taskhiBdk&ér to Arch-Mage
Trebonius in Vivec. (Got Letter from Ocato)

The current guildmaster — it is rumored that he was promoted to Inentposition to get him out of Cyrodiil.
It is a shame that men can have power without wisdom. It is diffenensflizards.

Letter from Ocato

To the esteemed Arch-Mage Trebonius Artorius, Guildmaster of Vvardenfell
Upon receiving this letter, you will step down from your post and grartitigef
Arch-Mage to Earendil. From this day forward, Earendil will handi&alld matters
in Vvardenfell. You may keep the title of Arch-Mage, but you wilireefrom active
participation in the affairs of the Guild.

In the Emperor’'s Name.

Ocato

So back to Trebonius in Vivec:

MG 28, Trebonius

What? You have a letter for me? Well, hand it over.

Interesting. This letter says that | am to make you the Arageévand retire. | do not know why Ocato would
lose his faith in me, but | will do as he asks. But | will watgbr you, Earendil, and make sure you do not
betray the high principles of the Mages Guild.

We now both have the title éfrch-Mage

Comment: Technically I'm not qualified to be Archalgle, as it requires one skill at 90, which | (yth't have.

And then it's time to report to Caius: 139



Blades g8

Earendil. Thank you for your report. I'm very happy you've been cured. Unfoelynkte had a bit of bad news.
I've been recalled to the Imperial City. You'll be promote®ieerative and will head the Blades here in Vvardenfe
until | return. I've only waited here to give you your final ordeefore | go.

Internal politics. Some concern about my sugar. | thought about refusirectie But they have members of my
family back in the capital. I'm afraid it may have somethimga with the problems with the succession. As the
Emperor’s health declines, factions are maneuvering for advahtagg.be gone a while — that's why you're
promoted to Operative, which makes you the ranking Blades agenhhérardenfell district. As far as | know.
There may be other Blades agents here | don’t know about. It wouldorissume. | may be gone for a while, and
you'll have expenses. Here’s some gold. And you can use the house untihl Aand | won't be needing these
blacks or the ring while I'm in Cyrodiil. Maybe they’ll come inrfaly. Take good care of them.

(Got 750 gold, Caius’ Black pants, Caius’ Black shirt, Caius’ ring)

Head the Blades?

There’s nothing to it. Each agent has his own assignment, and repatiy tir€yrodiil. You're promoted to
Operative mostly to preserve your independence. You're no fool. The ddysEripire are almost over. When the
Emperor dies, nine hells’re going to break loose. Forget about the &inBdyi. Think locally. Worry about the Sixth
House and Dagoth Ur. And squabbles between the Great Houses and the colmmisst of the political nonsenseg
doesn’t amount to a plate of sculttle.

18

Blades q9, Caius Cosades, Balmora

Continue pursuing the Nerevarine prophecies, as the Emperor commanggoRwghe Hall of Wisdom and Justic
and get Mehra Milo to help you find the lost prophecies. She’s being wattkediething has gone wrong, find he
private quarters; she’ll leave you a message there under thevoadi@maya. Then take the lost prophecies to
Nibani Maesa. From that point, you'll have to follow her directions, andvidlhe prophecies. Good luck.

Mehra Milo says the Dissident Priests do have records of Ashlandevadire prophecies, and she has an idea how
we might get a look at them.

1%

-

Now naturally moved my base to Caius’ house. Kip&ned the trapped and locked chest, then wenldfouAn
and fetched the contents of the FG-chest I've lusémg, and moved those contents to my new storagst.cAlso
picked up (most of) the stuff I've placed in the g¢a Guild bedroom, and moved that to my new HQ.
Training: Most skills are now at a level where nari¢he local trainers can help me any more. Bat$hOK, as
most of my attributes are at or near the top anyway

Went to Vivec MG, and bought a couple of Divine mrention scrolls, which | know | will need. Thenttze
Library in the Hall of Wisdom, where | met Milo latime. As she wasn't there, | asked first persamet:

-- She works here in the Library. If she’s not heght now, you might find her in her private quasteHer door is
across from the Canon Offices here in the Hall asd@/m.

** The door was locked (lv. 20), but easily picketho one saw me and | slipped in. Found a “Lettekrtaya”
(which was meant for me of course):

Letter from Mehra Milo
Amaya

Sorry | missed you. | had to run some old documents over to the Inquigher a
Ministry of Truth, and I'm likely to be tied up there for a while. Why dgu
meet me there as soon as you can? Then we can leave togetiar as bm
done. And Amaya, don’t forget to bring me the two Divine Interventiowllscr
you borrowed. Or, if you used them, buy a couple of new ones for me. | thin
going to need them soon. Janand Maulinie at the Mages Guild in ther-oreig
Quarter keeps them in stock.

Alvela Saram is the guard at the entrance; just tell her yéatténg for me, and
she’ll let you in.

your faithful friend,
Mehra

PS: | left a couple of Levitate potions here for you, just in das®ildn’t 140
remember if you knew the spell or not, so | drew a couple from stock.




Next to the Ministry of Truth, which can only beached by flying. So used the Levitation potion fribfio, and
found Alvela Saranby one of the doors:

-- I'm sorry. No pilgrims allowed in the Ministry:lllhave to ask you to leave... but
you're not here to visit anyone, are you? (...)

Mehra said you would come. I'll say you subdued nith wiagic and stole my key.
It opens all three exterior doors — the upper bamr is best. You'll need other
keys for other doors inside. Search for the keydeisks; no one carries keys while
duty. Mehra is in Prison Keep in the cell on therfght. Mehra said you'd bring
scrolls to get out.

Some of us are sympathetic to the Dissident pribsiskill an Ordinator, and you'll
lose that sympathy. Here’s the key to the entraNosv get going.

Entered by upper back door as advised, and nownaids | know that | could just
have taken the first tunnel up to the correct dobut ended up exploring the area.
Used Caius gear for 20% chameleon, and activateaksnvhich worked pretty well.

But unintentionally killed a couple of guards (cbhiave avoided that, and the next stage would haee easier,
which | discovered on a reload). Also didn’t botkesearch for keys — picked all the doors easily.

X1: Door to Exit
X2: Door to Prison Keep

Hadn't paid sufficient attention to what Alvela Sarhad said, so at first
didn’t realize | needed to enter the Prison KeeprdBroblem was everyone
attacked me immediately | entered (that's whereousdn't have killed those
guards...)

Once inside | ran past the first batch of guardentactivated Chameleon and
Sneak, and managed to get to Mehra’s cell door witheing attacked.

Ministry of Truth
Hall of Processing

Ministry of Truth
Prison Keep

é X1: Door to Hall of Processing
Mehra'’s Cell

Mehra Milo:

Do you have the Divine Intervention scrolls? | haveescape plan.
I'll need one Divine Intervention scroll myself fary escape plan. Getting out will be a
lot faster and safer for you if you have one, bybu haven’t got one for yourself,
maybe you can find some other way out. Now, listéere’s my plan. Give me a Divine
Intervention scroll. I'll meet you at the secresBident priests monasteryHlamayan
For safety, we’'ll travel separately...

When you get out of here, look for a woman nam&dta Hateriaon the East Docks of
Ebonheart. Tell her | sent you, and that you warga fishing’. She’ll bring you to
Holamayan by boat. I'll meet you there, and we’lt tee lost prophecies fro@ilvas
Barelg the leader of the Dissident priests. And magitceals the Holamayan entrance
— speak to/evrana Aryon a monk at the dock at Holamayan, abouthidelen entrance
Holamayan is a secret monastery of the Dissideesfwi The monastery itself is
beneath the surface of a remote island along Az@aast, with only a single entrance
hidden from view by hills and vegetation. The maegsis further protected by a
magical shield whictopens only at dawn and dyske magical twilight hours sacred to
Azura.



So, cast a Divine Intervention spell, and found effyat the Temple of Ebonheart — very convenient.

Ebonheart

|_' a
© Ship
Chun-Ook

Six Fishes

Grand Council Chambers Tower
Grand Council Chambers
Imperial Chambers

Hawkmoth Towers

Skyrim Mission

Argonian Mission

Hawkmoth Legion Garrison
East Empire Company Hall

. East Empire North Warehouse
10. East Empire South Warehouse
11. Underground Caverns

I

1.
2.
3.
4.
5.
6.
7.
8.
9

Blatta Hateriawas at the northern of the two ships in the easkdo

Do | know you? Were you thinking you might wantgo fishing?

I know a fine place. Excellent fishing. My friendefira Milo says it's her favorite fishing spot. Yaady to go?

Good. I'm ready to take you to Holamayan any tima’s@ready to travel. And I'll be here to offer treervice any 142
time you need it.

(Must choose “Travel” in main menu to actually gyahere...)




The Holamayan island was at the far east coastr@mabl was met by a monk:

I'm Vevrana Aryon, a monk of Holamayan. The monastethere, on this island. Take the
stone pathway north from the docks and the patfilluphe entrance is hidden by a magical
shield. Wait or rest at the head of the path, &edobrtal will open at dusk or dawn only, the
magical twilight hours sacred to Azura. Mehra Miksthold us of your coming. You can find
her in the library with Master Barelo. Later, | camange for you return to Vivec whenever yo
are ready.

Holamayan is a secret monastery of the Dissidersfwi The monastery itself is beneath the
surface of a remote island along Azura’s Coast, witly a single entrance hidden from view
by hills and vegetation. The monastery is furthextgcted by a magical shield which opens
only at dawn and dusk.

4
% Holamayan

Holamayan Monastery Mehra Milo: _ _ |
Thank you, Earendil, for rescuing me. Now I'll stagre at Holamayan with

Master Barelo and assist him with the monasteryisatiy.
v MasterGilvas Barelds the abbot of our monastery, and the head ofearet
D= e order. We have adopted the name ‘Dissident priedts’ are not ashamed of our
H o S A ¥ disputes with the Temple’s hierarchy.
' 8 ;_i il L‘.. Dissident Priests
y ey e We are fiercely loyal to the Temple’s ancient ttimeis. But we are troubled that
{ | 4 E Library the ultimate source of the Tribunal's divinity migbe the same as the source of
= = Dagoth Ur’s evil power. Dagoth Ur's power seems tx\aa the Tribunal’s

< power wanes. Read ‘The Progress of Truth’ and atbeuments of the
Apographa in our library, and you'll see why we areasy.
The Tribunal Temple is the native religion of dzéld Morrowind. They
worship three God-King#lmalexia, Sotha Si] andVivec, who are known
together as th&ribunal We usually just call it ‘The Temple’.

Like loving ancestors, the Tribunal guards and seisus. Like stern parents,
they punish our sins and errors. Like generougivels, they share their bounty
among the greatest and least, according to thetlsie
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Mehra Milo, cont'd:

The oldest of ouancestospirits we call thdaedrathough they are powerful and cunning, their hearts and minds have
grown distant and strange, and the bad Daedra are dangerous. The DaedranmestarsaBefore the Tribunal, we
worshipped the Daedra as gods, but they didn't deserve it, since they haraseaftes as they helped us. When they
became gods, the Tribunal became our Protectors and High Ancestor Spéritmod Daedra became loyal friends of the
Tribunal, but the bad Daedra remained foul and treacherous.

Boethiah Mephala andAzuraare loyal friends of the Tribunal. These Daedra are the Good Daddch, we also call the
Anticipations.

Almalexiais Healing Mother, the source of compassion and sympathy, and protectopobttand weak.

Companion and teacher of Nerevar and Vigtha Silis the Light of Knowledge and the Inspiration of Craft and
Sorcery.

Lord Vivecis a lover of both words and deeds, and a master of weapons and poetry.

Please make yourself comfortable here. Rest in our beds, and make gobdwservices. You may read our books, but
don’t take them. Do not abuse our hospitality.

** Found two skill-increase books. Also several trainers here, of reasdmighljevel.

Blades g6 & 9, Gilvas Barelo, Holamayan Monastery

Lost prophecies

I have reviewed the Apographa, and have found two passages of pamiwuksti We've made copies of these
passages to give you. Many are familiar with the two Neneegmiophecies current among the Ashlanders called
‘The Stranger’ and ‘The Seven Visions'. We have two other propheciesl.ogté’rophecy’ and ‘The Seven
Curses’, that may offer additional insights into the riddles surrourtdengoming of the Incarnate. Perhaps these fare
the Lost Prophecies that your friend Nibani Maesa told you about.

We have also prepared a document for you called ‘Kagrenac’s Tools'ddbiiment will explain to you, and to
others, the terrible secret that the Temple conceals aboutithigistory of the Tribunal and the corrupt nature of
their divine powers. It is to conceal this secret that the Tepgkecutes the Nerevarine and the Dissident Priests.
This persecution must stop. We must be united against the true,ddagoth Ur. And if you are the Nerevarine,
you must lead us against him.

(Got ‘The Lost Prophecy’, ‘The Seven Curses’, and ‘Kagrenac’s Tools’)

Apographa

The Heirographa are the collected priestly writings of the TenTgie Apographa are the ‘hidden writings’ — secrets
known only at the highest levels of priesthood and inquisition. Defyingjetmple, we have gathered as much of the
Apographa as we can here in Holamayan. One of the chief disputes bdtev@@miple and the Dissident priests i$
that the Temple hides the truth from its followers.

The Lost Prophecy

-- I've annotated your copy of ‘The Lost Prophecy’ with our best effdritsterpretation. But a rough summary
might be: ‘An outlander — foreign-born, but welcomed as a guest — conderga curses beneath Red Mountain.
His hand, blessed by Azura, uses a cursed blade to bring justice to Hmath,@r House Dwemer, or both.” The
Nerevarine? An outlander? That wouldn'’t please many Ashlanders, anekpiain how the prophecy got lost.
The Seven Curses

Your copy of ‘The Seven Curses’ bears our guesses at interpretingrses. In short form: Seven curses come ffom
House Dagoth, or House Dwemer, or both. Fire and ash come from Red MouetiriskEorprus. Ghosts, Seed,
and Despair are unclear, but Curse-of-Dreams seems to redeettd cases of soul sickness and Sleeper attacks
the towns.

Dissident Priests

A significant part of the Temple hierarchy might be more inclioeatcept and tolerate differences of opinion in
dogma. But other parts of the Temple, in particular the Ordinators BedelrSala, claim that the threat from Red
Mountain and Dagoth Ur can only be resisted with a unified, resoluteTaithpeople are afraid, so they support the
hard line. But if we can show ourselves able to confront Dagoth Ur nfextieély than the Ordinators, the Templ
and the people will support us.

Dagoth Ur

So long as the Ordinators, Buoyant Armigers, and Tribunal could contdifigheand Dagoth Ur’s creatures withi
the Ghostfence, faith in the Temple’s protective power was stranngdv travelers and settlement suffer from
blight storms and marauding monsters, and the people fear the Tergsliag its ages-old battle with the Devil
Dagoth Ur.

Our interest in th&lerevarinaused to be a matter of principle, a willingness to consider tidityailf mystical
insights rejected by Temple doctrine. Now, Dagoth Ur grows strongée thiei Tribunal grows weaker, and the
return of Saint Nerevar, even if only reborn in spirit, may be ostrfr@spect of salvation.

in
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The Lost Prophecy

[from the Apographa of the Dissident Priests, annotated by Gilvas Barelo, Abtolaofiayar
From seventh sign of eleventh generation,

Neither Hound nor Guar, nor Seed or Harrow,

But Dragon-born and far-star-marked,

Outlander Incarnate beneath Red Mountain,

Blessed Guest counters seven curses,

Star-blessed hand wields thrice-cursed blade,

To reap the harvest of the unmourned house.

Notes:
Lines 1-3: ‘Of ancient family, but not of the four great Ashlanderl8orn under foreign stars and the sign of th
Dragon — the Imperial sign’

Line 4-5: ‘Outlander Incarnate’ appears as a formal epithessitigethe linkage between the words. The Outland

Incarnate is a ‘blessed guest’, one not born of the tribes but at@spéeguest with rights of hearth and hospitality.

Under Red Mountain he will confront and balance against seven cursdise Séeven Curses’ prophecy; also
Dagoth Ur is served by his seven kin, once great wizard-lordedc¢akh vampires’ by the Ashlanders.

Line 6-7: ‘Star-blessed’ suggests Azura, the Daedra Lord and patnaagié, fate, and prophecy. ‘Thrice-cursed
blade’ may refer to a weapon callédening associated in certain legends with the battle of Red Mountain and
Dwemer craftlord Kagrenac. ‘Reap the harvest’ is a referemtiee proverb, “You harvest from the seeds you pla
which means you get what your labors deserve, in both a positiveddeasard, and negative sense of punishme
The ‘'unmourned house’ could be either or both of the lost Great Housedmiriheer — House Dwemer and Hous
Dagoth.

nt",
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The Seven Curses

[from the Apographa of the Dissident Priests, annotated by Gilvas Barelo, Abtholaofiayar
through the doors of unmourned house
where scoffers scoff and schemers scheme
form the halls of the oath-breaking house
rings seven curses of gods blasphemed
first curse, Curse-of-Fire

second curse, Curse-of-Ash

third curse, Curse-of-Flesh

fourth curse, Curse-of-Ghosts

fifth curse, Curse-of-Seed

sixth curse, Curse-of-Despair

seventh curse, Curse-of-Dreams

Notes:

Lines 1-3: Ambiguous. May refer to the impiety of the god-mocking HBweemer, or the treacherous diplomacy
of the subtle House Dagoth, or both. House Dagoth, however, was revilet-asezdters for their treachery at Re
Mountain. It may, however, refer to unspecified broken oaths of peacedettwed Nerevar and Lord Dumac,
founders of the Grand Council. Nerevar and Dumac were loyal friendshentlisagreement between the Dweme
and the other Great Houses broke out in open conflict.

Line 4: The Dwemer were the mockers and profaners of the divine.

Lines 5-6: The curses of fire and ash would come from Red Mountain whgoatDUr rules. These were the earli
reported threats from Red Mountain.

Line 7: Curse of flesh suggest blight diseases, especiallyusorfine fire and ash storms preceded the threats of
blight and corprus.

Line 8-10: Obscure. May refer to as-yet-unrecognized threats feagutb Ur.

Line 11: recent reports of soul sickness and disturbed dreams aomtofvnfolk and Ashlanders alike. That the
seventh and final curse has begun suggests the threat presehted te aeach a crisis.
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Kagrenac's Tools

[summarized from the Apographa by Gilvas Barelo, Abbot of Holamayan, and various ofglteiti Priesis
Beneath Red Mountain, Dwemer miners discovered a great magicalBy diverse methods, Lord Kagrenac, Hig
Priest and Magecrafter of the ancient Dwemer determinedhiisantgical stone was theart of the god Lorkhan
cast here in the Dawn Era as a punishment for his mischiedatirog the mortal world. Determined to use its divif
powers to create a new god for the exclusive benefit of the Dwé&agrenac forged three great enchanted artifa
which are called “Kagrenac’s ToolsNraithguards an enchanted gauntlet to protect its wearer from destruction

jh

e
Cts,

when tapping the heart’s pow&underis an enchanted hammer to strike the heart and produce the exact aoblime

guality of power desiredeeningis an enchanted blade that is used to flay and focus the powesésdrom the
heart.

When Kagrenac used these tools on the heart in the Battle of Red Mopontane knows what happened, but the
Dwemer race disappeared entirely from the mortal world. Lordydesnd Lord Dagoth retrieved these tools, andg
didn’t know what to do with them. Nerevar asked Dagoth to guard the thdksive went to consult with his
counselors, Vivec, Almalexia, and Sotha Sil. He left and spoke witht@e counselors, and they decided to retu
together to Red Mountain to decide what to do.

But while Nerevar was gone, Dagoth was tempted and confused by the pothersoafls. When Nerevar and the
counselors arrived, he refused to give up the tools, claiming he hadtswerevar to protect them. Then Dagoth
fought with Nerevar and the counselors, and was mortally wounded and dfffivend the tools were recovered.
Then Nerevar and his counselors decided to take the tools for qafekekhey all swore a great oath never to usg
the tools, but after Nerevar’'s death, Vivec, Almalexia, and Sothaefiled to temptation. They took these tools
themselves and went to Lorkhan’s heart buried beneath Red Mountagawanthemselves divine powers

But Dagoth had not died. We don’t know what happened, but this is what weebélie experiments with
Kagrenac’s Tools had joined him to the heart’s divine nature in someswdlyat he learned to draw power directl
from the heart.

We conjecture that Dagoth Ur, driven by anger and greed, used thevhibaut caution and restraint, and, as a
result, he has become terribly powerful, and terribly mad. But theifal showed great care and restraint in their,
use of the tools, and so they were not driven mad, and they did many goodNbimggheless, the Tribunal, too,
appear to have been corrupted by the heart’s power, though more subtly.

Kagrenac’s Tools are cursed. Stealing power from the heart of a gadrible folly, and fated to disaster. The
Tribunal is losing its battle to control the power of the heart. Bneyustained by the same tainted power that dr
Dagoth Ur mad. They grow weak, and cannot protect us from Dagoth UsvButf they could, would we be wise
to worship gods such as these? They conceal the truth from us out ef 3ty persecute the Nerevarine and th
Dissident priests out of shame, when they should be welcoming them astithgitieir aid against Dagoth Ur.
The Tribunal have done much good for Morrowind and the Dunmer. But they succumibedaimptation of
Kagrenac’s Tools, and though these tools once may have seemed timaéngdrof salvation, now they must be se
as instruments of doom.
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Instead of waiting until the gates open again, and enjoy a new boatsiiti@)y cast a recall back to Balmora.

Trying to get some rest in my (Caius’ former) bed resultegishdn attack by an Ash Zombie, and later in the
night two Dark Brotherhood assassins attacked — tough fight, but got géodpeisive) gear to sell.

Worked my way back to the Urshilaku camp via Ald’ruhn and Khuul, angeecticed spellcasting while
walking, | reachedevel 36and the camp at the same time.

Blades g6

Nibani Maesa

You have these lost prophecies? You will tell me these things, over anduatil | have them by heart. And then
you will tell me what these priests say, what they say in thesgswAnd then, you must leave me. Hunt. Sleep.
Train. Feed. Learn the land. | must bring these things into me, aredtpéan before my ancestors, and listen to
them, and to the skies and stars of my dreams. And then, when the mooosrhenand gone, return, and | will gi
you my judgement.

e

[ This was day 154, interpreted this as wait one month, but she actealhs one day. ]
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I’'m now meeting Dreamers or Sleepers at regular intervhksir message will typically be something like:
Rararyn Radarys:

The wickwheat is winnowed, and under the harrow, the earth is prepamdrfting. Ther''wah must dieand
their flesh serve to sweeten the soll.

You foreigner! You must die. Beasts and men, outlander mer, all mustahehis wrath and quit this land, if
you would live, or your flesh shall feed the earth.

My next mission to search out a Redoran House counsellor, and ask for [Eiusietsy Arthyn Sarethi, where
I've already been:

House Redoran g7, Arthyn Sarethi, Manor District, Ald  'ruhn

| would consider sponsoring an outlander. | have done so before, when the cincesstarranted it.
Archmaster Bolvyn Venim holds my son hostage for a crime | know he dicbnatit. If you want me as your
sponsor, you must rescue my son, Varvur Sarethi, and return him to me.

Bolvyn Venim is a strong leader, and has done great things for Haakedd. How can | explain the hold he has
over the hearts of the Redoran people? He brought us back from deftzh He moved the council here to
Vvardenfell and took our share of the frontier lands. He is a natadgieborn to rule. One only wishes he was
just and fair as well as strong.
My son is being held in Venim Manor, which is the first manor to yount idhen you enter Skar. Bolvyn Venin
holds my son as a privilege of private justice. Find my son and brmgdxck to me. Once you and Varvur leavie
Venim Manor, you will be safe and no one will follow you.

Venim Manor Entered the manor, activated Caius Shirt (Chameleon) and mynkee&tskill, and
Entrance started exploring. Was discovered a few times, but generally managtay

hidden. After searching “everywhere” | stumbled over a note on aitatile

central area of the west wing:

Guard Malsa,

guaftefs Keep our special guest in the room behind the tapestry. Make suleothis

locked and that he is under guard at all times. If he escapdiblame you.

V.

There was also a key there, but | left both key and note wherevidrey After this

info could peek behind a nearby tapestry and find a hidden door there — locked

level 50. But this turned out to be easy meat with my current Spskﬂit

Private Quarters

Varvur Sarethi:
Did my father send you? Are you here to rescue me? Shd
we travel together back to Sarethi Manor? — Take me to
father in Sarethi Manor.
Now — wonder of wonders — or peculiar behavior? | turneq
Chameleon and Sneak on myself, but I'd guess Varvus
that good at it — still we managed to get out without being
attacked by guards (I heard “Die, Fletcher” behind us a fe
times, but soon after “we” were hidden and could continug
undisturbed. Once out, as told we could proceed to Saret
Manor without any interruptions.

