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[image: ] A NOTE FROM THE AUTHOR [image: ]


It has been said that the eyes dine on words but feast on pictures, and Ja’dasha has never been one to set a poor table. To that end, this one has made certain that her survival guide is rich with imagery. The images reproduced in these pages were acquired and commissioned by generous Ja’dasha at great expense, and in some cases with great difficulty and no small amount of personal risk. It is best for all concerned that Ja’dasha not divulge the full provenance of every picture you see between the covers of this book. Simply consider them a gift from Ja’dasha to help prepare you for the magnificent and terrible sights you will see as you travel the length Tamriel. You are welcome.
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Ja’dasha’s father always told her that scholars are like an awning on a cloudy day: unheeded and unneeded until the rains begin to pour. And while this one is no scholar, she has learned much over the years: how to survive blinding blizzards, how to make your way through the desert’s heat, and how to bind wounds and scavenge for meals. Such are the necessary skills for the Baandari, after all.

Tamriel is like a patchwork quilt. To the west lay deserts and crags. To the east are volcanoes and swamps. Islands, oases, jungles, and tundras … the nature of this land shifts more often than the phases of the moons, and so too shifts its dangers. This is why Ja’dasha’s survival guide is so needed, and why your septims were well spent on this book. In these pages, this one will speak of the dangers that lurk in every corner of Tamriel, and how you can weather such threats on your travels.

A word of caution before we begin. There is little that can be done for those who shun all aid. Read carefully, yes, but also know that the greatest advice is simple: You are in trouble, walker? Seek help. Whether it be healers or knights, priests or merchants, always look toward others in your times of need. They will be your greatest assets, even greater than this magnificent book penned by the wise Ja’dasha. But if no help is near? If you are all alone? Then this survival guide may be all that stands between you and Sands Behind the Stars.
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The land of Skyrim is known for its snowy mountaintops and frigid climates. Even in the middle of summer you will find snow in these lands; Ja’dasha has seen this. The southern reaches host more mild temperatures and green forests, though even those comparatively lush places host bitter winters. To the north you shall face the Sea of Ghosts, filled with glaciers and icebergs. And wherever you travel in Skyrim you will find many caves and ruins, filled with Dwemer technology and bloodthirsty Falmer. The land’s beauty is very much matched by its dangers.

The Nords of Skyrim are a people as unyielding as the land they live in. They are a proud group who face dangers every day, from caves filled with giant spiders to harrowing blizzards. This resolve is matched only by their merrymaking, for their celebration songs hold as much passion as their battle cries. You will find few races who are as quick to laugh as they are to rage. And the Nords prefer it that way.

Traveling safely through this land requires proper preparation, keen instinct, and the wisdom that lies within this guide. So have no worries, walker. The pages to come will teach you all you must know to face the threats of Skyrim.



THE PROPER SUPPLIES

Let us start our discussion by considering what to prepare before you take the first step of your journey. The proper supplies needed for any journey will vary depending on what land you are traversing. In these first splendid pages, Ja’dasha will cover the basic supplies specifically needed to journey through Skyrim. Any specific supplies needed for different lands will be covered in later chapters.


WATER AND FOOD

Only a fool would leave for a journey without first supplying themselves with water and food. So take into account how much you will need each day, and the number of days you plan to travel. Simple, no? The best food is that which will not spoil. This may take the form of such portable consumables as saltines, jerky, or nuts. If you are unsure how long your foodstuffs will last, consult one more experienced than you.

While some less traveled may be tempted to fill their packs with tasty delicacies like sweet rolls and mudcrab legs, it’s far better to pack hearty, filling meals that are well preserved. Charred skeever meat, horker and ash yam stew, and mammoth cheese were staples for Ja’dasha during her journey in Skyrim. These provisions can be found in most towns and cities in the snowy kingdom.

For all of Skyrim’s dangers, water will never be in short supply. The terrain features many lakes and rivers, and should the need arise you can always melt the snow. Some may be tempted to eat the snow directly, but this is a fool’s choice. The snow’s coldness will freeze your bones, leaving you thirstier than expected. The healers call this dehydration.

