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TRAINING

(Chorus)
Dovahkiin, Dovahkiin, noal ok zin los vahriin,
Wah dein vokul mahfaerack ahst vaal!
Ahrk fin norok paal graan fod nust hon zindro zaan,
Dovahkiin, fah hin kogoan mu draal!
(Chorus)
Dragonborn, Dragonborn, by his honor is swom,
To keep evil forever ot bay!
And the fiercest foes rout when they hear triumph’s shout,
Dragonborn, for your blessing we pray!
Huzrah nu, kul do od, wah aan bok lingrah vod,
Ahrk fin tey, boziik fun, do fin gein!
Wo lost fron wah ney dov, ahrk fin reyliik do jul,
Voth aan suleyk wah ronit faal krein!
Hearken now, sons of snow, fo an age, long ago,
And the tale, boldly told, of the one!
Who was kin to both wyrm, and the races of man,
With o power fo rival the sun!
Ahik fin zul, rok drey kod, nou tol morokei frod,
Rul lot Taazokaan motaad voth kein! W
Sahrot Thu'um, med aan tuz, vey zeim hokoron pah,
0! fin Dovahkiin komeyt ok rein!
And the voice, he did wield, on that glorious field,
When great Tomriel shuddered with wor!
Mighty Thu'um, like o blade, cut through enemies all,
As the Dragonbom issued his roar!
(Chorus)
Dovahkiin, Dovahkiin, naal ok zin los vahriin,
Wah dein vokul mahfaeraak ahst vaol!
Ahrk fin norok paal graan fod nust hon zindro zaan,
Dovahkiin, fah hin kogean mu draal!
(Chorus)
Dragonborn, Dragonborn, by his honor is swom,
To keep evil forever at bay!
And the fiercest foes rout when they hear triumph’s shout,
Dragonborn, for your blessing we pray!
Ahrk fin Kel lost prodah, do ved viing ko fin krah, Y
Tol fod zeymah win kein meyz fundein!
Alduin, feyn do jun, kruziik vokun staodnau, Sl
Voth oan bahlok wah diivon fin lein! e
And the Scrolls have foretold, of black wings in the cold,r_
That when brothers wage wor come unfurled! ™
Alduin, Bane of Kings, ancient shadow unbound,
With o hunger to swallow the world!
Nuz aan sul, fent alok, fod fin vul dovah nok,
Fen kos nahlot mahfaeraok ahrk ruz!
Paaz Keizaal fen kos stin nol bein Alduin jof,
Dovahkiin kos fin saviik do muz!
But o day, shall orise, when the dork drugonslles
Will be silenced forever and then! 4
Fair Skyrim will be free from foul Alduin’s maw,
Dragonborn be the savior of men!
(Chorus) ol
Dovahkiin, Dovahkiin, naal ok zin fos vahriin, SSSS
Wah dein vokul mahfaeraak ahst vaal!
Ahrk fin norok paal graon fodnust vok zin dro zaom, 3
Dovahkiin, foh hin kogaan mu draal! R |
(Chorus) -4
Dragonborn, Dragonborm, by his honor is sworn,
To keep evil forever at boy! -
And the fiercest foes rout when they hear riumph's shouf, ™5
Dragonborn, for your blessing we pray!

5=
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TRAINING PART 1
CHARACTER CREATION

] WELCOME TO SKYRIM B>

We have designed the Character Creation section of the “Training” chapter to give you tactical advice in the same order as you make decisions while
adventuring across the wilds of Skyrim. To begin with, we reveal the benefits of choosing a particular race. Then we thoroughly explore all 18 of the skills—and
the perks associated with each—so you know what each skill does, how you increase it, and what perks to select based on your play style. Finally, we present
a host of Character Archetypes—exceptional explorers failored to a specific role, renowned heroes who use the best combinations of skills and equipment to
suit a particular play style.

TIP  Plese read through the game’s Instruction Manual ond familiarize yourself with the tenets of this adventure.
This training chapter assumes you have already read this information.

' This guide encompasses all of Skyrim's original content ond updates, as wel os the Dawnguard, Hearthfie, and Dragonborn add-ons. The following icons are used to indicate new
material related to an update or add-on:

Content associated with this Content associated with this % Content associated with this Content associated with this
icon is primariy related fo the icon is primarily reloted to the % icon is primarily related fo the icon was added or changed by
Dawnguard expansion. Hearthfire expansion. Dragonbom expansion. o gome update.

Look for these four icons throughout this book so you know what's new.

4@ SELECTING ARACE &

<341 PART I: THE RACES OF SKYRIM

As you begin your adventure across Skyrim, the historic Elder Scrolls mantra However, there are certain advantages fo picking a particular race. For
“you are what you play” rings frue: Although statistically, an Orc Wizard those adventurers who wish to maximize every advantage, it is useful to know
or a High Elven Thief may not be the optimal character choices based on which favored skills each race begins with bonuses to, and to understand
starting skill bonuses and racial powers, this doesn’t matter in the long run. the unique racial powers they posess; this can aid you when choosing a
Choose the race that most appeals to you, and don’t worry about statistics particular play style.
sl ghiliies: In short, this section reveals which races are best svited to a particular
You can overcome low starting skill values by using the skills in which style of adventuring, whether that be with melee weapons, magic, stealth, or
you wish to become more proficient. No races have any infrinsic shortfalls some combination of these styles.

that will prevent you from becoming the type of hero you want to be.

[*> Racial Skill Advantages

The following table shows the starting skill statistics for each race. The higher the number (over the base level of 15), the better. Values of 20 indicate this is a
favored skill of the race. Values of 25 indicate this is a primary skill of the race.

6@ NOTE  For example, if you chose

a Khaijiit character, you'd

receive o +5 bonus to your One-Handed,
Archery, Lockpicking, Pickpocket, and

CONSURATION
RESTORATION

o=
WE
= a=
= s S
—
= =2
S = | S

Agonion 15 15 15 15 15 15 20 20 25 20 15 15 15 15 15 20 20 15 Alchemy and a +10 o your Sneak skill.
Beton (15 115 |15 (15 (15 (15 |15 (15 [15 (15 (20 |20 (20 25 [15 [20 (20 [15 Motos on Gondér: There oo o

DakBE 15 (15 |15 (15 [15 (15 (20 (20 (15 (15 (15 (20 20 (15 (25 (15 (20 |15 differences between the genders of o

HighBf |15 [15 (15 115 [15 [15 [15 [15 [15 |15 (15 (15 125 |20 |20 (20 |20 |20 particular race; they share the same sef
Imperil (15 120 120 115 120 115 15 15 (15 15 (15 15 15 115 20 25 15 (20 of starting skill values, spells, powers, and
Khgjit (15 (15 (15 (15 (20 (20 (15 25 20 (20 15 (20 115 [15 15 (15 115 15 abilities. Feel free to create the character
Ned 120 |15 [200025 (20 35 [20° (35 15 (35 20 [i5 [35 %6 [35° [i5 195 (75 that most appeals fo you without penalty.

Orc 20 125 120 120 |20 |15 (15 |15 [15 (15 |15 |15 {15 [15 {15 [15 [15 [20
Redguord (20 |15 |20 15 |25 |20 |15 (15 |15 (15 |15 (15 (15 [15 |20 |15 (200 |15
Wood Ef [15 |15 |15 (15 [15 |25 {20 |20 (20 (20 |15 |20 (15 |15 |15 |15 [15 (15
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41 PART Il RACIAL ADVANTAGES B3>

> Starting Spells, Racial Powers, and Abilities

In addition to a slight
boost to the base value of
certain skills, each race
has its own set of starting
Spells; Racial Powers that
offer a unique bonus such
as the ability to regenerate
or absorb Magicka; and
innate Racial Abilities,
such a resistance to

Frost damage. A tactical
overview of each race
follows.

NOTE Racial Commentary: The race you choose will affect the greetings and passing comments the citizens of Skyrim
make when you speak to or pass by them.

Races and Gameplay: Very rarely, your race may also have a small effect on gameplay. For example:

When infiltrating the Thalmor Embassy dressed in the robes of that High EIf faction, High Elves (and fo o lesser extent other
Elves) will find it easier to sneak around undetected than will members of the other races.

Orcs are welcome in Skyrim's Orc strongholds, while members of other races must first prove themselves worthy.
The tone and color of some dialogue choices may change depending on your race and the sifuation.

If your race has a noficeable effect on an interaction, that will be noted when relevant. But this isn't something to be concerned
about: nothing is closed fo you because of your race; indeed, you may be surprised by a positive benefit when you least expect it!

[*> Argonians

Favored Skills: +10 Lockpicking, +5 Pickpocket,
Sneak, Light Armor, Alteration, Restoration
Starting Spells: Flames, Healing

Racial Power—Histskin: You regenerate health
10x faster for 60 seconds

Racial Abilities: 50% Disease Resistance,
Underwater Breathing

Ideal Play Style: Thief (Defensive)

A male Argonian

A female Argonian

Little is known about the reptilian denizens of Black Marsh. Years of defending their borders have made the Argonians experts in guerilla warfare, and
their natural abilities make them equally at home in water and on land. They are well suited for the treacherous swamps of their homeland and have

developed natural immunity to the diseases that have doomed many would-be explorers in the region.

[*> Breton

Favored Skills: +10 Conjuration, +5 lllusion,
Restoration, Speech, Alchemy, Alteration

Starting Spells: Flames, Healing, Conjure Familiar
Racial Power—Dragonskin: You absorb 50% of the
Magicka from incoming spells for 60 seconds
Racial Abilities: 25% Magic Resistance

Ideal Play Style: Mage (Defensive)

Bretons feel an instinctive bond with the mercurial forces
of magic and the supernatural. Many great sorcerers
have come from their home province of High Rock. In
addition to their quick and perceptive grasp of spellcraft,
enchantment, and alchemy, all Bretons boast a resistance
to spells.

suppart this ant

Resistunce
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A female Breton
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[*> Dark Elf

Favored Skills: +10 Destruction, +5 Alteration,
Illusion, Sneak, Light Armor, Alchemy

Starting Spells: Flames, Sparks, Healing

Racial Power— Ancestor’s Wrath: Creates a Flame
Cloak that does 10 damage to nearby foes for 60
seconds.

Racial Abilities: 50% Fire Resistance

Ideal Play Style: Nightblade (Mage/Thief A male Dark Elf A female Dark EIf

In the empire, “Dark Elves” is the common usage, but in their Morrowind homeland, they call themselves the “Dunmer.” The dark-skinned, red-eyed

Dunmer combine powerful intellect with strong and agile physiques, producing superior warriors and sorcerers. On the battlefield, Dark Elves are noted
for their skilled and balanced integration of swordsmen, marksmen, and war wizards.

TIP  Ancestor's Wrath is o weaker version of Flome Clo

likely to be in mele

vel Destruction spell. While good o
|ess valuable once you can cast the spell on your ow

n. lt's also

ranged character, such os an arch

or pure mage

Fire Resistance is

helpful against Flame Atronachs, fire-wiel
50 il’s hard 1o predict when exactly this ability

vill come info

.
(> High Elf
Favored Skills: +10 lllusion, +5 Alteration,
Conjuration, Destruction, Restoration, Enchanting
Starting Spells: Flames, Fury, Healing
Racial Power—Highborn: For 60 seconds, you
regenerate 25% of your maximum Magicka each
second
Racial Abilities: Highborn Magicka (+50 Magicka) e CIF
Ideal Play Style: Mage (Offensive) AT TG R
The High Elves, or Altmer, are the proud, tall, golden-skinned people TIP  High
of Summerset Isle. The common tongue of the empire, Tamrielic, is B
based on their speech and writing, and most of the empire’s arts, oot . g
crafts, and sciences are derived from High Elven traditions. High level, this power is o mage’s lifeline
Elves are the driving force behind the rising Aldmeri Dominion,
and their agents, the Thalmor, are bitterly resented by the Nords of
Skyrim.

continue costing when you

g af any

Highborn Ma etting werful head

start for any mage — you may never need 1o fall back on your melee sk

[*> Imperial

Favored Skills: +10 Restoration, +5 Destruction,
Enchanting, One-Handed, Block, Heavy Armor
Starting Spells: Flames, Healing

Racial Power—Voice of the Emperor: Calms nearby
people for 60 seconds

Racial Abilities: Imperial Luck {adds a small amount
of gold to most containers)

Ideal Play Style: Battlemage (Mage/Warrior)

A male Imperial A female Imperial

Natives of the civilized, cosmopolitan province TIP  Voice of the Emperor is o

of Cyrodiil, Imperials are well educated and well with the effect center
spoken. Though physically less imposing than the P
other races, Imperials are shrewd diplomats and ‘
traders. These fraits, along with their remarkable skill
and training as light infantry, have allowed them to (10 or less), i
rule an empire that spans the continent for centuries.

eaker version of the Expert-level lllusion spell Pe

|/
n your posifion. This can be powerful if you're surrounded

ful against smaller groups or ranged f

xira coins to most of the chests you find. While this bonus is small

i e ;
s up over fime. But there are plenty of other ways fo make money in Skyrim.
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[®> Khajit

Favored Skills: +10 Sneak, +5 Lockpicking,
Pickpocket, Alchemy, One-Handed, Archery

Starting Spells: Flames, Healing

Racial Power—Night Eye: Improved night vision for
60 seconds

Racial Abilities: Claws (4x unarmed damage) TS :
Ideal Play Style: Thief (Offensive) A male Khajiit A female Khajiit

Khaiiit hail from the province of Elsweyr and can vary in appearance from nearly Elven to the Cathay-raht “jaguar men” to the great Senche-Tiger. The
most common breed, the Suthay-raht, is intelligent, quick, and agile. Many Khaiiit disdain weapons in favor of their claws. They make excellent thieves
due to their natural agility and deft hands.

TIP  Night Eye allows you to see clearly in dark environments without the need for a light source that might expose your presence. This is occasionally
useful, but there’s usually enough light in dungeons that you can get by without it. Unlike most powers, Night Eye can be used multiple fimes o
day without restriction.

Claws give you an overwhelming advantage in unarmed combat and brawls. Coupled with the Heavy Armor perk Fists of Steel or appropriate gear, this
ability can help unarmed combat remain viable longer. But remember that unarmed combat isn't a skill, it doesn't give you skill uses, and it won't help you
level up. Usually it comes into play only in the occasional brawl. But if you're a dedicated role-player who really wants to box your way through Skyrim, well
this is the ability for you

[*> Nord

Favored Skills: +10 Two-Handed, +5 One-Handed,
Block, Smithing, Speech, Light Armor

Starting Spells: Flomes, Healing

Racial Power—Battle Cry: All nearby foes flee for
30 seconds

Racial Abilities: 50% Frost Resistance

Ideal Play Style: Warrior (Offensive)

A male Nord A female Nord

The natives of Skyrim are a tall and fairhaired

people, aggressive and fearless in war,

industrious and enterprising in trade and TIP  Battle Cry is a weaker version of the Master-level Illusion spell Hysterio. Good against a
exploration. Strong, willful, and hardy, Nords swarm of weak foes, it buys you a few seconds to recover, reposition, or run before the fight

are famous for their resistance to cold, even . : WP . 1 A7 A
: . ; resumes. It is useful in the right situation, though it rarely helps you win a fight outright
magical frost. Violence is an accepted and %

time-honored part of Nordic culture. Nords Frost Resistance is good against Frost Atronachs, frost-wielding wizards, and frost dragons. But it's of

face battle with an ecstatic ferocity that shocks its best in Skyrim’s many tombs and crypts, where the undead Draugr wield frost spells almost exclusively
and appalls their enemies.

[®> Orc

Favored Skills: +10 Heavy Armor, +5 Smithing,
One-Handed, Two-Handed, Block, Enchanting
Starting Spells: Flames, Healing

Racial Power—Berserk: For 60 seconds, you fake
half damage and inflict double damage in melee
combat

Racial Abilities: None

Ideal Play Style: Warrior (Defensive)

o

A male Orc A female Orc

These sophisticated barbarians of the Wrothgarian and

Dragontail Mountains are noted for their unshakeable courage TIP  Berserk is the Orcs’ only racial ability, but it’s worth it—for one
in war and their unflinching endurance of hardships. In the past,
Orcs have been widely feared and hated by the other nations
and races of Tamriel, but they have slowly won acceptance in the
empire. Orcish armorers are prized for their craftsmanship, and
Orc warriors in heavy armor are among the finest frontline troops
in the empire.

jestruction. Great in
ler enemies fo taking

minute, you become an unstoppahle force
any combat situation, from fending off o swarm of sm
on a powerful dragon, and strong ot any level.
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[*> Redguard

Favored Skills: +10 One-Handed, +5 Archery,
Block, Smithing, Destruction, Alteration

Starting Spells: Flames, Healing

Racial Power—Adrenaline Rush: You regenerate
Stamina 10x foster for 60 seconds

Racial Abilities: 50% Poison Resistance

Ideal Play Style: Spellsword (Warrior/Mage),
Dual-Wielding

A male Redguard A female Redguard

The most naturally talented warriors in Tamriel, the
dark-skinned, wiry-haired Redguards of Hammerfell TIP
seem born to battle, though their pride and fierce
independence of spirit makes them more suitable

ess !HOH‘:“'{

e Rush is the Stamina version of Histskin or Highborn. Although
1an Health or Magicka regen, it will allow you to keep up your power attacks in

Ci: . a protracted battle — or sprint away if necessary
as scouts, skirmishers, or free-ranging heroes and g 16—~ oF sprinl away I necessary
adventurers than as rank-andfile soldiers. Redguards Resistance is helpful against the few enemies that use poison— Forsworn, Falmer
are uniquely versatile combatants, capable of Chaurus, ond spiders—and the rare poison gas frap. Not as broadly useful as most other abilifies.

switching between bow, sword, spell, or shield at will
and adapting their tactics to the battle at hand.

[*> Wood EIf

Favored Skills: +10 Archery, +5 Sneak,
Lockpicking, Pickpocket, Light Armor, Alchemy
Starting Spells: Flames, Healing

Racial Power—Command Animal: Target animal
becomes your ally for 60 seconds

Racial Abilities: 50% Disease and Poison
Resistance

A female Wood Elf
Ideal Play Style: Thief (Archer) O
The clanfolk of the Western Valenwood forests.
In the empire, they are called “Wood Elves,”
but they call themselves the Bosmer, or the
“Tree-Sap” people. Wood Elves are nimble and
quick in body and wit. Their curious natures and Paison and Disease Resistance is o combined v
natural agility make them good scouts, agents, the Redguard’s P
and thieves, and there are no finer archers in all g
of Tamriel.

erful, single-target version of the Animal Allegiance Shout. Its
t works only on onimals. [t is good outdoors or in animal dens

and caves, but not in most dungeons

esistance abilities. Like them, it can be
snto f'wi(“; mos!t ‘;f 'hC ng
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4 SKILLS AND PERKS &®

This section is arguably the most important in terms of character development. It details every skill and perk in the game and offers advice on what perks to take
based on your play style. Remember: You are what you play. You can develop any skill you want, at any fime. Don't ever feel locked in to a specific path just

because you've focused on it in the past.

SKILLS OVERVIEW 3>

"> Skill Effects

There are 18 skills in Skyrim, divided into three major sets: Combat, Magic,
and Stealth. As each skill increases, its primary effect improves; you also
gain access to perks in that skill that can grant you powerful new abilities or
bonuses. What does each skill do? Their primary effects are listed below:

COMBAT SKILLS: THE PATH OF MIGHT
R¥ SKiuL NAME _ PRIMARY EFFECTS)

Smithing Improves the value and properties of items you improve.
Heavy Amor  Reduces the domage you toke while wearing heavy armor.
i Block Reduces the damage you foke and the amount you stagger when
blocking attacks.
[ ] Two-Handed Increases the domage you inflict with two-handed weapons.
| OneHanded Increases the damage you inflict with one-handed weapons.
N Archery Increases the damage you inflict with bows.

STEALTH SKILLS: THE PATH OF SHADOW

Reduces the domage you foke while wearing light armor.

Sneak

[ ] todgicing
[ | Picpocee
[ ] peec
[ ] Achemy

MAGIC SKILLS: THE PATH OF SORCERY

Improves your ability to avoid detection while sneaking.

Increoses your ability to pick o lock successfully. Specifically, this skill
increases the arc ot which the pick succeeds and reduces the chance
that a pick will break.

Increases the chance that you con successfully pickpocket an item.

Improves the prices you receive when buying or selling items, and
improves your success at (Persuade), (Bribe), and (Infimidote)
dialogue challenges.

Improves the potency of potions and poisons that you craft.

R¥ SKILLNAME | PRIMARY EFFECTIS)
Hlusion Reduces the cost of lllusion spells.
N Conjuration Reduces the cost of Conjuration spells.
| Destruction Reduces the cost of Destruction spells.
N Restoration Reduces the cost of Restoration spells.
Alteration Reduces the cost of Alteration spells.
|| Enchanting Improves the potency of items you enchant.

#SkyrimLegendaryGuide

Read more about our favorite skills and their bonuses
at www.primagames.com/SkyrimLegendary

ire Quder s

o} ——

+ W SKYRIM

> Improving Skills: Skill Use

In the Elder Scrolls, you are what you play. In Skyrim, your skill growth

and level progression are determined by Skill Uses, a system that tracks the
actions you perform and increases your skills accordingly. You don’t have
to understand how this works—ijust play the way you want to play, and
you'll get better at it. But if you're the kind of adventurer who wants to know
everything you can to maximize your potential, read on.

What Are Skill Uses?

Each of the 18 skills is “watching” for particular events to occur in the game.
When one of those events occurs, the skill gains points based on the event's
magnitude. What magnitude actually means varies by event and is explained
in more detail below.

When the number of points in a skill passes a threshold, the skill
increases. These thresholds are ever-increasing, so raising a skill from 40 to
41 takes more uses and/or higher-magnitude uses than raising that same skill
from 20 to 21.

Each time a skill increases, it also contributes points toward your
character’s next level. The number of points depends on the level of the skill
that increased, so raising a skill from 40 to 41 will take you further foward
your next level than raising a skill from 20 to 21. It's important to remember
two key rules:

1. Your skills improve only if you use them effectively. For example:
Just swinging your sword around doesn't improve your One-Handed
skill. However, hitting someone with it does.
Just summoning an Atronach over and over again doesn’t improve your
Conjuration skill. But using the Atronach in combat does.
Just talking to everyone you meet doesn’t improve your Speech skill. You
have to actually buy and sell items and pass dialogue challenges.
2. Your skills generally improve faster if you use them in more challenging
situations. For example:
Your Archery skill improves faster if you use more powerful bows that
do more damage.
Your lllusion skill improves faster if you cast more difficult spells.

Your Lockpicking skill improves faster if you unlock harder chests.