House Redoran q7, Arthyn Sarethi

You have brought my son back to me and | am grateful. For this, | willepgos in House
Redoran. You may come to me now for duties and for advancerwrte Cousiifwhich is
an advancement already).

duties

You have rescued my son, and | am grateful, but | need some time to corstiés do next.
Leave me for a day or two and | will give you more duties.

So, while waiting “a day or two”, went to Ebonheart to seek some moresdoitéhe Imperial Legion
(Note: Almost there realized | had forgotten my Imperial Gsiygao had to go back to Balmora to fetch it.)

At Hawkmoth Towers asked about Orders, and was told to seek outWatmmis in the Grand Council Chamber
or Frald the White at Hawkmoth Garrison. Went to the Garrisonfaumd! Frald at the third floor or something.



Imperial Legion g10, Frald the White, Fort Hawkmoth, Ebonheart

The Buoyant Armigers claim we have caurtesy

Salyn Sarethi, a Buoyant Armiger at the Tower of Dusk in Ghastgkgtims we have
no courtesy. Go best him in a duel of wit and poetry.

So recalled back to Balmora and walked from there — long and tediousgtmmlots
and lots of Cliff Racers and other no-challenge type monsters.

Found Salyn Sarethi on Lower Level (inner bedroom),
and asked him about courtesy.

Imperial Legion 10, Salyn Sarethi
Yes, | said that the Legion has no courtesy, wit, poetry, or honor.davidede that
you have wit and poetry if you can win a contest of riddles — | willyas a riddle and
you must give the answer as a rhyme. Are you ready:

It has a tail, a side and a head

| call it what I call a snake

It has a body, an it is dead...

{Choices: Uh...wait a minute...let me think / I'm not ready for thisWust be a drake }

Vey good. Now for the next riddle:

Poets know the hearts of Men and Mer
But beasts can’'t know my heart, you see
This book was written by a bear...

{.../ .../ Then it's not a book of poetry }

You are doing better than | expected. But the next riddle is harder stil
| gave you a sock, not unlike a box

With hammers and nails all around it

Two lids open when it knocks...

{.../... /It must have been a great hit }

Well. You have proven to me that you have wit and poetry. Perhaps the Legion h

Ghost Gate,
Tower of Dusk

Strange quest:

No sensible alternatives,

the correct answer is

always the last choice.

So you can’t possibly go
AS wrong...

courtesy after all.

So what's the point?...

Recall to Balmora, and quickest route to Ebonheart:

Imperial Legion g10, Frald the White

Yes, | heard. You won a poetry riddle contest against Salyn Sarethisthaf iee Buoyant Armigers.
What | wouldn't give to be at the Tower of Dusk right now... Ah, but sinceaye not just a simple

warrior, perhaps you would appreciate this book (got “2920, Second Seed”, spfteehc 148

Advancement: | am proud to give you the ranKofght Bacheloyand this helmet and bracers.
(Got Imperial Templar Helmet, Imperial Templar right & IBfacers — all inferior to what | have.)




Imperial Legion g11, Frald the White, Fort Hawkmoth, Ebonheart

Find the traitoHonthjolf.

Honthjolf was once a member of the Order of Ebonheart. He turned our backarahwerks as a
gurad for Llarusea Andrethi in Aharnabi, a foul den of sorcerers and Daedshippers on the far
southeast corner of Azura’s coast, near the Shrine of Azura. Fingitiee &nd kill him.

Got a boat to Molag Mar, and followed the coast eastwards. And yess indeed on “far SE corner”

— actually as far as you can get in that direction — directly stfdtolamayan, and with entrance from

the sea. (Note Shrine of Azura in upper left corner)
TR

Aharnabi

Honthjolf

Some mages, Storm Atronach, Frost
Atronach. No challenges, and
nothing of value except a book of
increased Alteration skill.

Assassins frequently attack while |
sleep — anywhere — and now they
always come in pairs.

At one time | was paralyzed and dead
before | could counteract — so this is
beginning to become tedious —
perhaps | have to do the Tribunal
expansion to stop this?

As | was next door to Shrine of
Azura it was natural to search that
one out at the same time.

Shrine of Azura

Sta&ue Azura:

&
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Side quest Azura, Azura’s Shrine, Azura’s Coast
You have come here for a reason, though you may not know what it is. Sheagaratrave made a wager.
He contends that solitude causes madness, while | maintain isdoaolace and meditation. To test this,
sent one of my priestesses to live alone on an island north of DalgdinsRe can live there for 100 years,
continuing her life of prayer, my theory will be proven. If not, Sheogavath our wager. The time has
almost passed, and she remains steadfast. But, Sheogorath hasstriay the decision in his favor. Travel
there rid the island of his minionsnd bring back proof of his meddling. Do not disturb the wise woman
though, as that would void our wager. Serve me, and | will reward you well.

Recall to Balmora and continued to Ebonheart

Imperial Legion q11, Frald the White
So Honthjolf is dead. It is always sad when someone betrays the Legiows, Gannot allow such traitors
to live.

Imperial Legion g12, Frald the White, Fort Hawkmoth, Ebonheart

An Ordinator is spreading lies about the Order of Ebonheart.Stgm Athonesslanders.

The slanders are being spread by Suryn Athones, an Ordinator at tbe Qffsites in Vivec. Find him and
silence his lying mouth with blood.

Imperial Legion q12

Suryn Athones, Vivec Hall of Justice, Justice Offices

| spoke nothing but the truth. The Legion is just a mob of blunt-carechtesg at being
soldiers. Is it just your cowardice? Or the incompetence of youaldd&nights? Or is it
just the way you smell?

** Had to taunt and reload a couple of times before he attacked me. Biat éved would
not live to regret his words...

Back to Frald the White:

So you found Suryn Athones and silenced him. Good. We want good relations with t
Ordinators, but we can't tolerate slanders on our character.

| am proud to give you the rank §hight Protectorand these pauldrons and boots.
(Got Imperial Templar Boots and Imperial Templar Left & RiBauldron — have better.)

Imperial Legion g13, Frald the White, Fort Hawkmoth, Ebonheart

A member of our Order is a murderer. Fiabrius Entiubefore the Ordinators do. He is
a fellow Knight of the Order of Ebonheart. Alas, he is also a murddoeow a way to get
him to the mainland where he will be tried with Imperial jusfidee Ordinators are too
prejudiced to give him a fair trial. | believe he is hiding satmere in Vivec City. Find

him and bring him back to me.

Recall to Balmora and after trading took a guild guide to ViveceAske first
Ordinator | saw about Saprius Entius, but he wouldn’t say anything before |
raised his disposition to 80 (from 25):

-- | did see one of your kind over by the Arena.

So went to the Arena, where the only logical hiding places aresthalWorks or
the Underworks. And yes — did find him in the Canalworks storage. Aatine
time | spotted him, two Ordinators rushed towards us, and had to be dispos¢
Then to get him out without meeting any Ordinators — had to be careffid in
Canalworks, but when the room was vacant went to the Underworks trapdo
exited the Underworks through the underwater grating, and swam to land (b
Hlaalu). Thereafter the standard trail to Ebonheart without meatiyone. Once
we entered the Garrison, he thanked me and left.

Imperial Legion q13, Frald the White

I’'m glad you both got here safely. I'll find a way to get him outhef city. This helm was my father’'s when
he served in the Legions. He had it enchanted and gave it to me!lgwihg it to you.

(Got Helm of Graff the White; good but not good enough...)

-- | cannot give you advancement anymore. Talk to the Knight of theimhpgagon, Varus Vatinius, in
Ebonheart.



Leveled up td_evel 37 recall to Balmora and after trading
traveled north; Ald’ruhn — Khuul — Dagon Fel.

Searched islands north and then continued westwards. -
island with the priestess shack was actually pretty far w:
of Dagon Fel. But was not in doubt when | arrived — lots
Daedra: hunger, Atronachs, and a unique Golden Saint
(trapped soulptaadawho droppedshegorath’s Signet
Ring (apparently the proof | need.)

Then continued exploring the islands westwards, filling
the areas | had missed before. Near Sargan found a shr
which turned out to be Assurdirapal.

Assurdirapal Inner shrine

O Statue
Malacath

Inner shrine -
. =} ;
Inner shrine
a

¥

Populated by a few Orcs.

Side quest Malacath, Assurdirapal Shrine, North Isla  nds
You have summoned me? Hmmph. You are all the same. But,
perhaps you can be of use to me. | have in my possession the Helm
of Oreyn Bearclaw, the dark elven ‘hero’. His deeds are numerpus,
but he was false heroAll were performed by Kharag gro-Khar,
his orcish friend. It is time this legend was put to rest. Findatsie |
of his bloodline, kill him, and | will grant you the Helm. Look for
him in the city where the Man-God lives.




Now first went back to Balmora, and wanted to practice a éttthanting. Chance of success is very small
with standard attributes, but as the success probability dependslbgeinée and luck, | could try to first
fortify these. So started by some alchemy — had already acquiredtdeal of ingredients for that purpose,
and now created a fortify intelligence potion — then drank that one astedr@nother. The effect is
cumulative, and as each potion became stronger than the previousamrehéd an intelligence above 1000.
This turned out to be sufficient to create most standard enchantimgrgsl| the success rate was low for
“Constant effect” items. Besides, nothing | had could take as stansjant effect enchantments as | would
desire, so repeat this procedure when I've got something better.

Then to Vivec, and asked the first person | met about Oreyn Bearcla

-- Great are the tales of Oreyn Bearclaw! And his legacy moes! Farvyn Oreyn, the great battlemage lives
the life of his ancestors, protecting all the people of the landsdanger. Oh, wondrous is Farvyn Oreyn, the
powerful battlemage! He single-handedly slew a Daedroth Lord who avishenslave us all. Even now, he
has traveled with his servants to Gnaar Mok, to rid that poor towomnoé evil presence.

But before going to Gnaar Mok, caught a boat to Molag Mar and returnexita’s Shrine:

Side quest Azura, Azura’s Shrine, Azura’s Coast

Well done, mortal. You have preserved the integrity of my wagér Sheogorath. Now it will end as fated
and not due to the meddling of the Daedra Prince. Take this, and uselyt w

(Got Azura’s Star).

Then recall to Balmora;% Level 38 and shortest route to Gnaar Mok, and asked the first person | met about

Farvyn Oreyn:

-- Thank the gods for Farvyn Oreyn. Long will we tell of his heroic cortquete arrived here only a day ago

with his servants to help rid us of some marauding netches. Even novs, ¢yenlesto the south of town

making the area safe again for our fishermen. Found them a shoi

distance south of towirarvyn Oreyn

-- Oreyn Bearclaw; my most wonderful ancestor — father of my

father’s father’s father! He began the Oreyn tradition of helgheg t

helpless.

Kharag gra-Khar?

Who? Oh, the orc. I'm sure | don’t know...all right, stranger. It's al

true. Do you think it's easy carrying on this kind of family name?

Everyone expects a lot, you know. Of course, it does have its be

-- the adoration of everyone, the Imperial stipend. Why have you

sought me out, then?

(I come on the behest of Malacath to end this lie)

-- Well, if that is how it must be. Guards! Kill this fool!

{ Not especially challenging, but an annoying bug: One of the gua
was only classified as “Bull netch” when | clicked on him, so | ne
got all his good loot. }

Went northwards towards the Assurdirapal Shrine. On the way ch
the shipwreck at the far north end of the valley (by Urshilaku) kimgt
but an empty soul gem (but that's a lot!). Then on the beach was
by a Golden Saint. Took care to trap its soul, and it dropped an Eb
Shield (AR148 / weight 30) — wonderful!
And then to the Shrine

Side quest Malacath, Assurdirapal
Shrine

You have killed the false hero, and ensured thq
will be no more to follow. You have helped . Armor Rar

bring honor back to the Orcish people, and fof ' Comsition 0
that | am glad. Here, take the Helm of Oreyn | g8 " Valoe: 125000
Bearclaw. Wear it proudly, and let it serve as e Constant @ffece
reminder of what really happened. £5 &3 | @ poreify Agilicy 40 pes on Sclf

Fortify @ndurance 40 prs on Self




Side quest Lady’s Ring, S. Ald Velothi

(West Gash area, south of eastern end of bridge to Arkngthunch-Sturdumz)

Ah...hello there. | was hoping a handsome young gentleman like yourself mampdn by. Might you take
a moment to help a lady in distress?

Well, | dropped my ring and | can’t seem to find it. | think it mheste rolled down into this pool, but | car't
go in to get it because | am expected in Gnisis shortly. You see, private dancer...and | can’t very well
smell like icky muckwater now can I? Would you please get itfe? The water’s not very deep, and I'd pe
very grateful and in your debt.

Actually, | tried this quest already when doing the
Arkngthunch-Sturdumz quest, but | couldn’t find
the ring then, so thought I'd give it a new try when

| was in the area. (So she couldn’t have been in
thatmuch of a hurry, having waited here a couple
of months since then...). Anyway — this time | cast
light while searching, and that made the whole
difference, so found the ring almost immediately
(near the south shore of the pond). Surprisingly, on
exiting the pond was met by “No good deed goes
unpunished, outlander”, and she and a fellow
bandit attacked — a mistake on their side. Got some
good loot — especiallpmulet of Shadows
(Chameleon 80%)

To Gnisis" Then to the Urshilaku Camp.

Blades 10, Nibani Maesa, Urshilaku Camp

| am ready to give you my judgement.

The ancestors and stars have given me clear signs. The lost prepéeeateno doubt — the Incarnate shall be an
outlander. You, blessed by Azura, must lift the seven curses of Dagottopheley has shown the seven steps of fthe
Nerevarine’s path, and | have been chosen as your guide for each steppaththawill read the signs, and show
you the way. It is time for you to walk the path of the Seven Visiongpassithe Seven Trials of the Seven Visions.
You are born on a certain day to uncertain parents. So you have passesttia. fivly dreams show me that you
also fulfill the second tria, that ‘neither blight nor age can Ham/ The Curse-of-Flesh before him flies’. | have
read the signs, but | cannot understand. Can you explain this to me?

(Tell how I got corprus disease and was cyred

That you have overcome the Cure-of-Flesh is strange enough, busti@ild protect you from blight and age is
past belief. Yet the signs of my dreams are clear. You havedodiessecond trial. But the third trial is unfulfilled.
The mystery of the third trial is not my secret to sharetadGul-Matuul, the guardian of our cult, and he shall tell
you the of the third trial. When you have fulfilled the third triaiure to me for guidance on your next steps on th
path of the Nerevarine.

Sul-Matuul

You have entered the path of the Nerevarine. This is a hard thingeeeb@&ut Nibani Maesa has spoken to me a
length of this, and | have had time to consider. Therefore | shelikey own counsel, and set before you my own
test. | do not dispute with the wise women, but their ways are notayeaf the warrior. Many before have tried the
path of the Nerevarine, but all have failed the warrior’s test. iYiust have strength, courage, and cunning. Thes
things | would test.

Nearby lieKogoruhn, the ancient halls of the forgotten house, House Dagoth. In recentiteéaryres of the blight
have come to dwell there. | myself went there, with some brave buatet came back again, but it was a bad pldce,
and | am not ashamed to say | was afraid, for myself and my fnemu Would have from me the secret of the Thind
Trial, the ‘caverns dark’, where Azura’s eye sees, you wit firing me the three tokens from dark Kogoruhn.
The first token iorprus weepingfom a corprus beast, to show that you are proof agains the diseasefgtioar
The second token iscup with the mark of House Dagofbr | have myself seen such cups there, and will know you
have seen with your eyes what | have seen with mine. The third soiteeShadow Shieldvhich lies on the Tomb
of Dagoth Morin, in the lava tunnels deep beneath ruined Kogoruhn. Bringhiveg®to me, and then | will tell you
the secret of the Third Test.

Kogoruhn was an ancient Dunmer stronghold. | will mark it on your map. baslglace. Go prepared.

D

D




Found Kogoruhn where it should be — it was realtyigestructure.

Kogoruhn

1. Hall of Phisto

2. Hall of the Watchful Touch
8. Temple of Fey

9. Dome of Urso

10. Dome of Pollock’s Eye

Outside building (S. of “2™):
Feril Satonyn’s corpse (much
good loot)




1. Hall of Phisto 2. Hall of the 3. Hall of Maki

Watchful Touch X5
(lock Iv 20)

4. Vault of
Acrode

Ash ghoul, Ash slave,
Ash zombie
Ascended Sleeper
Flame Atronach,
Frost Atronach,
Greater Bonewalker

5. Nabith
Waterway

a X3

6. Charma’s Breath

Ao
X Red Mtn regn

1. Shadow Shield




1. Hall of Phisto
Corprus Stalker near entrance, dropped
corprus weedings
Dagoth Delnus
Hall of the Watchful Touch
Dagoth Baler dropped Ebony Spear
Hall of Maki
3 x dead hero behind locked door (lv 20),
partly very good stuff (glass)

ﬁlﬂhn. B
(N D.,i

Vault of Acrode

Ascended Sleeper dropped key to X5

Nabith Waterway

Dagoth Rales ks AL :
Charma’s Breath R % i W v e o ﬁ@&%%L%%@e$

i e 0C droe e =g g éums
Dagoth Uthol — stronger and differe e B e : ,gggﬁ %@,ﬁéaf; “gos ggﬁ_

appearance -SSR o = : ;ggg L, ﬁzg%&«@ AT
Dagoth Fervas, Dagoth Daynil e Qe — ’ - ;
Bleeding Heart

Dagoth Elam appeared when | grab

the shield.

Note: Lots of good loot here, so even ta
only the best, had to pull out to get rid o
stuff and come back. Went back via
Maar Gan, which turned out to be an ea
direct route. But surprisingly met Ascen
Sleepers out in the wilderness now!




8. Temple of Fey

| House Dagorh cup

Weight: 1.0
Value: 500

9. Dome of Urso

X

8. Temple of Fey
Dagoth Uvil (Ascended Sleeper)
9. Dome of Urso
Dagoth Reler (Ascended Sleeper)
10. Dome of Pollock’s Eye
Dagoth Girer (Ash Ghoul)
House Dagoth Cup
Corprus weepings under urn (if needed)

10. Dome of
Pollock’s Eye

Having found the three items, and rid Kagoruhn for monsters
while at it, could return to Sul-Matuul

Blades 10, Sul-Matuul
If you have brought me the three tokens of the Warrior’'s Test, Ipsakdo you further of
the Third Trial. | am impressed. These three tokens you have brougWibmenay keep

them. You have passed the Warrior's Test.

Blades q11, Sul-Matuul

| will give you the secret of the Third Trial.
‘In caverns dark Azura’s eye sees

and makes to shine the moon and star’
This is the Third Vision. And you must go to the Cavern of the Incarnatacea sacred to Azura, and look for

the moon and star. The secret of the Cavern of the Incarnaténsgaddle:

the eye of the needle lies in the teeth of the wind
the mouth of the cave lies in the skin of the pearl
the dream is the door and the star is the key

This riddle is Wisdom’s Test. Take counsel of the wisdom of thedrand you shall find the way. Seek the
Cavern of the Incarnate. Gain the moon and star, and bring it to NibasaMBake with you my blessing, ang
the blessing of our trib&Jalipu-Ataman’s Belt

Asked the first and best person about the riddlssurradad:

eye of the needle
This token of our tribe, Malipu-Ataman’s Belt. is proof of Sul-Matsiblessing. Let me think... Perhaps you mean the

Needle? It is a small rock column in tHielley of the Wind | have slept beneath it once or twice. The Valley of the
Wind is a valley on the northeast slopes of Red Mountain. The entratheevalley is marked bgiran’s Teeth two

tall rock spires.

Valley of the Wind
There are two valleys, side by side, on the northeast slopes of ®eaddih. The westmost valley is called Dry Camp

Valley; the camps have no water, but they are sheltered fronitde Bun-Ahhe Caverns are also there. The Valley
of the Wind is the eastmost valley; it runs long and straight dmitleen Airan’s Teeth, and climbs towards Red
Mountain. The mouths of these valleys are to the east along theRass Bthuand, a Dwemer ruin, and just past

Zergonipaj a Daedric ruin, turn south.



Tussurradad, cont'd:

Airan’r Teeth

-two stone spikes at the mouthe of Valley of the Wind. The VallegeotWind runs south from the sea in the
northeast of Vvardenfell, east of Dwemer Bthuand, east of Daedgodipal. We stay away from the valley; the
winds howl, and the spirits are always awake. Dareleth Ant@stneb is in this valley. It is foolish to disturb the
spirits in their resting place.

skin of the pearl

You bear Malipu-Ataman’s Belt. This is important... Just a moment. You onethié Needle, in the Valley of the
Wind? | recall, at the top of that tall spire is — not white, butnlighter than other rocks nearby. The head of the
Valley of the Wind sits right under the Needle. It is a good, cafgpground, sheltered from wind, with only one
approach. The whitish rock at the top of the needle — that might beagy@e're looking for.

teeth of the wind

Hmm. | know no place of that name. But there is a place calledtAifaeth’ in the Valley of the Wind. These
two rock spires mark the entrance to the Valley of the Wind, andbreaythe name of the seer, Airan, one blessed
by Azura.

Wait a while with this quest — for now focus on House Redora. So returnéd Ruln:

House Redoran q7, Arthyn Sarethi, Manor District, Ald  ’'ruhn
You have rescued my son, and | am grateful, but there is another fewold ask of you. Varvur Sarethi
has been accused of the foul murder of Bralen Carvaren. He was oaevof’¥friends. | cannot believe
that my son would do such a thing, but the evidence is... persuasive. | woulby si@eaking with my son
about Bralen Carvaren. He is in his room in the guard quarters.

Sarethi Manor Exit § Sarethi Manor
Entry Hall ¢ I Guard Quarters

Varvur Sarethi

| didn’t kill him. He was my closest friend.

The guards found me near his body, but | don't
remember anything that happened that night.
Sometimes, though, sometimes | have... bad
dreams. — Sometimes | kill Bralen Carvaren in
my dreams. It's... horrible. But that doesn’t
mean | killed him, does it? | was having bad
dreams before Bralen Carvaren died. About the
time | got that ash statue. It's right over there.
Maybe if you take it away the bad dreams will
stop. (Took the ash statue).

Guard
Quarters
o =~

Athyn Sarethi
Have you been able to clear my son of the Bralen Carvaren’s miedér3tatue) — This ash statue troubles me.

| would have you speak with someone at the Temple about this statugadiddras Sarano would know more
of it. So went to the Temple.

House Redoran q7

Llaros Sarano

Yes, Athyn Sarethi said to expect someone. What can | do for you?

ash statue

Give it to me and | will see if | can clear Varvur’'s nametf@ murder of Bralen Carvaren. (give statue)
Thank you, Earendil. Yes, | can see there is some kind of conjurattbatment on this statue. | believe
this statue influenced Varvur Sarethi in some manner, causing hiithhs Kriend. He may still be under th
influence of this statue. Tell Varvur to come and speak with me. \Ma@nsure that he is no longer
influenced by the statue, | will have him cleared of Bralen Ganva murder.

Back toVarvur Sarethi

-- Lloros Sarano wants to speak with me about the ash statue? Magae tie something about these bad
dreams. | will see him as soon as | can.

117

Varvur Sarethicont'd

| couldn’t remember before, but now | know where | got the statue.it fgom Galtis Guvron at The Rat in the
Pot.

Went to The Rat in the Pot — intention only to talk to this person...



Galtis Guvron

ash statue

How could you... No, nevermind, I'll just have to take care of this ngiat.
** And he attacked, and | naturally had to defend myself.

Then went back to Athyn Sarethi

House Redoran q7

Athyn Sarethi

Have you been able to clear my son of Bralen Carvaren’s murder?

Thank you. Earendil. | understand that my son’s name will be cledrex ke has been purged of the ash
statue’s influence. | knew my son would never murder his friend, Undérstand this statue influenced him

in some way.

House Redoran g8, Arthyn Sarethi, Manor District, Ald ruhn

Ondres Nerano, a Hlaalu Noble, claims that Archmagister Bolvyn Vienguilty of certain indiscretions
with the wife of another councilor. While | do not approve of all thehAragister does, as a Councilman df
House Redoran | cannot let this accusation stand. | want you to stos@latiemo’s slanders. Track him
down, and demand that he withdraw his slander. If he refuses, challengeahiael, but do not shame
House Redoran by murdering him.

duel

The duel is an honorable tradition dating back at least to the foundResdhyn. Each party to the duel
makes an agreement as to the compensation that will be giventimtiez. The loser is legally bound to thjs
agreement. Most duels are fought until one party admits defeatinfbattle. The duel to the death is less
common and only ends when one party is dead. The winner of a duel mayhtakeewvants of the loser’s
possessions, but some consider this dishonorable.

Then want back to Lloros Sarano in the Temple -- perhaps this is becamurest...?