Depending on where you travel in Skyrim, options for hunting can be plentiful. Deer, rabbits, and other game may be your main source of food, should your own supplies run short. Hunting will take precious time and energy, however, and will delay your journey. So plan to hunt only if there is naught else to eat. Otherwise, it is best to conserve your energy and continue onward.





TOOLS AND OTHER ITEMS

Ja’dasha could write an entire book alone on tools and equipment you may need to bring with you while journeying in Tamriel. Perhaps one day she shall. For now, the fundamentals. Tents to keep you dry in the rain are a good start. A blanket or mat to sleep on will save you from lying on the frigid, muddy, or otherwise unpleasant ground. Flint can help you start a fire, and a knife can help with everything from building shelters to creating even more tools. Below, Ja’dasha lists the most useful tools for travelers to bring on their journey.
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Torches
These will light your path in both the darkness of night and any caves you may be foolish enough to explore.



	
Sleeping mat
Especially important for colder lands, for a freezing ground makes for a freezing body. And let us not forget the comfort it affords.



	
Tents
The moons may be pleasant to look upon, but they are often hidden by rain clouds or snowfall. You will be more comfortable, warm, and protected within a tent. Flax and cotton tents are best, for these sturdy materials will protect you from rain while still being breathable during warm weather. Some wealthier travelers may be tempted by tents of spider silk or silverweave, but these make for poor cover, and tend to rip and tear after only a few weeks of use.



	
Flint and kindling
Unless your traveling party includes a mage, it is best to have flint available to start fires. Kindling may be easier to come by should you pass through wooded areas.



	
Extra clothing
Too many walkers choose to journey with just the simple shirt on their back. Should your clothes become wet or sullied—as they surely will—you will be grateful that you listened to the wise Ja’dasha on this matter. To this end, make sure that the clothes you pack are suitable for the hardships of travel. Though shadowhide may be too pricey for most, leather jerkins and boots can endure the harshest of journeys.



	
Rope
Whether you need to scale down a cliff or bundle your kindling, rope offers all manner of uses. Keep it dry, keep it close, and keep it away from idiots.



	
Waterskins
One of Ja’dasha’s wisest purchases was her superb hide waterskin, which has seen her through thick and thin. Everyone in your party should keep their own waterskin, and keep it full whenever possible. Thirst will kill you quicker than starvation.



	
Map and compass
The map tells you to go north. The compass tells you which way is north. Should you have neither, prepare to be lost.



	
Sturdy pack
Where are all your supplies to go without a pack to carry them? Unsurprisingly, the sturdier the better. A pack will do you little good if it decides to tear midway through your journey.
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Though these are the basic supplies one may journey with, this is by no means a complete list. What is most important is that you prepare for whatever lies ahead. This means studying the land where you will travel, and noting what tools may be useful.






CLASH WITH THE COLD

Listen to Ja’dasha: The winter in Skyrim? This is no joke, walker. Many who fail to take precautions have frozen to death atop some moons-forsaken mountaintop. Even we Khajiit, with our beautiful coats of fur, must prepare for the icy winds and endless snow. So too must you prepare before you travel, yes? Or you will not be traveling much afterward.


EXPOSURE TO THE ELEMENTS

For those who possess the arts of magic, warmth is as simple as casting a flame spell or protecting yourself with alteration magic. But most of us folk in Tamriel have no magic or mages to call upon during our travels. And so Ja’dasha will concentrate on the more mundane means of keeping oneself warm.


DRESS IN LAYERS

A single coat, no matter how thick, will not suffice. You will want to dress in layers of clothing should you encounter colder climates. A mage once told Ja’dasha that this is because air becomes trapped between the clothing layers. This one thought the mage mad, but perhaps there is some truth to it? This one has seen Khajiit with the thickest of winter coats shivering from the cold while Ja’dasha remained toasty within her many layers of cloth.