(> Improving Skills: Training

During your journey, you will occasionally meet someone who has dedicated
their lives to mastering a particular skill. These are extremely talented
individuals; speak to them to request training from them in their specialty
skill. Most will be happy to oblige...for a price. Each Trainer has o degree of
competence—Journeyman, Expert, or Master:

Journeyman Trainers can improve your skill to @ maximum of 50.
Expert Trainers can improve your skill to a maximum of 75.
Master Trainers can improve your skill to a maximum of 90.

Even the most proficient Trainers in Skyrim cannot train you past 90. You'll
have to earn your way to 100!

The cost to train in a skill is based on your current skill level—the
Trainer’s skill has no effect. However, the Expert and Master Trainers are
often members of a faction and will train you only if you're @ member in
good standing. Joining a faction is usually easy, so if you want access to a
particular Trainer (or set of Trainers), it's worth doing early even if you don't
plan to pursue that faction’s quests right away.

SKILLS AND PERKS



When working with a Trainer, you will receive one skill increase each time you train. You can repeat this up fo five fimes with any combination of Trainers
before you must level up. You can then return to any Trainer and pay for up to five more skill points. If you gain a level while iraining, go level up, then speak to

the Trainer again if you want fo train more.

An Example: Maximizing Your Training

You wish to improve your Conjuration skill (which is 20), so you visit Runil—
the Journeyman Trainer—at the graveyard in Falkreath. He offers to train you
for 250 gold. Train with him, and you exchange the gold for one skill point.
You can train with him four more fimes this level, at a slightly higher cost
each time. When you're done, your skill is now 25 and you've spent a total
of 1,350 gold. You must now level up before you can pay o train again.
You could have received the same fraining from Phinis Gestor (College of
Winterhold) or Falion (in Morthal) or any combination of these three, but you
could never have trained your skill above 25.

If you're focused on increasing your favorite skills, be sure to visit their
Trainers often, ideally just after you level up. For best results, train and then
use the skill to help increase it as quickly as possible. Remember that you can
visit a variety of Trainers fo increase multiple skills!

Some Trainers can also be Followers, and a few of them are even
candidates for marriage!

RYDIFFICULTY AND SKILLS Do

Game Difficulty

Skyrim has six difficulty seftings: Novice, Apprentice, Adept, Expert, Master,
and legendary. The default difficulty is Adept. The difficulty level modifies
how damage is dealt in the game, as shown in the following table:

Y [pvir
L BY IRE

205
D Apprentice

x0.75

D Adept Xl xl

[ Expert x1.5 X0.75
[:] Moster x2 x0.5
D legendory 3 x0.25

What does this mean exactly? Well, think of the following example: While
playing on Novice difficulty, you take only half damage from enemy attacks,
and your attacks do double damage to your foes. This compares to Adept
(the default difficulty).

The difficulty level affects only those two statistics. It doesn't affect the
difficulty of any other challenges you may face (speech challenges, locks,
efc.), and it doesn't affect the rewards you receive (such as perks or loot).

You can change the difficulty at any time in the Gameplay Settings menu
{even during combat!). If you feel that the game is becoming too easy (or
difficult) for you, don't hesitate to make the switch.

Are the monsfrous denizens of skyrim proving too difficult to defeat? Then
reduce your difficully for fewer fraught confrontations.

25 TRAINI ENTORY TH

Legendary Survivor

Need a challenge? Then bump up your difficully to Legendary and foce down a
formidable foe!

Here are some plans for surviving on Skyrim’s hardest difficulty setting:
Legendary. These strategies apply to Master and Expert difficulty as well,
though they may be less critical there.

For about the first ten levels, many foes will be able to kill you in a single
hit. Even getting near them is dangerous, since they may perform a kill move
you can’t dodge. Keep your distance and used ranged attacks to wear them
down.

Followers are critical to your survival. Because your Followers are
actually taking less domage than normal on Legendary, they can withstand
a barrage of attacks that would easily fell you. During the initial events in
Helgen, stay behind your ally (Hadvar or Ralof). After making your escape,
recruit a defensive, melee-focused Follower, like Vorstag, Lydia, or Farkas,
and let them hold the enemy’s attention while you strike from range.

Seek out additional companions whenever the opportunity presents
itself. Recruit a dog, like Vigilance in Markarth or one of the Dawnguard
huskies. Pick up the Conjure Familiar or Conjure Flome Atronach spells for a
summoned ally. Quests that give you short-term or long-term Followers, like
the Dawnguard Main Quest (Serana) or Daedric Quest: A Daedra’s Best
Friend (Barbas), are also worth doing early.

Defense is the best offense. Decide which armor skill you plan to use
and stick to it. Focus on raising that skill, taking perks in it as soon as they
become available (especially perks that increase your Armor Rating) and
augmenting it with enchantments and potions. Look for other opportunities
to increase your defense as well. The Lord Stone’s Damage Reduction and
Magic Resistance bonuses are a great asset, as are potions or enchantments
that increase your other resistances.

SKILLS OVERVIEW  LEGENDARY DIFFICULTY AND SKILLS — (713




Crowd-control abilities are much more valuable in Legendary—you
simply can't survive being attacked by multiple foes at once. The Nord racial
power Battle Cry is ideal for this purpose, especially early in your adventure.
Illusion spells like Fear and Calm can remove a single enemy from the fight,
while Shouts like Animal Allegiance, Kyne's Peace, Dismaying Shout, and
Slow Time will help fend off larger groups. In Beast Form, the werewolf’s Fear
Howl is also very effective.

Survey the battlefield and use the terrain to your advantage. Snipe your
enemies from a distance or a different elevation and force them fo come to
you. Maintain that distance by backing away as you continue your assault.

Early on, you may be tempted to focus on noncombat or crafting skills
in order to gain some quick levels. Resist that temptation. As your level
increases, the foes you face become stronger as well. If you neglect your
combat skills, you may fall even further behind.

That said, don’t neglect your support skills forever. If you can survive the
first few levels, gradually investing in skills like Smithing, Enchanting, and
Alchemy can help you gain an edge later on.

Scour the Training section of this guide for tips and advice, and take
it to heart. Many tips that are only useful on a lower difficulty level—like
getting “free” healing by leveling up when your health is low—are absolutely
essential to your survival.

[>> Legendary Skills

Need to be written about in Nord sogas of yore? Then truly master a skill
(such as Archery) by taking it to Legendary status...and beyond)!

Once one of your skills reaches 100, it cannot increase any further. You

can confinue fo use it, toking advantage of your mastery of the skill (and its
high-level perks, if you choose to acquire them). However, because you gain
levels based on skill increases, continuing to use this skill will not help you
progress toward the next level. Eventually, once all of your skills reach 100,
you will no longer be able to gain levels ot all.

When one of your skills reaches 100, a new option will appear when
you highlight its constellation on the Skills menu: Legendary. To make that
skill Legendary, press the Legendary button and confirm your choice. Several
things will then happen:

The skill will be marked as Legendary (an icon appears below the skill).
The skill will be reset from 100 to 15.
Any perks that you had in the skill will be refunded.

In effect, the Legendary skill system allows you to start over again with
a skill. You can continue using it, work your way back up to 100, and gain
levels as you do so (because the skill is increasing). If you reach 100, you
can choose to roll it over again. This allows you to continue gaining levels
and amassing perk points indefinitely!

If you reset a skill multiple times, @ number will appear next to the
Legendary icon below that skill, recording how many times you have reached
100 with it.

Each new level is increasingly difficult to attain, so even with multiple
Legendary skills, you shouldn't expect to acquire every possible perk. Note
that Legendary skills are not better than non-Legendary skills—the Legendary
designation simply recognizes that you had mastered the skill and chose to
start over with it again.

5
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[>> Legendary Skills: General Advice

Crofting the finest armor with the most impressive enchantments, and then reset
your Smithing and Enchantment skills; you can still use the fruits of your labor.

Legendary skills are not for everyone. The Skill 100 perks are entertaining
and powerful and reward you for the effort it took to master their skill in the
first place. Try them out. Don’t be too quick to throw away the chance to
forge Dragonbone Armor, craft the perfect potion, or call upon a Blizzard

to devastate your foes. Even without Legendary skills, you can still reach a
very high level (80+), and you can always choose to make a skill Legendary
later on.

While you can make a skill Legendary at any time, if you're sure you
want to reset a particular skill, it's generally best to do so as soon as it
reaches 100. Otherwise, you may be throwing away skill uses that could
have counted toward your next level.

There is one exception to that rule: If a skill can provide you with an
ongoing benefit even after you've reset it, make sure to take advantage of
it. For example, use your Smithing skill to forge and improve a complete set
(or two) of Dragonbone or Daedric weapons and armor. Once you reset
your Smithing skill, you'll be back to working with iron weapons and armor
again—but you can continue to use anything you previously crafted.

Similarly, use your Enchanting skill to enchant your best gear before
you reset it, and use Alchemy to stockpile a collection of powerful potions or
poisons. While you won't lose any enchantments or recipes you‘ve learned
when you reset a skill, it will be o while before you can make anything as
powerful again.

The Master-level Conjuration spells allow you to permanently summon (or
create) Thralls. These spells are powerful but are prohibitively costly without
the Skill 100 Master Conjuration perk. Before you reset your Conjuration
skill, make sure to summon a Thrall (or two, if you have the Twin Souls perk).
They'll continue to follow you even after you've reset your Conjuration skill.

Some skills, especially crafting skills, can be relatively easy to build up
again...if you're prepared. If your skill is approaching 100 and you plan
to reset it, take some fime to collect low-level raw materials like Iron Ore,
Dwarven Scrap, Petty and Lesser Soul Gems, unenchanted weapons and
armor, and loose ingredients you can craft with after the reset. If you plan
to reset Speech, this is a great fime to do it, since these crafting sessions will
produce a large number of low-level items o sell.

Don't reset too many skills at once—make sure you still have enough
high-evel skills to be successful in combat. Otherwise, you may find yourself
lowering the difficulty just to survive.

When you reset a skill, it helps to have o high-level skill of o similar
type that you can fall back on while you work your old skill back up to 100.
For example, before resetting an offensive skill (One Handed, Two Handed,
Archery, Destruction, Conjuration), make sure you have another offensive
skill at 50+ in case you find yourself in need of more attack power. Similarly,
before resetting a defensive skill (Heavy Armor, Light Armor, Alteration,
Restoration), make sure you have a second defensive skill ready to help you
mitigate or recover from damage.

Save first. When you reset a skill, your character will suddenly become
much less powerful. You may find it surprisingly difficult to cope with the loss
of a combat, armor, or support skill you've come to rely on, especially if you
don't have an appropriate backup skill. Since this is one choice you can't
undo, make sure you have a save you can fall back on, just in case.
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Combat Skills: The Path of Might

Smithing
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Journeyman Trainer: Expert Trainer: Master Trainer: Eorlund Master Trainer: Gunmar, in Fort
Ghorza, of Markarth Balimund, of Riften Gray-Mane, of Whiterun Dawnguard (after being recruited)

Heavy Armor

There is no Journeyman Trainer for this skill.

Expert Trainer: Gharol of Master Trainer: Farkas of the Master Trainer: Isran, Master Trainer: Kuvar, in
Dushnikh Yal, in the Reach Companions, in Whiterun in Fort Dawnguard Thirsk Mead Hall (Solstheim)

Block

There is no Journeyman Trainer for this skill.

Expert Trainer: Njada Stonearm Master Trainer: Larak of Mor
of the Companions, in Whiterun Khazgur, in the Reach

Two-Handed

There is no Journeyman Trainer for this skill.

-~
Expert Trainer: Torbjorn Shatter- Master Trainer: Fura Master Trainer: Wulf Wildblood, Master Trainer: Vilkas, of the
Shield, of Windhelm Bloodmouth, in Castle Volkihar of the Skaal Village (Solstheim) Companions, in Whiterun
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Journeyman Trainer: Expert Trainer: Aela the Huntress, Master Trainer: Niruin, of the Master Trainer: Sorine Jurard, in Fort
Faendal, of Riverwood of the Companions in Whiterun Thieves Guild, in Riften Dawnguard (after being recruited)

One-Handed

Journeyman Trainer: Expert Trainer: Athis, of the Master Trainer: Burguk,
Amren, of Whiterun Companions in Whiterun of Dushnikh Yal in the Reach

Archery

Stealth Skills: The Path of Shadow

Light Armor

Journeyman Trainer: Scouts-Many- Expert Trainer: Grelka, Master Trainer: Nozir,
Marshes, of Windhelm of Riften of the Dark Brotherhood

Journeyman Trainer: Khayla, Expert Trainer: Garvey, Master Trainer: Delvin Mallory,
of the Khaijiit Caravans of Markarth of the Thieves Guild, in Riften

Lockpicking

There is no Journeyman Trainer for this skill.

Expert Trainer: Majhad Master Trainer: Vex,
of the Khajiit Caravans. of The Thieves Guild,
in Riften.
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Pickpocket

Master Trainer: Vipir, of the
Thieves Guild in Riften

Expert Trainer: Silda the
Unseen, of Windhelm

Journeyman Trainer: Ahkari,
of the Khaijiit Caravans

Speech

Master Trainer: Geraud
Gemaine, of the Bards
College in Solitude

Expert Trainer: Ronthil,

Expert Trainer: Ogmund
in Castle Volkihar

Journeyman Trainer:
the Skald, of Markarth

Journeyman Trainer:
Revyn Sadri, of Windhelm

Dro’marash, of the Khajiit
Caravans

Alchemy

i\
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Master Trainer: Babette,

Expert Trainer: Milore lenth,
of the Dark Brotherhood

Expert Trainer: Arcadia,
of Raven Rock (Solstheim)

Journeyman Trainer: Lami,
of Whiterun

of Morthal

Magic Skills: The Path of Sorcery

Illusion

There is no Journeyman Trainer for this skill.

Master Trainer: Drevis Neloren,

Expert Trainer: Atub,
of the College of Winterhold

of Largashbur in the Rift

Conjuration
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Master Trainer: Tolvas Fathryon,
of Tel Mithryn (Solstheim)

Master Trainer: Falion,

Expert Trainer: Phinis Gestor,
of Morthal

Journeyman Trainer: Runil,
of the College of Winterhold

of Falkreath

THE TRAINERS OF SKYRIM AND SOLSTHEIM



Destruction

Expert Trainer: Garan Marethi,
in Castle Volkihar

Journeyman Trainer: Wuunferth
the Unliving, of Windhelm

Master Trainer: Faralda,
of the College of Winterhold

Expert Trainer: Sybille
Stentor, of Solitude

Restoration

Expert Trainer: Keeper
Carcette, in the Hall of the
Vigilant

Journeyman Trainer:
Aphia Velothi, in Raven
Rock (Solstheim)

Alteration
There is no Journeyman Trainer for this skill.

Expert Trainer: Colette
Marence, of the College
of Winterhold

Master Trainer: Florentius
Baenius, in Fort
Dawnguard (after being
rescued)

Master Trainer: Danica
Pure-Spring, of Whiterun

Enchanting

There is no Journeyman Trainer for this skill.

Master Trainer: Tolfdir, of the
College of Winterhold

Expert Trainer: Dravyneaq,
of Kynesgrove, in Eastmarch

Expert Trainer: Sergius
Turrianus, of the College of

Master Trainer: Neloth,
of Tel Mithryn (Solstheim)

Master Trainer: Hamal,
or Markarth

Winterhold

Skill Trainers are also referenced when they relate to quests or specific Atlas locations later in this guide.

KA

The Doors of Oblivion (Conjurction), one of five
copies known fo exist.

Scattered throughout Skyrim are several rare
Skill Books, each associated with a particular
skill. The first time you read each book, the
associated skill increases by one. There are
five different named books for each skill (90
different book titles), so a diligent collector can
potentially increase each skill by 5 points.

There are multiple copies of each book in the world (usually three to
five). However, you gain a skill point only the first time you read a book—
rereading that book, or any of its copies, has no further effect. For example,
those interested in the Sneak skill should look for the following books: Three
Thieves (four copies), 2920, Last Seed, v8 (four copies), Sacred Witness (four
copies), Legend of Krately House (three copies), and The Red Kitchen Reader
(five copies). This means there is a total of 20 Sneak Skill Books, and 5 points
you can add fo your Sneak from reading the first copy you encounter of
each tome.

§ider Ser

YRIM

o)

v & sSK

IMPROVING SKILLS: SKILL BOOKS

B2
[2> & Improving Skills: Scholars” Insight Power

Another way to increase your Skills is to complete
Solstheim Side Quest: Black Book: The Winds
of Change (page 612). Locate this Black Book
inside Bloodskal Barrow (which is accessed via
Raven Rock Mine]. Once you find the Reward
Book at the end of your expedition through
Apocrypha, choose the Scholar’s Insight
Power; this grants you an extra skill point each
time you read a Skill Book.

SKILLS AND PERKS - SKILL CONSTELLATIONS



An Amulet of Dibella, which adds +15 to your Speech.

There are a variety of other ways to temporarily
boost your skills (or their primary effects):

Equip enchanted items that increase
that skill.

Drink a potion that boosts the skill.

Acquire a Shrine Blessing or other temporary
bonus to the skill.

[>> General Advice on Improving Skills
When improving your skills, heed the following advice:

In general, it's better to increase your skills and level up naturally,
rather than trying to find ways to exploit the game. In fact, it may make your
adventure harder, since you'll lack the gear and tactics needed to survive
higher-level combat.

There is no fixed “maximum level” (i.e., Level 50) for you to attain.
However, if you were to raise all of your skills to 100, this would take you to
around level 80. As you're able to choose only one perk each time you level
up, and there are well over 200 skill-based perks, don't fixate on obtaining
every single one. Instead, focus on improving the skills you're most interested
in, and ignore perks you won't take advantage of, even if they're in a skill
you use constantly. For those adept adventurers who reach the higher level
echelons, consult the section on Legendary Skills (page 13).

Statistically, it's better to save Skill Books for higher levels, when the
amount of effort or the cost of training needed to increase a skill rises
dramatically. However, this tends to be difficult to do in practice, since you
automatically read a book when picking it up and won't know in advance

L4
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For example: Say you have a Speech of 40 but want to get better prices for a
collection of loot you're about to sell. You could look for ways to permanently
increase your skill, like completing dialogue challenges, training, or reading
Skill Books. You can also equip an Amulet of Dibella (+15 Speech), pray at a
Shrine of Dibella (+10% Better Prices), give a beggar a gold piece fo receive
the Gift of Charity (+10 Speech), or quaff a Potion of Glibness (+20 Speech).
Then head over fo your merchant of choice and wring out every last gold
coin you can.

that it's a Skill Book. Unless you're intent on raising every skill to 100, it's best
not to worry about this.

If you're most of the way to your next level and just need one or two
more skill increases, here are some options:

If you have the gold, training is always a good option. If you're short on
gold, try training in a skill you haven't used as much, as it will be less
expensive (although it also won't count as much toward your next level).

Do you have any Skill Books you haven't read?

Are there any ingredients you haven’t sampled? Especially at low skill
levels, your Alchemy skill rises quickly just by eating common ingredients
and learning their first effect.

Do you have a lot of ingredients? You may be able to make some potions.
Give Alchemy a try!

Do you have any ingots or smithing supplies? You might be able to forge
or improve something. Try your hand at Smithing.

SKILL CONSTELLATIONS ¢

This section explores the entirety of the Skill Constellations. These are
colorcoded for combat skills: the Path of Might (red), Stealth skills; the Path of
Shadow (green); and Magic skills: the Path of Magic (blue).

‘ % Dawnguoard introduces Skill Constellations for Vampire Lords:
| 4P The Path of Undeath (purple) and Werewolves: The Path of the
| Lycanthrope [orange). Seek out these minor constellations starting on

| page 61.
| Dawnguard allows you fo create Dragonbone Weapons, as part

of your Smithing skill.
| &5, Dragonborn allows you to create new types of armor and
% weapons (Bonemold, Chitin, Nordic, and Stalhrim) as part of your
| Smithing skill.

Dragonborn allows you to craft and enchant staffs.

| As a reward for completing Dragonborn Main Quest: At
the Summit of Apocrypha (see page 601), you are able to
expend a Dragon Soul fo reset all of the perks in one of the

Skill Constellations. So, if you decide you don't like your previous perk
selections or want fo try something different, this is now possible.

There are three general categories of perks that deserve special mention:

Skill-improvement perks: Many constellations offer a perk that simply
makes you better at that skill's primary effect (e.g., Agile Defender for Light
Armor, Juggernaut for Heavy Armor, Stealth for Sneak]. Choosing these
perks is akin to receiving a huge number of skill increases for that skill all
at once. These perks may not be as “flashy” or instantly gratifying as some
of the other perks, but they are always a strong, effective choice.

Magic rank perks: The five schools of magic each have a series of “rank”
perks (Novice, Apprentice, Adept, Expert, and Master) that dramatically
decrease the cost of spells from that school. These perks are absolutely
critical to your ability to use magic effectively and should be a top priority
for any serious mage.

Tiered perks: Some perks can be selected multiple fimes for increased
effect. These bonuses do not stack. For example, Heavy Armor’s
Juggernaut 1 perk increases your armor rating by 20%, while Juggernaut
2 increases your armor rating by 40%. After taking Juggernaut 2, you will
have a bonus of 40%, not 60%.

@é NOTE % = This highlights some of the best or most inferesting perks
in a particular Skill Constellation.

<\"\;';) NOTE  Total Perks for all Combat Skills: 91
Total Perks for all Stealth Skills: 74
Total Perks for all Magic Skills: 86
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COMBAT SKILLS: THE PATH OF MIG

Smithing is the art of creating and improving weapons and armor. Smithing The main choice

workstations include the blacksmith forge, grindstone (for weapons), and presented by your
workbench (for armor). Any improvements made at any of these stations count Smithing perks is
toward your Smithing skill; the amount of increase is based on the value of the obvious: Are you

item you craft or improve. To increase this skill as quickly as possible, forge your
own items and then improve them. You can make hide and iron items without
taking any perks. You can improve any item without taking any perks. However,
you need perks to create any advanced items, such as dwarven or ebony

weapons and armor.

Mining, smelfing, and tanning provide raw materials for smithing, although
they do not count toward this skill. Smithing synergizes well with Enchanting,
since it guarantees you a ready supply of items to enchant. For more information
on all of these activities, see the Crafting section on page 70.

> Available Smithing Perks

1. STEEL SMITHING

You can create Steel and Bonemold armor and
weapons af forges and improve them twice as
much.

Requires: Smithing 20
2. ARCANE BLACKSMITH *

You can improve magical weapons and armor.

Requires: Smithing 60

This is one of the most useful Smithing perks,
especially if you plan to focus on Enchanting

as well. If your Enchanting skill is low, you can
improve a piece of gear that has a powerful
enchantment but a weak armor rating to keep

it viable for longer or you can make an already
great item even better. If you're a master artisan,
you can make your own gear from scratch,
enchant it, temper if, and then either use it or sell
it for a considerable profit.

3. ELVEN SMITHING

You can create Elven armor and weapons (as
well as Chitin and Heavy Chitin Armor) at
forges and improve them twice as much.