House Redoran q7A, Lloros Sarano, Temple, Ald’ruhn

You found a note on Galtis Guvron’s body when you asked about the ash statueket.nmeerhaps this
‘Hanarai’ is Hanarai Assutlanipal. She claims to be an outsasdrder. Her house is the first one on the
right down the stairs from the Temple. Sha may be as unwillirdk@s Galtis. Take these potions in case
you need them. (Got 4 Restore Health, Potion of Cure Blight, Potion ofGounenon Disease.)

Found Hanarai's house, and as expected she attacked me on sight. Irmh&uwadl several Sixth House Cult
items, and many more ash statues. Returned to Temple.

House Redoran q7A

By killing Hanarai Assutlanipal, the source of these ash statuddg’ruhn has been shut down. | admire
your achievement, but we must remain vigilant against anyone ktseamnes to Ald’ruhn with ash statueq.
(Aided by hint:)

Went toDravasa Andretls house:

| feel as though I've just awakened from a dream... a terrible dretima &fixth House.

Do you mean... have | been... under a spell? A curse? And this was causeti bio8&d cultists? Good
grief. What have | done... | hope... but | haven't thanked you. Pleasegfongivi have nothing to offer but
my thanks. But | will tell everyone | know how you have saved ney ({Eot Reputation++)

Now went to Balmora to challenge Ondres. As Goldbrand would probablyrkilbbtright, bought myself a
simple sword that would allow the guy to survive. After hurting torabout 1/3 health in the duel, he admitted
defeat:

House Redoran g8
Ondres Nerano
You fight pretty well for a Redoran. | take back what | said abobty® Venim.

- Level 39
| had one pending task in Ebonheart — the map contains an “Underground Caveerg’egnthich | haven't
explored. So decided to take a detour to Ebonheart, and see if it waw/intet 159

The entrance to the Underground Caverns was open, and only had to fighatsfenere. Also found a
valuable glass jink blade.



=

Ebonheart Door to Imperial Commission
Underground Caverns 2. Furius Acilius

What are you doing here? Those
bastards kicked me out of the Legion..
and for what? Idiots, all of them. I'm
surprised the fools even knew it was
gone. But it is mine now. And that’s
how it will stay. And you will tell no
one!

** And he attacked — and was easily
enough defeated.

Dropped “Lord’s mail” — apparently the
best Cuirass in the game.
Can also be obtained as reward for thes S
last Imperial Legion quests, but | don’t s
want to do them, so | just keep the e
mail... OK?

In north pond found Worn Imperial Key —

don’t think | need it.

Returned to Ald’ruhn:

House Redoran g8

Athyn Sarethi

You have defeated Ondres Nerano in a duel and defended the honor of your House.
Congratulations, Earendil, you have earned the rafloate Brothein House Redoran.

House Redoran q10, Arthyn Sarethi, Manor District, Al d’ruhn

| believe there are smugglers operating near the coastéavkeofShurinbaal

Shurinbaal is a cave southwest of Gnaar Mok. | have heard that thglerswaye led by a Dunmer named
Daroder and the Redguard Enjine. Kill the leaders and report back tdoeieve the smugglers have a lodal
contact somewhere here in Ald’ruhn. It may be worth your time to iigegsthere as well.

| suspected the cave was the very one | had only just entered sdwih@asar Mok during the Oreyn
Bearclaw quest, and on arrival this was confirmed — hence easalgtbc

Shurinbaal | Just a matter of killing

bandits as | met them, and
looting all containers en
route (found some good
soul gems) — had to go
twice to carry all loot back.

........

Met Fjol near Gnaar Mok — appeared nice enough but not:

Greetings. You should take care while in these parts. There murdertaiss about. No
telling what might happen to an unwary traveler. Oh, yes, thesiagerous times.
They'll rob you blind and cut your throat. It's bad idea to carry anytbfnglue on your
person. In fact, it's probably best if you give me that gold of yours... dftihss, perhaps”
| think you'll find the way less dangerous if you do. (Refuse to gjgelP0 septims)

-- Hrmph. It seemed a small price to pay for your life. No matter, tihdilighave that
gold one way or another.

** Extremely bad thinking — from his side...




Back in Balmora met a guy who had some interesting thoughts:

Stargel

They say someone hit the Camonna Tong at the Council Club. Hard. And thesgydh#y’re very concerned,
and they're following all leads... But somehow they don’t seem very singad Larrius Varro? Champion at
Fort Moonmoth? He’s been quoted as saying, ‘| swore an oath to stop carrbptid seems the gods have seen
fit to fulfill my oath for me.” And you know what’s funny? Someone said s$eyyoutalking to Larrius Varro
several times recently. A coincidence? | don’t think so.

House Redoran q10
Athyn Sarethi
So the leaders of Shurinbaal are dead? Good. They shall trouble Hose Redorageno |

House Redoran q11, Arthyn Sarethi, Manor District, Al d’ruhn

The Redoran Noble, Arethan Mandas, has gone insane and has been demandiriptrititaivellers from
the cavern Milk, which is on the road to Maar Gan, west of Ald’ruhn, ightimorth of the crossroads with
sign to Gnisis. The cavern is well protected by Arethan Marwtasiades, but do not kill Arethan if you cgn

avoid it. | suggest you speak to Arethan’s father, Llerar Mandas in Ebntoesee if there’s a way to cure
Arethan.

Searched out Llerar Mandas in Ebonheart Council Hall:

Llerar Mandas

Yes, | heard my son had gone mad. | fear his madness was caused vdaerghisr, Delyna Mandas, was
captured. — You have rescued my granddaughter, and | am grateful.tBkeaggs helm from all the Mandas
family. Know that you have earned an ally in House Redoran. (Got EbonydGlesm).

As | explored the area thoroughly when | was searching for the guarl flamew exactly which sign and
crossroads Arthyn was referring to, and soon after found the cave Milk

Standard procedure — work my way towards the inner cavern whikinfighis guards on the way, and found
Arethan in the inner part.

House Redoran q11

Arethan Mandas

Daughter, my daughter, mine, Delyna Mandas, Saint Delyn, a man thusaaktt, her locket. Keep it
locked up. In her pocket. Who owns that locket? — My daugter. Where isishdéitket... is it? No! Must
know! Can’t bear to know! (Your daughter is safe. Take her locket)

-- She’s... safe. Safe. So safe. | must be there for her. | must. YoanEarendil. | will stop now. The

attacks on the road. | knew it was wrong. But what could | do? My gueedisyal. Always looking out for
me. Tell Athyn to visit.
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House Redoran q11

Athyn Sarethi

From what you say, perhaps Arethan has not totally regained his sensgs duards have stopped
demanding tribute from travelers. | did not believe it could be dara.proud of you this day, Earendil.

To become a House Father, you must earn the support of more Councilors.

duties

In order to advance further in House Redoran, you must earn the suppdeast &vo of the Councilmen. |
would start by speaking with MistreBsara MorvayrnandHlaren RamoranYou must also build stronghold
Brara Morvayn stays in the Redoran Council Hall

Hlaren Ramoran is usually in the Ramoran Manor here in Ald’ruhn. BineoRan family has fallen on hard times
recently along with the Morvayn family, and , | must admit, the®afamily. Hlaren Ramoran will probably
demand several duties before he grants his support, but his concemesldieconcerns, and should not prove
too difficult for you.

Speak withGalsa Gindun the Redoran Council Hall. She can contract you to build strongholds.

Redoran Council Hall . Exit (upstairs)

Malpenix Blonia, Trader (downstairs)
Tuveso Beleth, Smith (downstairs)
Galsa Gindu’s h. (upstairs)

Morvayn Quarters (downstairs)
Practice room (upstairs)

Guls llervu’s h. (upstairs)

Boldrisa Andrano’s h (downstairs)
Goras Andrelo’s h. (upstairs)
Council hostel (downstairs)

House Redoran Stronghold, Galsa Gindu,
Redoran Council Hall, Ald’ruhn

If you want me to build you a stronghold, | will need
5000 drakes for labor and materials. You must also
bring me a construction contract from Duke Dren in
Ebonheart.

House Redoran 12, Mistress Brara Morvayn, Redoran Cou  ncil Hall, Ald’ruhn

Did Athyn Sarethi send you to get my support on the council? | will sugporteven though you are an
outlander, if you helglear the beast§om Morvayn Manor | am a widow. My husband died defending
Morvayn Manor from mishappen beasts that came through the Ghostfertoelié¥ed that the beasts werg
attracted by a statue we received a few weeks beforettiogsabegan. Go to Morvayn Manor, just east of
Skar, here’s the key. Get the statue, and take it to Lloros Satr#im® Temple. Once the statue has been
destroyed, | will support you on the Council.

House Redoran q13, Hlaren Ramoran, Manor District, Al d’ruhn

So you want my support on the Council. Very well, | shall grant suppontdotander, if he can prove
himself. First, | need someone to collect the taxes from Gnisis.

My regular tax collector has fallen ill, but the duties are cgiiteole. Speak with Hetman Abelmawia and get
the taxes from him. Then bring the taxes back to me.
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Ramoran Manor Ramoran Manor
Entrance Hall Private Quarters

First went to Morvayn Manor, and indeed found the house was invaded by SixthCldtists.
Killed all the Corprus Beasts, and found the ash statue, which | brauglortos Sarano

yre !

s i s

e

Lloros Sarano

This ash statue was found in Morvayn Manor? Give it to me then, adiddiesiroy it. (...)
You can tell Mistress Morvayn that | will destroy the ashugtaPerhaps the strange creatures that plague
Morvayn Manor will leave now that the statue is gone.

House Redoran q12, Mistress Brara Morvayn

You have destroyed the statue and | am grateful. Know that you haseeppgrt on the Council, and
although I lost much of my wealth when Morvayn Manor fell, please tiaik amulet.

(Got Amulet of Mighty Blows)

Then a Silt Rider to Gnisis and contackéetman Abelmawia

You are here for the taxes? Just a moment, | will get them for yay h¥éee they are. 60
drakes in all.

Most convenient now to use a Recall to Balmora, and I'm readyefarl 40 Continued to
Ebonheart, and found Duke Dren in the tower, above the Great Council Hall.

Duke Vedam Dren

| am not sure if | should issue you a contract. Vvardenfell facey thaeats today. | will
grant you a contract if you vow to do what you can for my people.

(I vow that I will do what | can.)

That is good enough for me. Take this contract. Use your stronghold for thealefany
people, and as an aid in your fight against our enemies.

Returned to Ald’ruhn (recall — guild guide).




House Redoran g13, Hlaren Ramoran

Do you have the taxes?

Good. The taxes are all here.

(Note: Option to pay only 50 drakes — insignificant save, and would get yoalliisorts of problems. So
why?)

House Redoran g14, Hlaren Ramoran, Manor District, Al  d’ruhn

| have one more request before | give you my support on the council. | waufdrlyou to find an old
acquaintance of mine, Nalvilie Saren. She was an acquaintance of hiraes. quite fond of her and have
often wondered what happened to her. | believe the Saren familyritles Redoran Compound in Vivec.
That may be a good place to start. When you find her, tell that | dareotthat happened in the past and
that | can support her. Invite her to meet with me here in Ald’ruhn.

House Redoran Stronghold, Galsa Gindu, Redoran Council Hall, Ald’ruhn

Do you have the 5000 drakes and the construction contract?

Yes, this is adequate, Earendil. Your stronghold will be built in thésBabn the road to Maar Gan.
Construction will begin as soon as | give the orders. In a wesl @ome speak with me again.

Next guild guide to Vivec, went to Redoran Plaza and found Saren Mearer The first person | spoke to:
--She has disgraced our family. | will say no more. Then went tother” Saron Manor, and found

Toris Saren, who | asked about Nalvilie Saren:

If I tell you, will you leave here and promise to never mention theestilsj my presence again? (YES)
Very well. Nalvalie owns a consignment shop on the south side canhés $f.tOIms Canton. She is
disgraced, and she disgraces any who speak with her. Now, pleasadegau promised.

Went to St. OIms and found her at first attempt — in St. Olms Ganah One. Nalvilie Saren:

What? You say that Hlaren Ramoran wants to meet with me? Eitevoifild disgrace him? No, even now
that | will not do. | never liked the way he kept hanging arounddikest scrib. Tell him once more that my
answer is still no. {Got her disposition up to 97, but still her answer Jva

| do not care what Hlaren Ramoran might have to say. | will not hige That is final.

So had to return to Ald’ruhn with that:

House Redoran g14, Hlaren Ramoran

Do you have word from Nalvalie Saren? (She is dead) { Note: Thiomlgsavailable option (?) }

[Later confirmed to be a bug]

She is dead? | am saddened to hear this, but perhaps is is for tWgddestou did what you could. | will
give you my support on the council.

House Redoran 15, Lloros Sarano, Temple, Ald’ruhn
One of our pilgrims left here some weeks ago on the Ruddy Man Rilggirhhave not heard from him. Find
out what happened to the Pilgrim Fedris Tharen. He left Gnisis $elastaago. He was supposed to head to
the Koal cave, just south of Gnisis, bu the never arrived. Go to Gnibisnal out what happened to him.

Just a matter of taking a Silt Rider to Gnisis, cross thd fwthe south with a Water Walk spell, and head
for the Koal cave. He suddenly stood there by the road, saying he feill v€ried healing, no effect, then
cure common disease, and he was OK: Thank you for curing me, Earendilagintb Lloros:

House Redoran 15, Lloros Sarano
Thank you for healing Fedris Tharen. To make up for your sacrificenohtake these cure disease potiops?
I have more than | need at the moment. (Got 4 Potions of Cure CommoneDiseas

House Redoran g16, Lloros Sarano, Temple, Ald’ruhn

Another pilgrim has gone missing. | want you to find out what happened tom Beldelren. He was on his
way from Ald’ruhn to Maar Gan. | do not know what happened to him. Go to Glaaand see if you can
find him.

In Maar Gan was advised to ask at the shrine, Tralas Rendas:

Well, maybe. An Ashlander came here the other day demanding tribute &stésened noble ‘Bindin
Gildaran’ or somesuch. | didn’t know of any Redoran noble by that name, $pagsed the report on. A4
Ashlander said to go west out of Maar Gan along the road towardsthrains and then head south along
the mountains to get to his camp.



Followed directions and ended up at the camp I've already
visited a few times. Inside yurt found Manat Shimmabadas:
Beden Giladren ;
Yes, you heard right. | have the famous noble Beden Giladre
demand five thousand drakes in ransom. Will you pay?
{Yes/no/who?}

What do you mean? You have not heard of the famous Redag
noble Beden Giladren? He told me that he was a famous nol
of House Redoran. Perhaps you should speak with him.
Beden Giladren:

Hey! Breton! I'm Beden Giladren, a poor pilgrim trapped by
these ashlanders. Can you get me out of here? These ashla
are holding me for ransom. — | thought the Ashlanders would . Dreamer outside Maar Gan
kill me so | told them that | was a famous noble. | knew it wa
wrong, but what else could | do?

Manat Shimmabadas:

So this ‘famous noble’ is a liar and a coward. Very well, you
can have him for five drakes (Pay 5 drakes).

Beden: You paid my ransom? Thank you, Earendil. I'll conti
on the pilgrimages on my own.

House Redoran 16, Lloros Sarano
| heard that you rescued Beden Giladren from the Ashlands
camp. | will make sure House Redoran hears of your deeds|

House Redoran ql17, Lloros Sarano, Temple, Ald’ruhn
Several Redoran soldiers were sent to the derelict strongho
Andasreth They have not returned. | need someone to find n
what happened in Andasreth. A party of Redoran men-at-a |
left for Andasreth and they have not returned. Go to Andasrf
and find out what happened to them. If they are dead, as | fear

they arebring their House Redoran shields back ta ingill Before starting out, took a time-out in Balmora,
mark Andasreth on your map [just by Khartag Point] practicing Alchemy and systemized ingredients.

Andasreth
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Andasreth Andasreth
Upper level . Lower level
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Various standard bandit types.
No good loot.

Soldiers |

Found the four dead soldiers
and relieved them of their
armor...

Returned to Lloros Sarano in Ald’ruhn Temple

House Redoran q17, Lloros Sarano

So itis as | feared. At least their families will have th
shields. You have done well, Earendil. Perhaps | cou
offer you a shield of your own as a reward? (Yes
please).

Thank you, Earendil. May it protect you well.

(Got Redoran Banner Shield)

%4

d

F i o es e = No more duties, suggest | talk to House Redoran
L AT A S, = Steward Faral Retheran in Vivec

After a round trip Balmora — Sadrith Mora — Tel Ahrun — Vos to stock upupplges (fortify Intelligence / Luck
ingredients) found | was pretty close to where | suspected the\&dlthe Wind was, so started searching for it.
- N\ - - r_ —_ v ) = -

Airan’s Teeth?

~Nchuleft Ruin

Searched to far east before | realized | was still in the
Grazelands, then went to the coast and westwards, and
mouth of the easternmost valley in the Red Mountain reg
saw these two peeks which | suspected were Airan’s Tee
And correctly enough — at the top of the valley found the
entrance | was seeking (the rest of the riddle was never
or needed.)

Clicked door and it opened as if protected by a magical s
“In the dawn hour under Azura’s Star, the door is opened

Cavern of the Incarnate



rl'_'] Forrify I sonality
B Forrify Speeche

After taking (or receiving) the Moon-and-Star, got a
cut scene showing | was the real Nerevarine and
outlining my future duties as such.

Peakstar

Welcome, Incarnate, Moon-and-Star Reborn, Hortator, Nerevarine, Mairther Tribe
Unmourned, Redeemer of the False Gods. | am Peakstar. | was not.tBetdngait and
hope. Ask, and | shall answer, if wisdom guides me.

You bear thévioon-and-Starthe ring of Nerevar. None may deny, yare Nerevar Reborn,
the prophesied Incarnate. The Temple will know you as an enemy. @rdingll mark you
for death, and the Tribunal Faithful of the Great Houses will hatdeaar you. The doubters ¢
the Tribes will test your strength and doubt your honor. You will be known. Youprestre,
and be ready.

Hortator

You must go before the Councilors of the Great Houses and satisfyfttemly the Councils
of the Great Houses can name you ‘Hortator’. | do not know the settlecep#dpk Great
Houses, and can offer you no counsel.

Nerevarine

You must go before the ashkhans of the Wastes People and satisfyathenfy the ashkhans
of the Four Tribes can name you ‘Nerevarine’. Speak first witivVaitul of the Urshilaku,
and with the Wise Woman Nibani Maesa, for of all the Ashlanders alfeethe wisest in the
lore of the Incarnate, and you have already shown Sul-Matuul proof of your worth.

Tribe Unmourned

Pity Dagoth Ur and the Sixth House. All they do, all they are isdndlevil, but they began in
brightness and honor, and the cause of their fall was their loyats¢owou, Lord Nerevar.
You told Lord Dagoth to guard the profane tools beneath Red Mountain, and thus he wajd
tempted. He did your bidding when he tried to keep these tools from the Tribodalo he
hates you, who betrayed him, and the Tribunal, who mocked his honor, attacked rsiojen
the profane tools for their own use.




Peakstar, cont'd

False Gods

The Tribunal and Dagoth Ur have the unnatural abilities and lifespgodst But they gained these things by
actions that mock the gods and misuse divine power. They were amhbittbuswise, and the consequences|of
these ungodly acts threaten all that lives in Morrowind.

not the one

| am a failed Incarnate. So are all these who remain here wiih tine Cavern of the Incarnate. | survived the
blight, but | fell in battle with an Ash Vampire. | could not masherarts of war. Nor could I learn the ways of
the Great Houses. They would not have accepted me as Hortator. Takedbethings... they are of no use t(
me. (Got Embroidered belt and Travel-stained pants)

wisdom guides me

... Azura’s riddles warn us to think long and hard. They force us to sesefllty for truth and meaning, and
not to rely only on impulse and force.

profane tools

Kagrenac, high priest of the Dwemer, forged enchanted artitastsdl the power of the gods. Nerevar foughtt
the Dwemer to prevent this blasphemy. But Dagoth Ur took these taokski® himself a god. And the Tribung
took these tools to make themselves gods. Though the Tribunal sought to do thabeiwpower, they are
tainted by the same corrupt desires the move Dagoth Ur.

Ane Teria Got learning | Erur-Dan
book and mace. | saw Morrowind fall to the Empire. | lived through the
humiliations of the surrender, swore hatred and vengeang

o o R against Imperial and Tribunal alike for their betrayals. In |&
later years, | despaired, and turned to Red Mountain, whe
grew old and died fighting the blight and Red Mountain
monsters. Take my weapons and armor, | have no furthe
for them. (Got Erud-Dan’s Spear and Erud-Dan’s Cuirass]
-- A darkness is on Morrowind, and only you can bring thé
light.

Idrenie Nerothan

I lived in the late years of the Tribunate, and behind the
scenes, | helped us demoralize, then repel the Akaviri
invaders. | knew nothing of the Nerevarine or Dagoth Ur
until | took refuge with the Ashlanders. | died a fool, tryind % A\
to loot ruined Kogoruhn. Here, take these. Maybe there’s
something in the world left worth stealing.

(Got Master’s Lockpick and Master’s Probe).

Hort Ledd
| died four hundred years ago, in the last days of turmoil g
unrest after the Empire came to Morrowind. | was a thinke
and not a doer, and though | was marked by the stars, |
not a hero. Take these things of mine. My bones won't
complain. (Got ‘Sithis’ and Hort-Ledd’s Robe).

After this enlightening session, walked the shortest route t@
the Urshilaku camp
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Blades q12-13, Nibani Maesa, Urshilaku Camp

I shall be your guide to the Seven Trials of the path of the Nenevaysk, and | shall answer, with Azura’s blessing.

Seven trials

It once seemed a dream. Now it seems real. You have passed th&ridlifNow you must pass the Fourth Trial a
the Fifth Trial... they are much the same. Each Ashlander tribeGraelh House on Vvardenfell must choose you
war leader to unite the Dunmer against Dagoth Ur’s terrible ogerizach tribe must name you ‘Nerevarine’. Each
Great House must name you ‘Hortator’. You have come for guidance, andyiwilt to you.

Third Trial

Tell me what you saw and heard in the Cavern of the Incarnatdigt&ms carefully]. It is as | have seen in my
dream. It is a true dream, sent from Azura to guide me.

Fourth Trial

The Fourth Trial is: ‘A stranger’s voice unites the Housesiréd@ Halls call him Hortator.” When you have been
nemed Hortator by each of the three Great Houses of VVvardenfel, seme for further guidance, for you will
have passed the Fourth Trial.

Fifth Trial

The Fifth Trial is, ‘A stranger’s hand unites the Velothi/ Foub@&s call him Nerevarine’. The Four Tribes are the
four tribes of Vvardenfell, the Urshilaku, the Ahemmusa, the Zaimabttee Erabenimsun. When you have been
named ‘Nerevarine’ by each of the four Ashlander tribes of Vvartgodene to me for further guidance, for you
will have passed the Fifth Trial.

Hortator

When a greater enemy threatens, the Great Houses put asidgiéinegts and choose a Hortator, a single war leag
to lead all the Houses. Only a Great House council can name addastad all councils must agree. Speak with th
Redoran councilors, Hlaalu councilors, and Telvanni councilors. Prove to tla¢idagoth Ur threatens. When you
are named Redoran Hortator, Hlaalu Hortator, and Telvanni Hortator, onlyiigou be the Hortator named in
prophecy.

Nerevarine

In times of great danger, the four Ashlander tribes unite under la siagleader. If you can prove to the Urshilaku
Ahemmusa, Zainab, and Erabenimsun tribes that you are the Nerevaritieggtahd tribes must unite against the
threat of the Sixth House, then each ashkhan will declare you ‘&lamevand war leader of all tribes. You must ga
to all the tribal ashkhans, but go first to Sul-Matuul, who is youndiieand who will surely grant you the honor.
The Ahemmusaof the Grazelands are mild and peace-loving. The wise woman ohrarAusa, Sinnammu
Mirpal, is also their ashkhan.

The Ashlanders of th8ainab tribe are sly and crafty. Their camp is in the interior of thaz€lands.
TheErabenimsunof Molag Mar love themselves and their weapons above all else.Astdihan Ulath-Pal is cruel
and ambitious, and his gulakhans are just like him. Their Wise Womantdilamicautious and reasonable. Seek
counsel. Don’t waste your speech on the war clans.

as
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Blades 13, Sul-Matuul, Urshilaku Camp

You have passed the Third Trial. Before you lies the Fourth Trial, arkdfthdrial. | have spoken with Nibani
Maesa, and | know these Trials. You wish to be called Urshilakwhbiene. But first, would you have the counsel
Sul-Matuul?