AVOID THE COLD

The cold of Skyrim will sap your strength faster than Ja’dasha downs a tankard of moon-sugar rum. It is in your best interest to prevent exposure to the elements and avoid the icy wind by covering as much of your skin as you can. If you wish to lie upon the ground, be sure to first lay down thick cloth. Avoid becoming wet, especially if you are prone to sweating. The wet walker is a dead walker in the unforgiving cold.
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FALLING THROUGH ICE

The lakes of Skyrim can freeze during the colder months, and their vastness means that walking atop the ice can be far quicker than going around them. Traveling in such a way, however, presents the hazard of falling through the ice you walk upon. Struggle and panic, and you are likely to end up dead. Heed Ja’dasha’s wisdom if you wish to survive.


	
Remain calm
The water will be icy enough to take your breath away and fill you with fear. Do not allow this to overwhelm you, for you will need to move quickly.



	
Do not struggle
You may try to pull off your heavy clothing, thinking it will pull you downward. Do not waste such time. Your clothes contain warm air that will pull you upward, helping you float to the surface.



	
Find strong ice
Once you have floated upward and found the hole you fell through, the time has come to pull yourself out. Try to find the direction you last walked before the ice broke, for this ice should be strong enough to support you.



	
Escape the water
This is easier said than done, and the freezing water will do little to help your strength. Place your arms on the ice and begin to kick your legs, pushing your body forward. This will allow you to slide onto the ice like a horker.



        	
Crawl forward
            If you fell through the ice once, it is likely to happen again. Do not stand; distribute your weight evenly as you crawl forward. The best way to do this is to slide on your belly, again imitating a horker.



        	
Warm yourself
            Head toward land, start a fire, and change your clothes if possible. The water may not have killed you, but the cold temperature certainly will.
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FIND SHELTER

When you find your strength at its last, the time has come to rest away from the cold. Ja’dasha’s preference, of course, is to find a warm tavern with a cozy fire to sit beside. From the Lonely Troll to the Withered Tree, there are many lovely establishments within Skyrim that you may visit during your travels. But what if you choose to travel away from the beaten path? Or, moons forbid, what if you have no coin left to pay for accommodations?

If there are no traditional lodgings to be found nearby, you must search for a nontraditional alternative. A cave would suit your purpose nicely, though there is no telling if you will find a frostbite spider nest inside. If you see no cave, or do not wish to risk such dangers, a small shelter can be made within the snow itself.

First you must find a safe place to create your temporary homestead, especially if you are traveling upon one of the many mountains of Skyrim. Be sure the location you select is not along the path of a potential avalanche. Check for broken trees and other debris at the bottom of any clearing you find. If you see such debris, then the side of the clearing is a far safer option. It is also best to avoid cliffs and high locations, yes? Better to not plummet to your death.

Search for a large drift piled high and dig a hollow, taller than it is wide. This will ensure that the structure does not fall upon your head. You must dig your shelter’s entrance below the hollow that you make, so the wind does not find its way within. Create small holes atop your shelter so that you may breathe. The warmth will do you little good if there is no air to fill your lungs. It is also wise to strengthen your shelter with branches and other debris, should they be easy to obtain.

Any improvements to your shelter must be weighed against the effort it will take to create that improvement. It is best to work quickly and efficiently, for you cannot afford to exhaust yourself and begin to sweat. Such wetness beneath your clothing will drain you of what precious heat you have, exposing you further to the cold climate.




GREATER DANGERS

Being cold is never a pleasure, especially to us who walk upon the sands. But you need not be a healer to know that the frost can kill if you are not prepared to face it. Listen to Ja’dasha, for she will tell you how to survive such ordeals.


FROSTBITE

The cold of Skyrim is enough to freeze your flesh. This is known to healers as frostbite, a most apt name. Frostbite will first attack your fingers, toes, and tail before moving up along your limbs. Ja’dasha has seen entire hands overtaken by frostbite. It was not a pretty sight.