Requires: Smithing 40, Steel Smithing

4. ADVANCED ARMORS
You can create Scaled and Steel Plate armor

(as well as Nordic carved armor and weapons)

at forges and improve them twice as much.
Requires: Smithing 50, Elven Smithing

5. GLASS SMITHING

You can create glass armor and weapons at
forges and improve them twice as much.

Requires: Smithing 70, Advanced Armors

6. DWARVEN SMITHING *

You can create dwarven armor and weapons
at forges and improve them twice as much.

Requires: Smithing 30, Steel Smithing

Once you begin exploring Dwarven Ruins, you'll
discover tons of scrap metal that you can smelt
down into ingots. This is a great source of free,
convenient crafting materials for your smithing
practice. Taking this perk allows you to make
better (and thus more valuable) dwarven items
from these ingots, which improves your Smithing
skill even more quickly and allows you to turn a
nice profit too.

7. ORCISH SMITHING

You can create Orcish armor and weapons at
forges and improve them twice as much.

Requires: Smithing 50, Dwarven Smithing

[®> Racial Benefits [*> Trainers

+5 Smithing Journeyman: Ghorza gra-Bagol, Blacksmith’s, in Markarth.
) Nord Expert: Balumund, Blacksmith’s, in Riften.
) Orc Master: Eorlund Gray-Mane, Skyforge, in Whiterun.
) Redguard Master: Gunmar, Blacksmith’s, in Fort Dawnguard.

"

» @ SKYRIM

interested in making and
improving Light Armor,
like Elven, Scale, Glass,
and Dragonscale? Or
Heavy Armor, like Steel,
Dwarven, Orcish, Ebony, Daedric, and Dragonplate? Focus on the side of
the constellation that appeals most fo you.

Constellation: Path of Might
Available Perks: 10

8. EBONY SMITHING
You can create ebony armor and weapons
(as well as Stalhrim Armor, Light Stalhrim
Armor, and Stalhrim Weapons*) at forges, and
improve them twice as much.
Requires: Smithing 80, Orcish Smithing

S5 NOTE If you've completed
Solstheim Side Quest: A New
Source of Stalhrim.

9. DAEDRIC SMITHING
You can create Daedric armor and weapons at
forges and improve them twice as much.
Requires: Smithing 90, Ebony Smithing

Daedric weapons and armor are not available in
shops, so the only way to get them is fo find or
make them.

10. DRAGON ARMOR
You can create Dragon Armor and
Dragonbone Weapons at forges and improve
them twice as much.
Requires: Smithing 100, Glass Smithing, OR
Daedric Smithing

Dragonplate and Dragonscale armors are not
available in shops, so the only way to get them is
to find or make them.

[*> Other Resources

For a list of Smithing Skill Books, and where
to look for them, consult page 1091.
' You can find a list of Smithing Recipes later in
this Training chapter, beginning on page 79.
' The following quests can also increase
this skill:
' Other Factions Quest: Rjorn’s Drum
(page 416).
' Daedric Quest: Discerning the
Transmundane (page 384).

' Miscelloneous Obijectives: The Reach:
The Last Scabbard* (page 492).

Favor: ltem Retrieval (Cave)* (page 500).
» Favor: Rare Item Hunt* (page 500).

SKILL CONSTEULATIONS



X COMBAT SKILLS: THE PATH OF MIGHT — HEAVY ARMOR

Heavy Armor allows you to make more effective use of Iron, Steel, Dwarven,
Orcish, Ebony, Dragonplate, Daedric, and related armors. It offers excellent
protection, though its weight will slow you down and reduce the amount of gear
you can carry. High-end sets of heavy armor are especially rare, so you may
wish to consider Smithing so you can craft your own when the time comes.

The Heavy Armor constellation has
two main themes: the left arc focuses on
unusual perks or those useful in specific
situations, while the right arc emphasizes
statistically powerful perks for Heavy

A . : Armor purists.
Your Heavy Armor skill increases when you take damage while wearing Rf PUriss

heavy armor, based on the damage of the incoming blow. If you're wearing
more than one kind of armor, the incoming damage is divided up among the
pieces before being used to calculate skill uses. So, the more heavy armor
you're wearing, the more damage will be assigned to it, and the faster this skill
will increase.

Constellation: Path of Might
Available Perks: 12

(> Available Heavy Armor Perks

1-5. JUGGERNAUT (5 RANKS) * 7.

Rank 1: Increases the armor rating of your
heavy armor by 20%.

WELL FITTED *

Get a 25% Armor bonus if wearing all heavy
armor: head, chest, hands, feet.
Requires: Heavy Armor 30, Juggernaut 1

Conditioning reduces the weight of heavy armor
you're wearing (it doesn’t affect the weight of
armor in your inventory) and eliminates the speed
penalty for wearing it. If that appeals to you but

Requires: None
e you aren’t excited about having to take Fists of

Rank 2: Increases the armor rating of your
heavy armor by 40%.

This bonus stacks with Juggernaut and Matching
Set—a must-have for anyone serious about using
Heavy Armor.

Steel and Cushioned to reach this perk, try out
the Steed Stone ability (from one of the Standing
Stones): it has almost the same effect and won't

Requires: Heavy Armor 20, Juggernaut 1
cost you any perks.
. CUSHIONED

Half-damage from falling if wearing all heavy
armor: head, chest, hands, feet.
Requires: Heavy Armor 50, Fists of Steel

Rank 3: Increases the armor rating of your 8
heavy armor by 60%.
Requires: Heavy Armor 40, Juggernaut 2

11. MATCHING SET
Additional 25% Armor bonus if wearing a
matched set of heavy armor.

Rank 4: Increases the armor rating of your
Requires: Heavy Armor 70, Tower of Strength

heavy armor by 80%.
Requires: Heavy Armor 60, Juggernaut 3

Worth considering if you enjoy climbing
mountains and scampering up rocks and don't
want to worry about fall damage.

This bonus stacks with Juggernaut and Well Fitted.
It's challenging to acquire a complete set of the

Rank 5: Increases the armor rating of your
high-end heavy armor (unless you're specializing

h by 100%.
Recv?’ or.m:r . A 3 80, J ' 4 9. TOWER OF STRENGTH in Smithing), so make sure you have a matching
SRR Get 50% less stagger when wearing only set before taking this perk.
6. FISTS OF STEEL heavy armor.

12. REFLECT BLOWS

Gain a 10% chance to reflect melee damage
back to the enemy while wearing all heavy
armor: head, chest, hands, feet.

Requires: Heavy Armor 100, Matching Set

Unarmed attacks with heavy armor gauntlets Requires: Heavy Armor 50, Well Fitted

do their armor base rating in exira damage.
Requires: Heavy Armor 30, Juggernaut 1

10. CONDITIONING

Heavy armor weighs nothing and doesn’t slow
Although unarmed combat doesn’t increase you down.
any of your skills, it can still be a viable option,

especially for Khaijiits (whose Claws racial ability
also improves unarmed attacks). This perk makes

brawls dramatically easier.

Requires: Heavy Armor 70, Cushioned

Other Resources
For a list of Heavy Armor Skill Books, and

'>> Racial Benefits (> Trainers >

+10 Heavy Armor Expert: Gharol, Dushnikh Yal, in The Reach.
Nord Master: Farkas, the Companions of Jorrvaskr, in Whiterun. where to look for them, consult page 1091.
+5 Heavy Armor Master: Isran, Fort Dawnguoard, in The Rift. You can find a Iisllof 'Heovy Armor items in
) Imperial Master: Kuvar, Bujold’s Refreat, then Thirsk Mead Hall, the Inventory, beginning on page 140.
in Solstheim. The following quests can also increase
this skill:
Other Factions Quest: Rjorn’s Drum
(page 416).

' Daedric Quest: Discerning the
Transmundane (page 384).

' Favor: The Bandit Slayer* (page 500)
Solstheim Side Quest: Filial Bonds
(page 621)

COMBAT SKILLS: THE PATH OF MIGHT - SMITHING . HEAVY ARMOR - 21
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Block is the art of deflecting an enemy’s blows with your shield or weapon.
Your Block skill reduces the damage you take and the amount you stagger
when you block an attack. Your skill increases when you successfully block
damage (based on the damage of the blow before it was blocked) or when
you successfully bash an enemy with a weapon or shield.

Parries with one- or two-handed weapons are also improved by your
Block skill and by many Block perks—you don’t have fo use a shield to

&A COMBAT SKILLS: THE PATH OF MIGHT — BLOCK B3>

In the Block constellation, the left arc
offers shield-specific damage-reduction
perks, while the right arc focuses on Bash
and Power Bash perks that work with both
shield and weapon blocks.

Constellation: Path of Might

Available Perks: 13

benefit from this skill. But remember that if you have a second weapon or

spell equipped in your left hand, you can’t block at all.

[*> Available Block Perks

1-5. SHIELD WALL (5 RANKS)
» Rank 1: Blocking is 20% more effective.
Requires: None
' Rank 2: Blocking is 25% more effective.
Requires: Block 20, Shield Wall 1

' Rank 3: Blocking is 30% more effective.
Requires: Block 40, Shield Wall 2

' Rank 4: Blocking is 35% more effective.
Requires: Block 60, Shield Wall 3

» Rank 5: Blocking is 40% more effective.
Requires: Block 80, Shield Wall 4

6. DEFLECT ARROWS
When you block with a shield, arrows that hit
the shield do no domage.
Requires: Block 30, Shield Wall 1
This perk greatly reduces the damage you take
while rushing archers, but it's much less effective

once you've engaged the enemy, since your shield
may not be in the right place at the right time.

7. POWER BASH

Able to do a Power Bash.

Requires: Block 30, Shield Wall 1
This perk unlocks a new Power Bash move that
sends enemies flying. This is a great addition to
your arsenal, especially if you're employing a
weapon-and-shield combat style.

[*> Racial Benefits

+5 Block
> Imperial
) Nord
» Orc
) Redguard

o)

[*> Trainers

Expert: Njada Stonearm, the Companions of Jorrvaskr,
in Whiterun.

Master: Chief Larak, Mor Khazgur, in The Reach.

8. QUICK REFLEXES
Time slows down if you are blocking during an
enemy’s power aftack.
Requires: Block 30, Shield Wall 1

Quick Reflexes gives you a chance to react and
dodge or (better yet) respond with o bash to
counter the attack.

9. DEADLY BASH
Bashing does five times more damage.
Requires: Block 50, Power Bash

While this sounds powerful, bashes don’t do much
damage to start with. The damage bonus certainly
doesn’t hurt, but it's still much faster to kill enemies
with your weapon than with your shield.

10. ELEMENTAL PROTECTION *
Blocking with a shield reduces incoming fire,
frost, and shock damage by 50%.
Requires: Block 50, Deflect Arrows

This perk is especially powerful when fighting
mages. Combine with the Breton’s Magic
Resistance or the Alteration Magic Resistance
perks for almost impenetrable defense, allowing
you to shrug off enemy spells with easel

11. BLOCK RUNNER
Able to move faster with a shield raised.
Requires: Block 70, Elemental Protection

Block Runner helps you close the distance with a
ranged mage or archer and allows you to cover
more ground when making a Shield Charge.

12. DISARMING BASH *
Chance to disarm when power bashing.
Requires: Block 70, Deadly Bash

Disarming Bash gives you a chance to knock
away an enemy's equipped weapon if he is in the
middle of executing a power attack. While many
enemies have backup weapons (often daggers),
they're significantly less powerful, so you can
usually crush a disarmed foe with ease. This is

a great perk, at least unfil you learn the Disarm
Shout, which does this more reliably. Consult the
Shouts section fo find out how to acquire this; you
may wish to ignore this perk if the Shout becomes
more useful to you.

13. SHIELD CHARGE
Sprinting with a shield raised will knock down
most targets.
Requires: Block 100, Block Runner OR
Disarming Bash

Shield Charge is great for forcing your way out
of a mob of enemies if you get surrounded or
buying a few moments to recover in the middle of
a difficult battle.

[*> Other Resources

» & SKYRIM

) For a list of Block Skill Books, and where to look

for them, consult page 1091.

You can find a list of Shields and other Block-
related items in the Inventory, beginning on
page 140.

The following quests can also increase this skill:

Other Factions Quest: Rjorn’s Drum
(page 416).

' Daedric Quest: Discerning the Transmundane
(page 384).

> Miscellaneous Obijectives: Haafingar Hold
(Dragon Bridge): Dragon’s Breath Mead*
(page 490).

' Miscellaneous Obijectives: The Reach:
The Ghost of Old Hroldan* (page 492).

> Favor: ltem Retrieval (Bandit Camp)*
(page 500)

) Favor: ltem Retrieval (Cave)* (page 500)

) Solstheim Side Quest: Filial Bonds (page 621)

SKILL CONSTELLATIONS
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OMBAT SKILLS: THE PATH OF MIGHT — TWO-HANDE

The Two-Handed skill governs the use of large weapons such
as greatswords, battleaxes, and warhammers. Those trained in
this skill deliver more lethal and powerful blows. To improve this
skill, damage enemies with a Two-Handed weapon. The skill
improves based on the amount of damage you do (minus any

enchantments), not the number of swings you take, so you get the

same increase regardless of how many hits it takes to fell your foe.

[*> Available Two-Handed Perks

1-5. BARBARIAN (5 RANKS) %

Rank 1: Two-Handed weapons do 20% more
damage.
Requires: None

» Rank 2: Two-Handed weapons do 40% more
damage.
Requires: Two-Handed 20, Barbarian 1

» Rank 3: Two-Handed weapons do 60% more
damage.
Requires: Two-Handed 40, Barbarian 2

Rank 4: Two-Handed weapons do 80% more

damage.

Requires: Two-Handed 60, Barbarian 3

Rank 5: Two-Handed weapons do twice as

much damage.

Requires: Two-Handed 80, Barbarian 4
This perk provides a massive +20% bonus to your
Two-Handed weapon damage with each rank.
This is o huge boost; make this perk your top
priority whenever your skill level permits.

6. CHAMPION'S STANCE *
Power attacks with Two-Handed weapons cost
25% less stamina.
Requires: Two-Handed 20, Barbarian 1
In effect, this perk allows you to power attack
more often. Two-Handed weapons excel at
devastating power attacks, so this is a solid
choice.

7-9. DEEP WOUNDS (3 RANKS)

» Rank 1: Attacks with greatswords have a 10%
chance of doing critical damage.

Requires: Two-Handed 30, Barbarian 1

Rank 2: Attacks with greatswords have a 15%
chance of doing even more critical damage.

[*> Racial Benefits

+10 Two-Handed
> Nord

+5 Two-Handed
) Orc

Constellation: Path of Might
Available Perks: 19

Requires: Two-Handed 60, Deep Wounds 1

' Rank 3: Attacks with greatswords have a 20%
chance of doing even more critical damage.

Requires: Two-Handed 90, Deep Wounds 2

When a weapon scores a crifical hit, it deals
50% more damage, more for Ranks 2 and 3.
Statistically, this perk works out to a 5% boost in
your average damage over time at Rank 1 and
a 15% boost by Rank 3. That's not nothing, but
Barbarian is still better.

10-12. LIMBSPLITTER (3 RANKS)
Rank 1: Attacks with battleaxes cause extra
bleeding damage.
Requires: Two-Handed 30

Rank 2: Attacks with battleaxes cause more
bleeding damage.

Requires: Two-Handed 60, Limbsplitter 1
Rank 3: Attacks with battleaxes cause even
more bleeding damage.

Requires: Two-Handed 90, Limbsplitter 2

The exact amount of bleeding damage depends
on the axe, but in general, this perk causes each
hit to do 1 to 3 points of damage each second
for 3 to 6 seconds, with the higher ranks pushing
higher into that range, making this roughly
equivalent o a shortlived lingering poison.

13-15. SKULLCRUSHER (3 RANKS)

Rank 1: Attacks with warhammers ignore 25%
of armor.

Requires: Two-Handed 30

» Rank 2: Attacks with warhammers ignore 50%
of armor.
Requires: Two-Handed 60, Skullcrusher 1
Rank 3: Attacks with warhammers ignore 75%
of armor.
Requires: Two-Handed 90, Skullcrusher 2

[>> Trainers

' Expert: Torbjorn Shatter-Shield, Candlehearth Hall and the
streets of Windhelm.

' Master: Fura Bloodmouth, Castle Volkihar, in Haafingar
Hold (Sea of Ghosts).

' Master: Vilkas, the Companions of Jorrvaskr, in Whiterun.
' Master: Wulf Wild-Blood, of Skaal Village, in Solstheim.

COMBAT SKILLS: THE PATH OF MIGHT - BLOCK * TWO-HANDED

THE BESTIARY

A number of perks in the Two-Handed constellation improve
a specific type of Two-Handed weapon. If you generally use the
best weapon you can find (no matter what type it is), it's wiser
to invest your perks elsewhere: better to have a bonus you can
rely on than one you see only occasionally.

QUESTS ATLAS OF SKYRIM
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This perk has no effect against unarmored
enemies, but it can make it significantly easier to
take down a heavily armored foe, such as many
bosses. '

16. DEVASTATING BLOW
Standing power attacks do 25% bonus
damage with a chance to decapitate your
enemies.
Requires: Two-Handed 50, Chompion’s Stance

This is a strong, reliable damage bonus. The
decapitation adds a grotesquely satisfying visual
touch but applies only if your attack already killed
the enemy (this perk doesn't give you a chance of
an instant kill).

17. GREAT CRITICAL CHARGE

You can do a Two-Handed power attack while

sprinting that does double critical damage.

Requires: Two-Handed 50, Champion’s Stance
Less powerful than it might appear, the “double
critical damage” bonus applies only if you land o
critical hit in the first place. More importantly, you
have to remember to use it for it to be effective.
Take this if you find yourself making “berserker
rushes” on your own.

18. SWEEP

Sideways power attacks with Two-Handed
weapons hit all fargets in front of you.
Requires: Two-Handed 70, Devastating Blow
OR Great Critical Charge

Great ot clearing out swaths of enemies in a
single blow.

19. WARMASTER

Backward power attacks have a 25% chance
to paralyze the target.

Requires: Two-Handed 100, Sweep

Other Resources

For a list of Two-Handed Skill
Books, and where to look for
them, consult page 1091.

>

> You can find a list of Two-Handed
items in the Inventory, beginning
on page 136.

The following quests can also
increase this skill:

) Other Factions Quest: Rjorn’s
Drum (page 416).

' Daedric Quest: Discerning the
Transmundane (page 384).

' Favor: A Good Talking To*
(page 499).
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COMBAT SKILLS: THE PATH OF MIGHT — ONE-HAND

The One-Handed skill governs the use of weapons like the sword,

war axe, mace, and dagger. Those trained in this skill deliver more
deadly blows. To improve this skill, you must damage enemies with a
One-Handed weapon. The skill improves based on the amount of damage
you do (minus any enchantments), not the number of swings you take;
therefore, while it might take 10 hits to kill a bandit with a dagger, you
would get the same skill increase for killing him in three hits with a mace.

[*> Available One-Handed Perks

1-5. ARMSMAN (5 RANKS) *

Rank 1: One-Handed weapons do 20%

more damage.

Requires: None

' Rank 2: One-Handed weapons do 40%
more damage.

Requires: One-Handed 20, Armsman 1

Rank 3: One-Handed weapons do 60%

more damage.

Requires: One-Handed 40, Armsman 2

Rank 4: One-Handed weapons do 80%

more damage.

Requires: One-Handed 60, Armsman 3

Rank 5: One-Handed weapons do twice

as much domage.

Requires: One-Handed 80, Armsman 4
This perk provides a massive +20% bonus to your
One-Handed weapon damage with each rank.
This is a huge boost; make this perk your top
priority whenever your skill level permits.

6. FIGHTING STANCE *
Power attacks with One-Handed weapons cost
25% less stamina.
Requires: One-Handed 20, Armsman 1
By conserving your stamina, this perk allows
you to power attack or bash more often. A solid
choice, especially if you dual-wield One-Handed
weapons, as this bonus works well with the Dual
Flurry and Dual Savagery perks.

7-9. BLADESMAN (3 RANKS)
Rank 1: Attacks with swords have a 10%
chance of doing critical damage.
Requires: One-Handed 30, Armsman 1
Rank 2: Attacks with swords have a 15%
chance of doing more critical damage.
Requires: One-Handed 60, Bladesman 1
Rank 3: Attacks with swords have a 20%
chance of doing even more critical damage.
Requires: One-Handed 90, Bladesman 2

[*> Racial Benefits

[*> Trainers

Available Perks: 21

When a weapon scores a critical hit, it deals
50% more domage —more for ranks 2 and 3.
Statistically, this perk works out to a 5% boost in
your average damage over fime at Rank 1 and a
15% boost by Rank 3. That's not insignificant, but
Armsman is still better.

10-12. BONE BREAKER (3 RANKS)

Rank 1: Attacks with maces ignore 25%

of armor.

Requires: One-Handed 30, Armsman 1

Rank 2: Attacks with maces ignore 50%

of armor.

Requires: One-Handed 60, Bone Breaker 1

Rank 3: Attacks with maces ignore 75%

of armor.

Requires: One-Handed 90, Bone Breaker 2
This perk has no effect against unarmored
enemies, but it can make it significantly easier to
take down a heavily armored foe, such as many
bosses.

13-15. HACK AND SLASH (3 RANKS)
' Rank 1: Attacks with war axes cause extra
bleeding damage.

Requires: One-Handed 30, Armsman 1

Rank 2: Attacks with war axes cause more

bleeding damage.

Requires: One-Handed 60, Hack and Slash 1

Rank 3: Attacks with war axes cause even

more bleeding damage.

Requires: One-Handed 90, Hack and Slash 2
The exact amount of bleeding damage depends
on the axe, but in general, this perk causes each
hit to do 1 to 3 points of damage each second
for 3 to 6 seconds, with the higher ranks pushing
farther into that range. This is roughly equivalent
to a shortlived lingering poison.

16~17. DUAL FLURRY (2 RANKS)
Rank 1: Dual-wielding attacks are 20% faster.
Requires: One-Handed 30, Armsman 1
Rank 2: Dual-wielding attacks are 35% faster.
Requires: One-Handed 50, Dual Flurry 1

+10 One-Handed Journeyman: Amren, in his house or the streets
Redguard of Whiterun.
+5 One-Handed Expenl':' Athis, the Companions of Jorrvaskr,
Ry in Whiterun.
Khi?iil * Master: Chief Burguk, Dushnikh Yal, in The Reach.
' Nord

' Orc

I
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A number of perks in the One-Handed
constellation improve a specific fype of One-Handed
weapon. If you generally use the best weapon you can
find (no matter what type it is), it's wiser to invest your
perks elsewhere: better to have a bonus you can rely
on than one you see only occasionally.

Constellation: Path of Might

18. CRITICAL CHARGE

Can do a One-Handed power attack while
sprinting that does double critical damage.

Requires: One-Handed 50, Fighting Stance

This perk still requires that you land a critical hit
in the first place in order to receive the damage
bonus. Worth taking if you find yourself making
berserker rushes on your own, if you've faken the
Bladesman perks, or if you're dual-wielding (since
you've got a better chance of getting a critical hit
with at least one weapon).