Third Trial

of

So? You have faced the Third Trial in the Cavern of the Incarfialéme what you saw and heard there. [He listens

carefully, with no sign of his feelings]. It is as Nibani Maesas&grhaps you are the chosen one. We shall see.
Counsel

Good. First, | would give you warning. When you are called ‘Nerevarime\word must spread, and many must
hear. Your enemies will hear, and come seeking your blood. And such frigraisagay have among the Great
Houses, those who heed the words of the Temple, they may forgebtesiolt you. If you have business with the
people of the Houses and Temple, you may wish to conduct that busirtebgfime you are named ‘Nerevarine’.
Second, | tell you, seek the counsel of Wise Woman Nibani Maesajdarg an Outlander, and ignorant of the
ways of our people. Nibani Maesa can tell you of the other tribes, ofithgs, and of their ashkhans. If you do no

know these thing, you will make many mistakes, and waste preaieeisithat is my counsel. Now, if you wish to he

named Urshilaku Nerevarine, we may speak of these things.
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Blades q13A, Urshilaku Nerevarine, Sul-Matuul, Urshi  laku Camp

Very well. You wish to be called ‘Nerevarine’. | know you, and | anpased to do so. But first we must speak of
need and duty. Before | name you ‘Nerevarine’ you must understandwéuyleader is needed, so you may tell
others. And before | name you ‘Nerevarine’, | must see that you knandyuty. Only when we have spoken of thgse
things shall you be called Nerevarine.

Know the words of the prophecies. The curse of Dagoth Ur and the Sixth tHoesens our land. The False Gods
lie, and offer false hope of protection. You bear the Moon-and-Star ef/&leiAzura’s hand is upon you. These ar
the proofs you must show to all people as Urshilaku Nerevarine

curse of Dagoth Ur

From the unmourned house have come forth the seven curses. The Sixth Hareatiewdl, and a great danger to
all people. This is the need. You have seen this need. You have fought thd@ige. You have known the curse pof
corprus. You have harrowed Kogoruhn, and seen the darkness that lies withingdhelhyour story, others may
be shown the proofs.

False Gods

You have learned the lies of the Tribunal and the false hope they offetettion from Dagoth Ur. We have heard
the priest’s own words of the Apographa, and we know them to be true. Whdwdethe words of the Dissident
Priests, and we know them to be true. The False Gods have brokendhisgs: and have taken up the tools of the
Enemy. This is a great evil, and a great danger.

Nerevar

In ancient days, the Deep Elves and a great host of outlanders friviesheame stealing the land of the Dunmer.
that time, Nerevar was the great khan and warleader of the Hoogle Rzut he honored the Ancient Spirits and the
Tribal Law, and became as one of us. So, when Nerevar pledged upon hiimgeaftthe Ancestors, One-Clan-
Under-Moon-and-Star, to honor the ways of the Spirits and rights of tite &l the Tribes joined the House People
fighting a great battle at Red Mountain.

Though many Dunmer, Tribesman, and Houseman, died at Red Mountain, the Dweendefeated and their evil
magicks destroyed, and the outlanders driven from the land. Buthaftgreéat victory, the power-hungry khans of
the Great Houses slew Nerevar in secret, set themselvegyopls, and forgot Nerevar’s promises to the Tribes. But
Nerevar will come again and cast down the false gods, and by the pduwigriofy will make good his promises,
honor the Spirits, and drive the outsiders from the land.

duty

You shall be Nerevarine of all the tribes, and Hortator of all tlemt3douses. You shall eat the sin of the unmourped
house, and free the false gods. You must defeat the Sixth House and Dagih bwst free the Tribunal from
their curse. [...free them from their use of Kagrenac'’s profaneltools

This is the burden of prophecy. This shall be your duty as Urshilakwatare.

Urshilaku Nerevarine

Before my hearth and kin, and before the People of the Wastes, | narbleshilaku Nerevarine, War Leader of th
Urshilaku, and Protector of the People. In token of this, | give yotidhth, which shall be a sign to all Dunmer, that
you are the Nerevarine, and that the Urshilaku shall follow you thialjs, even unto death, until the Enemy is
defeated, or until you are dead, or until you give this back into my hand.

(Got Teeth of the Urshilaku)

(1%

n

1Y%

Status: Sul-Matuul has advised med not to start the Hortator / terevquests before fulfilling other pending tasks
for the Houses or whoever. While the Stronghold is under construction nbdppgns and | don’'t get new duties.
So plan B: Explore Caves, Ancestral Tombs, Shrines in search foresns] gxquisite or extravagant rings /
amulets (and other clothing), restock ingredients — all in preparatr practicing alchemy / enchanting.

Before this round-trip, advancedltevel 41
Started from Ald’ruhn, went westwards and found Salothran Ancestral Tonhie éineé connecting Bal Isra and
Andasreth, a little closer to Bal Isra than midways.

In this nice room all the skeletons had an exquisite ring
plus many expensive rings.

In the cellar: Shrine of Sotha Sil




Salothran Anc. Tomb

Next went to archipelago (peninsula) s. of Gnaar Mok, to find the
Daedric shrine Addadshashanammu.

Aleft shrine, archipelago s. of Gnaar Mok

Outside was attacked by a Clannfear, Golden Saint, Frost Atronach,
and Dremora Lord — S|multaneously' Tough battle. And a lady there
not involved at all...

Addadshashanammu

Some battles, some nic¢
stuff — really not much e,*
get excited for.

Returned to Balmora, a
after a night’s sleep was
informed that my Journe
had been updated — talk
to Galsa Gindu about m
stronghold.

House Redoran Stronghold, Galsa Gindu
Yes, Earendil. | want you to make sure your stronghold is being bullt
on schedule. Go to your stronghold, which is being built among the
rows of stones, the Bal Isra, on the east side of the road fronulAfd'r
to Maar Gan. Speak with the foreman, Bugdul gro-Kharbush.

House Redoran Stronghold, Bugdul
gro-Kharbush

You here about the stronghold? Tell Galg
Gindu things are fine here. The work will

be done soon. House Redoran Stronghold, Galsa Gindu
It is good to hear that the stronghold is progressing well. The work
should be finished soon.

Next destination: Vivec, revisiting the St. Delyn Underworksrghthat | wasn't ready for last time. 171



Ihinipalit Shrine

One of the mages in there dropped
two exquisite amulets and three
exquisite rings.

The statue was @heogorathand it
gave me a quest:

Side quest Sheogorath, Ihinipalut Shrine
What is it, mortal? Have you come to be of service to
Sheogorath? That in and of itself speaks toward your

madness. This pleases me. Fetch the Fork of Horripilafic

from the mad hermit near Ald Redaynia. Take care wit
him. He’s not the most... stable man. Use the fork wise
mortal. Few have wielded it who have not come away
changed. Use the Fork to strike a deathblow to the gia
bull netch that resides near the hermit. Do this, return t
Fork of Horripilation to me, and | will reward you well.

=

ly,Note: Checking this quest in my journal, it said that the
hermit was on aisland north ofAld Redaynia, and the

nt giant bull netch was on thsland east othe hermit.

he...Useful information!

Next explored the islands east and south of Vivec. Found Bal F
large Daedric shrine or something — may come back here later.

Ringvild — not the nicest of persons:
-- Have you got a problem with me? Because | have a

you. | don't like your attitude. So stay away for me. (Goodbye o

option, disposition 28).

At the far southern edge of the islands, a shipwreck which | did

explore.

the southern edge of the
larger island between Vive
and Bal Fell, a well hidden
cave entrance (but reveal
on the auto-map) — Ansi.
Turned out to be a standa
bandit cave.

Got GM's probe / lockpick,
some lesser / greater soul
gems, and an amulet of
recall, which I really want..
Also several chests with ag
statues.

problem

172



Then a silt rider to Maar Gan, walked northwards, water walked owveedtern edge of Northwest Island,
and continued to the next island north, where | found the hermit’'s shack.

Side quest Sheogorath, Hermit Big Head

So, you have come. | see you serve the master. He is good, oh yes. Good to m
have come seeking; tell me what you will find.

giant bull netch

Grandpa netch...lovely fish! Floating, floating. He has no eyes, but bgseeHe
comes to visit, brings me cake! Cake to share, enough for allloliiphat. He knows
you're there. Straight out my door you will find him. Straight throughdwogr, into
the other places.

Fork of Horripilation

It sings to me, oh yes. Sings like the rocks sing. Songs of weeping. &degping.
Do you weep, stranger? You've come to take it. Will it take youn Wik you
weep? Weep like the rock? It is here! Take it. Take it if ydu Wake it if you

won’t. Singing! Ringing!

There were lots of powerful weapons in the shack, but the Fork ofpiiation
turned out to be a completely normal table fork (the kind you eat with) magical property: Drain 200
points of magica! (Fortunately temporary — you get it back when you untguiprk). Wasn’t much of a
fighting weapon either — about what you would expect from a standardaakle f

Found a couple of Bull Netches on the next island; all looked alike
but this one was the feared Giant Bull Netch — | admit | swit¢bed
Goldbrand and gave it a few hits before | finished it off withftnk...
Mission complete, returned to Ihinipalut and Shegorath:

Side quest Sheogorath
Ah...l see you have completed my little errand. Well done. Perha
you've gotten a taste of madness as well? Do not believe madne
be a curse, mortal. For some, it is the greatest of blessingtera bi
mercy perhaps, but mercy nonetheless. Give me the Fork of
Horripilation. I believe | have something more suitable for you ne
Go now. Remember what you have seen. (Got Spear of Bitter M

The journal has some interesting remarks on this quest:
“Sheogorath is testing me, clearly. | have no doubt he is enjoying t
greatly.” ... “He seemed pleased that | had completed my quest...no
because he wanted the bull netch dead, but he enjoyed seeing me strdggte' t

After a small time-out went first to Sadrith Mora to restttie guys in the Imperial Shrine have
restocking supplies of ingredients needed for fortify intelligeamakluck potions); then continued by
exploring the coast southwards.

On peninsula northeast of the monastery, found Arenim Ancestral Tomb, erittandhe sea.

Here | met the lady Satyana, quest-giver:

Arenim Anc. Tomb

Side gquest Satyana, Arenim Ancestral Tomb
| thought | heard someone... | suppose you're here to loot? This is my
own family tomb, but I'd be willing to let you take a few things if you
help me find my father’'s amulet. — My father, Augustus Arenim. He
was buried here many years ago, when | was but a child. There arg only
a few of my family left. | thought I'd try and recover part of my
inheritance. I'd only just arrived when | heard someone. Are you willing
to help me out? (YES)
Good. I'm glad you decided to help. You'll need a key to get into my
father's tomb. | can’t open the door myself. | think my father had a

friend buried in here. Maybe his body has a key. I'll stick nearby an
help out when | can.

=




Explored and looted the tomb as | would have done anyway (found book, incr. nrarksma
skill, else nothing special), she helped me out in the battles; foewed any key, but had
no problem disarming and picking the inner door to her father’s tomb.

Side quest Satyana

So you found my father’'s amulet. Just hand
over and I'll let you keep whatever you wish|
(Give amulet)

Great. Thanks, Earendil. I'm going to stay
here and explore a bit. Good luck to you.

The last place to visit on this round trip was
Almurbalarammi Shringon the eastern tip of
> the peninsula east of Molag Mar.
Just a one-room shrine, found a book of incr.
destruction skills and some enchanting items
else nothing special.

On return to Balmora, the journal was updated on the stronghold quest, anccadfor_evel 42
So first went to Ald’ruhn.

House Redoran Stronghold, Galsa Gindu
The foundations for your stronghold are complete. If you wish to build the taget of your stronghold,
you must hire guards to garrison your stronghold.

Speak with Percius Mercius at the local Guild of Fighters. Thaesgllysknow of a few good Redoran
fighters out of work.

House Redoran Stronghold, Percius Mercius, Fighters G uild

| know a few men who can garrison your stronghold, and I'll even recomrnendto you for free. But
first you'll have to get my frien&relene Acquesut of prison. She’s being held in the prison under the
Hlaalu Canton in Vivec. Find a way to get her out and report back to me.

So went across the street and took the guild guide to Vivec, and magdayny the Hlaalu Canton. After
searching around found that | needed to go through the Hlaalu treasury:

Hlaalu Treasury . Hlaalu Vaults Prison Cells Frelene Acques is in the cell
Hlaalu Records by the arrow. The key to her
Hlaalu Prison Cells cells is on a table in the
Waistworks northwest corner of the main
room. The table is under
constant watch by an
Ordinator.
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Used Amulet of Shadows (Chameleon 80%) and my pretty good
Sneak skill, and managed to take the key under his nose.

With prize possession went to Frelene’s cell:

-- Percius sent you? Can you help me escape?

These ordinators are tough. If you open the door, we can make a
run for it. Or, if you find the key to these cells, I'll bide myé

and sneak out when the Ordinators aren’'t watching. All the guards
use the same key for all the cells. I'm sure there’s one sharew
nearby. (I'll give you the key.)

Yes, thisis it. I'll bide my time until the guards aren’t wahg.

Then I'll make my escape. Tell Percius to expect me in a fes.da

House Redoran Stronghold, Percius Mercius, Fighters G uild
Oh? You were able to get Frelene Acques out? | will take your woit fdirhave a few of our better
fighters sent over to your stronghold, Earendil.

Status stronghold:
Hetman GulsWelcome, | am Hetman Guls. | am the Hetma
of this new settlement at Indarys Manor. | handle disputes
enforce the law while you are away, Earendil.
** The place looks OK, with lots of interior equipment. But i
doesn’t look like it'smine.. Didn't try, but suspect if | take
anything from inside, it would be considered stealing.

A little south of Bal Isra on the main path, found the cave
Odibaal, which | explored.

Odibaal

Standard bandit
cave, puny
opposition. Found &
some puny soul 3
gems and a book gh
security++.
Hardly worth the
effort.

Went back to
Ald’ruhn to discuss
the stronghold.

House Redoran Stronghold, Galsa Gindu
Oh, Percius Mercius agreed to garrison your stronghold? Good. | willlggvertlers to begin the next
phase of construction.

Then went to the Gnaar Mok area, where | during my earlier vigite
noticed several cave entrances which | have not yet explored.
First found Abernanit on the peninsula east of Gnaar Mok:

After exploring a while, was met by a surprise, Dandsa.

Side quest Dandsa, Abernanit Cave
Are you here to rescue me? Do you want to travel together back to fthe
cave entrance? (Travel together) 175




Abernanit

iy
B — w

No bandits left, so easy to take her to the entrance: -

Side quest Dandsa, Abernanit Cave
You got me this far. | can swim the rest of the way to Gnaar Mok gnce
I've rested a bit. From there I'm taking the first ship baxck t
Hammerfell. | wish | could thank you for rescuing me, but the bandgits
took everything | had.

Finished exploring the cave, found a few greater sofll - \ WE’I
gems, but else nothing worth getting excited about. v

So while she was “resting” in the swamp, | decided
return to Balmora, and take some time off there.

Next area to search:
Vicinity of Hla Oad, especially south of Hla
Oad where | haven't been. First found the
smuggler ship Grytewake which I didn’t have
any business with.

Directly south of Hla Oad, at the southern tip
of the small peninsula found the Anc. Tomb
Heran with a shrine to St. Veloth, a learning
book for Medium Armor and little else.

(Rescuing Dandsa is actually an Imperial Legion
quest, from Fort Moonmoth)

Heran Ancestral Tomb




A short way east of Heran found Yasamsi, a standard Yasamsi
bandit cave.

N i

Many grand soul gems, and some good
(exquisite / extravagant) clothing items.

Also found “Julielle Aumine’s Amulet”,
which is part of a completely different
quest (Imperial cult)

Found that the area nearest to the coast was explored, so cro$3ddittieer using the bridge
here (BTW, here’s the best route from Balmora to the west @amstling the mountains.) A
little distance south of the bridge found Samarys Ancestral Tomib anghrine to St. Veloth.

This Tomb also contained “Urn of Lord Brinne”, which was trapped,
and contained the “Mentor’s Ring”, with a constant effect of Rortif
Intelligence and Willpower 10 points. Nice ... Use this in place of
the Moon-and-Star. The Urn also contained key to his chest (which
I'd already opened) and Lord Brinne’s Ashes, which | suppose is
needed in some quest, but | left them for now.

Ascending the hills, hit the Seyda Neen
Balmora road, and in the pag&sainispily,
another bandit cave.

(Midways to Seyda Neen, directly east of
the bridge.)




Zainsipilu

Slave
pen

Many soul gems (all sizes), master & GM lockpicks ,

and probes, learning book Security. Guard had key to slaves. Andrethi
Ancestral Tomb

Next found Andrethi Anc. Tomb west-northwest of Balmora, close to

Hlormaren. Not especially interesting, a shrine to St. Veloth,rdrabitated by

Vampires.

Nearby, Zanabi bandit cave, west of Balmora, south of Hlormaren.

Good loot;
Various soul gems, good potions,
amulets ++.

Time-out in Balmora, sell, repair, store,
organize, rest.

Then headed for the islands outside
Seyda Neen.




Sea west of Seyda Neen

Aharunartus

Sarysu
Anc. Tomb

IIEES
Anc. Tomb

This is the westernmost
island in the area

Thelas Ancestral Tomb

Sarys

Ancestral Tomb
Shrine of St. Veloth,

trapped some souls,
else nothing special

Aharunartus:
Standard bandit cave, learning book o
medium armor.

Side quest (?) Twin Lamps, various Slave pens

Slave pen, key well hidden on top of Wf'l'lleen'f’he“ f
an ancient chest in the northwestern | Wil you letme go free ...
Twin Lamps

room. When freeing the slaves got an

update on the Twin Lamps item. You do not know? Wuleen-Shei was sure... But you should remember.

If Wuleen-Shei asks, “Have you seen the Twin Lamps?”, you say
“They light the way to freedom”




Continued southwards along the coast.
Along the row of island s, about the last island southea
of Seyda Neen found Assemanu, which turned out to b
Sixth House Base — perfect for filling some soul gems..

Assemanu

Assemanu,
Shrine . Shrine
o b

o
Assemanu

Assemanu
a

Ash slave, Ash Zombie, Ash Ghoul, Ascended Sleeper,
Frost Atronach, Dreamers, Dagoth Hlevul (Asc. Sleeper)

Need to fly / levitate some places.
Doors to shrine magically lock when entered — don't
panic! Open door spell solves all imagined problems...

Back in Balmora my journal was updated that new info on my strongholdwadable.
After sleeping (with the now routine encounters with first Ash Zombin back to sleep and two Dark
Brotherhood assassins) | headed for Ald’ruhn.

Galsa Gindu:
The second stage of your stronghold is complete. Speak with me agairyetheeed a stronghold fit for a
House Redoran Councilor.

Athyn Sarethi:

You have won the support of some of the Councilors and you have built a stronghold. Yoe thesgtle of
House Father

duties 180
To become a Councilor yourself, you must win the support of the remaiountcilors:Miner Arobarand
Garisa Llethri You should also speak with the Redoran Council Hall siiitkieso BelethShe may have
some duties for you.



House Redoran g18, Tuveso Beleth, Redoran Council Hall , Ald’ruhn

My son, Deval Beleth, wants to make the Ruddy Man Pilgrimagent todet him go, but he is young
and needs someone to escort him to the Koal Cave. Talk to my son, arichiesco the Koal Cave, a
famous pilgrimage site south of Gnisis.

Deval Beleth

Are you here to guide me to the Koal Cave? Shall we travel to@gt¥ES).

Took a silt rider to Gnisis, waded across the fjord, and the only npellgas finding the target — hadn’t
suspected the entrance to be all the way down by the water. Once foraidefiene:
Let me stay here awhile. | will travel back to Ald’ruhn with dreatpilgrim.

House Redoran g18, Tuveso Beleth
Thank you for keeping my son safe on his pilgrimage. Pleas¢hiak@vord with my gratitude.
(Got Steel Firesword)

House Redoran 19, Tuveso Beleth, Redoran Council Hall , Ald’ruhn
Giras Indaram owes me for several repairs to his armor. ldsker him to pay the debt, but he refusgs.
| cannot seek redress from a Councilman, since Giras’ brotheashargy the most respected Buoyant
Armigers. | need someone to make Giras Indaram pay his repair debts.

Go speak with Giras Indaram at the Buoyant Armiger’s stronghold indWd&. Hw owes me 2000
drakes for repairs to his armor.

First person | met in the Armiger stronghold in Molag Mar, Ervesa&hdas:

Earendil, Nerevarine? Ptui. Lies and superstition. Why do you defy Té¢egaleings? And, worse yet, now
we learn you are an agent of the Emperor, and an outlaw. | warn you. Justéetalk to you, don't think
everyone will. Others reach for weapons when they see an outlawratid.he

- Giras Indaram might pay his debts if one of his brothers, Birer oo3dnsists on it.

... Talked to brothers without any progress, then found Giras downstairs, seooricbm right:
Giras Indaram:

I’'m not paying those armor repair debts.

| already told you why. I'm not paying this debt until I'm ready. And notmoeenent before.
Then when | addressed Tidros Indaram:

If Giras owes a debt, why are you asking me about it? (Giras retupag his debt)

Alright, perhaps | can talk sense into my brother. Just tell Isiand that paying the debt would
the honorable thing to do.

Back to Giras:

Alright, if my brother says so, but | still won’t pay the debt usigsu can prove by combat that
owe it. | challenge you to a duel. Right here, right now. (I accept youeaolal).

Alright. We will fight until one of us says hold!

(Saw this coming ... so | had brought a rotten sword to fight him with — Goldlvauld kill him
in two strikes —and | only want to hurt him enough that he gives in...)
... | concede. Take these 2000 drakes and give them to Tuveso Beloth.

But he was foolish enough to continue fighting — actually pursued me, b
fortunately not out the door.

House Redoran q19, Tuveso Beleth

Do you have the debt money from Giras Indaram?

You do? Well, | must say I'm very impressed, Earendil. Here, whyahket
this glass sword I've been working on.

(Got Glass Frostsword)

During this mission, leveled up teevel 43
Next went to Llethri manor, to seek support from Garisa Llethri.
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Llethri Manor, Entrance

Llethri Manor,
Private Quarters

Bedrooms
Private Quarters
Guard Quarters
Entrance
Garisa Llethri

aprpwOdRE

House Redoran 20, Garisa Llethri, Manor District,
Ald’ruhn

If you want my support to make you a Councilman, you will
have to perform a great service for House Redoran. | beligve
the Caldera ebony mines should be shut down.
First | want you to find evidence that there is corruption at the
mines. Since the mines are run by the dishonorable House
Hlaalu and the Empire, | am sure there is corruption. Do nt
take any other actions until you have delivered the evidenge of
corruption to me. ... Look for journals or record books.
Interrogate the miners. | am sure there is corruption there,jand
| have faith that you will find it.

Shortest route to Caldera — asked around abo
“evidence of corruption”, but got no good
answers, so went to the mines.

Mining Company Office
Mining Bunkhouse Upper Entranc
Mining Bunkhouse Lower Entranc
Slave Shack One
Slave Shack Two
Mining Guard Tower
Caldera Mine Entrance

FoundDahleenan slave shack two — turned out
to be the right person to ask:
You want evidence? Dahleena tells you where
get it. Odral Helvi has a chest on the second flg
of the Governor’s Hall. Unlock the chest and yd Caldera Ebony
will find a book. A record book. Bring this book RIES area
back to your friend and watch his eyes when he smiles.

- Governor’s Hall, up stairs, found Odral Helvi’'s chest (trapped and lotkesl, 40 — no challenge at all,
and nobody saw me.) Found the Ledger Book and brought it back to Garisa Llethri.

NoogakwhpE

House Redoran g20, Garisa Llethri

Ah, | see you found the evidence | was looking for.

Good, yes, very good. This book shows that the Hlaalu are taking more eboryethegport to the
Empire.

House Redoran 21, Garisa Llethri

Now that | have this evidence, | want the Caldera mines shut dowrnRieere and find a way to halt
the mining. If the Hlaalu complain to the Duke or the Empire, we can gtmw these books to justify | 182
our actions.




So directly back to Caldera, and asked the first person | met, wicidentally was a guard, about “halt the
mining”,

Dahleena the Khajiit runs the slaves here. We’d be hard pressad amfither slave like her. Uh... why do you
ask?

With this informatiom, returned to Dahleena, and asked the sameoquiesti

Shut down the mines? Dahleena is head of all slaves. Let Dahleer® gmd there will be no more mining!
But had to find a key, and haven’t found a clue to that... Searched around, anthéslage key on the table
in the dining room on the ground floor of the Bunkhouse — and nobody else there.

Dahleena

You have the key. Will you let me go free? (YES)

Yes, Dahleena s fre! You are a good friend of Dahleena. Dahleena Vélaseshe moons are right.

... Returned to Ald’ruhn:

House Redoran g21, Garisa Llethri
You have freed the head slave Dahleena? Interesting choice. Goodastasesard to find these days.|.
| expect the Hlaalu will not resume mining for at least a month. Yea hgy support on the Council, anpl
| want you to keep these fine boots made from the blood of Red Mountain.
(Got Ebony Boots)

Next mission: Get the support from the last of the Councilors, Miraar.