This bane will first present as pale and stiff skin, occasionally forming blisters. It is only when the affected flesh has been warmed that it turns red and purple. If you are unfortunate enough that your skin turns black, it means the flesh has died completely. Then it is time to either find a very skilled healer or a very sharp saw. The best way to combat frostbite, as with most wounds, is to never receive it. Dressing warmly and following Ja’dasha’s other advice to stay warm will help this.

Should the worst come to pass, however, you should never rub the skin, nor rupture blisters that may have formed. Use whatever healing salve you have on the affected flesh and dress the limb loosely. This one has heard of a wondrous salve called aloe vera that is perfect for such situations. Elevate the limb if possible, and drink plenty of water. Last, and perhaps most importantly, you must get to a warm shelter. The less the severity of the freezing, the more likely the flesh can heal.

As you may suspect, a limb that has frozen must be thawed. This should only be done if you have found shelter, and are at no risk of the limb refreezing. The thawed skin will be soft and red, possibly even purple. If the skin turns black, well…Ja’dasha has said this before: The limb will need to be cut from the rest of your body, for it has died (which is how this one’s uncle earned the name “No-Tail” Ta’dashi). Keep applying the same healing methods of salves, loose bandages, elevation, and drinking plenty of water. Should the flesh not be dead, it will recover.
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HYPOTHERMIA

Frostbite is dangerous indeed, but not as deadly as hypothermia. This condition occurs when the temperature of your body grows so cold that it results in death if not addressed. There are many corpses strewn through the Druadach Mountains that have fallen victim to this fate. Let us make sure your body is not among them, walker.

[image: Image]

The first step for preventing hypothermia is to remain warm, which Ja’dasha has already covered. Remain dry, seek shelter when needed; this we know. But another risk is drinking alcohol, however pleasurable it may be when traveling in cold climates. The warmth you feel within when your tummy is full of wine is deceitful, for these brews actually trick our bodies into retaining less heat. A healer tried to explain this to Ja’dasha, speaking of increased blood flow and numb limbs. This one understood most of it. She thinks.

Another reason to moderate one’s consumption is that rum makes fools of the best of us, and idiots may not know when they are cold. This can be just as true for those who enjoy skooma, greenmote, felldew, and so forth. An impaired mind will do you little good in the coldness of Skyrim. Such recreation should best be saved for warmer climates.

But what are the signs of hypothermia? The first symptom is uncontrollable shivering, like that exhibited by a Khajiit who has a sweet tooth. Then comes the disorientation, confusion, and an apathetic state. Those who begin to suffer hypothermia may even deny feeling cold at all! Trust your eyes more than your ears, walker, when a comrade is in this state. Their body will not lie to you.

Without proper treatment, the symptoms will begin to worsen. Confusion increases, balance is lost, and a great drowsiness is felt. You may even feel the overwhelming urge to fall asleep, regardless of where you stand. Resist the temptation, walker, for you may never awaken from such a slumber. If such drowsiness falls upon a traveling companion, do all you can to keep them awake.

Should the hypothermia continue, you will begin to grow more foolish. Ja’dasha has even seen some Khajiit attempt to strip off their clothing in the middle of a snowstorm. You may begin to grow irritable and stubborn, battling whoever attempts to stop you. Should these symptoms present in a companion, tie them up and carry them to safety if you must. Their life depends on it.

It is when the fighting stops that you must truly worry. You may lose consciousness, or at the very least lose all ability to walk. Your breath will grow weak and your body rigid. Your skin will feel cold and may even turn blue. These are the most severe of signs and could point to imminent death.

No matter the symptoms, a walker with hypothermia must be warmed. Shelter, fire, and blankets are needed. If your clothes are wet, they must be removed and replaced with dry ones. Attempt to share body heat in any way possible once shelter is found. Your companions may stink like a dead horker for all this one cares. The body needs to be warmed in order to begin to heal.

If the hypothermia is severe enough, a healer must be found. It is only through their warming magics that they can increase the internal temperature of the body. A few septims is worth a life, yes?
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