19. SAVAGE STRIKE

Standing power attacks do 25% bonus
damage with a chance to decapitate your
enemies.

Requires: One-Handed 50, Fighting Stance

This is a strong, reliable damage bonus, though
the decapitation only applies if you've already

killed the enemy. But standing over the headless
corpse of your kill is a satisfying way to temper
your bloodlust!

20. DUAL SAVAGERY *

Duel-wielding power attacks do 50% more
damage.

Requires: One-Handed 70, Dual Flurry 1

A great pick if you're focused on dual wielding;
this is stronger than Savage Strike or Critical
Charge and stacks with both of them, making
your power attacks incredibly deadly.

21. PARALYZING STRIKE
Your backward power attack has a 25%
chance to paralyze the target.
Requires: One-Handed 100, Savage Strike OR
Critical Charge

Paralyzing Strike is a powerful ability...if you
remember to use it. When it works, you can inflict
massive damage and often kill your foes outright,
before they can get back on their feet. But how
often do you use backward power attacks?

'*> Other Resources

For a list of One-Handed Skill Books, and where to
look for them, consult page 1091.

You can find a list of One-Handed items in the
Inventory, beginning on page 136.

The following quests can also increase this skill:

' Other Factions Quest: Rjorn’s Drum (page 416).
' Daedric Quest: Discerning the Transmundane
(page 384).
Miscellaneous Obijectives: The Reach: The Ghost
of Old Hroldan* (page 492).
Favor: Item Retrieval (Bandit Camp)* (page 500)
Solstheim Side Quest: Filial Bonds (page 621)

SKILL CONSTELLATIONS
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COMBAT SKI

Archery represents the skill and training needed to wield a bow effectively in
combat. The greater your skill, the more deadly your shots. Your Archery skill

improves when you domage enemies with a bow and arrows. The amount of
increase is based on the damage that you do (minus any enchantments). Of

course, only shots that hit their mark will count.

> Available Archery Perks

1-5. OVERDRAW (5 RANKS) *
Rank 1: Bows do 20% more damage.
Requires: None

Rank 2: Bows do 40% more damage.
Requires: Archery 20, Overdraw 1

Rank 3: Bows do 60% more damage.
Requires: Archery 40, Overdraw 2

Rank 4: Bows do 80% more damage.
Requires: Archery 60, Overdraw 3

Rank 5: Bows do twice as much damage.
Requires: Archery 80, Overdraw 4
This perk provides a massive +20% bonus to
your bow damage with each rank. This is a huge

boost; make this perk your top priority whenever
your skill level permits.

6-8. CRITICAL SHOT (3 RANKS)

Rank 1: 10% chance of a critical hit that does

extra damage.

Requires: Archery 30, Overdraw 1

Rank 2: 15% chance of a critical hit that does

25% more critical domage.

Requires: Archery 60, Critical Shot 1

Rank 3: 20% chance of a critical hit that does

50% more critical domage.

Requires: Archery 90, Critical Shot 2
When a weapon scores a critical hit, it deals 50%
more damage. Statistically, this perk works out fo
a 5% boost in your average damage over time at
Rank 1 and a 15% boost by Rank 3. That's not
insignificant, but Overdraw is still better.

'*> Racial Benefits

+10 Archery
Wocod Elf

+5 Archery
' Khaijiit
Redguard

9. EAGLE EYE %

Pressing Block while aiming will zoom in
your view.

Requires: Archery 30, Overdraw 1

This perk allows you to snipe enemies more
accurately from a greater distance. This is a great
choice for stealth archers: Since you may get only
one shot, make it count!

10-11. STEADY HAND (2 RANKS)
Rank 1: Zooming in with a bow slows
time by 25%.
Requires: Archery 40, Eagle Eye

Rank 2: Zooming in with a bow slows
time by 50%.
Requires: Archery 60, Steady Hand 1

This perk is useful for minimizing the chance that
your target will move while you line up a stealth
shot or for making sure an important shot hits its
mark. I's especially effective against dragons in
the air; you'll still have to lead your shot a little
(i.e., aim at where you think the creature will be
when the arrow arrives, not where it is when you
fire), but this improves your odds of hitting them
significantly.

12. HUNTER'S DISCIPLINE

Recover twice as many arrows from
dead bodies.

Requires: Archery 50, Critical Shot 1

A fine choice if you find yourself running out of
arrows frequently or use a lot of high-end arrows.
If you mainly use basic iron or steel arrows, take
something else; they're so cheap and so common
that recovering more of them just isn’t worth

the perk.

'+ Trainers

Journeyman: Faendal, of Riverwood, in Whiterun Hold.

Expert: Aela the Huntress, the Companions of Jorrvaskr, in Whiterun.
' Master: Niruin, the Thieves Guild, The Ragged Flagon, in Riften.

Master: Sorine Jurard, in Fort Dawnguard, The Rift.

COMBAT SKILLS: THE PATH OF MIGHT - ONE-HANDED . ARCHERY

LS: THE PATH OF MIGHT - A

Constellation: Path of Might
Available Perks: 16

13. POWER SHOT %

Arrows stagger all but the largest opponents
50% of the time.

Requires: Archery 50, Eagle Eye

Power Shot is surprisingly strong: In the fime it
takes an enemy to stagger and recover, you may
be able to fire off another shot or two. The stagger
will also interrupt an enemy’s charge or block,
briefly giving you a clear opening. Or when all
else fails, take that second or two to put some
space between you and your opponent.

14. RANGER
Able to move faster with a drawn bow.
Requires: Archery 60, Hunter's Discipline

15. QUICK SHOT
Can draw a bow 30% faster.
Requires: Archery 70, Power Shot

16. BULLSEYE

You have a 15% chance of paralyzing the
target for 10 seconds.

Requires: Archery 100, Quick Shot OR Ranger

Bullseye gives you a chance fo paralyze
opponents with each shot. This is fantastic at
medium and short ranges, where it can take an
enemy out of a fight and allows you to finish them
off quickly. It's somewhat less effective at long
range, since enemies fall over when paralyzed,
making it more difficult (or impossible) to hit them
again from that distance.

[2> Other Resources

For a list of Archery Skill Books,
and where to look for them,
consult page 1091.

You can find a list of Bows,
Arrows, and other items in
the Inventory, beginning on
page 136.

The following quests can also
increase this skill:

' Other Factions Quest: Rjorn’s
Drum (page 416).
Daedric Quest: Discerning the
Transmundane (page 384).
Dungeon Quest: Angi‘s Camp:
Composure, Speed, and
Precision* (page 475).

' Solstheim Side Quest: Filial
Bonds (page 621)



Light Armor allows you to make more effective use
of hide, leather, Elven, glass, Dragonscale, and

related armors. Light Armor offers a good balance
between weight, protection, and mobility and is

recommended for stealthy characters or those with
other forms of protection (such as a good shield or
the occasional ward) to supplement their defenses.

[>> Available Light Armor Perks

1-5. AGILE DEFENDER (5 RANKS) *
Rank 1: Increase armor rating for Light Armor
by 20%.
Requires: None
Rank 2: Increases the armor rating of your light
armor by 40%.
Requires: Light Armor 20, Agile Defender 1
Rank 3: Increases the armor rating of your light
armor by 60%.
Requires: Light Armor 40, Agile Defender 2
Rank 4: Increases the armor rating of your light
armor by 80%.
Requires: Light Armor 60, Agile Defender 3
Rank 5: Increases the armor rating of your light
armor by 100%.
Requires: Light Armor 80, Agile Defender 4

[*> Racial Benefits

+5 Light Armor
) Argonian
Dark EIf
Nord
Wood Elf

» & SKYRIM

[>> Trainers

Journeyman: Scouts-Many-Marshes, the docks of Windhelm.
Expert: Grelka, the marketplace or streets of Riften.

Master: Nazir, Assassin of the Dark Brotherhood, Falkreath
Hold Sanctuary.

STEALTH SKILLS: THE PATH OF SHADOW — LIGHT ARMOR

Your Light Armor skill increases when you take damage while
wearing light armor, based on the damage of the incoming blow. If
you're wearing more than one kind of armor, the incoming damage is
divided up among the pieces before being used to calculate skill uses, so
wearing more light armor will allow this skill to develop faster.

Constellation: Path of Shadow
Available Perks: 10

6. CUSTOM FIT *
You get a 25% armor bonus if wearing all light
armor: head, chest, hands, feet.
Requires: Light Armor 30, Agile Defender 1

This bonus stacks with Agile Defender and
Matching Set—a must-have for anyone serious
about using light armor.

7. UNHINDERED

Light armor weighs nothing and doesn’t slow
you down when worn.

Requires: Light Armor 50, Custom Fit

This perk reduces the weight of the light armor
you're wearing (it doesn’t affect the weight

of armor in your inventory) and eliminates its
movement penalty. If you're not sure whether this
perk is for you, try out the Steed Stone ability
(from one of the Standing Stones) first: it has
almost the same effect and won't cost you a perk.

8. WIND WALKER

Stamina regenerates 50% faster in all light
armor: head, chest, hands, feet.

Requires: Light Armor 60, Unhindered

9. MATCHING SET

Additional 25% armor bonus if wearing a
matched set of light armor.

Requires: Light Armor 70, Custom Fit

This bonus stacks with Agile Defender and Custom
Fit. Make sure you have a matching set before
taking this perk, though.

10. DEFT MOVEMENT

You have a 10% chance of avoiding all
damage from a melee attack while wearing all
light armor: head, chest, hands, feet.
Requires: Light Armor 100, Wind Walker OR
Matching Set

This perk gives you a 10% chance of avoiding
all damage from a hit when wearing a full set of
light armor. It's a noticeable but unreliable bonus:
if you're lucky, it might spare you from a lethal
blow.

[*> Other Resources

For a list of Light Armor Skill Books, and
where to look for them, consult page 1091.

You can find a list of Light Armor items in
the Inventory, beginning on page 140.

The following quests can also increase
this skill:
' Other Factions Quest: Finn's Lute
(page 415).
' Daedric Quest: Discerning the
Transmundane (page 384).
Favor: The Bandit Slayer* (page 500)
Favor: ltem Retrieval (Bandit Camp)*
(page 500)

SKILL CONSTELLATIONS



&4 STEALTH SKILLS: THE PATH OF SHADOW — SNEAK >

Sneak is the art of moving unseen and unheard. This skill improves when you sneak past someone or perform a successful
sneak attack. You don't get credit for sneaking in an empty hallway or for just standing around—you must be sneaking
(crouched) near someone who can detect you. Avoiding detection is also critical: the moment you are spotted, your sneak

attempt has failed and you can no longer perform a sneak attack {until you hide again).

Constellation: Path of Shadow
Available Perks: 13

[*> Available Sneak Perks

1-5. STEALTH (5 RANKS) *

Rank 1: You are 20% harder to detect
when sneaking.

Requires: None

Rank 2: You are 25% harder to detect
when sneaking.

Requires: Sneak 20, Stealth 1

Rank 3: You are 30% harder to detect
when sneaking.

Requires: Sneak 40, Stealth 2

Rank 4: You are 35% harder to detect
when sneaking.

Requires: Sneak 60, Stealth 3

Rank 5: You are 40% harder to detect
when sneaking.
Requires: Sneak 80, Stealth 4

This perk makes it dramatically easier to sneak
past enemies unnoticed. The first rank in this
skill (+20%) is absolutely critical to being able
to sneak effectively. Subsequent ranks have
diminishing returns but are still a good choice if
you're focused on stealth and find yourself being
detected too quickly. Even if Stealth isn’t your
focus, it's worth taking the basic Stealth perk
just in case you someday need fo sneak out of a
dangerous situation.

6. BACKSTAB

Sneak attacks with one-handed weapons now
do six times damage.

Requires: Sneak 30, Stealth 1
Backstab doubles your sneak attack damage (to
6x normal). If you're skilled enough to reliably
sneak up behind enemies, this can make one-hit
kills a real possibility, especially on weaker foes.

[®> Racial Benefits

+10 Sneak
> Khaiit
+5 Sneak
) Argonian
) Dark Elf
) Wood Elf

7. MUFFLED MOVEMENT
Noise from armor is reduced by 50%.
Requires: Sneak 30, Stealth 1

This perk is good at low levels but is much less
useful later on, when it's eclipsed by Silence,
Muffle-enchanted equipment, or the Muffle spell
(llusion skill), all of which silence your movement
entirely.

8. DEADLY AIM *

Sneak attacks with bows now do three times
damage.
Requires: Sneak 40, Backstab

Deadly Aim increases the sneak attack damage
done by bows (from 2x to 3x). The extra
damage is noticeable, though not as dramatic as
Backstab's bonus.

9. LIGHT FOOT
You won't frigger pressure plates.
Requires: Sneak 40, Muffled Movement

This perk presents an interesting dilemma. While
you'll no longer have to worry about almost half
the traps you encounter, your enemies and your
Followers can sfill set them off, which generally
gives you less warning than you might otherwise
have had. Also, you can no longer deliberately
use traps to kill enemies, which limits your
options and takes some of the fun out of them.
So think carefully before taking this perk, or just
be cautious and avoid pressure plates in the

first place.

10. ASSASSIN'S BLADE

Sneak attacks with daggers now do a total of
15 times normal damage.

Requires: Sneak 50, Deadly Aim

[*> Trainers

» Journeyman: Khayla, Ri‘saad’s Khaijiit Caravans, outside
Markarth or Whiterun.

Expert: Garvey, the Warrens of Markarth.

' Master: Delvin Mallory, the Thieves Guild, The Ragged
Flagon, in Riften.

STEALTH SKILLS: THE PATH OF SHADOW - LIGHT ARMOR - SNEAK

THE BESTIARY

QUESTS ATLAS OF S

This perk affects only daggers, but it does make
them significantly more effective ot sneak attacks.
With this perk, daggers do about twice the sneak
attack damage of a full-sized weapon like a
sword or a mace. That's a solid improvement and
a good reason fo choose daggers, at least for
your first blow.

11. SILENT ROLL

Sprinting while sneaking executes a silent
forward roll.

Requires: Sneak 50, Light Foot

Silent Roll allows you to quickly dodge behind
cover while sneaking, although the drain on your
Stamina prevents you from using it to roll long
distances.

12. SILENCE
Walking and running does not affect detection.
Requires: Sneak 70, Silent Roll

This perk gives you a permanent Muffle effect.
However, since you can receive the same effect
from a spell or piece of enchanted armor,
consider whether it's really worth spending one of
your perk selections on.

13. SHADOW WARRIOR

Crouching stops combat for a moment and
forces distant opponents to search for a farget.

Requires: Sneak 100, Silence

Shadow Warrior can give you a chance to
recover or make a hasty getaway if your stealth
attempt goes terribly wrong. It's most effective if
you can put some distance between yourself and
your foes; if you use it right in front of an enemy,
they’ll spot you again almost immediately.

[*> Other Resources

) For a list of Sneak Skill Books, and
where to look for them, consult
page 1091.

You can find a list of Sneak-related
items throughout the Inventory,
beginning on page 131.

» The following quests can also increase
this skill:

) Other Factions Quest: Finn's Lute
(page 415).

) Daedric Quest: Discerning the
Transmundane (page 384).

) Favor: The A Little Light Thievery*
(page 499).

) Favor: ltem Retrieval (Cave)*
(page 500).




STEALTH SKILLS: THE PATH OF SHADOW - LOCKPICKING

Lockpicking allows you to open locked doors and containers faster, more
easily, and with fewer broken lockpicks. This skill increases when you pick the
lock on a door, container, or trap frigger hinge, based on the lock’s difficulty.
It also increases slightly if you break a pick, so if you try picking a difficult

lock and fail, it isn't @ total loss.

The Novice, Apprentice, Adept, Expert, and Master Locks perks

decrease the difficulty of picking locks of the corresponding level. This helps <kill
save on lockpicks (and frustration), but depending on your Lockpicking ?

skill and your own personal prowess at lockpicking, you may not find them

necessary.

(2> Available Lockpicking Perks

1. NOVICE LOCKS
Novice locks are much easier to pick.
Requires: None

2. APPRENTICE LOCKS
Apprentice locks are much easier to pick.
Requires: Lockpicking 25, Novice Locks

3. QUICK HANDS
Able to pick locks without being noticed.
Requires: Lockpicking 40, Apprentice Locks

Quick Hands allows you to pick locks without a
crime being detected. This is sometimes useful
for breaking into homes and containers without
attracting too much attention, although trespass
and theft will still be noticed.

4. WAX KEY
Automatically gives you a copy of a picked
lock’s key if it has one.
Requires: Lockpicking 50, Quick Hands

In essence, this perk allows you fo automatically
reopen most doors you've picked in the past.
This may be useful if you find a couple of
wealthy houses you can rob repeatedly (after
their treasures have been replaced), or if you
find yourself back in a dungeon you've been

to before.

[®> Racial Benefits

+10 Lockpicking
Argonian

+5 Lockpicking
Khaijit
Wood Elf

a ¥ SKYRIM

5. ADEPT LOCKS
Adept locks are much easier to pick.
Requires: Lockpicking 50, Apprentice Locks

6. GOLDEN TOUCH %
Find more gold in chests.
Requires: Lockpicking 60, Adept Locks

Golden Touch adds a fair amount of gold to most
chests (up to +100 gold pieces per chest). This
stacks with the Imperial Luck racial ability, though
it's significantly better.

7. TREASURE HUNTER *

You have a 50% greater chance of finding
special treasure.

Requires: Lockpicking 70, Golden Touch

This perk significantly increases your chance of
finding special loot in some chests, especially
large ones. What kind of loot2 It could be
anything, from an Iron Sword to a Dragonplate
Cuirass. This is always a gamble, but it
occasionally gives you something that's far better
than anything you can get through any normal
means. Are you feeling lucky?

(> Trainers

Expert: Ma'jhad, of Ma’dran’s Khaijiit Caravans, outside
Solitude or Windhelm.

Master: Vex, the Thieves Guild, The Ragged Flagon,
in Riften.

Note that the fobled Skeleton Key gives
you the high-end Unbreakable perk while
you possess if, though you must surrender
the Skeleton Key as a part of the Thieves
Guild questline. While you have it, take the
opportunity to unlock any Expert or Master locks
you wish and quickly level your Lockpicking

Constellation: Path of Shadow
Available Perks: 11

8. EXPERT LOCKS
Expert locks are much easier to pick.
Requires: Lockpicking 75, Adept Locks

9. LOCKSMITH
Pick starts close fo the lock opening position.
Requires: Lockpicking 80, Expert Locks

10. UNBREAKABLE

Lockpicks never break.

Requires: Lockpicking 100, Locksmith
With this perk and enough patience, you can
eventually pick the lock on any chest with a single

pick. Take this, and you won't need the Master
Locks perk.

11. MASTER LOCKS
Master Locks are much easier to pick.
Requires: Lockpicking 100, Expert Locks

'*> Other Resources

For a list of Lockpicking Skill Books, and
where 1o look for them, consult page 1091.

You can find a list of the few available
Lockpicking items, check the Inventory,
beginning on page 131.

' The following quests can also increase
this skill:

Other Factions Quest: Finn's Lute
(page 415).

Daedric Quest: Discerning the
Transmundane (page 384).

Favor: Item Retrieval (Bandit Camp)*

(page 500).

SKILL CONSTELLATIONS



Pickpocket is the stealthy art of liffing gold and
other valuables from an unsuspecting target.
This skill increases whenever you successfully
steal an item, based on the item’s value. Fail to
pickpocket something, and you don't receive
credit for the attempt. Of course, that's probably
the least of your worries at that point!

(> Available Pickpocket Perks

1-5. LIGHT FINGERS (5 RANKS)
Rank 1: Pickpocketing bonus of 20%. ltem
weight and value reduce pickpocketing odds.
Requires: None
Rank 2: Pickpocketing bonus of 40%. ltem
weight and value reduce pickpocketing odds.
Requires: Pickpocket 20, Light Fingers 1
Rank 3: Pickpocketing bonus of 60%. ltem
weight and value reduce pickpocketing odds.
Requires: Pickpocket 40, Light Fingers 2
Rank 4: Pickpocketing bonus of 80%. ltlem
weight and value reduce pickpocketing odds.
Requires: Pickpocket 60, Light Fingers 3
Rank 5: Pickpocketing bonus of 100%. Item
weight and value reduce pickpocketing odds.
Requires: Pickpocket 80, Light Fingers 4

6. NIGHT THIEF

You have a +25% chance to pickpocket if the
target is asleep.

Requires: Pickpocket 20

'»> Racial Benefits
+5 Pickpocket

STEALTH SKILLS: THE PATH OF SHADOW -

'*> Trainers

Journeyman: Ahkari, of Zaynabi’s Khaijiit Caravans, outside

Constellation: Path of Shadow
Available Perks: 12

Night Thief makes pickpocketing a sleeping
character much easier. Find out where your target
sleeps, hide nearby, wait for nightfall, and then
rob them at your leisure. Stacks with Light Fingers.

7. CUTPURSE
Pickpocketing gold is 50% easier.
Requires: Pickpocket 40, Night Thief

8. POISONED
Silently harm enemies by placing poison in
their pockets.
Requires: Pickpocket 40, Night Thief

This is o good way to sap an enemy’s strength

and can kill many civilians outright. This is a great
tactic for some Dark Brotherhood assassinations.

9. EXTRA POCKETS *
Carrying capacity is increased by 100 points.
Requires: Pickpocket 50, Night Thief

Increases your Max Carry weight by 100. This
great for any character, especially if you've been
neglecting your stamina when leveling up.

Dawnstar or Riften.

Argonian
Khaiiit
Wood Elf

Expert: Silda the Unseen, begging on the streets of Windhelm.
Master: Vipir the Fleet, the Thieves Guild, The Ragged Flagon,
in Riften.

STEALTH SKILLS: THE PATH OF SHADOW ~ LOCKPICKING  PICKPOCKET

PICKPOCKET

The highestlevel Pickpocket perks, Misdirection and Perfect Touch,
allow you to steal equipped weapons and armor off of a creature.
This is an excellent frick for a stealthy assassin, as there are few more
satisfying ways o take down a difficult foe than by stripping them down
to their underwear before stabbing them in the back...

10. KEYMASTER

Pickpocketing keys always works.

Requires: Pickpocket 60, Cutpurse
Gold and items are great, but keys can be even
better once you have access to a good Fence. Go
rob a wellto-do character’s house while they're
out, and the haul will often be worth far more than
what they were carrying. If you need someone to
fence your stolen goods, join the Thieves Guild or
take the Speech skill's Fence perk.

11. MISDIRECTION
Can pickpocket equipped weapons.
Requires: Pickpocket 70, Cutpurse

12. PERFECT TOUCH
Can pickpocket equipped items.
Requires: Pickpocket 100, Misdirection

Other Resources

For a list of Pickpocket Skill Books, and
where to look for them, consult page 1091.