Arobar Manor, Arobar Manor, Arobar Manor, Arobar Manor,
Entrance Guard Quarters Private Quarters Bedrooms

1. Entrance

2. Guard Quarters
3. Private Quarters
4. Bedrooms

5. Miner Arobar

House Redoran g22, Miner Arobar, Manor District, Ald  'ruhn
I've heard you were asking for support on the Council. | respect you pdysbniall cannot
give you my support.

(When asked about Redoran Councilors, got a copy of the book “Red Book of 3E 426")

Puzzled by his (lack of) response, consulted Athyn Sarethi:

Miner Arobar did not even consider your case? This is troubling. | bdliewethis and from his recent
votes on the council that Miner Arobar may be under Telvanni influereéo Gadrith Mora and find

out who is influencing Miner Arobar and how. 183

Hence went to Sadrith Mora — found out that most people there werthéeshelpful, actually they
appeared to dislike me outright. But | managed to raise the digpositsome (all the way to > 90).



One of the Telvanni guards in Sadrith Mora (after disposition rams8d) E
| heard that Master Neloth has some influence on Miner Arobar.

Anruin, Sadrith Mora (after disposition raised to 93)
Miner Arobar

I've heard a rumor that Nartise Arobar is being held hostage by dhe of
Telvanni.

Onspecific place.. Tel Naga is Master Neloth’s wizard tower.

L 4] f
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Tel Naga,
Great Hall

Found Nartise Arobar in the Great Hall of Tel Naga — freely
accessible, but guarded by three guards. When addressing her:
Please help me. | am being held hostage by Master Neloth. If you
can get me out of here and we travel together to the Telvanni
docks, my father will reward you.

** Once | agree to “travel together” the guards attack, anddéart
will jJump into the fight, most likely getting herself killedo $he

best way to handle this, i) “travel together” ii) notice therdaa

are ready to attack iii) “wait here” iv) dispose of guarp4navel
together” — follow her to the docks, no later problems

(Don't think this can be done without killing the guards. But I'm
worried how Master Neloth is going to receive me when | run for
Hortator...) ... Nartise found her own way home — | returned:

House Redoran g22, Miner Arobar

You have rescued my daughter, Earendil. | must apologize for thetvemtdd you. | will gladly
offer my support to make you a Councilman. Please take this amaetign of my support. Also
take this Redoran Master Helm. All the Redoran Councilors havesgeNgaHelm for rituals and
public appearances.

(Got Arobar’'s Amulet and Redoran Master Helm)

Time for a final meeting with Athyn Sarethi:

-- You have a good stronghold and you have the support of all the Councilors exdagifn Venim.
You deserve to be@ouncilmanof House Redoran.

Bolvyn Venim

While we often disagree on the Council, he is the best general Redsean has known for many
generations. Bolvyn Venim brought House Redoran back from the brink @itdefdas, no man is
perfect. He kidnapped my son. He is harsh on his servants. There am@iatksrl am honor-bound to
keep secret. | believe you would make a better Archmaster. You tgmpestrength with mercy.
duties

You have won the support of all the Councilors save one, Archmaster BolvymMeaiwill never
allow an outlander to become Archmaster of House Redoran. The only wayttee leadership of
House Redoran for yourself is to challenge Bolvyn Venim to a duel.

(Note: I can't avoid this, as | would have to defeat him in a dusé¢éome Hortator anyway.)
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House Redoran Stronghold, Galsa Gindu
| am ready to give you a stronghold fit for a House Redoran CouncilorirBiugdu must speak with
Hetman Guls at your stronghold. Ask him what must be done to attraetseibiers.

Hetman Guls
We are happy here, but the town would prosper if there were more womdammbftoare singke and need|
wives. | am sure there are many single women in Ald’ruhn who woul@eke. You could ask there. If
you cannot find any wives, you could buy slaves in Tel Aruhn and bring thenMheng would prefer
marriage over slavery.

Back in Ald’ruhn, Dandera Selaro suggested | ask Fathusa Girethd &kar Inn.

Fathusa Girethi
-- | understand what you're asking, and I'm not offended. But I'm notlsshieuld leave Ald’ruhn.
(raised her disposition to 92)

Wait. If | understand you, you're saying that this ‘Inarys Manor’ hdezen eligible men. And there are
only a few women there. And you want me to move there to find a husband,(fiblat’s right)

Okay, | agree. Just let me take care of a few things héogvim and I'll pay a visit to Indarys Manor.

... Then asked a new person, Shashev, who suggested | ask Aryni Orethi. Mgriyuhahe has refused
them all.

(Aryni Orethi’s house was locked, but while | stood there wonderingtiblld
attempt to pick the lock, she fortunately turned up)

Aryni Orethi

-- I must admit I'm interested in your offer. But not quite integdsnough to acceq
(got her disposition up to 99)

Okay. | might as well try looking around Indarys Manor. There géytairen’t any
real men around here.

House Redoran g23, Bolvyn Venim, Manor District, Ald’ ruhn
You will never be the Archmaster of House Redoran. Meet me at dreaAn
Vivec where | shall prove my right to rule in a duel to the death.

Probably not the smartest decision he’s done, but definitely the last

Traveled to the Arena in Vivec, and defeated him without much éffortt think
| even got hurt myself). So this was one challenge he should have avoided.
(Didn’t loot him as that could have been seen as dishonorable — but | kritad Beme hefty stuff...)

Returned to Athyn Sarethi, advancement:
You are theArchmaster of House Redoran

choose a Hortator

A Hortator is chosen by consensus. Everyone has to agree. A single aneeio. First a Great House has to
choose a Hortator. Then that Hortator has to go persuade the other Qusas ltb agree to name him Hortator
of their houses, too.

Blades gq12A, Redoran Hortator, Athyn Sarethi, Ald'ruh  n

As you are already the Archmaster of House Redoran, you shall be théorlof House Redoran. | hope yo
are as successful in persuading the rest of Morrowind to unitesadEdgoth Ur and his blighted hosts. On
behalf of the house and council, take Rieg of the Hortator, a token of your office. By this ring others shal
know you as our chosen champion.

<

| also have aealed packagéor you. | do not know what it contains, but | received it from a coimebtie
highest ranks of the Temple. My guess is that it has somethétmwith the Temple’s position on your claim
to fulfill the Nerevarine prophecies. And here is a copy of a rguésiic notice identifying you as an Imperia
agent. | am satisfied of your sincerity, but | warn you that othessnot be so understanding.




Public Notice
WELL-BELOVED PEOPLE OF MORROWIND!
TAKE HEED!
TAKE WARNING!

The outlaw named Earendil, stated trade of Adventurer, latedciticarnate’ and ‘Nerevarine’, now is
shown to the investigating Ordinators and Magistrates of thisalistbe agent in the pay of the Imperial
Intelligence Service. This outlaw’s claims are false. pitughecies this outlaw cites are discredited. The
dishonest character and base purposes of the outlaw in perpetratimgpthere now made clear to all
observers. Earendil is sought for various crimes by Ordinators and teawdsy Report all encounters with
this outlaw to the proper authorities. If you see this outlaw in puliVie,te alarm.

Published by the authority of the Temple, the Order of the WatchisMags of Vvardenfel District, under
the signature and authority of Grandmaster Berel Sala, Captdia @fdtch.

Hear and Heed!

Note from Archcanon Saryoni
[a package sealed with an anonymous wax seal, containing a singlespsigeed note]

[on the cover of the package]
To the Outlander lately proclaiming his identity as the Neiegato be delivered with haste —

[the note itself]

The assertions made being in direct contradiction of the doctrine ofithenal, namely that you are the
Nerevarine, the reincarnation of the Sainted Lord Nerevar,raaeldition to being against Temple teachin
incredible and implausible in the extreme.

The revelations made by the Inquisition, namely, that you yourseti faet an agent of the Imperial
Intelligence Service, otherwise known as the Order of Bladedy lmade with substantial evidence by the
Lord High Archcordinator, Berel Sala, further calls into question #tieity of and motivation behind your
claims.

However, as incredible as your claims are, as much as thaydiredt contradiction of the teachings of the

Temple, and tainted as they are by the inferences to be made upon yeasslosation with the covert
policies and interests of the Emperor, the interests of the Temglis leadership, and in particular, the
interests of His Immortal Lordship, Vivec, are best served bgsee @nd personal examination of the clain
being made, and close and personal examinations of the motivations amdectudrtne claimant.
The Temple, through its examinations of its records, in parti¢hkarecords of the Heirographa and
Apographa, is intimately familiar with the many and varied caifinsigns and feats that would mark the
Nerevarine according to prophecy.
Therefore, in the event of the fulfillment of certain of those masiarkable and scarcely credible claims -
namely, that the claimant should, at one time, be the acknowledged hadéeerd! ancient titles of power
and authority of the Dunmer people, to whit, Hortator of the Great Housedexrevarine of the Ashlander
tribes — the Temple proposes that the claimant of the identibedfi¢revarine shall present himself for
inspection before his Reverend Hondrgchcanon Lord Tholer SaryonHigh Archcanon and Chancellor of
Vivec, Archcanon of the Canonry of Vvardenfell, Arch-Priest of tighHFane, for a review and
consideration of his claims and identity. However, until such timtkeaslaimant actually has been named
Hortator separately and jointly by the three Great Houses of iviijeand at the same time has been
named Nerevarine separately and jointly by the four tribes of shéaAders, there is no purpose in
reviewing or discussing these claims
Because of the Temple’s official position on the prophecies of theviiene, and in the interest of
preserving the security of the claimant from those parties whbtmiish to do him harm, it is convenient
that the claimant of the title Nerevarine shall present hiritsekcret to Archcanon Saryanithe
archcanon'’s private quartelis the High Fane of Vivec.
To signify agreement with these terms and conditions for a mgeetth the archcanon, the Nerevarine
claimant may present himself to the healer of the High FaWése€, Danso Indulesand the necessary
arrangements will be made. Once again, no purpose is served by a mettithg claimant is named
Hortator of the three Great Houses and is named Nerevarine of thsiaander tribes.

written at the request of and in the name of his Reverend Honor Thofen§&rchcanon and Chancello
of Vivec, Dileno Lloran, priest of Vivec, assistant to the Arctara
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While near, checked up on the stronghold:

House Redoran Stronghold, Hetman Guls
You have found women who will move here to Indarys Manor. | will tell therst Now the settlement
around Indarys Manor will grow and prosper.

Galsa Gindu
So, Hetman Guls is satisfied. | will give the orders to begitastestage of your stronghold.

Went back to Balmora, and explored the only remaining cave ne&thgsousouthwest of Fort
Moonmoth (in the Foyada to Pelagiad), which | had passed severabiimeady. This turned out to be a
Sixth House base.

Hassour Hassour,
Shrine

Ash Slave, Ash Zombie,

-| Ascended Sleeper,

Dreamers, Greater Bonewalker,
Ash Ghoul, Dagoth Fovon

Captured some good souls, else
standard.

Aided by official hints, | now know that two of the Dagoths | had elingdatlso influenced some of the
sleepers | had been assaulted by — also got a list of who and where.
With the Dagoths dead, these sleepers now act “normally” for thefré® game.

Unfortunately (for them) at least two of them had already sgthote (in Balmora), so | had to kill them in
self defense. At least | could never find the Balmora sleepers.

Dagoth Foven’s death also means | can now sleep in my bed in Balntboaithoeing attacked by ash
beasts (the Dark Brotherhood has another source and continue to bothedt get,rae some good income).

Most of these people / sleepers were found wandering randomly arougdneral area, only a few were in
fixed locations. | talked to these people when | was in the gemesahayway, so order may be random.
The response was the same from all of them:

“I feel as though I've just awakened from a dream... a terrilglardrof the Sixth House.

... Do you mean... have | been ... under a spell? A curse? And this was caused by S&ttukists®? Good
grief. What have | done... | hope... but | haven't thanked you. Pleasegfongivi have nothing to offer but
my thanks. But | will tell everyone | know how you have saved nay lif

And | got one reputation point.
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Sleepers influenced by Dagoth Hlevul (in Assemanu)

* Alvura Othremin Vivec Arena Waistworks

* Daynasa Telandas Arano Plantation near Suran, cultivating fields

» Eralene Hledas St. Olms Canal North-One

* Neldris Llervu Suran wandering on the street

* Nelmil Hler Vivec Redoran Waistworks, in entry hall

* Relur Faryon Vivec Hlaalu Canalworks, random wandering

* Vivyne Andran Vivec St. Delyn Waistworks, randowm wandering

Sleepers influenced by Dagoth Fovon (Hassour)

» Dralas Gilu Pelagiad, random wandering

« Drarayne Girith Plot and Plaster, Tel Aruhn

* Llandras Belaal Balmora, probably dead

* Rararyn Radrys Balmora, probably dead (house locked and empty)

My (Caius’) house in Balmora is by now pretty overloaded with surpliis-sand so | thought that as |

had removed Dura gra-Bol in an early quest, he really doesn’t need hesdialls

So decided to use that house as an alchemy / enchant base. Movethgtieaignts and enchant-potentials
to his house.

The ingredients were stored at crates / barrels on the top floor:

Left crate: Ingredients for Fortify Luck and Fortify Intelligenc
Right crate: Most other ingredients
Sack by crates: Overflow from crates
Barrel in the corner: Rat meat, Hound meat, Racer Plumes
On floor by stairs top level: Alchemy apparatus
Chest on ground floor: Filled soul gems
Rings, amulets, some clothes
Bed on ground floor: Clothes for enchanting
Racks, shelves: Temporary storage for potions | have made.

Now that helped for systemizing my stuff. Will still use Cahususe for sleeping, overflow weapons and
armor and other stuff. But have sold the bottles and mess lying around.

With improved organization, took an alchemy training session, got Algkkihup to 65, and as a bonus
can now identify all four effects of ingredients — so my alchepngedsheet must be updated...

Next, ready for the Hlaalu Hortato quest. This has a naturalgfgmint here in Balmora, at the Hlaalu
Council House.

Blades q12B, Hlaalu Hortator, Nileno Dorvayn, Hlaalu C  ouncil Manor, Balmora

| am Nileno Dorvayn. | keep business going here in Balmora while ldediHCouncilors are away. Which is
most of the time.

Here’s a recent edition of the Yellow Book of Great House Mldalists the current Hlaalu councilors and
their residences. | might tell you more for a small consideration.

(Got Yellow Book of 3E 426 / Bribed her 50 drakes)

The one you should speak with is Crassius Curio. His manor is in thiel Rlaaa in Vivec. Of the Hlaalu
Concilors, he is the one most likely to listen to your requestsgwiiathey may be.

Yellow Book of 3E 426
Hlaalu Councilors:

* Velanda Omani Omani Plantation, Elmas Island, Southeast of Vivec Telvanni
+ Dram Bero Secretive, somewhere in Vivec

* Crassius Curio Vivec Hlaalu Plaza

e Yngling Half-Troll Vivec St. Olms Canton Plaza

+ Nevena Ules Ules Manor, west of Suran




Blades q12B, Hlaalu Hortator, Crassius Curio, Hlaalu P laza, Vivec

Yes, I'm Crassius Curio, but you can call me Uncle Crassius.

(Admire Success, disp 76)

A Hortator is chosen by consensus. Everyone has to agree. A single &eefo. First a

Great House has to choose a Hortator. Then that Hortator has to gadestise other Greatj

Houses to agree to name him Hortator of their Houses, too. A veryudtifiystem. No
Great House wants to give the honor to a member of another Great Boukekily, it's
mostly honorary, and doesn’t cost a House anything. So it might not teathatfter all.
Hlaalu Hortator

A Hortator is a Great House war leader. It's an ancient tradgieldom invoked in modern
times. ... You want to be a Hortator? A pity. Orvas Dren dwatw/ant you to be Hortator.
And very few councilors would be willing to risk Ser Dren’s disapprdsat.your eloquent
passion, your exquisite vulnerability moves me to risk all, and defggIren. Yes,
sweetie, | will name you Hortator. But | have something to ask of you...

Will you give me ... a kiss? (Oh, all right...)

How tender and thoughtful! You've made me the happiest fellow in Viliep.(100...) And
now, pumpkin, it's time foyour gift... And | have just what you want. In my formal
capacity as Councilor of House Hlaalu, | give you my vote for tieedi Hortator. Perhaps
can also give you a little suggestion?

| am sure you can persuade Dram Bero to support you as Hortator..céitydnd him.
Orvas Dren has Nevena Ules and Velanda Omain in his pocket. You mightovaake a
little trip to the Dren Plantation before talking to them. And themd’s Yngling Half-Troll.
Orvas Dreris the head of the Camonna Tong and lives in a plantation in the Astsld&an
You may be able to bribe him or trick him. He despises the Empire, ard hkard rumors
that he has made some kind of deal with the Sixth House.

Nevana Uledives in Ules Manor, near Suran.

Velanda Omaniives outside Vivec on Elmas Island. East to mainland from Telvaren, t
south.

Dram Berais very secretive. He lives somewhere here in Vivec.

Yngling Half-Troll is a foreigner like me, but he simply doesn’t understand the Dunnaer
I do. If you were to dispose of him, the other councilors would not be upset. Ifliyanyki
of the rest of us, of course, it is a different story. He livesrigliig Manor in St. Olms.

Blades q12B, Hlaalu Hortator, Yngling Half-Troll, St. Olms Plaza, Vivec

Hlaalu Hortator

A Hortator is a war leader for a Great House. Why? (Tell him ytouy)s

That's a touching story, but if you don’t have 2000 drakes, you won'’t get ray vot
(Give Yngling 2000 drakes)

A pleasure doing business with you, Earendil. And I'm a man of my word. ¥ty vote
for the office of Hortator of House Hlaalu. Once you get everyone’s taiteto Crassius
Curio.

Asked everywhere about Dram Brero. First got a response “Halsseea in the St. Olms
Canton”. Then, in St. Olms Plaza; “I don’t know where he lives, butddan him at the top
of St. OIms”. Checked everywhere in St. Olms, and at the end the anbylghadn’t
checked was the Haunted Mansion. Turned out the door to the inner atleakedlevel
50) so was a little suspicious. But lo and behold — after lookindeadittund in the Haunted
House, found he actually lived there.

Blades q12B, Hlaalu Hortator, Dram Bero, Haunted Hou  se, St. Olms Plaza
(Admire success, disp. 81)

Hlaalu Hortator

A Hortator is a war leader for a Great House. You have found me, andghas iyou are
resourceful. I will vote for you as Hortator. But my vote alor@ans nothing. Yngling is a
fool. You may bribe him or kill him. Crassius Curio is a man of passioncamde
manipulated. But Velanda and Nevena are Orvas Dren’s creatures, andltideynothing
without his approval.
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On the way to the Omani Manor, directly east of the St. Olms Cantonbled across another cave — Nund.
Turned out to be quite an ordinary bandit cave — found some soul gems (oneagchludy of ash statues, and
a learning book for Acrobatics. On the way out met Lesley, a fridretier. Some scrolls and books nearby

which | thought was his so left alone. One learning book in Restoration.

Then found Omani Manor where it should be, and met with
Velanda Omani.

Blades q12B, Hlaalu Hortator, Velanda Omani, Omani
Mansion

(Admire fail)

Hlaalu Hortator

That's a title given to a war leader among the Great Houses.
are you interested? (Tell story)

That is a very interesting story you tell. And your Moon-and-S
is an impressive ring. Unfortunately I'm very busy at present.
will need to consult with my colleagues, but I'll give the mattet
every consideration.

(Admire Success ... same reply)

(Bribe Success — disp. 80)

(Tell your story and ask to be confirmed as Hortator)

That is a very interesting story you tell. And your Moon-and-S
is an impressive ring. | believe your story and credentials are
genuine. But | will tell you frankly that | would never confirm
you as Hortator without the approval of Orvas Dren. | depend
his patronage, and would not risk his displeasure.

Trodded over to the Dren Plantation.

Blades q12B, Hlaalu Hortator, Orvas Dren, Dren Plantat  ion
Hlaalu Hortator

So you want to be Hortator of House Hlaalu. And you've come to
You show unusual wisdom for an outlander. But what'’s the title of
Hortator worth to you? Why do you want to be Hortator?

Now got three response alternatives:

Tell your story ans ask to be confirmed as Hortator

To defeat Dagoth Ur and bring peace to Morrowind

To defeat Dagoth Ur and protect Morrowind from the Em

Alt. 1: “It's the worst story I've heard. Goodbye”

Alt. 2: Orvas Dren attacks, and if you're not careful the
entire mansion joins in.

Alt. 3 appears to be the “correct” one (although killing hi
OK too.)



Blades q12B, Hlaalu Hortator, Orvas Dren, Dren Plantat
(Alt. 3) (disp. 28> 95)

I have long believed it was a mistake to turn from the old godsapezura is with you after all. And

perhaps not. | will tell you that I've spoken with Dagoth Ur. He

the foreigners from our lands. But | am not one to ignore opportunity, nobaentd be troubled by rubbing
twos sides of a coin. If you are a Breton of your word, | am your ali}l tell Velanda Omani and Nevena

Ules to support you as Hortator of House Hlaalu.

ion

prothise the same thing. That he will driv

On the way back to Omani Manor, met a man and his guar.

Side quest , Man and Guar, north of Vivec FQ

Teris Raledran

Pardon me! You look like you could use some extra cash. Per
you could be of some use to Rollie and me.

You see, Rollie and | are heading to Vivec to deliver this shipn
of clothing to Agrippina Herrenia the clothier. Truly, it's some ¢

the finest clothing you'll ever see...perhaps | could interest yoy i

some? Well, regardless, I've heard rumor that the road to Vive

has become rather has become rather dangerous of late. Perfa

you'd be willing to escort the two of us? Rollie and | would be
most appreciative, and would be willing to offer some
compensation. (Certainly...)

At the last road crossing north of FQ, Teris
stopped:

There’s a good fellow! See, Rollie, | told you there are still sonje - Well, Earendil, we're getting pretty close to

good folks in these lands! Rollie’s become such a pessimist in
old age, but | told him we’d find someone to help! When we ge
there, I'll reward you. How about the three of us get going?
(travel together)

hidhe city, and they don’t let big ol’ guar like

t Rollie here inside the walls. Seems a shame,
since he’s such a personal sort. Isn’t that right,
Rollie? Anyway, from here, you and | can
travel on to Agrippina’s alone.

But no way | could get Teris to follow me further. After sevéralvel together” conversations, each
time he just stood there by the sign post and Rollie, and showed no sign# to follow me. So in the
end | called it a day and left him there — where he’ll probaklydstvaiting till the end of the game. That

way this quest was never completed — but | gave it a hard try.

On my own | continued to the Omani Mansion:

Blades q12B, Hlaalu Hortator, Velanda Omani
Hlaalu Hortator

Yes, of course. You wish to be named Hortator of House Hlaalu? No soon#érasadbne. You will, of
course, need to receive confirmation from the other Hlaalu counddotd have every confidence in
your ability to persuade them. Once all the councilors agree, spa&raissius Curio again. He'll give

you the Belt of the Hortator.

Then to Ules Manor west of Suran.

Blades q12B, Hlaalu Hortator, Nevena Ules, Ules Manor,

What can | do for one as influential as yourself?
Hlaalu Hortator

Oh. Oh. Yes. Yes. Ser Earendil. The Hortator thing, right? They saikhé&w what was good
for me, | would do as you asked. So, you want to be a Hortator? | make ytatoH | vote for
you. That's all I have to do, right? Once all the councilors agréee swre you see Crassius

Curio.

Suran
I've just heard the news, Earendil. Congratulations on your... negotiatith®wias Dren.

Finally, back to Crassius Curio in Vivec Hlaalu Plaza.




Blades q12B, Hlaalu Hortator, Crassius Curio, Hlaalu P laza, Vivec

Well. If you are the Nerevarine, why haven't you fulfilled the propg&iSurely you haven't forgotten. You
haven’t done something foolish, have you? You mustn’t be shy, dumpling. I've hatAt¢hcanon Tholer
Saryoni, the High Priest of the Templeyé&ryupset, and that he is hoping you will come speak with him at the
High Fane here in Vivec City. Maybe that would be a good idea. Don’t yokizthi

[Confusing — if not... have heard through the grapevine that if you'et meere than 20 and have a reputatio
of at least 50, you can or will bypass the fourth and fifth trials andrbe Horatator / Nerevarine
automatically. I'm level 43 and reputation is 53 or thereabouts, so smawtmable. But then | would have tp
skip lots of quests — and | don’t wahat!]

>

Hlaalu Hortator

All the councilors agree? Splendid! I'm so happy for you! What an hondgrh®& more than you deserve,
pumpkin. And now, | have a little treat for you. It's a belt given to thedtorof House Hlaalu. Jusrt snug it
around that supple little waist. Now, | know you have important thimge  but don'’t be a stranger. Don’t
neglect poor, lonely Uncle Crassius, your devoted admirer.

