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Introduction

“Go ye now in peace. Let thy fate be written in the Elder Scrolls...”

				

The Elder Scrolls: Arena



W



elcome to the Unofficial Elder Scrolls Role-playing Game!

Known as the UESRPG for short, this is a fan made

role-playing game designed for play in the Elder Scrolls setting.



Purpose



Rather than attempting to focus on a particular era or region

within the greater Elder Scrolls setting, we have chosen to take

a “toolbox” approach. This means that instead of using a specific

story, location, time, or place as the focus of the game, we have

provided a set of tools to allow players and their game master

(GM) to work together to create their own adventures in the

world of the Elder Scrolls.

We’ve provided you with rules and content, but it’s up to each

group to decide how to use it all. In many other role-playing

games, the players are agents of some group or organization

with an explicit mission. However, the UESRPG provides no

such context, simply existing to give you the tools you need

to create the story you want. Admittedly we have had to do

some framing: we assume that most campaigns will take place

in Tamriel, probably during the third or fourth eras. But there

is no reason that you cannot explore other parts of the setting.



Why a Second Edition?



In short: First Edition was more of a trial run. To be fair it was

my first foray into game design, but it was clunky, unbalanced in

many places, and unpolished. Second Edition represents everything we have learned since I started this project in late 2012.

We’ve moved away from our roots in Dark Heresy and created a

unique system that brings together some great mechanics from

our favorite games, and a lot of our best ideas.



Lore, Design, and Canon



The guiding principle of all our design decisions has always been

the spirit of Elder Scrolls lore. Due to the nature of video games

as a medium there are a number of holes in our knowledge

about the setting. Unfortunately there is no official Elder Scrolls

role-playing game, and so most of those holes will remain,

officially, unfilled.

Because of this, and because of the level of detailed knowledge

required to create a role-playing game for a specific setting, we

have had to build our own interpretation of the Elder Scrolls.

Conflicting game mechanics, contradictory lore, and differences

in themes and presentation are all obstacles to any unified vision

of the setting. We have had to make many tough choices about



how we want things to work in “our” Elder Scrolls, and you

may disagree with some of our decisions. That’s entirely okay:

just understand that everything in the game is the way it is for

a specific reason.

With that in mind, it is also worth noting that “canon” in this

setting is a rather fuzzy concept. We have tried to build an interpretation of the setting that is generally agreeable. Fortunately

it should be quite simple for one to expand or alter the game

to fit their own vision of the Elder Scrolls universe.



Using this Book



This book contains all the information needed to create characters, and role-play in the Elder Scrolls setting. It includes

all of the “mechanics” of the game, and is intended for use by

players and GMs alike.

On Roleplaying Games

This rulebook assumes that the reader is familiar with

how role-playing games work, including concepts like: the

distinction between players and Game Masters, the difference between PCs and NPCs, and basic dice terminology.



But the UESRPG is not just one book! Three books make up

the core of the game: this book, the GM Handbook, and the

Player Handbook. These books offer optional rules, additional

character choices, and advice for both players and GMs.

On top of that we have planned a total of six supplements to

expand upon the core books. These books are entirely content

focused, and are packed with rules for monsters, strange magic,

and powerful artifacts! These supplements are: Arcane Arts,

Planes of Oblivion, Tamrielic Artifacts, Secrets of the

Dwemer, Inhabitants of Tamriel, and Dark Paths.

Finally, because we plan on consistently updating and expanding

the game, your feedback is critical in helping to make it the best

it can be. Drop by our development blog, or send me an email

if you have questions or want to give us feedback. Thanks for

your support, and enjoy the game!

					Seht
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Chapter 1: Getting Started

	

“First thing, pilgrim. You’re new. And you look it. Here’s 200 drakes. Go get yourself a decent weapon. Or armor.

Or a spell. And second thing... you need a cover identity. Around here, ‘freelance adventurer’ is a common profession.

Sign on with the Fighters Guild, or Mages Guild, or Imperial cult, or Imperial legion, advance in the ranks, gain skill

and experience. Or go out on your own, look for freelance work, or trouble. Then, when you’re ready, come back, and

I’ll have orders for you.”

Caius Cosades, The Elder Scrolls III: Morrowind



T



he goal of the Unofficial Elder Scrolls RPG is to provide a

framework for game masters and players to craft and enjoy

characters, stories and adventures in the Elder Scrolls setting.

In order to achieve this, a flexible core mechanic is needed,

capable of handling a number of different scenarios with ease.

This Chapter will introduce you to this core mechanic, as well as

the basic concepts necessary to understand the rest of the game.



The Two Golden Rules



This book contains quite a few rules, and it’s easy for one to get

lost, especially if one isn’t used to role-playing games of this

type. In other cases, certain rules might not fit well with the

way your group prefers to play. Both of these cases can slow

down, or otherwise harm, the gaming experience for a group.

To combat this, keep in mind these two golden rules above all

others. First, if a certain rule is slowing play down too much,

just stop using it. And second, if you want to change something,

do it. While we have done our best to provide a ruleset that

should be acceptable, nobody knows what works for your group

better than you do.



Core Mechanics

The goal of most people who play Role-playing Games is to

experience exciting, stressful, or dramatic situations in another

world or time through the eyes of their character. Invariably, the

players will want to know how well their characters perform

certain actions in these situations. They do this by making tests.



Making Tests



A Test is a d100 roll made to determine whether or not a

character has succeeded or failed at a certain action, and to

what degree. Characters will be called to make tests during a

number of scenarios, but it’s important to remember that tests

are not required for every action. There’s no need to make a

test to have your character take a few steps across a room. If, on

the other hand, you find your character forced to walk across

a tightrope suspended above a lake of molten lava in order to

escape angry Dremora (or something to that effect), you will

probably want to know if your character manages to cross in

time. It is recommended that the GM only require tests if one

or more of the following conditions hold true:

 activity is unusual for the character, and not something

•  The

they attempt routinely.

•  The character is lacking the time and/or tools necessary to

complete the task.

•  The circumstances and environment impose stress.

•  There are meaningful consequences for failing the action.

You make tests by making a percentile roll and comparing the

result to a Target Number, typically a value between 1 and 99.

The exact target number can be determined in a number of ways,

but it is typically based on a character’s characteristics (values

typically ranging from 1-100, and detailed later in this Chapter).

If the roll is less than or equal to the target number, the character

succeeds. If the roll is higher than the target number, they fail.
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