' You can find Pickpocket-related items
throughout the Inventory, beginning on
page 131.

' The following quests can also increase
this skill:

Other Factions Quest: Finn's Lute
(page 415).

» Daedric Quest: Discerning the
Transmundane (page 384).




STEALTH SKILLS: THE PATH OF SHADOW - SPE

Speech allows you to haggle, bribe, persuade, and intimidate others to do as you ask. The higher your Speech skill, the
better the prices you get when buying or selling items, and the greater your odds of success at dialogue challenges. Your
Speech skill doesn’t require any special effort to raise: It increases naturally when you sell items to a merchant (based on
the item'’s value) or when you succeed at a Persuade or Intimidate challenge (based on its difficulty).

/J\\/J\//‘\/’.

Constellation: Path of Shadow
Available Perks: 13

(> Available Speech Perks

1-5. HAGGLING (5 RANKS) »

' Rank 1: Buying and selling prices are
10% better.

Requires: None
» Rank 2: Buying and selling prices are

15% better.

Requires: Speech 20, Haggling 1

Rank 3: Buying and selling prices are

20% better.

Requires: Speech 40, Haggling 2

' Rank 4: Buying and selling prices are

25% better.

Requires: Speech 60, Haggling 3

Rank 5: Buying and selling prices are

30% better.

Requires: Speech 80, Haggling 4
Haggling significantly improves the prices you
get in shops, though with diminishing returns
after the first rank. Even if you don't plan to focus

on Speech, it's worth picking up the first rank of
this perk.

6. ALLURE

You have 10% better prices with the

opposite sex.

Requires: Speech 30, Haggling 1
Allure allows you to get slightly better prices from
some merchants. While this can add up over
time, make sure to take advantage of if by finding
merchants of the correct gender. Stacks with
Haggling.

[*> Racial Benefits

+5 Speech
' Breton
) Nord

30

[*> Trainers

7. BRIBERY

Can bribe guords to ignore crimes.

Requires: Speech 30, Haggling 1
This perk allows you to bribe guards to overlook
nonviolent crimes. The crime doesn’t go away;
guards just don't arrest you right now. If you're
already a member of the Thieves Guild, you can
do this for free, so there’s no need to spend a
perk on it. This is also unimportant if you're a
law-abiding citizen of Skyrim.

8. MERCHANT *

Can sell any type of item to any kind of
merchant.

Requires: Speech 50, Allure
The Merchant perk makes the process of selling

your loot significantly faster, since you no longer
need to visit multiple vendors to sell everything.

9. PERSUASION

Persuasion attempts are 30% easier.

Requires: Speech 50, Bribery
This perk increases your effective Speech score for
the purpose of Persuade challenges. This is rarely
necessary, although it can help if you find yourself
struggling with them.

10. INTIMIDATION
Intimidation is twice as successful.
Requires: Speech 70, Persuasion

Journeyman: Dro'marash, of Ahkari’s Khaijiit Caravans, outside
Dawnstar or Riften.

Journeyman: Revyn Sadri, of Sadri’s Used Wares, in Windhelm.
Journeyman: Ronthil, the vampire merchant in Castle Volkihar
(Sea of Ghosts).

Expert: Ogmund, bard of the Silver-Blood Inn, in Markarth.
Master: Giraud Gemane, of the Bard’s College in Solitude.

Like Persuasion, this perk increases your effective
Speech score for the purpose of Intimidate
challenges. Also like Persuasion, it's rarely
necessary, and there’s no real reason to take both
this and Persuasion, unless you have a strong
role-playing preference.

11. INVESTOR

Can invest 500 gold with o shopkeeper to
increase his available gold permanently.

Requires: Speech 70, Merchant

Permanently increases the amount of gold that
merchants have to trade with you. Coupled with
the Merchant perk, this makes it even easier to
sell your loot to just one convenient merchant,
reducing your downtime between quests.

12. FENCE

Can barter stolen goods with any merchant in
whom you have invested.

Requires: Speech 90, Investor

If you're already a member of the Thieves Guild,
you may not need another Fence, although this
will make it more convenient to sell stolen items,
as it increases the number of Fences to which you
have access.

13. MASTER TRADER
Every merchant in the world gains 1,000 gold
for bartering.
Requires: Speech 100, Fence

[>> Other Resources

) For a list of Speech Skill Books, and
where to look for them, consult page 1091.

» You can find Speech-related items
throughout the Inventory, beginning on
page 131.

' The following quests can also increase
this skill:

» Other Factions Quest: Finn's Lute
(page 415).

Daedric Quest: Discerning the
Transmundane (page 384).

Dungeon Quest: Bard'’s Leap Summit:
Leap Before You Look* (page 475).
Favor: A Little Light Thievery*

(page 499).

> Favor: Rare ltem Hunt (page 500).

SKILL CONSTELLATIONS
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ingredients, the experiment isn't a complete loss.

[>> Available Alchemy Perks

1-5. ALCHEMIST (5 RANKS) %

' Rank 1: Potions and poisons you make
are 20% stronger.
Requires: None
Rank 2: Potions and poisons you make
are 40% stronger.
Requires: Alchemy 20, Alchemist 1
Rank 3: Potions and poisons you make
are 60% stronger.
Requires: Alchemy 40, Alchemist 2
Rank 4: Potions and poisons you make
are 80% stronger.
Requires: Alchemy 60, Alchemist 3
Rank 5: Potions and poisons you make
are twice as strong.
Requires: Alchemy 80, Alchemist 4

6. PHYSICIAN
Potions you mix that restore Health, Magicka,
or Stamina are 25% more powerful.
Requires: Alchemy 20, Alchemist 1

Physician stacks with the Alchemist perks to make
significantly more powerful restorative potions.

7. BENEFACTOR
Potions you mix with beneficial effects have an
additional 25% greater magnitude.
Requires: Alchemy 30, Physician 1
Benefactor stacks with both the Alchemist and
Physician perks but improves a broader range of
potions than Physician.

[*> Racial Benefits

+5 Alchemy

) Breton

) Dark EIf
' Khaijiit

) Wood Elf

Sanctuary.

[®> Trainers

Journeyman: Lami, of the Thaumaturgist's Hut, in Morthal.
Expert: Arcadia, of Arcadia’s Cauldron, in Whiterun.
' Expert: Milore lenth, of lenth Farm in Raven Rock, Solstheim.
' Master: Babette, of the Dark Brotherhood, Falkreath Hold

STEALTH SKILLS: THE PATH OF SHADOW - A

Alchemy allows you to create potent potions and deadly poisons. Their effects
are determined by the ingredients you use, but their potency is based on your
Alchemy skill. Your skill increases when you discover a new ingredient effect
or successfully craft a potion (based on the potion’s value). It also increases
slightly if you attempt to craft a potion but fail—while you may lose the

effects.

Available Perks: 15

8. POISONER
Poisons you mix are 25% more effective.
Requires: Alchemy 30, Physician 1

9-11. EXPERIMENTER (3 RANKS)

» Rank 1: Eating an ingredient reveals first
two effects.
Requires: Alchemy 50, Benefactor

» Rank 2: Eating an ingredient reveals first
three effects.

Requires: Alchemy 70, Experimenter 1

Rank 3: Eating an ingredient reveals all
its effects.

Requires: Alchemy 90, Experimenter 2

The Experimenter perks allow you to learn more
effects just by eating ingredients. If mixing and
matching ingredients isn't something you're
interested in, this can help you learn effects faster.
There’s a complete table of Ingredient effects in
the Inventory section, so you don't need to learn
an Ingredient’s effects (in the game) to use it in a
potion or poison.

12. CONCENTRATED POISON

Poisons applied to weapons last for twice as
many hits.

Requires: Alchemy 60, Poisoner

Since poisons normally last for only one hit,
Concentrated Poison effectively doubles the
strength of all your poisons. It's definitely worth
taking if you use poisons frequently.

STEALTH SKILLS: THE PATH OF SHADOW - SPEECH = ALCHEMY

@> TRAINING THE INVENTORY

THE BE

The Crofting section (page 70) has
extensive details about the Alchemy system,
including a full list of ingredients and their

Constellation: Path of Shadow

TIARY QUEST ATLAS OF SKYRIM

13. GREEN THUMB *
Two ingredients are gathered from plants.
Requires: Alchemy 70, Concentrated Poison

This perk doubles the plant ingredients you have
at your disposal. More ingredients means more
opportunities fo craft potions and poisons, which
helps your Alchemy skill increase even faster.
Unless you buy all your ingredients from shops,
this is worth taking as soon as possible.

14. SNAKEBLOOD
You gain +50% Poison Resistance.

Requires: Alchemy 80, Experimenter 1 OR
Concentrated Poison

Increases your resistance to poison, which is
helpful when fighting Falmer, Chaurus, or Frostbite
Spiders. This stacks with any racial abilities you
may have.

15. PURITY

All negative effects are removed from created
potions, and all positive effects are removed
from created poisons.

Requires: Alchemy 100, Snakeblood

Purity “cleans up” your Alchemy results, if they
need it. You may be better off just finding a better
combination of ingredients to achieve the effect
you want, though.

[*> Other Resources

For a list of Alchemy Skill Books,
and where to look for them, consult
page 1091.

) You can find a list of Alchemy
Ingredients in the Inventory, beginning
on page 146.

The following quests can also increase
this skill:

» Other Factions Quest: Finn's Lute
(page 415).

' Daedric Quest: Discerning the
Transmundane (page 384).

> Favor: Rare Item Hunt* (page 500).

) Favor: ltem Retrieval (Cave)*

(page 500).
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MAGIC SKILLS: THE PATH OF MAGIC - ILL

lllusion Magic manipulates the minds of those around you, sending them into
a frenzy or compelling them to flee in terror. lllusion also offers several useful
spells for a stealthy character, such as Invisibility and Muffle. Your lllusion skill
increases when you cast a useful lllusion spell on a valid target. For example,
you don't get credit for casting Fear on a character who's immune to the spell
or for casfing Invisibility when no one is around to see you.

[*> Available lllusion Perks

1. NOVICE ILLUSION * 5. HYPNOTIC GAZE

Cast Novice-level lllusion spells for half
Magicka.

Requires: None and Animage.

Requires: lllusion 30, Novice lllusion

2. ANIMAGE

lllusion spells now work on higher-level
animals.

. ) b . other perks.
Requires: lllusion 20, Novice lllusion

lllusion spells now affect animals up to 8 levels 6. KINDRED MAGE

higher than the spell’s usual limit. Stacks with all
other perks.

3. ILLUSION DUAL CASTING *

Dual casting an lllusion spell overcharges the

; A other perks.
effects into an even more powerful version.

Requires: lllusion 20, Novice lllusion 7. ADEPT ILLUSION *

Dual Casting more than doubles the duration

of your lllusion spells and allows them to affect
targets twice as high as the spell’s level cap would
normally permit. This dramatically increases the
effectiveness of all lllusion spells, especially until
you begin taking other perks in this school to raise
those level restrictions. It also works well for the
stealth-focused spells (Invisibility, Muffle), which
could give you away if they wear off too early.

Magicka.

8. ASPECT OF TERROR

Fear spells now affect enemies up to 10 levels
higher than the spell’s usual limit. Stacks with all

4. APPRENTICE ILLUSION %

Cast Apprentice-level Illusion spells for
half Magicka.

Requires: lllusion 25, Novice lllusion

other perks.

[*> Racial Benefits

+10 lllusion
High EIf

+5 lllusion

> Trainers

) Breton
Dark Elf

» @ SKYRIM

Calm spells now work on higher-level
opponents. Cumulative with Kindred Mage

Calm spells now affect enemies up to 8 levels
higher than the spell’s usual limit. Stacks with all

All lllusion spells work on higher-level people.
Requires: lllusion 40, Animage

lllusion spells now affect people up to 10 levels
higher than the spell’s usual limit. Stacks with all

Requires: lllusion 50, Apprentice lllusion

Expert: Atub, of Largashbur, in The Rift.
Master: Drevis Neloren, instructor at The College of Winterhold.

ION

Many lllusion perks are designed to
help you overcome the maijor limitation of
lllusion magic: the level restrictions on who
your spells can affect. See the Spell List
for the individual level restrictions on each
spell, and see the Bestiary for a guide to
identifying enemies by level.

Constellation: Path of Magic
Available Perks: 13

9. QUIET CASTING
All spells you cast from any school of magic
are silent to others.
Requires: lllusion 50, Kindred Mage

A great choice for any stealth-focused character
dabbling in magic or any mage interested in
stealth. With this perk, you can cast spells like
Fear or Frenzy while remaining hidden, or you
can recast Invisibility if it wears off unexpectedly.

10. RAGE

Frenzy spells work on higherlevel opponents.
Cumulative with Kindred Mage and Animage.

Requires: lllusion 70, Aspect of Terror
Frenzy spells now affect enemies up to 12 levels

higher than the spell’s usual limit. Stacks with all
other perks.

Cast Adept-level lllusion spells for half

11. EXPERT ILLUSION

Cast Expertlevel lllusion spells for half
Magicka,
Requires: lllusion 75, Adept lllusion

12. MASTER OF THE MIND »

lllusion spells work on undead, Daedra, and
automatons.

Requires: lllusion 90, Rage OR Quiet Casting

Fear spells work on higher-level opponents.
Cumulative with Kindred Mage and Animage.

Requires: lllusion 50, Hypnotic Gaze

13. MASTER ILLUSION
Cast Master-level lllusion spells for half
Magicka.
Requires: lllusion 100, Expert lllusion

[*> Other Resources

' For a list of lllusion Skill Books, and where
to look for them, consult page 1091.

You can find a list of lllusion spells in the
Inventory, beginning on page 131.
The following quests can also increase
this skill:
The College of Winterhold Quests:
Radiant Quests: Shalidor’s Insights
(poge 269).
Other Factions Quest: Pantea’s Flute
(page 415).
' Daedric Quest: Discerning the
Transmundane (page 384).
Favor: Vampire Slayer* (page 500).
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A MAGIC SKILLS: THE PATH OF MAGIC — CONJURATION 2

Conijuration spells allow you fo raise the dead, summon creatures from Oblivion, draw powerful bound weapons from thin
air, and trap the souls of your defeated foes. Your Conjuration skill increases when you cast a Conjuration spell and use it
effectively, such as sending your summoned creature into battle, doing damage with a bound weapon, or successfully trapping

a soul.

Constellation: Path of Magic
Available Perks: 16

(> Available Conjuration Perks

1. NOVICE CONJURATION *
Cast Novice-level Conjuration spells for half
Magicka.
Requires: None

2. MYSTIC BINDING
Bound weapons do more damage.
Requires: Conjuration 20, Novice Conjuration

Improves the damage of bound weapons by 50%.
If you use them, that's a noticeable improvement.

3. CONJURATION DUAL CASTING

Dual casting a Conjuration spell overcharges

the spell, allowing it fo last longer.

Requires: Conjuration 20, Novice Conjuration
Dual Casting increases the duration of your
Conjuration spells, not their strength. This is
useful if you raise undead frequently—you'll get
more use from your zombies before they turn
to ash—but it's less effective if you primarily
conjure creatures, since you can always conjure
them again if the battle is taking a long time to
conclude.

4. APPRENTICE CONJURATION *

Cast Apprentice-level Conjuration spells for half
Magicka.
Requires: Conjuration 25, Novice Conjuration

5-6. SUMMONER (2 RANKS)
Rank 1: Can summon Atronachs or raise
undead twice as far away.
Requires: Conjuration 30, Novice Conjuration
» Rank 2: Can summon Atronachs or raise
undead three times as far away.
Requires: Conjuration 70, Summoner |
This perk allows you to summon Atronachs or
raise undead at a distance. This is less useful in

the tight confines of many dungeons but works
very well outdoors, where you can “throw” an

[*> Racial Benefits

+10 Conjuration
> Breton

+5 Conjuration
) High Elf

@5 TRAINING THE INVENTORY

Atronach well out ahead of you and let it wreak
havoc on your enemies before you even get close
(or remain in cover and let your minion fight

for you).

7. SOUL STEALER

Bound weapons cast Soul Trap on targets.

Requires: Conjuration 30, Mystic Binding
Casts Soul Trap on targets hit with your bound
weapons. If you're interested in Enchanting and
keep a ready supply of empty Soul Gems on
hand, this is a great combination. But make sure
you have a gem appropriate fo the creature
you're killing; don't trap that Skeever soul in your
Grand Soul Gem. Check the Enchanting section
for more information on Soul Gems.

8. ATROMANCY
Double duration for conjured A*ronachs.
Requires: Conjuration 40, Summoner 1
Again, the duration of your conjured creatures is

rarely an issue, since you can just resummon them
if necessary.

9. NECROMANCY
Greater duration for reanimated undead.
Requires: Conjuration 40, Novice Conjuration
Since undead disintegrate when your spell wears
off, Necromancy significantly increases the
effectiveness of these spells. For best results, take

Conijuration Dual Casting ond dual cast your spell
for an even longer duration!

10. ADEPT CONJURATION *
Cast Adeptlevel Conjuration spells for half
Magicka.
Requires: Conjuration 50, Apprentice
Conjuration

11. OBLIVION BINDING

Bound weapons will banish summoned
creatures and turn raised ones.
Requires: Conjuration 50, Soul Stealer

[%> Trainers

' Journeyman: Runil, Priest of Arkay, in Falkreath.
' Expert: Phinis Gestor, of The College of Winterhold.
1 Master: Falion, wizard of Morthal.
Master: Talvas Fathryon, conjurer of Tel Mithryn, Solstheim.
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Oblivion Binding works like o powerful Turn
Undead or Expel Daedra spell. I's a good
alternative to the single-target versions of those
spells, since it works repeatedly and without any
Magicka cost.

12. DARK SOULS

Reanimated undead have 100 points
more health.

Requires: Conjuration 70, Necromancy
Increases the health of your undead, allowing you

to squeeze more “life” out of them before they
collapse.

13. EXPERT CONJURATION *
Cast Expertlevel Conjuration spells for half
Magicka.
Requires: Conjuration 75, Adept Conjuration

14. ELEMENTAL POTENCY *
Conjured Atronachs are 50% more powerful.
Requires: Conjuration 80, Atromancy
Elemental Potency makes all Atronachs, including

the top-tier Elemental Thralls, dramatically more
powerful without increasing their casting cost.

15. MASTER CONJURATION *
Cost Master-level Conjuration spells for half
Magicke.
Requires: Conjuration 100, Expert Conjuration

16. TWIN SOULS *
You can have two Atronachs or reanimated
zombies.
Requires: Conjuration 100, Dark Souls OR
Elemental Potency

Twin Souls allows you to have two summoned or
reanimated creatures (or one »f each) active at

once. Add a Follower to your adventuring party,
and few enemies wii, de able to get close to you!

[*> Other Resources

For a list of Conjuration Skill Books,
and where to look for them, consult
page 1091.

) You can find a list of Conjuration
spells in the Inventory, beginning on
page 131.

' The following quests can also increase
this skill:

) The College of Winterhold Quests:
Radiant Quests: Shalidor’s Insights
(page 269).

' Other Factions Quest: Pantea’s Flute
(page 415).

' Daedric Quest: Discerning the
Transmundane (page 384).
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Destruction Magic harnesses the elemental forces of fire, frost,
and shock to obliterate your foes. This skill improves when you
damage enemies with Destruction spells, based on the amount
of damage you do. You get the same increase for killing a Frost
Troll with one Fire Storm as for killing it with ten Lightning Bolts,

and no increase at all if the spell misses its target.

[*> Available Destruction Perks

1. NOVICE DESTRUCTION *

Cast Novice-level Destruction spells for half
Magicko.
Requires: None

2. DESTRUCTION DUAL CASTING *

Dual casting a Destruction spell overcharges
the effects into an even more powerful version.

Requires: Destruction 20, Novice Destruction
Dual Casting more than doubles the damage of
your Destruction spells. This is a great choice,
especially ot early levels, where inflicting that
extra damage with Flames or Frostbite often
means the difference between life and death.

3. APPRENTICE DESTRUCTION *
Cast Apprentice-level Destruction spells for half
Magicka.
Requires: Destruction 25, Novice Destruction
4-5. AUGMENTED FLAMES (2 RANKS)
Rank 1: Fire spells do 25% more damage.
Requires: Destruction 30, Novice Destruction

Rank 2: Fire spells do 50% more damage.
Requires: Destruction 60, Augmented Flames 1

6~7. AUGMENTED FROST (2 RANKS)
» Rank 1: Frost spells do 25% more damage.
Requires: Destruction 30, Novice Destruction

Rank 2: Frost spells do 50% more damage.
Requires: Destruction 60, Augmented Frost 1

8-9. AUGMENTED SHOCK (2 RANKS)
Rank 1: Shock spells do 25% more damage.
Requires: Destruction 30, Novice Destruction

[*> Racial Benefits

W SKY

Constellation: Path of Magic
Available Perks: 17

Rank 2: Shock spells do 50% more damage.
Requires: Destruction 60, Augmented Shock 1

10. IMPACT
Most destruction spells will stagger an
opponent when dual cast.
Requires: Destruction 40, Destruction Dual
Casting

Impact adds a stagger effect to most dual-cast
spells. Flames, Frostbite, and Sparks are not
included in this set, so you can’t stagger enemies
at will, but this can still be a powerful effect,
allowing you to slow an enemy who's trying to
close in on you or giving you a chance to run if
you are overwhelmed.

11. RUNE MASTER
Can place runes five times farther away.
Requires: Destruction 40, Apprentice
Destruction

Rune spells allow you to create traps that enemies
can trigger. The Rune Master perk allows you to
place them dramatically farther away, making it
much easier to throw them into an enemy’s path
or place them near an existing trap (to create a
“killing zone") without being detected.

12. ADEPT DESTRUCTION *
Cast Adeptlevel Destruction spells for half
Magicka.
Requires: Destruction 50, Apprentice
Destruction

13. INTENSE FLAMES

Fire domage causes targets fo flee if their
health is below 20%.

Requires: Destruction 50, Augmented Flames 1

1> Trainers

+10 Destruction Journeyman: Wuuntferth the Unliving, sorcerer of Windhelm.
Dark Elf Expert: Garan Marethi, of Castle Volkihar (Sea of Ghosts)
+5 Destruction Expert: Sybille Stentor, wizard ot the Blue Palace, in Solitude.
' High EIf Master: Faralda, sorceress at The College of Winterhold.
) Imperial
) Redguard
X he §lder Scn

In addition to its listed damage, each element has its own
innate effect: Flame spells set your enemies on fire (doing
damage over time), Frost spells slow your foes and sap their
stamina, and Shock spells drain their Magicka.

Sure, by the time this perk takes effect, your
enemy was almost dead anyway, but watching a
flaming foe run screaming off the edge of a cliff is
just priceless.

14. DEEP FREEZE
Frost damage paralyzes targets if their health
is below 20%.

Requires: Destruction 60, Augmented Frost 1

Deep Freeze paralyzes enemies near death,
allowing you to kill them with impunity or turn
your attention to more pressing threats. It often
prevents a foe from completing their last attack
(or two), which may be a lifesaver if your health
is also low.