(Got Belt of the Hortator, Fortify Magicka 20 pts)

With two Hortator titles in the bag, went to Sadrith Mora to commemeeguest of becoming a Telvanni
Hortator. Immediately saw that people were much more fiendish hiestypical starting disposition would

be some 25, and some times as low as 5, with not a chance to raise itt bthesonversations | had in this
area would be of the kind: Save — Admire — if success save pedtre else reload and repeat. Fortunately my
skills were so good that | succeeded in raising disposition mts¢ eimes — often as high as 80 — 100 (which
often also was necessary to gain anything.)

Natural starting point was Telvanni Council House. Spoke to Dalyne fdiggd 100):

House Telvanni

We don’t care about politics. We don’t care what others think. Wevgaust to be left alone. And our wizard-
lords and their mercenaries make sure no one bothers us.

All the Telvanni Mouths and most Telvanni service providers are Rerencilor Mage-Lord Master Neloth
lives in Tel Naga, the wizard Tower in the center of town.

Moon-and-Star

The enchanted ring called Moon-and-Star — or One-Clan-Under-Moon-an@sthe Ashlanders call it — was
forged for the hero Nerevar by one of the Dwemer Sorcerer-Riagsénac’s smiths, and blessed by the
Daedra Lord Azura. The ring gave Nerevar supernatural powers of persaad indisputable proof of
identity, since any other who tried to wear the ring would be kitisthntly.

The lower levels of the council house was occupied by Tribunal Temglewdt, which were of minor interest
to me now. So after messing around a bit found my way to the top leveg after a while | discovered all
the “Mouths” were standing on platforms around the room.

Felissa Ulesse(disp 90)
You'll have to speak directly tMistress Theranabout this. Her tower, Tel Branora, is south of Sadrith Mora,
on the southeast point of Azura’s Coast e
a long peninsula. | must warn you.
Mistress Therana is very eccentric. It is
often hard to get and keep her attention|
You'll do better if you try and keep her
happy, and not distract her with long
arguments.




Blades q12C, Telvanni Hortator, Raven Omayn, Telvann i Council House, Sadrith Mora

(disp 100)

All the Telvanni councilors must vote to choose a Hortator, and tharwegebe unanimous. It's an old
tradition, rarely used — never in my lifetime. A Hortator’s digtyo lead a Great House in war, and we haven't
had a war in a very long time.

Telvanni Hortator is a title given to a special champion and war leader among #a Bouses. Why?

(Tell story)

Good grief. We've heard talk about a reborn Nerevar for years, and thibwgistjust Ashlander superstition,
You'll have to speak directly to Mistress Dratha about this. Skes & Tel Mora, a tower north along the
coast. | must warn you. Mistress Dratha doesn’t like men. Of any ragggést you do everything possible t
improve her disposition before talking to her.
Here’s a recent edition of the Brown Book of Great House Telvhrists the current Telvnni councilors ang
their residences.

(Got Brown Book of 3E 426)

O

Mallam Ryon(disp 97)
You'll have to speak directly thaster Gothrembout this. And right away. His tower, Tel Aruhn, lies just
northwest of Sadrith Mora. You can fly, can’t you?

Galos Mathendigdisp 89)
... That's not a pleasant story. And it means trouble is coming, for dlréeet Houses. I'm afraid you'll have
to speak directly ttMaster Aryonon a matter of such importance. His tower, Tel Vos, is north aloragptss.

Started with Master Neloth, as he’s the one located in Sadrita.Motered Tel Naga (where | just had a
rescue mission....), and found it quite confusing to find my way around. IndHeuwnd a hole in the roof
where | could fly up (and encountered lots of unpleasant persons on thewdafihadly found Neloth.

Brown Book of 3E 426

Telvanni Councilors:

e Gothren Tel Ahrun, Archmagister
e Aryon Tel Vos

* Neloth Tel Naga, Sadrith Mora
* Dratha Tel Mora

 Therana Tel Branora

Blades q12C, Telvanni Hortator, Master Naleth, Tel N aga, Sadrith Mora

(disp 90 after several fails and “leave now...” (started at 5))

Telvanni Hortator

Hortator? War leader of House Telvanni? Is that necessary? Why'tagyone tell me
about these things? So. Do you want the job? Are you qualified? Good. Then go ahea(
| don't care. Be the Hortator. Now go away.

Glad the job in Sadrith Mora’s done, | found a ship to Tel Branora.
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Tel Branora

Galen Berer, Armorer 5. Upper Tower
Sethan’s Tradehouse 6. Fedar Davus’ h.
Giron Manas’ shack 7. Manos Vavyn’s h.
Ervyna Hlervu's shack 8. Evos Goran’s h.
Tower Guardpost 9. Seryne Relas’ h.
Lower Tower

Hard to find my way in this tower, as in all the wizard'sjess
towers. But eventually found “Upper Tower, Therana’'Sig
Chamber”. There | first met Felen Maryon, who sold EeEe
some very good spells, there among Summon Golden§==
Saint. ‘

And Gils Drela close by, had a GM calcinator which | P
bought. ¥

Then found Therana, and heeded advice from her Mo




Blades q12C, Telvanni Hortator, Therana, Tel Branora

(disp 97)

Telvanni Hortator

...it's a steel box, of course. You keep things like bittergreen roots in
keeps ‘em fresh, with a little netch blood. Or is that a hormador? Yes
spiders. In the box. Spider eggs. Keeps ‘em fresh. With netch blood.
wouldn’t have any with you, eh? Spider eggs? Nice fresh ones? So, [
ahead. Show me the hordador. Hormador? You got it with you? Alw3
happy to get some fresh spider eggs. Or spiders? Whennhueis
younger, we grew our own spiders...

(Listen politely / Tell your story and ask to be confirmed as Hurfa
Amuse her, then quickly ask to be named Hortator)

-- Goodness. Where did you learn to do that? Can you do it again? G
Very pretty! Do it again! Oh, please? Please? Oh, certaihbyé a
hormador here somewhere, if you'll just... Oh, you want to be a Horta&lor
Certainly. Go right ahead. Right after you do that thing again. That's| After this success took a time-out and
amazing! Oh, goody, goody... returned to Balmora.

Back in Balmora, my journal was updated, informing that my stronghole¢@aplete. So took a quick trip
to Ald’ruhn to inspect my new settlement.

1. Berandas’ h.

2. Indarys Manor Then proceed with the Telvanni Hortator mission.

3. Raron’sh. Traveled to Tel Mora to meet Dratha — who hates men.

4. Manor services First attempt a disaster — initial disposition 3 (three!) and afail resulted in
(Smith, Trader) she no talk with me. Next attempt after a reload a littleebettmanaged to raise

disposition to 100 after some admire and some bribes.

Blades q12C, Telvanni Hortator, Dratha, Tel Mora

What is this man doing here? Is it lost?

Telvanni Hortator

Oh, b'Vek. | think it's a man...

(Hurl yourself at her feet and plead for a hearing / Strike aynmode and wink invitingly / Leave before
something terrible happens) ... (disposition dropped to 90)

-- Oh, that's so pathetic. Look at the poor bunny. Oh, | suppose now we mustclifelrard at least listen to
it. (Continue with your story)

-- Hmm. Well. I'm glad we listened. And glad you persisted. So theog'gthing to those old prophecies after
all. I shouldn’t wonder. Pig-headed Battlemages don’t pay attention toAadg’s portents as they should.
And you are the foretold Nerevarine? Well, then. You shall be our Hortatarhave my vote. And my
blessing. And this scroll. It will come in handy where you’re going. (GailESsummon Golden Saint)

Next to Tel Vos to visit Aryon (disposition 98 after some back and forth) 195



Blades q12C, Telvanni Hortator, Aryon, Tel Vos

Archmagister Gothren is the current head of House Telvanni. He hathisgbdsition
for many years.

Telvanni Hortator

Yes, | understand. You are willing to take the responsibility, and | @imgxto vote for
you as Hortator. | think the other Telvanni councilors will also codpgetiaough some
might need a little persuading. Master Neloth is ill-temperedtriglis Dratha doesn’t
like men, and Mistress Therana is losing her mind. Archmagister Gdthamother
problem. He will not refuse you directly, but will delay indefinitdlyecommend that
you to kill Archmaster Gothren.

That means only Gothren remains —went to Tel Aruhn. In the Tower, faani@&rning
books, enchant and conjuration. When talking to Gothren, first raised hisitisptws90
— 100, then when | mentioned Hortator, it dropped to about 50, and repeat in an eng
loop...

Blades q12C, Telvanni Hortator, Gothren, Tel Aruhn
Telvanni Hortator

Yes, yes. | know what a Hortator is

(Tell your story and ask to be confirmed as Hortator) (disp 96) &
-- No. Wait. Let me think... Yes, | understand perfectly. Your
story makes sense. Your proofs are persuasive... But a decisi
such a remarkable matter is a grave responsibility, and not to
taken in haste. | will need some time to reflect and consider, g
to confer with the other Telvanni councilors. Leave me.

After a few repetitions got his disposition up to 100, and the
response was slightly different:

Blades q12C, Telvanni Hortator, Gothren, Tel Aruhn

Telvanni Hortator

(Tell your story and ask to be confirmed as Hortator) (disp 100)

Very well. | have heard your story. And you are not one of us, so | supfidsvé to explain. Or you'll
just keep annoying me. | have no intention of naming you Hortator of Housenfilitas not in Telvanni
interests to name an unknown and unreliable outlander and outsider to suglodarihposition. My
opinion will not change. If you persist in bothering me, you will regrdttiis discussion is over.

... | have not changed my mind. | do not intend for you to even be the Telvannordrtdtill the
prophecies in your next incarnation, Nerevar.

Continued bothering him a while, but now to annoy him so he attacked me. Howevewitva

disposition of 0 he didn't, so in the end | chose to draw my sword and stbapipened. He was supposed
to have some very powerful spells, but was disposed of before he manmadted a word. The two dremora
guards were also quickly taken care of, and then the guys in theonexstarted shooting and summon
skeletons. But in the end everything was OK, though my health wastolaero. Firs had to check if my
bounty status had changed, and fortunately my attacking this “friegayhad not resulted in a bounty on
my head. So then, finally could save, loot the bodies and return to Aryon.

Blades q12C, Telvanni Hortator, Aryon, Tel Vos

Telvanni Hortator

| see you have gathered the votes of all the surviving Telvanni dormdihat means you are now the
Hortator of House Telvanni. And | have something for you. It's calletRbbe of the Hortator'. It is an
anciant artifact, and hasn'’t been used in centuries. But | think yaupleased. | wish you luck, Hortator
may even pray for you. (Got Robe of the Hortator)

Now a recall back to Balmora, where my next planned activaysisssion of Alchemy and Enchanting. Both
to raise skills and to gain some nice trinkets. Started byngdrtify intelligence and fortify luck potions,
and consumed those to have steadily increasing Int & Luck, resultinggén &ed better potions.

(The first ones were of 44 points increase, the last ones almostr80®.end had Int 7659 and Luck 4112.
Then made “everything in sight” from the ingredients | had. After estirag the ingredients pool, turned to
enchanting. Started with the smallest soul gems and least powenia| and increased power as my
experience (enchant skill) increased.



In the end sat there with lots and lots of trinkets (which werg
surprisingly low priced) and lots and lots of useless potions
which though were of high value, so can contribute to my
income pool with time.

The main goal of this session was to make some good
constant-effect apparel in addition to useful trinkets (mostly
amulets, as | have two good constant-effect rings, and BT
amulets hold the highest enchantments)

Current list, including found items:

» Fists of Randagulf Agi+20 / Str+20

¢ Moon-and-Star Pers+5 / Speechcraft+5

» Oreyn Bearclaw Helm Agi+40 / End+40 = .
« Mentor's Ring Int+10 / WP+10 i BRENRVEIy
+ Ebony Boots Strength Str+5 (actually 1-7) s L e
* Glass Greaves Pers Pers+2 (actually 1-3)

» Exq Shirt Int Int+21 (actually 1-23)

» Exq Robe Str Str+13 (actually 1-16)

» Ebony Shield Mag Resist Magick 18% (actually 1-21)

» Exq Pants Feather Feather 20 pts (actually 1-23)

* Exq Belt Fatigue Restore Fatigue 7 pts (actually 1-8)

Downside: Every time my attribute gets damage, have to remoteerasiribute, re-equip (repeated until |
get good enough values) — especially noticeable when meetingrdreagsvalkers, whichlwaysdamage my
strength.

Also made amulets for the most used spells, so I'll hardly needitorly magicka pool in the future. In the
quick-menu | now have:

Amulet of Strong Heal (61-65 pts)
Good Fly amulet

Good Light amulet

Soultrap (target, 1 min)

Recall

Big Fireball

(Free for skill practice spell)
Water walk

Spell absorption

©CoN>O~WNE

Quite content with the session, | discovered that | had a Magickapowre than 10000 points (!) due to the
high intelligence. Which means | just have to practice spelhcashich obviously costs next-to-nothing with
such a pool. So practiced conjuration and destruction and leveled.epsiod5 and almost to 46 before the
magicka store had disappeared (not because the spell casting,dftec¢hef the potions timed out).

Back to the main quest — time to travel to the Ashlander campsadoneeNerevarine.
Guild guide to Sadrith Mora and ship to Tel Mora, walked to the Ahem@as®. Apparently there’s a
confusion in the program here (bug), as the wise woman seems tdtttihkave already received the quest.

Sinnammu Mirpa(disp 100)

Yes, Earendil. Are you ready now for me to accompany you to Ald Daedroth?

Nerevarine

You are an outlander. It is no surprise that you do not know how to behave. Busiirigrise that you do not
know how to listen. We will not speak of this until you have shown courntasly tgulakhans.

The gulakhans of the Ahemmusa &@usi Herder and InitiateDutadalk Hunter and Brother; and
Yenammy Scout and Brother. 197



Blades q13B, Ahemmusa Nerevarine, Gulakhans, Ahemmus a Camp

Kausi

You claim to be the Nerevarine? Then find a safe place for thewdlnea. That would be proof enough for
me.

Do you come to claim the name of Nerevarine? | hope you come to do theotierlslerevarine. We need
the deeds, not the name. You must speak to the wise woman, Sinnammu\Mé&@ak a poor, sad tribe,

without an ashkhan, and led by a wise woman. And we are its gulakhansy Wis séth shame, for we are as

weak and helpless as children. Go to her, outlander. Tell her yodoshie deeds of a hero, and save the
Ahemmusa. Maybe then you will have earned the name ‘Nerevarine’.

Dutadalk

Thank you, Earendil. You have made a safe place for the Ahemmusa. You hthanks; and my support [?
Nerevarine

Speak to the wise woman, Sinnammu Mirpal. Tell her you will finde@ace for the Ahemmusa. That is
what | would wish to hear from one who wants to be named Nerevarine.

Yenammu

Thank you, Earendil. You have made a safe place for the Ahemmusa. You hgratituate, and our support
[?]

safe place

We need a place to go where our herds and people can be safe fraightheniol blight monsters. For us, it i$

a matter of life and death. We hope some happy day the Nerevarine of prajihdefeat Dagoth Ur, and
cast down the false gods, and the blight will be gone, and there will bereesitk animals and monsters, ar
we can live here in peace. But if we do not find a safe place now, ineowsurvive to see that happy day.

Blades gq13B, Ahemmusa Nerevarine, Sinnammu Mirpal, Ah  emmusa Camp

Yes, Earendil. Are you ready now for me to accompany you to Ald Daedroth?

The Ald Daedroth Daedric site is a shrine to Sheogorath, the Mad Lioedsurrface ruins are on an island a
great distance north as the racer flies.

Nerevarine

| know the prophecies. | know an outlander, clanfriend of the Urshilakudresgreat deeds, and claims to
fulfill those prophecies. Are you that outlander? And why are you here?

(I want the Ahemmusa to name me Nerevarine)

| will examine your proofs, and you will tell me your story. And if | amtisied, according to custom, and
with reference to the prophecies, | will name you Ahemmusa Nenev@ut there will be a price. The
Ahemmusa need a safe place, and you will provide that safe place.

In seasons past, when threatened, the Ahemmusa could take shelteuvinstioé Ald Daedroth. But now the
priestess Hlireni Indavel has come and restored the Daedric shringpestdppers of Sheogorath dwell ther
protected by terrible sorceries and summonings. First, you will gtdt®&edroth and make it safe for the
Ahemmusa. Then you will return, and | will accompany there, and if Aldiddeis a safe place for my
people, then | will name you Nerevarine.

Hlireni Indavel

All I know is that she is a Dunmer, and she and her followers hdiesldiee Temple’s ban against the worsh
of the Four Corners of the House of Troubles, the four Daedra Lords, Melrages, Malog Bal, Malacath,
and Sheogorath. Since so many Ordinators are busy fighting the hostgath/r at Ghostgate, many of the
abandoned Daedric sites are once again inhabited.
make it safe

Remember... to make sure it's safe, | must accompany you to Attt@aeand see for myself. If | die on my
journey, it is not safe... and you shall not be named Ahemmusa Nerevarine.

D
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Water walked my way northwards, and after quite a walk arrivéésédDaedroth. Were met by a couple of
guys outside:

Bethes Sarothil (priest-like)

Who are you, outlander? And what are you doing here? Are you here to woitsiggd@il shrine?

(I am the Nerevarine on a quest ... other replies possible, and perhapgthisould be solved by diplomatic
but I didn't like the looks of them anyway... — disposition dropped from abotat 50

-- No! You are the False Incarnate, and the Devil of Lies! Yourctaibe chosen by Azura, and savior of
Morrowind, but you curse the Tribunal, call them false gods, and turn theepgphst their true protectors!
You are nothing but a Dreamer and Deceiver, and mad servant of thé®Bgoth Ur, and you must be
destroyed! ... So he attacked and never lived to regret it. ... Anotther sdime kind.

S,



Ald Daedroth, Ald Daedroth, Ald Daedroth,
1. Outer Shrine 2. Left Wing 3. Right Wing

o

Exit

30

Ald Daedroth, Ald Daedroth,

4. Inner Shrine 5. Antechamber . Door to Outer Shrine
Door to Left Wing
Door to Right Wing
Door to Inner Shrine
Door to Antechamber

While exploring found that there were actually two different paitiéeere — which were fighting each other.

So could just stand back and watch, and then take care of the winner...




In the Antechamber found this group of people, among them the persd
Sinnammu Mirpal had talked about:

Hlireni Indavel

Well, well, well. What do we have here? Do you have your invitation?
Are you a Player of the Game? Or one of the Game Pieces? Ob&hu
Spectator?

invitation

Were you summoned? Or do you come of your own free will? It hardl
matters... the party is open to all. But make sure you pay your regpect
the host. And grab a drink from Lustidrike, over in the corner. Then fee
free to mingle with the other guests, to join the dancing, chanciogghr
| believe the ones in the gold masks are party crashers, hot alelcome
to the Mad God’'s Masque and Bellicose Ball.

Player of the Game

Well, well, well. Do you have a game to play? Tell me...

(Offer to spare her life in exchange for shelter for the Aheramus

-- Ah. | see. You propose that | permit these poor Ahemmusa tribesroeméotake shelter here on the island,
and in return, you won't kill me. So the game is ‘Challenge and BRufitl given your rather impressive
reputation, | hesitate to call your bluff. So, you win. | concede. | caretksjoe the Ordinators, of course, but |
promise you may bring the Ahemmusa here, and my followers will not tiremm | swear on the Mad God.

At this time had found so much good stuff that | temporarily dumped it bygheef Sheogorath, ‘cause |
couldn’t carry it all. Best prize: A daedric shield (second bemld in the game, AR 213, weight 45) dropped by a
Golden Saint.

So next move, to statue, take all the stuff (seriously overloa@ed)| to Balmora and take it from there.

The shield had to be enchanted, so repeated fortify intelligence aledmygelf an amulet of regeneration (1-3
points fatigue, 4 points health) which goes into quick-equip slot 7, and thei©@kmd spell absorbtion 4
points, both constant effects.

With most attributes and skills topped out, being close to invulnesableinbeatable, and with about 280K gold
and all the enchanted items | need, | actually don’t need anymordon'smeed to stress leveling up, and don’t
need loot, except to replace the few apparel parts which could be $etteym now on a more relaxing game,
won't overburden myself with “unneeded” loot, and can concentrate on thejoesh

Still, for now my magicka pool was in the thousands again, so toaktysback to the Ahemmusa camp while
practicing spellcasting on the way. Met with the wise womamagai

Blades q13B, Ahemmusa Nerevarine, Sinnammu Mirpal, Ah emmusa Camp
Yes, Earendil. Are you ready now for me to accompany you to Ald Daedroth?
Have you made Ald Daedroth a safe place for the Ahemmusa? If passyin safety to the old sanctuary and
see the great statue in the inner shrine, then the place fersafe people. If Ald Daedroth is safe, are you
ready for me to accompany you there and test with our lives whethé@ndeed safe?

(Yes, please accompany me to Ald Daedroth)

Very well, Earendil. Now | will accompany you to the Daedric shrindlohDaedroth. And when you have
brought me to the old sanctuary beneath the ruins, and | may seeahstgtue of Sheogorath in the inner
shrine, then | will surely know that you have made Ald Daedroth satedohhemmusa, and | will name you
Ahemmusa Nerevarine. Go ahead, and we will speak further before thetgtea.

An uneventful journey except for a few attacking cliff racers thve both
handled without problems. So after a new long walk arrived in the innaeshri
and walked up to the statue.




Blades q13B, Ahemmusa Nerevarine, Sinnammu Mirpal, Ah  emmusa Camp

| said | would accompany you, Earendil, to see if you had made Ald Daedfettosthe Ahemmusa. You
have fulfilled my conditions. Thank you, Earendil. The Ahemmusa shalMeel sAnd if you wish, now | shal
name you Nerevarine of the Ahemmusa.

You have made this place safe for the Ahemmusa. And so | name you AhemmexsaiNe, War Leader of
the Ahemmusa, and Protector of the People. | also give you the Madsthreddfemmusa, which shall be a
sign to all Dunmer, that you are the Nerevarine, and that the Ahearghab follow you, in all things, even
unto death, until the Enemy is defeated, or until you are dead. Now, tagamndy briefly. Soon | must return
to the Ahemmusa camp and make preparations to relocate here.

Madstone: Sound 50 points for 20 seconds on touch.

The other two camps are further south, so quickest go there bytoeBalmora, Guild guide to Sadrith Mora,
and walk / ship from there.

A quick walk through the Grazelands to the Zainab Camp. When there, toopibeunity to
train both Armorer and Mercantile with the Smith ( a good deal..., morestizargh to level up
First talked to the Wise Woman.

Sonummu Zabamat

So you are the outlander who claims to fulfill the Nerevarine prophd&ties. my counsel is
simple., and free. Speak Ashkhan Kaushador he has great curiosity about you.

Blades q13C, Zainab Nerevarine, Ashkhan Kaushad, Zai nab Camp

So. You are Earendil. The outlander who claims to fulfill the Nerevarimghecies. You are
welcome to our hospitality, outlander. But you must tell us... how can an outlsnthe
Nerevarine?

We know of the prophecies. We know there are many prophecies, ladihoftysterious and
obscure. Our wise woman, Sonummu Zabamat, has told her chief all aboytrtpsecies,
and given her interpretations. ‘A certain day to uncertain pareéht®.Curse-of-Flesh before
him flies’. ‘In caverns dark Azura’s eye sees, and makes to shimedtwe and star’. Standard
prophet-talk. Voices and verses. Very interesting. But... true? Whielta

(Tell your story, show your proofs, and asked to be nhamed Nerevarine)

-- Ho, ho! Excuse me. Do not think me rude. But seriously. Do you believedhjs/surself?
| mean no offense, but you must admit, you are an outlander, and completednigraur
ways. How could you ever be our war leader? What sensible ashkhan weutteuse you
to lead the tribes? Ho, ho.

(Ask Kaushad to set you a task)

-- Very well. A vampire name@alvario has taken refuge in nearbjgrano Ancestral

Tomb. If you are as worthy as you say you are, it should be a small nmatyenf to dispose
of this vampire. There. You have your task. Now perhaps you would leauepeace for a
bit?

As guessed at the time, Nerano was part of a quest. But althoughlrdeudly visited the tomb
(when I searched for the Cave of the Incarnate), | actually reehtah a while to re-find it.
(Stupid not to ask about the tomb, and | would have got directions. But bvsasesl knew
where it was...)

In the end found it directly west of Tel Vos, about 1 cm on the world map.

Nerano Standard tomb — not much loot
Izl anyway. Note from / to bandits
Tomb — can be part of another ques
Met the vampire behind a
trapped door. No problem
whatsoever.

Returned to Zainab Camp




Blades q13C, Zainab Nerevarine, Ashkhan Kaushad

Calvario dead. Well, then. Perhaps | was mistaken. Perhaps you shouldNesetharine.