15. DISINTEGRATE
Shock damage disintegrates targets if their
health is below 15%.
Requires: Destruction 70, Augmented Shock 1

Disintegrate effectively increases your damage
output, instantly killing an enemy whenever your
shock spells reduce their health below 15%.

For pure efficiency, this is the best of the three
low-health perks.

16. EXPERT DESTRUCTION *
Cast Expertlevel Destruction spells for half
Magicka.
Requires: Destruction 75, Adept Destruction

17. MASTER DESTRUCTION *
Cast Master-level Destruction spells for half
Magicka.
Requires: Destruction 100, Expert Destruction

[©> Other Resources

For a list of Destruction Skill
Books, and where to look for
them, consult page 1091,
You can find a list of Destruction
spells in the Inventory,
beginning on page 131.
' The following quests can also
increase this skill:
The College of Winterhold
Quests: Radiant Quests:
Shalidor’s Insights (poge
269).
Other Factions Quest:
Pantea’s Flute (page 415).
' Daedric Quest: Discerning
the Transmundane

(page 384).

SKILL CONSTELLATIONS
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Restoration spells shape life energy, allowing you to heal yourself and your companions, drive back the

undead, and create protective wards. Your Restoration skill increases when you use these spells effectively:
to heal damage, turn undead, or shield yourself in combat. It does not increase if you heal someone who is

already at full health or if you cast a Turn Undead spell when no undead are around.

Constellation: Path of Magic
Available Perks: 13

[*> Available Restoration Perks

1. NOVICE RESTORATION +
Cast Novice-level Restoration spells for half
Magicka.
Requires: None

2. REGENERATION *
Healing spells cure 50% more.
Requires: Restoration 20, Novice Restoration

Regeneration makes all healing spells more
effective. It has a low skill requirement and

is definitely worth taking early, when the
concentration spell Healing may be your only
restorative spell. Those few exira points of health
a second can make all the difference during a
parficularly dangerous battle.

3. RESTORATION DUAL CASTING
Dual casting a Restoration spell overcharges
the effects into an even more powerful version.
Requires: Restoration 20, Novice Restoration

Dual Casting doubles the effectiveness of some
Restoration spells (Healing, Wards) and the
duration of others (Turn Undead). But except in
the most dire of circumstances, you're far more
likely to want o weapon in your other hand than a
second Restoration spell.

4. APPRENTICE RESTORATION *

Cast Apprentice-level Restoration spells for half
Magicka.
Requires: Restoration 25, Novice Restoration

[*> Racial Benefits

+10 Restoration Journeyman: Aphia Velothi, of Raven Rock, Solstheim.
) Imperial ' Expert: Colette Marence, instructor at The College of
+5 Restoration Winterhold.
> Argonlan ) E).(p.ert Keeper Carcette, Keeper of the Vigil, Hall of the
) B Vigilant.
reton
) High EIf ' Master: Danica Pure-Spring, priestess of Kynareth, in Whiterun,

' Master: Florentius Baenius, monk of Fort Dawnguard, The Rift.

5-6. RECOVERY (2 RANKS) »
Rank 1: Magicka regenerates 25% faster.
Requires: Restoration 30, Novice Restoration

Rank 2: Magicka regenerates 50% faster.
Requires: Restoration 60, Recovery 1

A fantastic perk for any mage—after all, who
can resist having more Magicka? If's also a fine
choice for nonmages who sfill want to use magic
occasionally, as it helps make up for the Magicka
regeneration they miss out on by not wearing
mage robes.

7. RESPITE %
Healing spells also restore Stamina.
Requires: Restoration 40, Novice Restoration

Respite is ideal for warriors but is less effective
for a pure mage, since you may not use Stamina
except when sprinting away.

8. ADEPT RESTORATION *
Cast Adept-level Restoration spells for half
Magicka.
Requires: Restoration 50, Apprentice
Restoration

9. WARD ABSORB

Wards recharge your Magicka when hit
with spells.
Requires: Restoration 60, Novice Restoration

This perk allows your Wards to absorb 25% of
the Magicka from incoming spells. This is handy
if you use Wards extensively, as the additional
Magicka helps to offset their cost and allows you
to maintain them for longer.

[®> Trainers
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10. NECROMAGE
All spells are more effective against undead.
Requires: Restoration 70, Regeneration

Necromage improves all of your spells, not just
Turn Undead spells. Spells with a duration last
50% longer; spells with a magnitude are 25%
stronger. So your Destruction spells now do 25%
more damage to undead.

11. EXPERT RESTORATION *
Cast Expertlevel Restoration spells for half
Magicka.
Requires: Restoration 75, Adept Restoration

12. AVOID DEATH
Once a day, heals 250 points automatically if
you fall below 10% health.
Requires: Restoration 90

Effectively an “exira life,” Avoid Death is a free,
passive power that automatically activates to
restore your health when you need it most. The
Restoration skill requirement is steep, but if you
can meet it, it's well worth your time.

13. MASTER RESTORATION *
Cast Master-level Restoration spells for half
Magicka.
Requires: Restoration 100, Expert Restoration

(2> Other Resources

) For a list of Restoration Skill Books,
and where to look for them, consult
page 1091.

You can find a list of Restoration spells in
the Inventory, beginning on page 131.

' The following quests can also increase
this skill:
The College of Winterhold Quests:
Radiant Quests: Shalidor’s Insights
(page 269).
) Other Factions Quest: Pantea’s Flute
(page 415).
Daedric Quest: Discerning the
Transmundane (page 384).
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A MAGIC SKILLS: THE PATH OF MAGIC — ALTERATION 3%

Alteration spells manipulate the physical world and its natural properties. This school includes some of the best
defensive spells available (the Flesh spells) and a wide range of utility spells like Waterbreathing, Telekinesis, and
Paralysis. Your Alteration skill increases when you cast a useful Alteration spell on a valid target. For example, you
don’t get credit for casting Oakflesh but never entering combat, casting Waterbreathing but never entering the water,

or casting Detect Life if no one is around.

Constellation: Path of Magic
Available Perks: 14

[*> Available Alteration Perks

1. NOVICE ALTERATION *

Cast Novice-level Alteration spells for half
Magicka.
Requires: None

2. ALTERATION DUAL CASTING
Dual casting an Alteration spell overcharges

the effects into an even more powerful version.

Requires: Alteration 20, Novice Alteration

Dual casting doubles the duration of most
Alteration spells. Especially at early levels, this
primarily affects the Flesh line of spells, so make
sure you're using them frequently enough and

really need that extra time before taking this perk.

3. APPRENTICE ALTERATION *
Cast Apprentice-level Alteration spells for half
Magicka.
Requires: Alteration 25, Novice Alteration

4-6. MAGE ARMOR (3 RANKS)

» Rank 1: Protection spells like Stoneflesh are
twice as strong if not wearing armor.
Requires: Alteration 30, Apprentice Alteration

' Rank 2: Protection spells like Stoneflesh are

two and a half times as strong if not wearing
armor.

Requires: Alteration 50, Apprentice Alteration

[*> Racial Benefits

+5 Alteration
' Argonian
) Breton
) Dark Elf
' High EIf
) Redguard

[»> Trainers

Expert: Dravynea the Stoneweaver, mage of Kynesgrove,
Eastmarch.

Master: Tolfdir, mage at The College of Winterhold.

» Rank 3: Protection spells like Stoneflesh are
three times as strong if not wearing armor.
Requires: Alteration 70, Apprentice Alteration

The Mage Armor perks significantly increase the
effectiveness of the Flesh line of spells if you're not
wearing any armor. If you're willing to commit to
these spells as your primary means of defense,
these perks are incredibly useful. But be sure
you're willing to accept the “no armor” restriction
before you invest in them.

7-9. MAGIC RESISTANCE (3 RANKS) »
Rank 1: Blocks 10% of a spell’s effects.
Requires: Alteration 30, Apprentice Alteration

Rank 2: Blocks 20% of a spell’s effects.
Requires: Alteration 50, Apprentice Alteration

' Rank 3: Blocks 30% of a spell’s effects.
Requires: Alteration 70, Apprentice Alteration

These perks are a great way of boosting your
defense against magic, instead of, or in addition
to, the Restoration line of Ward spells. This is a
solid choice for any caster and is especially good
for Bretons, as it stacks with their racial magic
resistance.

10. ADEPT ALTERATION *

Cast Adept-level Alteration spells for half
Magicka.
Requires: Alteration 50, Apprentice Alteration

11. STABILITY
Alteration spells have greater duration.
Requires: Alteration 70, Adept Alteration

Stability increases the duration of all Alteration
spells by 50%. At this point in the Alteration tree,
you may have begun to experiment with spells like
Paralysis, where the longer duration can definitely
make a difference. If you plan to use it extensively
or need even longer-lasting Flesh spells, it's worth
taking Stability (and possibly Alteration Dual
Casting) to get the most from each cast.

12. EXPERT ALTERATION *

Cast Expertlevel Alteration spells for half
Magicka.
Requires: Alteration 75, Adept Alteration

13. ATRONACH
Absorb 30% of the Magicka of any spells that
hit you.
Requires: Alteration 100, Expert Alteration

This perk is worthwhile if you are running low on
Magicka at high levels.

14. MASTER ALTERATION *

Cast Masterlevel Alteration spells for half
Magicka.
Requires: Alteration 100, Expert Alteration

[*> Other Resources

) For a list of Alteration Skill Books, and
where 1o look for them, consult page 1091.

' You can find a list of Alteration spells in the
Inventory, beginning on page 131.

» The following quests can also increase
this skill:

The College of Winterhold Quests:
Radiant Quests: Shalidor’s Insights
(page 269).

Other Factions Quest: Pantea’s Flute

(page 415).

' Daedric Quest: Discerning the
Transmundane (page 384).
Miscellaneous Obijectives: Eastmarch
Hold: Salt for the Stoneweaver*
(page 493).

SKILL CONSTELLATIONS
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Enchanting allows you to enchant your own magic arms and armor. Your Enchanting skill
increases whenever you enchant or disenchant an item (based on the value of the enchantment)
and when you recharge an enchanted item.

While initially more difficult to level than Smithing or Alchemy, Enchanting is especially
powerful in allowing you to maximize your potential with the right combination of
enchantments. If you plan to explore Enchanting later in your adventure, it's worth disenchanting
the magic items you find early on to build up your Enchanting skill and learn a wide variety of
effects. You may also want to develop your Smithing skill to ensure you have a ready supply of

MAGIC SKILLS: THE PATH OF MAGIC — ENCHANTING

constructed a Staff Enchanter;
augmenting staffs at this
crafting station also increases
your Enchanting skill.

Constellation: Path of Magic

weapons and armor to work with. See the Crafting section (page 70) for more details.

[>> Available Enchanting Perks

1-5. ENCHANTER (5 RANKS) *

» Rank 1: New enchantments are 20% stronger.

Requires: None

» Rank 2: New enchantments are 40% stronger.

Requires: Enchanting 20, Enchanter 1

» Rank 3: New enchantments are 60% stronger.

Requires: Enchanting 40, Enchanter 2

» Rank 4: New enchantments are 80% stronger.

Requires: Enchanting 60, Enchanter 3

» Rank 5: New enchantments are 100%
stronger.

Requires: Enchanting 80, Enchanter 4

The Enchanter perks increase the strength of
your Enchantments across the board, making
weapons use fewer charges per hit and armor
enchantments more powerful. At +20% per rank,
it's almost as effective as the other Enchanting
perks and much more broadly useful. Take ranks
in this whenever your skill level permits.

[*> Racial Benefits

+5 Enchanting
) Imperial
> High EIf
) Ore

6. SOUL SQUEEZER

Soul Gems provide 250 extra energy for
recharging items.

Requires: Enchanting 20, Enchanter 1

7. FIRE ENCHANTER

Fire enchantments on weapons and armor are
25% stronger.

Requires: Enchanting 30, Enchanter 1

The Fire, Frost, and Storm Enchanter perks
enhance enchantments of their element. While
these effects appear on both weapons and armor,
they're most important on weapons. Because you
need only one weapon at a time, you may want
to take the Fire Enchanter perk early and save the
other two for later.

8. FROST ENCHANTER

Frost enchantments on weapons and armor are
25% stronger.

Requires: Enchanting 40, Fire Enchanter

9. SOUL SIPHON
Death blows to creatures but not people trap

5% of the victim's soul, recharging the weapon.

Requires: Enchanting 40, Soul Squeezer

[>> Trainers

Expert: Sergius Turrianus, instructor at The College of
Winterhold.

' Master: Hamal, priestess of Dibella, in Markarth.
' Master: Neloth, enchanter of Tel Mithryn, Solstheim.

> )
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Available Perks: 13

In addition,
Neloth of Tel Mithryn
(in Solstheim) has

10. INSIGHTFUL ENCHANTER
Skill enchantments on armor are 25% stronger.
Requires: Enchanting 50, Enchanter 1

11. STORM ENCHANTER

Shock enchantments on weapons and armor
are 25% stronger.

Requires: Enchanting 50, Frost Enchanter

12. CORPUS ENCHANTER

Health, Magicka, and Stamina enchantments
on armor are 25% stronger.

Requires: Enchanting 70, Insightful Enchanter

13. EXTRA EFFECT %
Can put two enchantments on the same item.

Requires: Enchanting 100, Storm Enchanter OR
Corpus Enchanter

Extra Effect allows you to apply two enchantments
to any item. Double-enchant everything you have,
and you'll nofice a tremendous leap in your
power level!

[+> Other Resources

) For a list of Enchanting Skill Books, and
where to look for them, cons.it page 1091.

You can find a list of Weapon and Armor
Enchantments in the Inventory, beginning on
page 151.
) The following quests can also increase
this skill:
) Other Factions Quest: Pantea’s Flute
(page 415).
» Daedric Quest: Discerning the
Transmundane (page 384).

[y
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<41 OVERVIEW

The following sample characters are a rogues
gallery of battle-hardened adventurers, with
races, skills, perks, and equipment chosen to
maximize their effectiveness. They have titles like
“Battflemage,” “Berserker,” or “Assassin,” but
these lobels only describe their specialties; they
don’t appear in game. This is because you can
literally create any type of character you wish,
focus on any combination of skills and perks,
carry and wield any weapon or spell, and choose
any type of reaction to enemies and citizens

of this world. But if this infinite flexibility leaves
you feeling a little overwhelmed, the following
Archetypes are a good place to start.

While these Archetypes have been tuned to
perform well at their specific style of play, you can
adapt them to suit your particular skills or interests.
They are here to aid you in understanding how
the choices you make can affect your character
and to guide you in developing an effective play
style. Remember to cross-reference the following
information with the section on skills, perks, items,
and Followers for more information.

The Berserker

(> Character Archetype Legend

Title: The style of play the character primarily
exhibits.

Race: The character’s race; picked fo
accentuate the play style.

Gender: This has no effect on the character,
aside from occasional citizen reactions.

Statistic Focus: How to distribute the Health,
Magicka, and Stamina bonuses you receive
when leveling up.

Primary Skills: Two key skills that govern the
character’s play style; raise these as quickly as
possible.

Secondary Skills: Two other skills important to
the character that you should develop heavily.

Stone Ability: Which of the Standing Stones
you should visit to receive an ability.

Essential Perks: The perks most critical to the
character’s development; you should always
purchase these as they become available.
Once you buy Essential perks, consider buying
other perks from your primary skills and then
your secondary skills.

Weapons: The type of combat to which this
character is best svited (e.g., melee, spells,
bow and arrows).

Armor: The type of ouffits and/or armor you
should seek out or craff.

Follower: A Follower or Hireling that
complements this play style.

Archetype Advice: Useful tips and plans for

progression as you explore Skyrim.

The Weaponmaster The Rogue
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[*> The Warrior

Race: Nord
Gender: Male
Statistic Focus:
Health 60%,
Stamina 40%
Primary Skills:
One-Handed,
Block
Secondary Skills:
Light Armor,
Archery
Stone Ability: Warrior Stone
Essential Perks:

Armsman

Fighting Stance

Power Bash

Disarming Bash

Elemental Protection

Agile Defender
Weapons: One-handed weapon and
shield; bow and arrows for backup
Armor: Light armor; with your shield for
defense, heavy armor will just weigh you
down.

Follower: You can command the attention
of your foes in melee combat, so take

a ranged Follower to maximize your
damage potential. Marcurio and Jenassa
are both good choices.

[*> The Mage

Race: High EIf
Gender: Female
Statistic Focus:
Magicka 80%,
Health 20%
Primary Skills:
Destruction,
Conjuration
Secondary
Skills: lllusion,
Restoration
Stone Ability: Mage Stone
Essential Perks:

Spellcasting Rank perks

Destruction Dual Casting

Augmented Flames, Frost, or Shock

Summoner

Elemental Potency

lllusion Dual Casting
Weapons: Spells
Armor: Mage robes. Always take the robe
with the highest Magicka Regeneration
rate you can find. Then look for more gear
that increases your regeneration, adds to
your total Magicka, or decreases the cost
of your spells.

Follower: Keep a heavily armored
warrior at your side to hold foes at bay.
Vorstag and Lydia are both good choices,
especially early on.

\01 TRAINING THE INVENTORY

ARCHETYPE ADVICE:

As a Nord, you start with bonuses to your most critical skills and racial abilities that help you thrive in
combat.

Before each combat, quickly take stock of the area and decide where you want the fight to take place;
give yourself enough room to maneuver but don't let your enemies surround you. Your shield is useless
against attacks from behind.

Stand your ground and let the enemy come to you. Use your bow to fire off a few shots from range
before switching back to a weapon and shield for melee combat (switch using Favorites).

Hold the attention of your foes. If enemies begin to target your Follower, take them down quickly so
your Follower can return to their own attacks.

Don't hesitate fo fall back if you feel like you're getting overwhelmed or if enemies begin to flank you.
A doorway or narrow hall won't leave you much room to maneuver, but it will ensure you only have
to address one enemy at a fime.

If you find yourself surrounded, invoke your Battle Cry to scatter your foes and give yourself a few
seconds to recover and reposition.

Master the rhythm of combat and learn how to use your attack, power attack, and shield bash for
greatest effect.

One-Handed perks like Armsman and Fighting Stance improve your damage output, but don't forget
to take Block perks as well: Power Bash, Disarming Bash, and Elemental Protection are all critical to
taking full advantage of your shield's potential.

If you can block attacks effectively, you won't take much damage, making light armor an efficient
choice that allows you to remain mobile in combat. If you are struggling, you can always switch to
heavy armor instead.

While you may not take many perks in Archery, it's always a good idea to keep a bow on hand for
pulling enemies or taking out a lone sniper.

The Warrior Stone is a solid choice, helping three of your four major skills increase more quickly.

ARCHETYPE ADVICE:
As a High EIf Wizard, you'll have the highest starting Magicka of any race and can maintain that
advantage by focusing on Magicka bonuses as you level.
When even that's not enough, call on your Highborn Racial power to sustain your casting in even the
longest battles. Highborn is your lifeline; make sure it's your active power (and a Favorite) unless you
need fo use something else, and switch back to it when you're done.
Prepare for each battle by summoning a creature, then start the fight with your best Destruction spell
from range.

In combat, expect fo spend most of your time casting Destruction and Restoration spells.
Learn what each type of Destruction spell is best ot and how to use them effectively.

Take advantage of the spells’ secondary effects; spray a room with flames to set your foes on fire, or
hit a foe with ice from a distance to slow them down, allowing you to keep casting as they struggle to
advance.

When not dual casting, keep a Ward on hand to deflect blows and shield yourself from enemy spells.

This is a powerful but fragile character; while you have plenty of Magicka to cast devastating spells,
your health is low and your defenses are weak, putting you in serious risk if attacked directly.

Let your Follower and summoned creatures distract enemies and soak up damage while you focus on
taking out each foe in turn. If your summoned creature is destroyed, resummon it immediately.

Keep a close eye on your Health and cast Healing or Fast Healing when needed, or drink a potion
(remember you can tag potions as Favorites).

If an enemy closes to melee range, check their health and quickly decide whether to keep your Ward
up and maintain your attack or escalate by dual casting Destruction (for a quick takedown), Fear (to
send them running), or Calm (so you can escape).

When in doubt, remember that your robes are lighter than your enemies’ armor. Sprint to make a
clean getaway, or tactically retreat to put some distance between yourself and your foes so you have
time to finish one more spell.

Because of your low health and ever-increasing need for Magicka, you'll use potions at a faster rate
than most other characters. For this reason, consider taking up Alchemy to supplement what you find
in dungeons and save your gold.

As with all mages, buy Spell Tomes! This should always be your top shopping priority. Join the
College of Winterhold early for convenient access to all the best spell vendors.

The Mage Stone is a solid choice for this character, allowing you to quickly increase your skills and
master a wide range of spells across all disciplines.

THE WARRIOR = THE MAGE

THE BESTIARY QUESTS
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[»> The Archer

Race: Wood Elf
Gender: Male

Statistic Focus:
Health 80%,
Stamina 20%
Primary Skills:
Archery, Sneak
Secondary Skills:
Light Armor,
Block
Stone Ability: Thief Stone
Essential Perks:

Overdraw

Eagle Eye

Power Shot

Quick Shot

Stealth

Deadly Aim
Weapons: Bow and arrows, the best you
can afford. Ideally, find a bow with a fire,
frost, or shock enchantment for even more

damage. Keep a one-handed weapon for
backup.

Armor: Light armor, for protection without
sacrificing speed and stealth.

Follower: For an aggressive choice,
take Jenassa or Faendal. For a sturdier
companion, fry a warrior like Vorstag or
Argis.

[*> The Berserker

Race: Orc
Gender: Male
Statistic Focus:
Health 50%,
Stamina 50%
Primary Skills:
Two-Handed,
Heavy Armor

Secondary Skills:
Smithing, Block

Stone Ability: Lord Stone
Essential Perks:

Barbarian

Champion’s Stance

Juggernaut

Well-Fitted

Tower of Strength

Power Bash
Weapons: Two-handed weapon, the
strongest you can find
Armor: Heavy armor, for added defense
Follower: Find a melee Follower who can
wade into combat at your side: Stenvar
is an aggressive choice, while Belrand
offers more versatility. When fighting in
the wilderness, take along an animal
companion as well; both Vigilance and
Meeko will help distract your foes.

The &ider Beroils V
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ARCHETYPE ADVICE:
As a Wood Elf, you excel at stealth archery, with bonuses in all your critical skills.
If you spot an enemy, drop into a stealth crouch immediately, then creep closer and start the battle
with a sneak attack for maximum damage.
Use your bow exclusively to raise your Archery skill as quickly as possible. When rushed by an
enemy, bash them with your bow, then back up and keep firing.
Every Archery perk is worthwhile for the stealth archer; the real choice is not what perks to take but
when to take them.
Always take Overdraw whenever your skill allows it. A 20% damage bonus per shot is just too
good to pass up.
Want more help lining up your shots? Take Eagle Eye ond Steady Hand.
Need to increase your damage output? Grab Deadly Aim and Power Shot.

Don't neglect your Sneak skill, either. Practice sneaking up on even low-level enemies, or your skill
may not be high enough to help you when it really matters.

Take Light Armor to gain some protection without sacrificing your ability to Sneak effectively. It also
won'’t hamper your mobility as much, allowing you to dodge or back away as you confinue to fire at
an especially persistent foe.

Block is a good choice for another skill. While you can't take advantage of its shield-specific perks,
Power Bash and Disarming Bash work just as well with a bow and give you an opening to make one
last shot at point-blank range.

Stat bonuses are less important for your character than most, since many of your foes will never make
it to melee range. A high Health never hurts, but take a little Stamina as well to ensure you can bash
when you really need fo.

When assaulting an outdoor camp or redoubt, find a nearby predator and use Command Animal

on them. If your first shot isn't quite enough to take out the sentries, your new pet wolf or bear will
probably do the job, or at least keep them at bay.

The Thief Stone is a good match for the Archer, helping your Sneak and Light Armor skills keep pace
with your Archery and ensuring they remain effective.

ARCHETYPE ADVICE:
As an Orc, you have solid skill bonuses and use of the deadly Berserk power.

Charge into combat and hit hard. Your attacks may be slow, but they connect with devastating force,
staggering foes and dealing massive damage.

Power Attacks are critical to using two-handed weapons effectively, so boost your Stamina and take
perks that improve them, especially Champion’s Stance.
Your greatest risk is wading into the thick of combat and becoming surrounded. Keep a Follower and/
or animal companion with you to divide your enemies’ focus and keep their numbers manageable.
If you do find yourself surrounded, invoke your Berserk power to increase your damage resistance and
gain the damage bonus you need fo carve a path through your foes.

) This is not a traditional berserker: Instead of hides and war paint, ouffit your warrior in a full suit of
heavy armor to offset the lack of a protective shield or spell. With the right Heavy Armor perks, you
can shrug off even the most powerful blows.

The Lord Stone improves your defenses even further, allowing you to endure whatever your
adversaries can throw at you.

Remember that parrying an attack with your weapon counts as a block. While the shield-based perks
in the Block constellation won't be of use to you, you can still take advantage of perks like Power Bash
or Disarming Bash.

Since your combat style relies exclusively on your weapons and armor, Smithing makes a great
supporting skill, allowing you to forge and improve your own gear.

RAINING PART 1- CHARACTER ARCHETYPES
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[> The Spellsword

Race: Dark Elf
Gender: Female
Statistic Focus:
Health 40%,
Magicka 30%,
Stamina 30%
Primary Skills:
One-Handed,
Destruction

Secondary Skills:
Light Armor, lllusion

Stone Ability: Lover Stone
Essential Perks:
Armsman
Fighting Stance
Destruction Rank perks
Augmented Flames, Frost, or Shock
Impact
Agile Defender
Weapons: One-handed weapon and spell

Armor: Light armor for speed and
mobility. For best results, look for
enchanted armor that increases your
maximum Magicka or Magicka-
regeneration rate.

Follower: If you want a friend to absorb
damage, find a warrior like Llydia or
Vorstag. For a more ranged support, take
Jenassa or Marcurio.

[®> The Necromancer

Race: Breton
Gender: Male
Statistic Focus:
Magicka 70%,
Health 30%
Primary Skills:
Conijuration,
Illusion
Secondary
Skills: Alteration,
Restoration
Stone Ability: Ritual Stone
Essential Perks:

Spellcasting Rank perks

Conjuration Dual Casting

Necromancy

Dark Souls

Mystic Binding

Mage Armor
Weapons: Spells, bound weapons
Armor: Mage robes. Always take the robe
with the highest Magicka-regeneration
rate you can find. Then look for more gear
that increases your regeneration, adds to
your total Magicka, or decreases the cost
of your spells.
Follower: Bring a tough, high-damage
Follower to create corpses you can
resurrect. Stenvar or Ahtar are good
choices.

!————— ~ THE ARCHER * THE BERSERKER  THE SPELLSWORD | THE NECROMANCER
TRAINING THE INVENTORY JESTS

ARCHETYPE ADVICE:

As a Dark Elf, you may have to work a litfle harder to increase your One-Handed skill (which doesn’t
start with a bonus), but your other skills are an excellent fit.

" A Spellsword is all about flexibility, switching between weapons and spells as the situation demands,
aggressively creating and exploiting enemy weaknesses.

Use Destruction spells to soften up foes from a distance before they can close to melee range, Hit
weaker enemies with fire spells to quickly cut down their health, use frost on stronger foes to slow their
approach, and target mages with shock spells.

In melee combat, your best defense is a good offense.

Early on, spray flames or sparks with one hand while you hack away with your weapon; you'll
be surprised at how quickly your enemies fall.
As fime ?oes on, staggering foes becomes increasingly important. Take Fighting Stance
(which allows you to power attack more frequently) and Impact (to allow your spells to stagger
enemies as well).
Use your Ancestor’s Wrath racial power to inflict even more damage in close combat. At later levels,
Destruction’s line of Cloak spells is more powerful, but Ancestor’s Wrath may still be useful if you need
to conserve Magicka.

Although most of your attention will be on offense, learn a Ward spell for better protection when
fighting mages or a Flesh spell (Oakflesh, Ironflesh, efc.) for an armor boost against hard-hitting
warriors. Both will supplement your defenses without slowing you down.

Try to balance your One-Handed and Destruction skills. If either falls too far behind, you may not be
able to rely on it when you need it most.

Don’t neglect Light Armor perks, either. Without a shield or the ability to block, you're reliant on your
armor and spells for protection.

lllusion spells like Fear and Frenzy are helpful at disrupting large groups of foes, allowing you to
concentrate on each enemy in turn without becoming overwhelmed.

Since your skills are so wide-ranging, the Lovers Stone is a good choice to help all of them advance
quickly. If you notice any of them starting to fall behind, switch to a more specific stone (Warrior,
Mage, or Thief) to balance them out again.

ARCHETYPE ADVICE:
As a Breton, you have strong skill bonuses and a fantastic resistance to magic.

Prepare for each fight by casting your best Flesh spell (Oakflesh, Ironflesh, etc.). Early on, this is
expensive—you may want to wait a few seconds to let your Magicka recover—but it becomes less of
an issue as your Magicka improves.

Necromancy has one major drawback: you need fresh corpses to resurrect. When you approach a
fight, quickly size up your options and decide how to proceed:
If there are any dead bodies lying around, exploit them! Raise the corpse, and your new
zombie will charge in ahead of you.
Against a group of foes, try an lllusion spell like Frenzy. One enemy may well kill another,
giving you fresh zombie material.
Or conjure a bound weapon and attack. Work with your Follower to quickly take down the
first enemy, resurrect them, and then confront the remaining foes with your new ally.
With only your Flesh spells to protect you, you're susceptible to damage in melee combat. If an enemy
rushes you, use lllusion spells like Fear or Calm to stop their attack and escape, or conjure a bound
weapon to quickly cut them down.

When confronting mages, call on your Dragonskin power to absorb their spells as Magicka, and use
it to power your own spells. For even more resilience, cast a Ward; combined with your innate magic
resistance, this can make you almost invulnerable.

If a battle is faking a long time to conclude, rush into the center of the battlefield and invoke the Ritual
Stone’s power to raise all the surrounding dead at once, creating a zombie army to quickly overrun
your opposition!

When combat has ended, your work has not—resurrect one final zombie before moving on. You
never know what lurks around the next corner.

As with all mages, buy Spell Tomes! This should always be your top shopping priority. Join the
College of Winterhold early for convenient access to all the finest spell vendors.

THE BESTIARY QUESTS ATLAS OF SKYRIM APPENDICES AND INDEX




4

[*> The Assassin

Race: Khajiit
Gender: Female
Statistic Focus:
Health 60%,
Magicka 20%,
Stamina 20%
Primary
Skills: Sneak,
One-Handed
Secondary Skills:
Alchemy, Pickpocket
Stone Ability: Shadow Stone
Essential Perks:
Stealth
Backstab

Assassin’s Blade

Armsman

Dual Flurry

Dual Savagery
Weapons: Dual one-handed weapons
(move to daggers once you take Assassin's
Blade). Keep a bow on hand for situations
where no good stealth route is available
and for misdirecting foes.

Armor: Light armor, for protection without
sacrificing speed and stealth

Follower: None, or take a warrior such

as lona or Vorstag, but have them wait at
a distance in case you need the backup.
Stealth is tricky enough without having to
worry about a Follower.

(2> The Battlemage

Race: Imperial
Gender: Male
Statistic Focus:
Magicka 60%,
Health 40%
Primary Skills:
Destruction,
Restoration
Secondary Skills:
lllusion, Heavy
Armor
Stone Ability: Apprentice Stone
Essential Perks:

Spellcasting Rank Perks

llusion Dual Casting

Destruction Dual Casting

Augmented Flames, Frost, or Shock

Recovery

Juggernaut
Weapons: Spells, supplemented by staffs
or a one-handed weapon as needed
Armor: Heavy armor, ideally enchanted
to increase your Magicka or Magicka
regeneration
Follower: As a spellcaster who can stand
up to melee combat, almost any Follower
can complement your skills. Belrand or
Stenvar are both good choices for a more
aggressive melee companion.

The ides Serolls'

ARCHETYPE ADVICE:

As a Khaiiit, you start with the Sneak and One-Handed skills needed to be an effective assassin and
with bonuses to your Archery, Alchemy, and Lockpicking skills for support.

For you, every encounter is a puzzle waiting to be solved. If you spot an enemy, drop into a stealthy
crouch immediately, then look for a way to sneak up behind them for a lethal backstab.

When assaulting an exterior camp or ruin, you may have better luck at night, when the cover of
darkness provides better concealment. Weather matters, too: a stormy night offers better concealment

than a clear one.

In dungeons, look for alternate paths and ways to get the drop on your foes.

In crypts and catacombs, your high Sneak skill may allow you to slip past the Draugr without
disturbing their rest. But don't hesitate to lash out with a preemptive attack; few things are more
satisfying than ambushing a foe before they can ambush you.

Sneak is your most critical skill. At early levels, it may be difficult to sneak up on an enemy without
being spotted, but keep practicing! You'll be amazed at how well you can avoid detection once your

skill is high enough.

As an Assassin, you need a fast, powerful offense fo cut down your foes before they can refaliate.
Take perks in One-Handed and Sneak to increase your damage output as much as possible.

Alchemy is a great supporting skill; poisons make every strike count, while potions can restore your
health and shore up your otherwise-fragile defenses. Don't forget to add both potions and poisons fo

your Favorites.

Pickpocket is also worth exploring. With your high Sneak skill, you should have little trouble
concealing yourself from townsfolk (which improves your odds of success). At low levels, you can
pilfer items for a little extra gold or the occasional enchanted treasure. But the real reward comes at
higher levels, where you can steal the weapons and armor off your foes before stabbing them in the

back.

Use your raciol Night Eye power whenever you want better visibility. This is ideal for a stealthy

character; it is free, unrestricted, and absolutely silent.

The Shadow Stone’s power gives you free use of Invisibility once per doy. Even if you learn the
Invisibility spell, this can still be useful, giving you a chance to disengage from foes and escape, or

set up another sneak attack.

ARCHETYPE ADVICE:

As an Imperial, you have the right mixture of
magic and martial skills needed to succeed as a
Battlemage.

Long a respected profession in Tamriel, the
Battlemage combines the mage’s power and
versatility with a warrior’s durability. Though
magic is your primary focus, you can endure the
rigors of melee combat if needed.

 As a Battlemage, you can choose your own

approach fo any combat situation:

Use Destruction spells to blost foes from
a distance, or pull them in, where you
can switch to a Dual Cast spell to finish
them off.

Use Restoration spells to sustain yourself
or strengthen your allies.

Use Wards to protect yourself from
mages, while countering their elemental
magic with your own.

Use lllusion spells to weaken and disrupt
groups of foes at range.

Dabble in Conjuration fo summon allies
or raise the dead, or try Alteration for an
even sironger defense in melee.

Without the benefit of enchanted robes, your
Magicka will regenerate far more slowly
than a pure mage’s, severely restricting your
spellcasting. You have options here, too:
Take more Magicka bonuses when
leveling up to increase your maximum
Magicka.
Invest in (or make) armor and items

that fortify your Magicka or Magicka
regeneration.

Take Restoration’s line of Recovery
perks, which increase your regeneration
rafe.

Draw on the Apprentice Stone’s power
to increase %'our Magicka-regeneration
rate, and offset the lower magic
resistance with other items or Wards.
Keep staffs, scrolls, or o melee weapon
as backup, just in case.

Destruction is your primary means of damaging
your foes. Take new ranks in Destruction as they
become available, as well as any other perks
you can use to increase your damage output.

Restoration provides you with magical Wards
to supplement your armor and healing spells to
sustain yourself and your allies.

lllusion spells allow you to disrupt larger groups
of foes and fortify your companions in battle.

Heavy Armor is what sets a Battlemage apart
from any other wizard. While the Juggernaut
perks are important, you will probably need to
put spellcasting rank perks ahead of the other
Heavy Armor perks.

If you find yourself surrounded, don't forget to
use your Voice of the Emperor ability to pacify
nearby foes, giving you time to make a tactical
retreat.

You might also consider a different race: A
Breton Battlemage can take the Apprentice
Stone with less of a penalty due to their innate
magic resistance, while a High Elf Battlemage
will have o higher starting Magicka and the
benefit of their racial Highborn ability.

CHARACTER ARCHETYPES
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(2> The Weaponmaster

Race: Redguard
Gender: Female
Statistic Focus:
Health 60%,
Stamina 40%
Primary Skills:
One-Handed,
Heavy Armor
Secondary
Skills: Archery,
Enchanting
Stone Ability: Steed Stone
Essential Perks:

Armsman

Fighting Stance

Dual Flurry

Dual Savagery

Juggernaut

Well Fitted
Weapons: Two one-handed weapons
(dual-wielding), bow and arrows for
backup

Armor: Heavy armor for maximum
defense

Follower: You can hold your own in melee
combat, so bring a ranged Follower like
Marcurio or lllia for ranged support.

[©> The Rogue

Race: Argonian
Gender: Female
Statistic Focus:
Health 40%,
Magicka 40%,
Stamina 20%
Primary Skills:
Sneak, lllusion
Secondary
Skills: Archery,
One-Handed
Stone Ability: Serpent Stone
Essential Perks:

Stealth

lllusion Rank Perks

Illusion Dual Casting

Quiet Casting

Overdraw

Armsman
Weapons: Spells, bow and arrows,
one-handed weapon for backup
Armor: Light armor, ideally with
enchantments to improve your Magicka or
Magicka regeneration
Follower: Seek out a stealthy archer like
Jenassa or Faendal.

THE ASSASSIN * THE BATTLEMAGE = THE WEAPONMASTER  THE ROGUE

48> TRAINING THE INVENTORY

ARCHETYPE ADVICE:

As a Redguard, your One-Handed skill bonus is magnified by a dual-wielding combat style, making
you a whirlwind of destruction in close combat.
Choose how to address each battle.
In some cases, you may be better off rushing your foes to engage them as quickly as possible,
before they can ready their defenses.

At other times, you may want fo find a defensible Ezsirion (such as a doorway or higher
ground) and let your enemies come to you. Use a bow to draw your foes to you, then
switch back fo your weapons as your foes close in.

Attack relentlessly. One-Handed perks like Dual Flurry allow you to strike more quickly, while Dual

Savagery improves the strength of your Dual Power attack.

Since you can't block while wielding two weapons, take heavy armor for the extra defense; you'll
appreciate the additional resilience in combat.

Enchanting is especially effective for a dual-wielding warrior, since you can apply a different
enchantment to each weapon, or double up for a stronger effect. You may also want to consider
Smithing to forge and improve your own weapons and armor.

Early on, the Steed Stone is a great choice for offsetting the weight and movement penalties of Heavy
Armor. If you decide to take Heavy Armor’s Conditioning perk, switch to the Lord or Lady Stones for
more active combat bonuses.

Don't forget about your Adrenaline Rush power, which can rapidly refill your Stamina during an
extended battle, allowing you to sustain a flurry of power attacks.

#SkyrimLegendaryGuide

@ Watch the video of our five favorite archetypes in

action at www.primagames.com/SkyrimLegendary

ARCHETYPE ADVICE:
As an Argonian, your natural abilities skills provide a solid foundation for a stealthy character, though
your magic skills will take a little more time to build up.

The Rogue is a hybrid mage-thief. Less narrowly focused than most of the other archetypes, it offers a
great deal of versatility and is a fun choice if you enjoy toying with your enemies instead of assaulting
them directly.

When you spot a foe, drop into a stealthy crouch and creep closer to assess the situation. You have a
range of options ot your disposal:

Cast Invisibility and Muffle and sneak past your foes undetected.

Cast Frenzy or Fear to disrupt and disorient them.

Fire o well-placed arrow to calch a foe’s attention and lure them into a trap.

Snipe a foe from range, starting combat with a devastating sneak attack.

Creep closer and backstab for maximum damage.
Once combat begins, don't hesitate to attack with bow or blade. If you want to take on a foe directly,
draw a second weapon to deal even more damage.
If you feel yourself getting overwhelmed, pull out an ace:

Cast Fear to send your enemies running, then pelt them with arrows as they flee.

Cast Calm to stop combat for a moment, giving yourself time to quaff a potion or make a
tactical retreat.
Call on the Serpent Stone's power to paralyze a foe and take them out of the fight completely.
This gives you time to heal, deal with other enemies, or slaughter the now-helpless foe at your
leisure.
Your Histskin power is an amazing racial ability, capable of pulling you back from the brink of death.
Give it a few seconds fo do its work, then wade back into the thick of combat.
With such a wide array of tactics at your disposal, you can find a solution to any challenge. Focus on

the core improvement perks for each skill (Stealth, lllusion Ranks, Armsman, and Overdraw) to make
sure each tactic remains viable, then branch out depending on what seems most useful to you.

If you have any perks left over, explore Lockpicking or Pickpocket to take advantage of your racial
skill bonuses and complete your stealthy arsenal.

THE BESTIARY QUESTS ATLAS OF SKYRIM APPENDICES AND i
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4@ TRAINING PART 2:

COMBAT, DEVELOPMENT, AND CRAFTING

This section explores the vast array of actions and activities you
can perform in Skyrim. We provide advice on how to improve
your character as you level up and give you crucial tactical
details on all facets of combat and exploration (including Shouts).
We also thoroughly explain Crafting systems.

<K

[>> Leveling Advice

Tactically level up during
a particularly frightening
combat, s shown

As your skills increase,
you gradually make
progress toward gaining
a level. There are several
aspects of this process
worth taking a closer
look at:

Improve what you use: The skills you use will improve naturally as you use
them. There is no need to go out of your way to improve a skill you never
plan to use; this doesn't level your character any faster and won't make
your character any stronger or more effective.

Colorcoding: In the tables in this chapter, elements from the original game are in white ond gray.
| Elements from the Dawnguard, Hearthfire, and Dragonborn add-ons have been color-coded as follows:

Duwngumd/Heorﬂwfue

CHARACTER ADVANCEMENT

D Battle Fury

Dragonborn

B3>

Use what you improve: When selecting perks, be sure you're ready to toke
full advantage of them. For example, don’t purchase Adeptlevel Magic
perks until you have Adeptlevel spells to cast. Don't take Enchanting perks
unless you're planning on enchanting something in the immediate future.
Patience and perks: If you aren't sure which perk to choose when you level
up or if find yourself a few skill points away from a perk you really want, it
is usually better to save the choice for later. This gives you more flexibility
and allows you to change your mind. Remember, once you select a perk,
you can't take it back!

Tactical leveling: Leveling up fully restores your Health, Magicka, and
Stamina. This can literally save your life if you find yourself bereft of
potions during a difficult battle. For example, if you gain a level while
exploring a dungeon, you may want to wait and level up during the final
(or most difficult) fight. Conversely, there’s no point in hoarding levels;
once you begin leveling up, you must claim all of the levels you‘ve earned.

%] COMBAT IMPROVEMENT — [3%>

By now, you should have skills that aid you in dispatching enemies through melee, ranged, or magical attacks. This section offers advice on moximizing your

combat potential no matter how you decide to fight your foes.

[*> General Advice

Don't overlook your
Shouts or powers; they
can win the fight for you!

As you set off to explore
the realm, you may be
overwhelmed with the
choices you can make.
But remember this sage
advice, and you'll thrive
in the wilds of Skyrim:

Conserve your resources: Your three statistics—Health, Magicka, and
Stamina—are all resources you need to conserve. If you sprint into

battle (using Stamina), recast your spells right before heading into battle
(Magicka), or push on after a difficult bottle without pausing to recover
your Health, you're at a disadvantage. Stop and wait for a moment
(optionally swigging down a potion) to ensure all three stats have
recovered fully before you continue.

Remember your Shouts and powers: While most of your attention will

be on the weapons, spells, or shield in your hands, remember that you
have a third option at your disposal. Shouts and powers are among your
most devastating abilities: They don’t cost anything to use, and they can
dramatically turn the tide of battle in your favor. Make sure to Favorite
them, and always know which one you have equipped. Then call on them
whenever you need some additional offensive firepower.

Consumable consumption: Do you find yourself struggling against a
particularly troublesome set of foes2 Then stop, rummage around in your
inventory, and see if you have an item that might help. This could be a
healing or fortifying potion, a poison for your weapon, or a scroll with a
powerful magic effect. Don't hoard scrolls; use them!

IM
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Active effects: It's easy to forget about the Brain Rot you contracted a few
hours ago or not to notice when a blessing or buff has worn off. Check the
Active Effects list in the Magic menu periodically to ensure you know what
is ailing or enhancing you.

The Favorites menu: This menu allows you to quickly switch between
weapons and spells, and it pauses time when you open it, without
blocking your view. This gives you a moment fo consider your next move.
Save early, save often! Although the game saves your progress
automatically, it's always prudent to save before trying something
dangerous, like running down a hallway lined with swinging blades or
investigating that ominous-ooking tomb.

Tuning in the difficulty: The System > Seftings > Gomeplay menu allows
you to change the game’s difficulty at any time—even during combat—
which you should try if you're really struggling or if you're having too easy
a time.

[*> Melee Combat

To maximize your potential in melee combat, choose a weapon you like,
learn its rhythm, improve the associated perks, and try to find (or forge)

the most potent version of it that you can. If you have problems effectively
bringing down foes, be sure you know how to respond to and counter their
attacks.

Choose your weapon: Early in your adventure, try out a variety of
weapons and combat styles and see what works best for you. Do you
prefer one- or two-handed weapons? If you enjoy wielding a one-handed
weapon, do you want a shield, spell, or another weapon in your free
hand? Then figure out whether daggers (fast, lowest damage), swords,
axes, or maces (slow, highest damage) are your favorite. By learning
what you're most comfortable wielding, you can choose the perks that
complement that style.