Well. So you killed the vampire Calvario? Ahem. Well, | will be hafipgicknowledge you as Zainab
Nerevarine. But... it is customary for one seeking an honor fromghkhan to offer the Ashkhan a
generous gift as a mark of respect. Because you are an outlandsw, rastcknow our customs, | will
do you the great favor of naming the gift | wish to receive — a high-belvanni bride — a pretty one,
plump, with big hips to bring me many sons.

Where will you find a high-born Telvanni bride? That is simple. You shosithigh-born Telvanni
lords and inform them that Ashkhan Kaushad of the Lordly Zainab would dotiigeihhonor of making
their daughter his bride. Surely many Telvanni lords would be honored teersceh an offer.
Consider carefully the many daughters offered and choose for niedhe Take counsel with my wis
woman, Sonummu Zabamat. She knows my mind well in such matters.

[¢)

Sonummu Zabamat

Kaushad wants a Telvanni bride, eh? No high-born Telvanni would wed an AshlandenaBeata plan. Go to
my friend, Savile Imayn, slavemistress of the Festival&SMarket in Tel Aruhn, and tell her you need a pretty
Dunmer slave to pose as a Telvanni lady. Then Savile Imaynellijidu what clothes to buy, and will dress
her like a high-born Telvanni. Then escort the pretty slave to Eaimap, and present her to Ashkhan
Kaushad as a high-born Telvanni bride. He won’t know the difference.

The Festival Slave Market is on the northwest side of thegeéillthat's where you will find Savile.

Ashkhan Kaushad is a clever ashkhan and a very great man. He is od¢st man. He is very proud, and
conscious of his rights and honors. It is fortunate for our tribe that lds bezcounsels of his modest and loyal
wise woman.

First went back to Balmora, traded and restdcktee| 47.
Then Guild guilde to Sadrith Mora and ship to Tel Ahrun. Searched a whHitedtthe lady — in the end the
“slave market” was two cages outside the north entrance #hFeh Underground.

Savile Imayn
You need a slave to pose as a high-born Telvanni lady? {
Alma, that Sonummu Zabamat and her cunning plans... |
have the slave you want, Falura Llervu, a pretty Dunmer
But first you must get an exquisite shirt, an exquisite skirt
exquisite shoes, to dress her in. Try Elegnan the Clothier
Tel Mora — she has somerynice things. See these clothe
I’'m wearing? Exquisite skirt? Exquisite shoes? | bought t
at her shop. Maybe you should try her.

So took a ship to Tel Mora, found the clothier and bought
items | was missing (plus some other trinkets for enchantj§
... She had lots of good stulff!
And back toSavile Imayn
Good. These clothes are perfect. Hold onto them. You'll d
them to her when you've bought her. But | need a little morg
time to coach Falura Llervu to play the part of a high-born
Telvanni lady. | know just the thing we need! Go get a bottlg
Telvanni Bug musk perfume! Try Bildren Areleth the
Apothecary here in Tel Aruhn. That will make Falura Llervu
completely irresistible! go! Hurry!

You have the Telvanni Bug musk? Excellent. No, don’t give
to me. You'll give it to her when you have bought her. Now.
Let me tell you my price. For this superb specimen, skillfull
coached to play her part in your little scheme, | am pleased
accept from you the modest sum of 1200 drakes. And | onl
offer you this special price out of my friendship for Sonumm
(Pl give you 1000 drakes)

Yes. Yes. | believe that is a fair price.
First forgot to unlock her cage, so she “hey, wait for me”....



Falura Llervu
Yes, sera. Falura Llervu of Velothis Haven, daughter of Andrano Lleovad df Tel Llervu, pleased to make
your acquaintance. See? Savile Imayn has taught me well. belaafigh-born Telvanni lady, and no one will
know the difference. Just like a lady.

I admit, | am a little anxious about marrying an Ashlander, eversataAder chief, but anything is better than
being a slave, and | am very tough and smart, and determined to maksttbémy chances. But Savile Imayn
said you wanted to give me some presents...

Oh, sera! These clothes! They are divine! Such a perfume! Onlgtheigh can afford this! | shall do
everything | can to please you and my new master... that is, mipgsdord and husband-to-be. Come! | am so
excited, | cannot wait! Let us travel together to Zainab camp aetltine Zainab lord.

...As she couldn’t water walk, and | didn’t risk swimming, we caught atehios, and walked to the Zainab
camp from there — a few Hounds and Alits and the like, but nothing that ¢oplds So arrived safely in the
camp.
Falura Llervu
Yes, sera. Yes, we are here safely. And this fine man, he is to
my bridegroom? He is very distinguished-looking, isn't he? A |
severe, perhaps, but the lines on his face, there, shows that h
to smile. Oh, sera, | think | will be very happy.

Blades g13C, Zainab Nerevarine, Ashkhan Kaushad
This is my new bride? | am very pleased with your gift, Eareng
though she is not so generous in the hips as | would like. |
promise to make her a happy bride, and to do her honor as a
born Telvanni lady. And, as | have said, | will now name you
Zainab Nerevarine, War Leader of the Zainab, and Protector (8
the People. | must also give you the Zainab Thong, an enchanted

heirloom of the tribe, which shall be a sign to all Dunmer that the

Zainab have named you Nerevarine. Thong of Zainab: Detect animal 150 ft for 5 secs.

Before leaving — this is probably last time I'm here, so tragwde more Armorer with the Smith. Enough
that again I'm ready to level up.

No easy route to the Erabenimsun Camp from here, directly or via BalBodecided to have a nice walk
through the mountains. Slept on the way, and thereby advancedeio48

Surprisingly, the last Ashlander camp was not on the grasslandsaibeng but up in the barren
mountains of Molag Amur.

Wise Woman'’s Yurt

Ranabi’s Yurt 7.

Ashu-Ahhe’s Yurt 8. Ainab’s Yurt
9.
1

Salattanat’s Yurt

Ashkhan’s Yurt
0. Assemmus’ Yurt 203

Han-Ammu'’s Yurt
Massarapal’s Yurt

Addut-Lamanu’s Yurt. Started by going to Wise Woman.

ogrwNE



Blades q13D, Erabenimsun Nerevarine, Manirai, Eraben imsun Camp

| am Manirai , wise woman of the Erabenimsun. You are the outlander who claims to
fulfill the Nerevarine prophecies. Do you seek my counsel?

| warn you. Be wary of Ashkhan Ulath-Pal and his supporters. They alth#tanders,
and love nothing more than to kill them and loot them. They do not resptmnons
hospitality, and they nothing of killing unarmed men, women., or children. Tedyaa
men, and bad leaders, and you should fear them.

Nerevarine prophecies

You wish to be named Erabenimsun Nerevarine? Never. Not while Ashka#dnRHl and
his war-loving Erabenimsun live. They all hate Outlanders, and avel @nd haughty, and
will never suffer an Outlander to rule them. If you would be Neragaf the
Erabenimsun, you must Kill Ulat-Pal and his supporters, the gulakhansRéwaabi, and
Ashu-Ahhe. Then you must help me make peace-loving Erabenimsun Gulakitan Ha
Ammu our ashkhan. Ashkhan Han-Ammu could then name you Erabenimsun Nereva
But before anything else can be done, you must first eliminatb-Bkdtand his supporter
Then you should come speak with me, and we will discuss further how you might be
named Erabenimsun Nerevarine.

war-loving Erabenimsun

Under the previous ashkhan, Han-Ammu'’s father, Airan-Ammu, the Erabemigmnsw
bold and arrogant, confident in their strength of arms. Now Ashkhah-Biitand his
champions have become cruel and violent, and our people live in feaoflthenpeace-
loving Erabenimsun, and | wish that Airan-Ammu’s son, Han-Ammu, might beoome
new ashkhan. But we are weak, and Han-Ammu could never challenge Blalét-Rlone
all his supporters.

Ulath-Pal is always in his yurt, protected by his bodyguard, Gulaktzaz. | am just a
weak woman, and | am sure you would know best, but | would kill Ahaz fisstyeaker
of the two, and if | had secret magics and powers, | would use themsterpe me while |
defend against two enemies at once.

Ahaz is Ulath-Pal’s faithful bodyguard. He is not so strong or skilledsisi-Ahhe. But
wherever you see Ulath-Pal, you will also see Ahaz. If you figathJPal, you must also
fight Ahaz.

Ranabi is mean and solitary. He is cunning, but he relies too much on the power of hj
ancestor's enchantments. He is not so strong, but beware — he beammagbbiade.
Ashu-Ahheis a great fighter — the most strong and experienced of theritnzen. He
wears enchanted armor, and boasts that none of the Erabenimsun caniefaadt even
Ulath-Pal.

Han-Ammu is the son of our former chief, Airan-Ammu, but he is nothing likedtisefr.
His birth gives him a strong claim to lead the tribe, but of theymwatues required by an
ashkhan, he lacks only three things: strength, courage, and wisdom.

| am of thepeace-loving ErabenimsunWe only wish to live and hunt as we have in the g
past, and do not wish to anger our neighbors by raiding and warfare. Bintafstlath-
Pal and his supporters are strong and sure of themselves. Theydaneigh by raiding
and fighting, and they will not be ruled by the counsel of their wiseamom

\"£J

Her warnings were a bit over-cautious — I'm not that weak afteFirst went to Ranabi’s
yurt. Every time | mentioned Nerevarine prophecies his disposition dipppel needed to
taunt him a couple of time before he attacked. So defended myself, digpdse, and no
bounty. Then to Ashe-Ahhe, and he didn’t need taunting — he welcomed me with €Yo
killed a fellow Ashlander”, and attacked directly. But didn’t poselaigger problem than
the previous one.

Lastly went to the Ashkhan yurt and found the two last ones, Ulathrdlahhaz. Same
procedure, Ulath-Pal attacked directly, and disposed of both of théwutveiny problems.
Actually, I don’t think my health bar dropped at all due to these enasunte

So mission complete, went back to the wise woman. Unfortunately skaddaltribes- 204
man on the way, he was apparently of the war-loving kind, and attackeccergimied to

attack each time | was outdoors — mostly annoying as he didn’t memegeany harm, but

| didn’t fight back.



Blades q13D, Erabenimsun Nerevarine, Manirai

Now, with Ashkhan Ulath-Pal and his supporters out of th
way, it is a simple matter to ne named Nerevarine of the
Erabenimsun. All you need to to is persuade Gulakhan Han-
Ammu to become the ashkhan of the Erabenimsun. Seek/him
out in his gulakyurt. Be prepared, however. Han-Ammu is
not the material one would choose when looking to make jJan
ashkhan. He may be difficult to persuade.

D

So went to Han-Ammu'’s yurt (and was attacked by the
annoying wasp of a warlover...). Turned out | need several of
the items Ulath-Pal and his supporters wore or used, so had to
go several trips back to their yurts — and the wasp..

Blades q13D, Erabenimsun Nerevarine, Han-Ammu

No matter what Manirai says, I’'m not interested. | don’t want tadbdhan.

want to be ashkhan

Yes. | recognize it. Ranabi wore that robe, the Robe of Erur-Dan the Miises handed
down the Ranabi through his family. But what has that to do with my watating
ashkhan?

[Got option: Give him Robe of Erur-Dan and a speech about wisdom and symbols an
responsibility. — A coincidence that | had grabbed this robe, but akeyderstanding how
to persuade him, so at this stage left, looted the bodies and carhe back

-- Thank you. Your lesson is clear. It is the ashkhan who wears the helsstkhan who
accepts responsibility for the safety of the tribe, who holds thefahe tribe in his hands
[But wouldn'’t accept his fate ... Repeated procedure with Amulet Bdtsit-leart of Fire
and War Axe of Airan Ammu — delivered together with a speech]

-- Now, with Ulath-Pal dead, | hold the fate of the tribe in my haawad,| must accept that
responsibility. Thank you for your lesson. | shall be Ashkhan of the Erabani And | do
not need the robe... you should keep it for yourself. And if you wish, | shahatae you
Nerevarine.

Thank you, Earendil. | promise that, as ashkhan, | shall do my besetalahe dark
reputation of the Erabenimsun. And as my first action as chief, | now ypam
Erabenimsun Nerevarine, Champion of the Erabenimsun, and ProtectoPebipie. You
must also go to wise woman Manirai and get from her the Seizing Bf#foenimsun, an
enchanted heirloom of the tribe, which shall be a sign to all Dunmehth&rabenimsun
have named you Nerevarine.

o

Blades q13D, Erabenimsun Nerevarine, Manirai

So, Earendil. You are called Nerevarine, and Han-Ammu is now our ashkhay chnges. Many changes.
So, Han-Ammu has accepted his responsibilities as ashkhan, and hayoargeabenimsun Nerevarine.
Congratulations. And | must also give you the Seizing of the Erabenjmstiinal heirloom that ought to be held by
one chosen champion as a token that we have named you Nerevarine.

Seizing: Telekinesis 50 ft for 30 secs on self.

Blades q12-13, Fourth and Fifth Trial

| have now completed the Fourth and Fifth trials;
Hortator of all three Great Houses.

Nerevarine of all four tribes

After some trading / training in Balmora, went to the Ursshilekmp to see if the wise woman had any
new info for me. But she was just upset that | still hadn’t contalseedrichcanon in Vivec High Fane — so
I understand it's time to go there.

205



First explored High Fane and talked to all people — Tholer Sanryometastopic anywhere (nor for that matter
Danso Indules who | had been asked to see first). In the end only a locked Hagin Fane was left, but even
using the Amulet of Shadows (Chameleon 80%) my picking the lock weswdired and my crime reported (but
| found the Archcanon on the other side of the door). So looked for an alterlagike’s also a locked door
marked High Fane in the Hall of Wisdom, but nobody was watching therepsddlpick it undisturbed. And
yes! this door also led to the same room, the Archcanon’s private clsamber

Started by increasing his disposition to 85.

Blades 14, Meet Archcanon Tholer Saryoni, High Fane, Vivec

Temple’s doctrine

The Temple must protect the people from false doctrines. And your aszoegvith Imperial intelligence
makes your motivations and integrity suspect. But you have been chosatoHamtd Nerevarine by the
Dunmer people. And we have reached a crisis with Dagoth Ur. We can no diefigied the people again
the awakened Sixth House. You and your prophecies may represent our last hope.

Our situation is desperate. But | would rather have you hear the détailssituation, and the
circumstances leading up to that situation, from Lord Vivec himdelfhas asked to see you. Would you
agree to a private meeting with him, and hear in person what he $&g?
(Yes, | will meet with Vivec)

Good. Here are two keys; one to the private back entrance to my gutrgesther to a locked entrance to
Lord Vivec's palace. | regret that, at present, the Ordinatonsareompletely under my control, so for
now, I'll ask you to avoid confrontations with them. Lord Vivec is expegyiou. His Lordship is
remarkably patient, but perhaps it would be better no to keep him waiting

Lord Vivec the Poet is one of the three Immortal God-Kings of Momdwa Pillar of the Tribunal, and the
patron of Artists and Rogues.

\"£4
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Vivec, Palace
§1

Puzzle Canal Level 5
Puzzle Canal Level 4
Puzzle Canal Level 3
Puzzle Canal Level 2
Puzzle Canal Level 1
Locked door (100) to Palace of Vivec
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Palace of Vivec Went directly south to the Palace
= using Chameleon all the way as
‘v‘ insurance. Unlocked door to Palace
with the key I'd got, and met Lord
Vivec in the only room there.




Blades q15, Meet Lord Vivec, Palace, Vivec

| expected you. We have business, you and I.
When | was young like you, | was very impatient. So | will keep our bssisieort. Then, later, there may
be time for other things. First, | propose to remove my curse uporetieydtine, end the persecution of
the Dissident Priests, and proclaim to all Morrowind that Earesitfild Incarnate and Nerevarine, the
prophesied savior of Morrowind, and the last hope to withstand the mafinaagoth Ur and the Sixth
House. These things | will do, whether you wish or not.

Next, | propose to surrender to you the power and responsibility of dgf@ztgoth Ur. You may choose
to refuse; | will not compel you. You will receive the power a#taig the form of an artifact called
‘Wraithguard '. You may accept the gift, then do with it as you will: You will rieegthe responsibility as
an oath, then keep it or break it as you like. First, will you gtdd&aithguard as a gift?

(Yes, | accept Wraithguard)

Good. Sensible of you. And now, will you give your oath, before all gods and men, befmidtalvisible
and invisible, before my honor and your honomedicate yourself and Wraithguard to the defeat and
destruction of Dagoth Ur, and the preservation of Morrowind and its pople

(Yes, | so swear)

Not very sensible. But very good. | was hoping for someone who would have néidgresabout making
such an oath. You will now have a brief, momentary sensation of time pd3eimgbe alarmed. You are
being taken out of time in order to avoid the unpleasant experietearoing how to use Wraithguard. It
will be over before...

[There is a brief sensation of motion in total darkness, floatingvitlibut a sense of weight or direction.]
... you know it. Now. | will notify the Temple thgbu are our champiarmThere shall be no more
persecution of the Dissident Priesasid | hope both sides shall swiftly be reconciled. We have time for
guestions, if you like. Or you may leave, as you wish. But | thinletaer at least two things you ought t
know before you leave: how tse Wraithguardand how talefeat Dagoth Ur
To defeat Dagoth Ur, go to Red Mountain to

(@)

Blades q18, Lord Vivec, Palace, Vivec
Recover the artifact hamm8under from Gate CitadeVemynal

Blades 19, Lord Vivec, Palace, Vivec
Recover the artifact bladéeeningfrom Gate CitadeDdrosal

Blades 20, Lord Vivec, Palace, Vivec

Proceed with Wraithguard, Sunder and Keening to the Citadel of DHgotHithin the citadel, find the
Heart of Lorkhan . Use the three artifacts to sever Dagoth Ur’'s connection tidehe, and he will be
destroyed, and the Blight ended on Morrowind.

To destroy Dagoth Ur, you must sever his connection with the Heaarkiiin. To do thisstrike the
Heart with the artifact hammer Sunder once, then strike the Heart ttmameonce with the artifact blade
Keening You must wear Wraithguartiecause you cannot handle either Sunder or Keening unless yqu are
wearing Wraithguard. That is the short, simple explanation. Héne isng, detailed explanation, written
down for your convenience. Read it, study it, commit it to memory.
(Got Plan to Defeat Dagoth Ur.)

Dagoth Ur is the former Lord High Councilor of House Dagoth. He was af Nerevar’s generation, older than
we, and a mighty sorcerer and enchanted in life. In his sustained shmadmnstality, he appears to be a highly
intelligent, severely deluded immortal monster with unparallelpdmmatural abilities. He appears, by turns, lucid
and deranged, compassionate and bestial, profoundly wise and profoundly disémcsred, he is a mad god.

We know nothing for sure ddagoth Ur’s plansbut we have learned much from interrogating Sixth House cultists
and victims of dream compulsions, and from our study of Dagoth UitnaciThe Temple scholars and Inquisitors
have prepared a document, ‘Dagoth Ur's Plans’, that summarizeswhaiow or suspect. Take this copy.

(Got Dagoth Ur’s Plans)

Chief amongDagoth Ur’s Servantare his seven brothers, the ash vampires, powerful heartwights andgcunni
sorcerers of old. These creatures appear to die, but alwayvaedrat the Heart. Somehow Dagoth Ur has
conferred some portion of his immortality upon them. Or perhaps theyrstistaiselves through more
conventional sorcery.



Dagoth Ur’s powers

He is able to send his mind into the dreams of susceptible viatiross vast distances. The victims are either
swayed by his compulsions or driven mad. He also seems nearly invutrterpblysical and magical harm. His
flesh, and the flesh of his followers, evolves towards a mutablgiceddorm. Dagoth Ur and the highest ranks can
control the distorted manifestations of their flesh; lower réodes control of their bodies, and become mindless
corprus monsters.

Dagoth Ur’s defenses

Confer with the Ordinators and Buoyant Armigers garrisoning Ghodtwyattee latest information about the
defenses of the citadels of Dagoth Ur and his heartwight kin.

Prepare for war. Beyond the Ghostfence, there are no safe placegsi&siickpile resources. Plan for retreat and
replenishment. Quest for artifacts of power.

The Plan to Defeat Dagoth Ur

For the past twenty years the Tribunal have tried unsuccedsf@kecute this plan. However, we failed becayse
we were required to stage an assault and simultaneously mai&mostfence to prevent the threatened large-
scale breakout of Dagoth Ur’s blighted hosts. With the Nerevagading the assault, and the Tribunal free to
devote their full energies to maintaining the Ghostfence, thishalam greater chance of success.
Unfortunately, however, the loss of the artifacts Sunder and Keenindhearetent increase in Dagoth Ur's
strength, poses new problems for the execution of the plan.

Therefore, our proposed plan has the following five phases:

1. A series of aggressive raids to scout inside the Ghostfence.

2. A series of aggressive raids to neutralize Dagoth Unvampire kin, and recover artifacts from the bodigs
of his kin.

3. An assault of Gate Citadel Vemynal to neutralize Dagoth Vemginmecover the artifact hammer Sunder

4. An assault of Gate Citadel Odrosal to neutralize Dagoth Odros emvkrehe artifact blade Keening

5. An assault of Citadel Dagoth, with the artifacts Wraithguard, Suadd Keening to sever Dagoth Ur’s
connection to the Heart of Lorkhan, and thus to Destroy Dagoth Ur.

Phase 1: Raids inside the Ghostfence [Blades quest1 6]
The Tribunal, Ordinators, and Buoyant Armigers are familiar withehain, and will provide maps and curremt
intelligence reports. The region inside the Ghostfence is dangeroubgaddrevarine will need to be familiar
with its particular challenges. After measuring skills arsbueces against Dagoth Ur’'s defenses, the Nerevafine
will know better how to pace a campaign, alternating raids wigtaving skills, getting better equipment, and
stockpiling resources.

Phase 2: Raids upon Ash Vampire Citadels [Blades que st 17]
Dagoth Ur’s kin have become markedly more powerful in recent decHthirs,emaining stable for thousands pf
years. If they can be individually isolated and destroyed, theyatilbe able to support Dagoth Ur in later
stages of the war. It may also be that the dramatic incirediseir power comes from items enchanted by Dagoth
Ur. Salvage of such items might contribute to our resources.

Phase 3: Assault on Gate Citadel Vemynal [Blades que st 18]
Essential to recover the artifact hammer Sunder for Phase 5.shhgainpire Dagoth Vemyn has possession|of
Sunder, and probably seeks to discover the secrets of its enchantheemizy also have access to notebooks
and journals of Kagrenac that have survived in the Dwemer workshopnofnal

Phase 4: Assault on Gate Citadel Odrosal [Blades que st 19]
Essential to recover the artifact blade Keening for Phase 5Adh¥ampire Dagoth Odros has possession off
Keening, and probably seeks to discover the secrets of its enchénthhe may also have access to notebooks
and journals of Kagrenac that have survived in the Dwemer workshor o).




The Plan to Defeat Dagoth Ur, cont'd

Phase 5: Assault on Citadel Dagoth [Blades quest 20 ]

All the previous stages are preparations for this stage nRexgeditions show that Citadel Dagoth has
undergone extensive expansion; the location will need to be explored lgafgfiel known route to the Heart
Chamber will be well-defended; alternative routes may exagolih Ur will have anticipated our plan to
destroy him by attacking the Heart, and he will almost ceytpisonally oppose approach to the Heart
Chamber. Together the Tribunal could not defeat him, and he has grown stiongehen. Admittedly, the
Tribunal has the distraction of maintaining the Ghostfence simultamétiughting Dagoth Ur, but, even so,
the challenge seems daunting.

The adoption of this phased campaign seems to offer the best cfarsrexess. In retrospect, the Tribunal’s
decision to directly assault Citadel Dagoth rather than procepébgtstep through lesser objectives must be
seen to have been a serious error. The Tribunal did not feel it hapltitwe of a slow-paced and deliberate
campaign, given that they had many other competing priorities, notgteofewhich was the maintenance of
the Ghostfence and the outer defenses surrounding Red Mountain. The Nerewatieeother hand, should b
best served by a careful, step-by-step advance, with the additthaadtage of building confidence along the
way while successes would undermine Dagoth Ur's own assurancealiefénses.

Employing Kagrenac'’s Tools against Dagoth Ur

The source of Dagoth Ur’'s supernatural power is the Heart ohborkrhe Heart is also the source of the
Tribunal’s divine powers.

During mythic times. the gods took and hid Lorkhan’s heart beneath Red Moasmtajmunishment for creatin
the mortal plane. The Dwemer discovered the heart while buildinggnoderd colonies. High Craftlord
Kagrenac created enchanted tools intended to tap the power of th&heaiar of the First Council was
fought to prevent this sacrilege. Kagrenac’s use of these tooth@disappearance of the Dwemer race mar
the end of the war. Kagrenac's tools were recovered by Lord Neargdddagoth Ur. Dagoth Ur was left to
guard the tools while Nerevar came to consult with us, his adviadierevar's absence, Dagoth Ur
experimented with the tools upon the Heart, and was corrupted. We retudiscover a deranged Dagoth Ui
who refused to turn over the tools. When he attacked us, we drove him away

We left Red Mountain with the tools, and subsequently Sotha Sil discoveneskettrets. Collectively we used
the tools to establish a connection with the Heart, enabling ousgeltt@nsform our mortal natures. Thus we
became the Tribunal.

Dagoth Ur had survived our attacks, and without the tools, in a manneekaohderstood, Dagoth Ur also
managed to establish a connection with the Heart and to transforelfhintisan immortal being.

Our plan to destroy Dagoth Ur also runs the risk of destroying fbarfal. The plan is to permanently disrupt
Kagrenac'’s enchantments upon the Heart, severing connections witthhRagotd ourselves, and rendering U
all once again mortal. A mortal Kagrenac [?] may then be desttmyenundane means. The loss of godhood
and the possible death of the Tribunal are judged a necessary rigicafides

The normal procedure for establishing connection with the Heathiee-step process. The wearer of
Wraithguard strikes the Heart with the hammer Sunder, causiitgtire to produce a pure tone. Then the
wearer of Wraithguard strikes the Heart with the blade Keeshmegtering the pure tone into a prism of tone-
shades. These tone-shades are then imprinted upon the substance afethefWéithguard, giving him an
immortal and divine nature.

The Nerevarine will not be taught the secret rituals requirgetform the third step. Instead, The Nerevaring
will strike the Heart with Keening for a second time, caugsgpnes to diverge into unstable patterns of
interference. Further repeated strikes with Keening will furdisrupt the tones, with the ultimate result of
shattering and dispelling Kagrenac's original enchantments bindirdetiuet, thereby severing the Heart's link
with Dagoth Ur, and with any surviving Heartwights, and with thédmal. Destroying Kagrenac’s
enchantments on the Heart will also stop the corrupt effusion ofdhgd’gldivine power, and end the Blight o
Morrowind.

The Nerevarine may be tempted to steal the power of the HegydtibUr and Sotha Sil alone know this secr
Dagoth Ur may, in extremity, propose to teach the Nerevarine tdagenac’s tools to become a god. We
doubt that the Nerevarine is fool enough to trust Dagoth Ur, and are canteke this risk.
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The Plan to Defeat Dagoth Ur, cont'd

Be warned! The Nerevarine cannot safely equip either Keening or Sumdss wearing Wraithguard. The
Nerevarine will be injured every moment while holding either ofdtegtifacts unless protected by Wraithguard;
persistence will be rewarded with death. If Nerevarine can equtgm while not wearing Wraithguard and
receive no injury, the item is a counterfeit.

One last note. Dagoth Ur must not get hold of Wraithguard. The Namevatist prepare and use a Recall or
Almsivi Intervention if there is any risk of death or capture.

The Element of Surprise

Dagoth Ur will not expect you to destroy Kagrenac’s enchantments dteie. He does not know it is
possible, he would not do it himself, and he knows we have never tried iilllHetielieve anyone would
want to sacrifice the promise of such power. Further, advancemedatise Dagoth, as in all Great Houses, i
sby challenge and confrontation within the hierarchy. The Nerevarinallenges and defeats of ash vampires
and battles with the Sixth House will be viewed in that light.

Dagoth Ur and his kin may assume The Nerevarine’s ambition @atoot the Heart. Given that assumption,
is only reasonable that the Nerevarine would try to defeat eachgutb Ur’s subordinates in turn, working ugr
to Dagoth Ur. If the Nerevarine can defeat Dagoth Ur, and control thg,l4e much the better. But logically
the Nerevarine would wish rise as high in the hierarchy as possifiee cutting a deal with the head of the
House.

Dagoth Ur should try to recruit the Nerevarine into House Dagoth.ythaaossible to pretend to join him,
then betray him. However, any attempt to deceive him will be veky.rHouse Dagoth has a tradition of
subterfuge and treachery, and because he is a deceiver, he willaeqeation.

Closing Remarks

We place no compulsion upon the Nerevarine to adhere to the plans delserihéde believe that they offer
the best chance of destroying Dagoth Ur. But we have also chosen toynlaaest in the Nerevarine’s
judgement and skill. Frankly, we see no alternative.

If there are doubts or questions, speak with Vivec. He has agreed/éoas the Nerevarine’s guide and
counselor for this campaign.

It may be that if the Nerevarine succeeds, the Tribunal will neha&urSuch sentiments as might have been
expressed to the Tribunal, in that case, be addressed to the land anapktoplewind

May the happy convergence of fortune and prayer meet in our destiny.

On behalf of Lady Almalexia and Lord Sotha Sil,
Vivec.

Wraithguard
Armor Raring: 216
Condition: 400/400
Woeighre: 150 (Heavy
Valuc
Conscanr &ffcer
Shicld 10 prs on Self
Refleer 20 on Self
Resist Blight Discase 50 % on Self
Resist Shock 10 % on Self
Resist Fire 10 % on Sclf
Resist Frose 10 % on Self
Resist Magicka 10 % on Self

Resist Doison 10 % on Self
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Nothing more to do here, recall back to Balmora, after a littldipiag ready forLevel 49

Then no reason to delay the end-game any more, so headed for Ghostgate.

Didn't figure out how to cross the Ghostfence gate (portcullis) imatelgi, so started by exploring the two towers
of Dusk and Dawn, and talked to some people, one of them was Wolf:

Wolf

What a piece of luck! Look, I'm an old Legion veteran, as old apdbeold Emperor, bless his soul. I'm too old
for campaigning. | came this far to look at hell. But | can’t gy farther than this. I'd take it kindly if you'd carry
this old lucky coin with you when you go to Dagoth Ur. Sort of a token obtinghtyoung hero | used to be.
Would you do that for an old man? (Accept coin)

That's very kind of you. Here’s the coin. I've had it with me a longetiand it's always brought me luck. But |
have no more use for it, and I'd like to pass it on to somebody younger. Somelagiplgces | can’t go anymore.
Your generation’s shaper of history... an engine of destiny. That clbioring you luck on the mountain. |
promise. ‘For Emperor and Empire’, as we say in the legions. Go withrth.

(Got coin — got new power: Luck of the Emperor (Fortify luck 20 points).)

Talked toBuoyant Armiger

Hello, Earendil. The Archcanon has announced that Lord Vivec has sefeated champion of the Temple in the
war against Dagoth Ur and the Sixth House. It's very confusing. Butawve faith in Lord Vivec, and we will pray
for your quest. Can | help you?

inside the Ghostfence

All our intelligence is old. No one has ventured far inside the fearggears. This map shows the locations of the
citadels of the various ash vampires. Sixth House creatures havadenore numerous and powerful, and the
most powerful can conjure powerful Daedra. Until recently, we'vae ladée to clear routes and keep them clean
with raids, but no longer. There are no safe refuges or sermgidse the fence; you must return here to rest and
heal.

(Got map of Red Mountain — which was pretty useless anyway)

Then after having searched the entire interior and found no exit toRaddslountain, visible or hidden, returned
outside, and found that there were simple switches near the pottratliswered or raised them — so access was
easy after all (but can’t the monsters operate switches?...)

A last view of Ghostgate from up the valley...

Followed the advice of Lord Vivec's Plan, so started by
exploring the area, using the Ghostgate guards’ scarce info as
best:

“Map” of Red Mountain:

Vemynal Northwest
Tureynulal Northeast
Dagoth Center
Endusal Southwest
Odrosal Southeast

As not all these citadels were marked on the map, had to
search and explore a little — which was part of plan stage 1.

First found Endusal, Kagrenac’s study north and a little west
of Ghostgate.

. Ghostfence

211




Red Mountain, Within the Ghostfence
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After Endusal continued north and found
Ularradallaku shrine, but not interested in
shrines at this time, so continued northwards.
In the northwestern corner of the area within
the fence found Bthanchend Dwemer ruins.
Turned out to be a proper Dwemer ruin, no
Sixth House activity, only Centurions and a
Dwarf Spectre. Some goodies, but not
anythingreally worth taking.

Bthanchend

Vemynal was marked on the map, and not far from where | was, soalsl Istill carry some more,
decided to go there too before a planned time-out.

Vemynal,
Outer Fortress

™

Hall of Torquen

Dagoth Garel.

Outer
Fortress
o

Vemynal,
Hall of Torque

Dagoth Felmis,

Dagoth Soler

Center room lower level:
Dagoth Vemyn

(Sunder Amulet of Heartheal)

Blades q18 OK

After recovering Sunder, direct
recall to Balmora.

Some practice, aricevel 50

No reason to delay — back to Red Mountain, this
time east from Ald’ruhn, and levitated across
Ghostfence.

Then made my way to Tureynulal, which was also
marked on my world map.




Tureynulal

Tureynulal, Tureynulal,
1. Kacrenac’s Library 2. Bladder of Clovis
a2
ol
o3

1. Kagrenac's Library
Dagoth Molos
Met Ash Ghoulwho wanted to talk:
What use is speech? If you will not submit,
must be destroyed.
You have chosen war with Dagoth Ur. We

You refused the sweetness of Lord Dagoth'’s
friendship. Now know the bitterness of his f
The soul of Dagoth Gares is among us. You== =
have broken his body, but his spiritis withus'in
our waking dreams.
Dagoth Turenul
No, I'm sorry. No flowery speeches. No subtle tricks. No formal lsaast
challenges. Fight. Or leave. But don’t expect me to pass the tiday afith
you. (Got Amulet of Heartthrum and key)
W. room: Library.
Learning books: Alchemy, Medium armor, Blunt, Block
Glass greaves, In Heavy Dwemer Desk: Kagrenac'’s Plan book

2. Bladder of Clovis
Mendel Eves’ body (Cleaver of St. Felms, + full glass armor)
Dagoth Fandril

3. Eye of Duggan
Dagoth Fals (key)

4. Eye of Thom Wye
Dagoth Galmis (key)

No easy way from this citadel to anywhere, really —
so actually the best route to recall back to Balmora
and take it from there.

My cozy roomis

This last time | made the trip, found that the easiest way to th
Ghostgate was towards Caldera, to the right in the first crossi
and northeast to the Foyada.



Before leaving Balmora for the last time, left my trustywaat Goldbrand behind, and also Randalf’s fist.
Equipped Wraithguard and Sunder, and journeyed for the final quests. Stantetimbing and flying to Odrosal.

Odrosal,
Dwemer Training Academy

Training Academy:
Dagoth Odros (north room)
(Amulet of Heartfire, key)

Tower:Keening

Fortify Magicka 5

F
Fortify Health
£
£

Blades q16-17 OK

| think | have done enough
exploring and raids ... at leas
| don’t see the point of doing
any more. Actually | don’t
think what | have done was
needed at all — could have
gone for Keening and Sundeg
immediately, and been
content with that.

But... OK.

ortify Artack 30 pts on
ortify Agilicy

Fortify Speed 20 prs on Sclf

. \f‘“""“‘ e Hiaidi Then I'm as ready as I'll ever be for the final encounter.
Hunt capon, Ung andcd .
: From Odrasal west to neighbor Foyada, and north to

Chop: 10 - 7

8lash: 10 - 60 Dagoth Ur.
T 5= 4 First view from Foyada south

“ondition: 5077
Weight: 40.
Value
Consranr &ffecr
Fortify Arrack 30 prs on Self
Forrify Strengrh 20 prs on Self
Drain Farigue | pr on Self
Forrify @ndurance 20 prs on Self

Eortify Luck 20 prs on Self




Dagoth Ur

The entrance was blocked by a large boulder (just like the onéragthand, one of my first quests), so should
suspect a crank or something nearby. But had searched the emtingieechefore | found the innocent-looking
crank just south of the entrance (my eyes were soaring from g &lorm....).

Dagoth Ur, Dagoth Vener.

Outer Facility As | was proceeding through the citadel, | was met by the
voice of Dagoth Ur at regular intervals.
In the first stairs:
Come, Nerevar. Friend or traitor, come. Come and look

upon the Heart, and Akulakhan. And bring
Wraithguard... | have need of it
e e

o
Inner
Facility

Next time entering the room with the lava pit:
Come to the Heart Chamber. | wait for you there, where
we last met, countless ages ago

Dagoth Ur,

Inner Facility
Outer

B Facility

On entering Inner Facility:

Welcome, Moon-and-Star. | have prepared a place for
you

Dagoth Drals,

Lower & : Dagoth Rother.

Facility

On the way through Inner Facility:

-- Come. Bring Wraithguard to the Heart Chamber. Together let us freeithect
false gods

-- Welcome, Nerevar. Together we shall speak for the Law and the Land, and s
drive the mongrel dogs of the Empire from Morrowind




Dagoth Ur, Only Dagoth Irvyn and a dead adventurer.
Inner Tower
Before entering the Lower Facility, donned
« the Amulet of Shadows (80% chameleon)
Ener as insurance...
Ay Down the stairs: Is this how you honor the
T Sixth House, and the tribe
Facility Dagoth Ur, unmourned? Come to me &
o Lower Facility openly, and not by stealth. &

Dagoth Gilvoth
Dagoth Muthes
: S 7. -- >

X

o
Facility Cavern
Dagoth Ur,

Lower Facility Cavern

Facility o

Here | confronted Dagoth Ur face-to-face for the first time

‘ Akulakhan’s
Chamber
o

Welcome, Moon-and-Star, §
to this place where destin
is made.

First Meeting with Defeat Dagoth Ur

It began here. It will end here. Have you any parting words? or would you forefdp the
speeches, and get to our business. You are the challenger herd, &ftetoayou goes the
courtesy of the first blow.

Now that you have come to me here, there can be but one result. Mas\y iave
considered offering to share this place with you. | considered offeeriagcept your oath o
service. You might try to buy my trust by giving me Wraithguard, Keerind Sunder. |
thought we might once again be friends... comrades... brothers in arms.

But | have won this place and power by right of conquest. By right of damich@nterprise.
I will not risk it to cunning and deceit. | offer you no deals. If yourayeenemy, | cannot
trust you. And even if you are not my enemy, | cannot let you live.

It will all be decided here. | believe | will prevail. But | canbetsure, and | am vain
enough that, should I fall, | would wish to be remembered in my own words.y8a, if
have final questions you would ask, ask them now. | have final questiangd ask you,
if you would answer.




First Meeting with Defeat Dagoth Ur, cont'd
My first question, Are you really Nerevar reborn
(Iam)
That is bitter. The gods and fates are cruel. | served you faytiofutle, Lord Nerevar, and you repaid me wit
death. | hope this time it will be you who pays for your faithlessness
My second question is: if you win, what do you plan to do with the power frerd¢art? Will you make
yourself a god, and establish a thearchy? Or will you complete Alahaland dispute control of Tamriel with
the Septims? Or will you share the Heart with your followers hase, and breed a new race of divine
immortals?
(Make myself a god / Complete Akulakhan / Share the Hednéivé my own, secret plan for the Heart.)
Well. Perhaps there may be surprises in store for me yet. Opgertia obscure your plans on principle. Or
perhaps you are an instinctive bluffer. No matter. My final questiahlihad offered to let you join me, woul
you have surrendered Wraithguard, Sunder, and Keening to me to seal your oath.
(No, I would never join you / No, | would never surrender the tools / Yelsaps, with the right guarantees /
Yes, if | had a cunning plan.)
An interesting response. You might have been willing to join me, but kegerrender the tools. Very
interesting. I'm glad | didn’t try to bargain with you. And now, if you hawng questions, ask them. Otherwis
you are the challenger. | await your first blow. What are your que8tions

What is you plan for the Heart?

What is your plan for the Sixth House?

What is your plan for the Dunmer?

How do you justify your crimes?

What happened to the Dwemer?

Why are you building Akulakhan?

I'm finished talking. Defend yourself.
I will continue to draw divine power from the Heart and distribute my kin and followers. | will continue
to broadcast divine power upon the blight winds, so that it will touchssadton Vvardenfell, and then more
broadly, across the waters to the rest of Morrowind and Tamriginé) every mortal in Tamriel shall feel the
liberating contact with the divine.
2. The Sixth House will serve as the elite cadre of our movemeiculfsts evolve through various stages of
enlightenment, they will become, as suits their abilities, eftblgrwarriors or priests. Their duty is to prepar
themselves for service; their joy and liberation is to enter-snore-deeply into the profound enlightenment
the divine dreamwork
3. I will free the Dunmer from the Imperial yoke, and cast down tise fgods of the Temple. | will lead them
out of their ancient superstitions, and gift them with intimate kedge of the divine. Then, perhaps, when
Morrowind is once again restored to its ancient glories, ithvltime to consider whether the Dunmer shoul
cultivate ambitions of empire.
4. If, by my crimes, you mean the inevitable suffering and destructionccbysear, then | accept the burden
of leadership. The Sixth House cannot be restored without war. Enlightecammot grow without the risk of
upsetting the tradition-bound and complacent herd. And the mongrel armieEofipive cannot be expelled
from Morrowind without bloodshed. As | have charity and compassion, | gBeneur mission is just and
noble.
5. I have no idea what happened to the Dwemer. | have been denied the opgorstady Wraithguard, and
am not sure how much of Kagrenac’s lore was invested in his tools, and howmmiglown sorcery and
mastery. | have long studied Kagrenac, and have come to admire his wisdamaft. Someday, after the
campaigns of the Sixth House are secure, | hope to have time to denlitedenystery.
6. Akulakhan will serve three purposes. First, it will be the champf my armies, liberating first Vvardenfel
then Morrowind, and then, perhaps the rest of Tamriel. Second, it widl ae a sower and cultivator of the
divine substance, derived from the Heart. Three, it will seswtb@prominent banner and symbol of our cau
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— to defy the Empire, to liberate mortals from ancient superstéimhfo glorify our crusade against the gods.

7. ...

-

v

Of course, this was not a “real” battle, but he vanished — defeatedath&r reasons
after a while, and didn’t do any noticeable harm to me. 218



Dagoth Ur,
Akulakhan’'s Chamber

Facilityle®
o
Cavern

What a fool you are. I'm a god. How can you kill a
god? What a grand and intoxicating innocence.

How could you be so naive? There is no escape. No
Recall or Intervention can work in this place.

Come. Lay down your weapons. It is not too late

for my mercy

But | had no intention of fighting him. Instead, |
activated my amulet of regeneration, and ran for it
around the room on the ledges leading downwards
the bridge over to the heart in the center. (He did h
me some times — hard — so the amulet was really
useful here.)

Didn’t really care what Dagoth Ur was up to — | was pretty sure he
couldn’t harm me enough to stop me from what | planned anyway
(read some advice on how to handle this, but didn’t feel | needed to
do anything special at all).

So, as planned, reached the Heart and still at almost maximum

health. 219




As instructed — hit the Heart with
Sunder, then changed weapon to
Keening, and continued striking
the Heart till it was no more.

All the time Dagoth Ur was hitting
me and screaming “What are you
doing, you madman?”

| expected him to die when the
Heart was destroyed — but no; had
to fight him afterwards. Even with
Keening he as ex-god proved to 1
no match for me.

And then nothing happened — no
congratulations, no end-game KN
animations — no nothing. So just ‘. =
quietly walked towards the exit. t,_”‘

Can’t remember whether it was the journal or some oth
notification. But | was warned that | needed to get out of
here — quickly — as the whole thing would disappear in a
earthquake. But the game engine wouldn’'t leave me in
here; the earthquake started just as | reached the upper
ledge by the exit. And | could watch a cut scene with
Akulakhan and the pit exploding, before I ran for it.

| .

As | fled from the destruction of the Chamber of
Akulakhan, | encountered the presence of the Daedra
Lord Azura. She told me | had achieved my destiny and
was free. The prophecies are fulfilled, and the Blight
gone. But now | am Hortator and Nerevarine, Protector
of Morrowind, and must defend the people from
monsters and villains. She gave me a ring as a token of
thanks and blessing.

With Dagoth Ur destroyed, his insane dreams can no
longer drive the people of Morrowind to madness as
they sleep.

/A Ring of Azura
Weighr: 0.1
Value: 8000

Consrant &ffecer

Bl Nighe @ye 20 prs on Self
Resrore Farigue 3 prs on Self
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If I thought | had eliminated Dagoth Ur’s minions | had to rethink. (gt of) Ash slaves, Ash Ghouls,
Ash Zombies, and Ascended Sleepers on the way back out from Dagoth Ur.

However, arriving outside the air was clear and the sky blue ridd#fia change from a few minutes ago.
Explored surroundings in this new more pleasant environment — and met merelddSleepers, Deadra,
and others. So the monster threat is not gone; but the Ghostfence was.

Central
Red Mountain

Dagoth Ur

The day after | decided to visit the Urshilaku camp yet
another time — and this time took the shortest route straight
through Red Mountain. Met lots of monsters this time too,
but the landscape was much more inviting, for example the
picture from Dagoth Ur, taken from the same place as the
one of yesterday.

At the camp, naturally visited the Wise Woman:
Nibani Maesa :
It is as my dreams have shown me. The Devil is dead, 3
the Blight is gone. This is a good time to have lived, and
have seen you with my own eyes. Thank you. Please G
Again. No more Ghostfence
Sixth Trial
I was blind, but Azura’s star has guided me through my
dreams. Vivec'’s high priest, Saryoni, has asked to see
when you are Hortator and Nerevarine. Go to him, and
demand to speak with the false god Vivec. Vivec has tr
to keep Kagrenac's Tools secret, but you will need theg
tools when you stand before Dagoth Ur. Get Kagrenac’
Tools from Vivec. They are the keys to the riddle of the
Sixth and Seventh Trials. [Think | should have got this i
a little earlier ... not especially useful now.]
Sleepers

Dagoth Ur is dead. But many of his greater servants sti
live. The Sleepers driven mad by the dreams he sent h;
awakened from their nightmares. But many of his victi
will never awake from their fevered dreams. Who know
what harm they may do? You must seek them out, and
deliver them all from their misery. '

Sul-Matuul When talking to random NPCs | would get responses
You have slain Dagoth Ur and all his kin. But remember, like:

Earendil. Once before, Lord Nerevar thought Dagoth Ur E-€-e-excuse me, sera. But... well, you're the
and all his kin were dead. Nerevarine, and a big hero. | don’t really know how to

talk to important folk like you. Except to say... thank
you, sera. For everything.



| was curious to see if the Tribunal still existed, or if it baén destroyed together with the Heart. So went

to Vivec, Palace, to find out if Vivec was still there — he was

End Game Words from Vivec

The blight is gone, and we have survived. Now we must dedicate ourselgbsitding the Temple
And you must dedicate yourself to your responsibilities as Protedibombwind.

We have lost oudivine powershbut not altogether. Some token of the people’s faith remains, and w
shall dedicate it to rebuilding the Temple. Now that Dagoth Uoiiegwe can turn our energies to the
more humble needs of the people. It is good, honest work, and | believis tieglemption in it.

There are still issues to be resolved between the Temple aDisHident Priests. And now that our
greatest enemy is gone, we must reorganize the Temple tohmewteds of the people. We have less
need of Ordinators, for example, and greater need of priests andslzald¢eachers. And we must find
time to mourn and honor the dead.
Without the power of the Heart, our divine powers diminish. Our daysdssaye numbered. | have tolg
my priests that | shall withdraw from the world, and that theflershould be prepared for a change.
may be honored no longer as gods, but as saints and heroes, and the Temgtlemit the faith of our
forefathers — the worship of our ancestors and the three good daedra,Mephala, and Boethiah. Th¢
missions and traditions of the Temple must continue... but withouvitglGods.

Almalexia, Sotha Sil, and | gained our divine powers from the Hedrbridhan. And now we no longer
have access to the Heart, so we must lose our divinity. | haagsimorn my divinity lightly —
fundamentally, | am not at all a serious person —and | will not iniskdve tried to do what was
necessary. | am afraid | have done some harm | assure you -béwilite content to be a mere mortal
again, dedicated to my own amusements.

Protector of Morrowind

There is much to do. You still have Kagrenac’s Tools, potent weapons, anit #mel experience of a
proven hero. The Tribunal and the Temple are happy to yield to you the olfiufighting the enemies of
Morrowind.

There are many blighted beasts and horrors that have survived, drfaerhusited down and destroyed.

There are lesser monsters and villains of all kinds who prey heqgrebple. There are unsolved
mysteries, and legendary treasures undiscovered. I'm sure ydindithuch to occupy you.

where is Dagoth Ur?

Dagoth Ur has never ventured out of the Heart Chamber, the placeRedidtountain where the Heart
of Lorkhan lies. It is there, or nearby, that he is constructingvagoe, Akulakhan, also known as
Second Numidium.

D
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My end reputation was 78 — pretty high I think.

Mission complete — and a little sad to leave Morrowind ... we’ll pobble back...
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