RT 2: COMBAT, DEVELOPMENT, AND CRAFTING
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The rhythm of combat: Once you've settled on a weapon or combat

style, practice your tactics. Remember that you and your opponent have

a regular attack, a power attack (holding the Attack button down for a
slower but more domaging strike), a block (raising your shield or weapon
to deflect an enemy blow), and a bash (hitting your foe with a shield or
the flat of a weapon). Try to get a feel for how long it takes you to perform
these actions with your chosen weapon and how long it takes for your
enemies fo do the same. As your sense of timing improves, you can befter
decide whether to attack or defend during a fight, and choose your tactics
more strategically.

Observe and counter: Combat involves more than just attacking. You can
take down enemies faster and more effectively by observing their actions
and choosing the appropriate counter.

Block if your enemy
uses a regular
attack.

Bash if your enemy
uses a power attack
to quickly interrupt
and stagger them.

Power attack if your
enemy is blocking
to break their block
and stagger them.

Attack swiftly if
your enemy is
staggered fo cut
them down.

Wearing a Cloak: The Destruction line of Cloak spells (Flame, Frost, and
Lightning) are ideal if you plan to engage in close combat—even if you're
primarily a warrior with little interest in magic. These spells allow you to
damage enemies with both your weapons and the cloak’s magical effects,
without requiring much attention (or Magicka expenditure). Cloak spells
also don’t damage your Followers, so there’s no need to worry in close
quarters.

[+> Ranged Combat

A Dragon attack: If you
focus only on melee
combat, your options
against dragons are

limited

Whether you're an
accomplished archer or
learning how to fire an
arrow for the first time,
it's always worth keeping
ranged combat in mind.
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The backup bow: It always pays to keep a bow and some arrows on
hand, even if you don't plan on specializing in it. You never know when
you might encounter a dragon or need to soften up a particularly difficult
foe from range.

Arrow gathering: Be sure to grab arrows at every opportunity. Since they
have no weight, there’s no reason not to take and keep every arrow you
can find. There's nothing more frustrating than running out of arrows in the
middle of a dungeon, especially if you're focused on archery.

Remember to bash: Don’t forget that you can bash with your bow. This
usually gives you enough time to fire off one more shot or to sprint away
while your enemy recovers so you can line up and fire again.

Perks of power: Archery perks have a significant effect on your ranged
combat repertoire, giving you the ability to zoom in, slow time, and
stagger enemies after a successful hit. Just relying on archery can be a
very satisfying way to play and can make hunting certain skittish animals,
such as elk and deer, a lot easier.

Ranged combat only: Rarely, you may encounter a foe that can’t be
reached by melee weapons. On these occasions, a bow and arrow is
imperative, unless you have a ranged spell.

[*> Combat Tactics

Get the gear: Be sure you're searching for the correct gear. If you plan

to focus on archery, dual-wielding, or another aggressive combat style,
then offense is your best defense: Look for enchanted weapons and armor
that increase your damage-dealing potential. It is often worth wearing

a “weaker” piece of armor if it carries an enchantment that helps your
damage output.

Prepare poisons: Poisons are a great way of quickly increasing your
damage potential. Keeping some poisons on hand (via Favorites) is an
excellent way to deal with heavily armored warriors or mages using
Wards. Even if your weapon doesn't strike for maximum damage, the
poison will.

Speed and sidestepping: Use speed fo your advantage. When wearing
light armor or robes, you're more agile than most of your opponents. This
allows you to sidestep their power attacks (and then counter) or to sprint
away if you need some space to recover and regroup.

Staggering attempts: A staggered enemy is much easier o cut down
with a flurry of attacks. Power attacks and bashes stagger most foes, but
look for other effects that can achieve this, too, such as the Unrelenting
Force Shout.

[*> Magic-Based Combat

The dead rise again
There’s something
satisfying about raising
recently slain enemies o
attack their own!

The five schools of magic
offer a wide range of
offensive and defensive
spells to help crush your
foes, shield yourself, or
augment other combat styles.

The blended approach: In Skyrim, you don't have to be a “pure” mage
to enjoy spellcasting. Any warrior can benefit from a conjured ally, healing
spell, or elemental cloak, and thieves can especially appreciate the benefits
of Invisibility. Even if you don't plan to focus on magic, look for spells that can
enhance your combat style.

Spell-casting Rank perks: Each school of magic has a series of “Rank”
perks (Novice, Apprentice, Adept, Expert, and Master) that dramatically
decrease the cost of spells from that school. These perks are critical to your
ability to effectively use spells from that school and should be a top priority
for any serious mage.

Offensive Spells

Know your area of effect: Many spells damage anything in o wide area.
While you can't be hurt by your own spells, your Followers can be, so use
them with care to avoid any unintended consequences. On the other hand,
if your only Follower is a summoned Atronach, use spells that match their
element at will, since they’re immune to them.
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Set your own traps: Rune traps allow you to turn the environment to your
advantage. Set one in a narrow space enemies will have to run through or
drop one in a hall you can retreat past if combat goes poorly. In @ pinch, you
can also cast them directly at an enemy, although your other spells are much
more cost-effective.

Raising the walls: Though initially somewhat weak, Wall spells become
dramatically more powerful at higher levels. Cast them at the feet of a waking
Draugr to kill it before it can finish standing up, or back down a hall as you
cast a wall out in front of you. Any enemies that advance will blindly race
through your death zone.

Conjuring up companions: Be sure to summon a creature or raise a
zombie before heading into any major battle. When summoning a creature,
pick the one that's best for your situation. Do you need the ranged offense of
a Flame Atronach or the melee foughness of a Frost Atronach? When raising
a zombie from those you've recently slain, pick someone you haven't looted
already; even zombies are more powerful when well armed and armored.

Defensive Spells

Know your defenses: Both the Restoration line of Ward spells and the
Alteration line of Flesh spells offer defensive options for spellcasters. Wards
require concentration (tying up o hand) and have a per-second cost, but they
are more effective against spells. Flesh spells have a higher initial cost but
don't require concentration. Use Wards when fighting mages, Flesh spells
against melee foes, or both in large or mixed combats where you need the
extra protection.

Be ready with healing: There are a variety of healing spells to choose
from; some heal a large amount of Health at once, while others heal over
time at a reduced cost. Most heal only you, but some can heal your Followers
as well. Learn a variety of these spells (and flag each of them as Favorites) to
be prepared for any situation.

Learn spells for specific situations: Delving into o Draugr crypt? Then
pick up a Turn Undead or Detect Dead spell. Exploring a shipwreck? Then
grab Waterbreathing to make your diving stress-free. Whatever your need,
you can probably find a spell to make your exploration easier or more
enterfaining.

[*> Stealth-Based Combat

A stab in the dark {and the back): Stealthy adventurers seek to slay any foe with
a swilt attack their enemies never see coming

Those who lurk in the shadows, hoping to sneck past enemies or a guard
undetected, would do well to heed the following advice:

Gain the right perspective: It's dramatically easier to Sneak using third-
person view, since you can see patrolling enemies more easily than in
first-person.

Stay hidden: Line of sight is by far the biggest factor in determining
whether an enemy can see you. Stay hidden behind walls or cover to
remain out of sight. And it goes without saying that using Stealth mode
(crouching) is imperative.

Seek magical aid: Invisibility and Muffle conceal you from your enemies’
sight and hearing, making it much easier to sneak by unnoticed. Learn
these spells, collect Invisibility potions, and look for Muffle-enchanted gear
to improve your chances of a successful stealth experience. Then give the
same augmentations to your Followers. Otherwise, lurk alone.
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Draw out your foes: Enemies leave their posts to investigate sounds, such
as an arrow impact. Place your shot carefully, and you can draw them
out into the open, giving you a chance to perform a Sneak attack, fire a
second arrow (this one into the enemy himself), or slip by undetected.

Lure foes into traps: For an even more devious twist, shoot an arrow near
a frap, and the enemy that goes to investigate may blunder into it and set
it off. Combine this with a well-placed Rune Trap spell to create your own
kill zones!

<:2) NOTE Finishing Moves: Every melee weapon you carry hos a
finishing flourish you can inflict on an enemy af the end
of a fight. Although there's no guarantee of execufing one, your best
bet for seeing one is to perform a power attack on the lost enemy in o
battle. Most importantly, there is no factical advantage fo performing one
either (e.g., they don’t inflict more damage). But they are viscerally more
satisfying!

(> Choosing Favorites

The Favorites System means less time spent rummaging through your
inventory and more time spent in battle. It allows you to rapidly swap
between your preferred weapons, spells, and outfits more easily and to
quickly ready a power, potion, or scroll when necessary. Because it takes the
hassle out of managing your inventory, it also helps you fight more effectively:
you won't hesitate to change your gear when you can do so in a matter of
seconds.

TIP  The Fovorites menu also allows you fo hotkey the items you use
most frequently. Console players can press Left or Right fo fag
an item; PC players can press a number (1-8). Then press that button in
game to use or switch to that item instantly!

Here is some additional advice on selecting the most effective Favorites:

Melee combat: Keep your weapon (or weapons) of choice in your
Favorites menu. If you use a one-handed weapon, tag a shield as well.
If you have enchanted weapons that you only use occasionally (such

as weapons with Soul Trap or Paralyze enchantments), those are good
choices as well.

Ranged combat: Always keep a bow in your Favorites list—even mages
may need to fall back on it when batiling dragons. If you're primarily
focused on Archery, you may want to Favorite specific types of arrows as
well—your weakest for dispatching standard enemies and your best for
dragons or a particularly dangerous boss.

Spellcasting: Tag your favorite offensive and defensive spells, including
your best Healing spell. Warriors should tag a Cloak spell to make sure
they remember to cast it; Thieves should tag Invisibility and Muffle, and
mages should tag all the key elements of their arsenal.

Shouts and powers: Don't forget to add Shouts and powers to your
Favorites list! Your Racial power and Standing Stone power are both
essential. Also tag the Shouts you use most frequently.

Armor and outfits: Depending on your play style, you may find it helpful
to Favorite armor or sets of clothing as well. Thieves in particular may find
it useful to Favorite a set of armor or clothing to use when sneaking and
another to switch back to if you're discovered!

ltems: Tag a set of healing potions as a Favorite so you can quickly swig
them in combat without frantically fiddling with the inventory during a
fraught battle. Warriors may want to do the same with stamina potions
and mages with Magicka potions.

Activities: Don’t forget to Favorite items depending on your current activity.
If you're exploring a dungeon, you may want to Favorite a torch or staff
for light. When hunting for a hidden treasure, Favorite the treasure map
for quick reference.

COMBAT, DEVELOPMENT, AND CRAFTING
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SHOUTS AND OTHER POWERS
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The Nords have long practiced a unique, spiritual form of magic known as “the Way of the Voice.” Nords consider themselves to be the children of the sky, and
their breath and voice are their vital essence. Through the use of the Voice, this power can be articulated into a Thu'um, or Shout. Use Shouts to sharpen blades,

strike enemies at a distance, or command time to stand still. Masters of the Voice are known as Tongues, and their power is legendary. The most powerful
Tongues cannot speak without causing destruction and must remain gagged at all times, communicating through sign language and the scribing of runes.

) NOTE The Words of Power used in Shouts are actual words from
‘ the oncient language of the drugons; for example, the
Kyne's Peace Shout invokes the Words for “Kyne” “Peace” “Trust.” You
vill learn these Words in context from ancient inscriptions found on
Word Walls throughout Skyrim. To learn more about the meaning behind
these words and to read franslated versions of the inscriptions, see “The
Language of Dragons,” beginning on page 1096.

[*> The Rule of Thu’um

A Shout is the utterance of one or more Words of Power in order to achieve

a specific magical effect. Each Shout has a unique effect, such as summoning
or commanding a creature, striking foes with a blast of force to stun or disarm
them, or calling down a powerful lightning storm. You should frequently use
these powerful special abilities; as the Dragonborn, you have an incredible
gift that few heroes have ever possessed!

There are some important general points to remember regarding Shouts:
Each Shout consists of three Words of Power.

You will learn the vast majority of these Words by absorbing them, one
at a time, from Word Walls found throughout Skyrim. A few Shouts are
also taught to you during the Main Quest, mostly by the Greybeards
of High Hrothgar. You always collect Words of Power in the order of
the three-word final phrase, so it doesn’t matter which Word Wall you
visit first.

After you learn a Word, you must unlock it, which requires a Dragon Soul.
You can only obtain Dragon Souls by slaying dragons. Since the return

of the dragons only begins in earnest after Main Quest: Dragon Rising,
you must complete that quest in order to begin unlocking Words and
using Shouts.

You need one Dragon Soul for each Word you want to unlock. You can
begin using a Shout after learning and unlocking only its first Word, but
each additional Word allows you to invoke a more powerful version of
the Shout.

Do you know all three Words for five Shouts2 Then you'll need to slay
and absorb the souls of 15 dragons to fully unlock them all. That's a tall
order, so consider carefully which Shouts you really need, and spend your
Dragon Souls wisely. For example, the Aura Whisper Shout (which tracks
a foe's movement) is great for an assassin but is less useful for o berserker
who simply charges into the fray.

Shouts can be added to your Favorites, making switching between them
(and employing them for different situations) quick and easy.

Each Shout has up to three levels, corresponding to the Words of Power
you've unlocked:

Level 1: Tap the button. One word. Exhale. This is the weakest Shout but
takes the shortest amount of time to recharge.

Level 2: Briefly hold, then release the button. Two words. Inhale, then
exhale. This is the midlevel Shout.

Level 3: Hold the button. Three words. Inhale, inhale, then exhale. This
is the highest level Shout and the most powerful, but it takes the longest
to recharge.

The longer you hold the Shout button, the more powerful the shout. When
you bellow a Shout, you drain your Thu'um (Shouting power), which
slowly rebuilds across your compass. When the compass changes from a
pulsing blue back to its regular gray, you can Shout again.

A Shout Example: Frost Breath

You begin by learning
“Fo” (Frost), the first
Word of this Shout, from
a Word Wall. After
scouring the lands for the
second syllable "Krah”
(Cold) and the third
syllable “Diin” (Freeze),
you spend three Dragon
Souls to unlock all three
Words. You can now use the weak, average, or strong version of this Shout.

Weak Shout: Bellow “Fol” by tapping the Shout button.

Medium Shout: Bellow “Fo, Krah!” by briefly holding the Shout button,
then releasing it.

Strong Shout: Bellow “Fo, Krah, Diin!” by holding the Shout button.

(2> Words to Live By

e

Some Word Walls are set
in Skyrim’s exterior, such
as this Wall ot Shearpoint

But most Word Walls are hidden in long-forgotten dungeons, such as the Wall
in Labyrinthian.

fvou don't ha 't unlocked) all three Words Idi : - Y
TIP It you dont ) wf,‘; locked) all three Words, holding Dawnguard and Dragonborn Word Walls are somefimes new fo Skyrim's
the Shout you've unlocked exterior. such as this Wall at Arcwind Point
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But most are learned during or affer your time in other realms or during specific
queslts, such as this drogon summon in the Soul Cairn

‘ % There are three additional Shouts fo obtain during Dawnguard,
‘. ; % and four additional Shouts to obtain during Dragonborn. ‘

This section lists all of the available Shouts. Each Shout's name is followed by
its three Words, the locations where you can learn them, any quests related
to those locations, and some notes and tips on using each Shout. A complete
table of Shouts with detailed statistics appears at the end of this section.

Animal Allegiance
Words of Power: Raan (Animal), Mir (Allegiance),
Tah ;?ack) Y
Word Wall Locations:
Angarvunde (the Rift): Dungeon Quest: Medresi Dran and the
Wandering Dead
Ancient's Ascent (Falkreath Hold): This is a dragon lair.
Ysgramor’s Tomb (Winterhold Hold): The Companions Quest: Glory of
the Dead
Description: A Shout for help from the beasts of the wild, who come to
fight in your cefense.
Notes: This Shout “charms” all nearby animals, who fight for you for a
short time. You can attack them without breaking this effect, so it's easy to
kill them before the Shout wears off. Note that this Shout does not affect
summoned creatires (like Familiars) or creatures already under the control
of someone els. | i«e animals controlled by Spriggans).

Aura Whisper
V'ords of Power: Laas (Life), Yah (Seek], Nir (Hunt)
Word Wall Locations:
Northwind Summit (the Rift): This is a dragon lair.
Valthume (the Reach): Dungeon Quest: Evil in Waiting. This is a dragon
priest’s lair.
Volunruud (the Pole): Dark Brotherhood Quest: The Silence Has Been
Broken; Dungeon Quest: Silenced Tongues
Description: Your Voice is not a Shout but a whisper, revealing the life
forces of o, und all.
Notes: For a short time, this Shout allows you to see an aura around all
living or undead creatures, even through walls. The Shout is silent, so it
won't create a sound that would cause enemies to detect you. Great for
thieves, arc «rs, and assassins!

Battle Fury

Words of Power: Mid (Loyal), Vur (Valor), Shaan (Inspire)
Word Wall locations: Vahlok’s Tomb (Solstheim): Only
accessible during Solstheim Side Quest: Lost Legacy.
Description: Your Thu'um enchants your nearby allies’ weapons, allowing
them to attack faster.

Notes:  is Shout increases the attack speed of your allies, including
followers and summoned creatures. The second and third words increase
its potency, allowing your companions to attack up to 70% faster- and thus
do up to 70% more damage for its duration. A great choice if you find
yourself with several followers, or ally with a high-damuge melee follower.

The lder Sce
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Become Ethereal
Words of Power: Feim (Fade), Zii (Spirit), Gron (Bind)
Word Wall Locations:
Ironbind Barrow (Winterhold Hold)
Lost Valley Redoubt (the Reach)
Ustengrav (Hjaalmarch): Main Quest: The Horn of Jurgen Windcaller
Description: The Thu'um reaches out fo the Void, changing your form to
one that cannot harm or be harmed.

Notes: While Ethereal, you are invulnerable, you can’t attack or cast
spells, and you recover Magicka and Stamina. This Shout gives you a few
seconds to safely retreat or reposition yourself during a difficult battle. You
can also use it to bypass most traps without fear of taking damage.

Bend Will

Words of Power: Gol (Stone/Earth), Hah [Mind), Dov

{Dragon)

Word Wall locations:
Saering’s Watch (Solstheim): The first Word of this Shout is always
learned here.

Hermaeus Mora (Apocrypha): The second and third Words of this Shout
are always learned from this Daedric Prince, during Dragonborn Main
Quest: The Gardener of Men.
Description: Your voice bends the very stones to your will. As it gains
power, animals, people, and even dragons must do your bidding.
Notes: The first Word of this Shout is used during Dragonborn Main Quest:
Cleansing the Stones to remove the traces of Miraak’s construction around
the ancient All-Makers Stones of Solstheim. The second Word forces those
around you (neutral characters and creatures) to ally themselves against
an enemy you're fighting for 30 seconds. But the third Word of this Shout
is the most precious, enabling you to tame and ride dragons! Consult
page 108 for more information.

Call Dragon
Words of Power: Od (Snow), Ah (Hunter), Viing (Wing)
Word Wall Locations: "l
None. You learn this Shout during Main Quest: The Fallen.

Description: Odahviing! Hear my Voice and come forth. | summon you in
my time of need.

Notes: This Shout summons the dragon Odahviing to battle during Main
Quest: The Fallen. After you complete the main quest, you can summon
Odahviing to aid you (in most exterior areas). Note that this Shout has no
effect unless all three words are used.

Call of Valor

Words of Power: Hun (Hero), Kaal (Champion), Zoor
(Legend)
Word Wall Locations:

None. You learn this Shout at the end of the main quest.
Description: The valiant of Sovngarde hear your Voice, and journey
beyond space ond fime to lend their aid.
Notes: Each level of this Shout summons a different hero from Sovngarde,
each with unique equipment and abilities. Choose the one that best meets
your needs for the current battle.

“Hun” summons Gormlaith Golden-Hilt, who wields a bow, sword, shield,
and a few Shouts.

“Hun, Kaal” summons Felldir the Old, who wields a greatsword and has a
number of damaging Shouts.

“Hun, Kaal, Zoor” summons Hokon One-Eye, who wields a battleax and
uses melee Shouts.

(lear Skies
Words of Power: Lok (Sky), Vah (Spring), Koor (Summer)
Word Wall Locations:

None. You learn this Shout from the Greybeards during
Main Quest: The Throat of the World.

Description: Skyrim itself yields before the Thu'um, as you clear away fog
and inclement weather.

Notes: This clears the weather and disperses fog, and it dispels poison gas
traps.
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(yclone

Words of Power: Ven (Wind), Gaar (Unleash/Release),
Nos (Strike)
Word Wall locations:

Benkongerike (Solstheim)

White Ridge Barrow (Solstheim)

Kolbjorn Barrow (Solstheim): During Solstheim Side Quest: Unearthed
Description: Your Thu'um creates a whirling cyclone that sows chaos
among your enemies.

Notes: This Shout conjures up a maelstrom of wind that departs your
presence, striking enemies and throwing them up into the skies, where
they're inflicted with blasts of wind and damage as they land. The pain
caused and range increases as you learn the Words. This is helpful when
facing foes you wish to keep from close combat (like Giants) or multiple
foes bunched together.

Disarm
Words of Power: Zun (Weapon), Haal (Hand), Viik (Defeat)
Word Wall Locations:
Eldersblood Peak (Hjaalmarch): This is a dragon lair.
Silverdrift Lair (the Pale)
Snow Veil Sanctum (Winterhold Hold): Thieves Guild Quest: Speaking
with Silence
Description: Shout defies steel as you rip the weapon from an opponent’s
grasp.
Notes: This Shout only affects enemies up to a specific level, with higher
levels of the Shout allowing you to disarm higher-level foes. Refer to the
chart at the end of this section for details. Note that some enemies cannot
be disarmed.

Dismaying Shout

Words of Power: Faas (Fear), Ru (Run), Maar (Terror)

Word Wall Locations:
Dead Crone Rock (the Reach): Daedric Quest: Pieces of
the Past
Labyrinthian (Hjaalmarch): In Shalidor’s Maze
Lost Tongue Overlook (the Rift); This is a dragon lair.

Description: And the weak shall fear the Thu’'um, ond flee in terror.

Notes: This Shout only affects enemies up to a specific level, with higher
levels of the Shout allowing you to affect higher-level foes. See the chart at
the end of this section for details.

Dragonrend
Words of Power: Joor (Morfal), Zah (Finite), Frul (Temporary)
Word Wall Locations:
None. You learn this shout during Main Quest: Alduin’s Bane.
Description: Your Voice lashes out at a dragon’s very soul, forcing the
beast to land.

Notes: This Shout is extremely useful for fighting Alduin or other dragons if
you prefer to face them in melee combat.

‘%’ Drain Vitality

Words of Power: Gaan (Stamina), Lah (Magicka), Haas
(Health)
Word Wall locations:

Arcwind Point (the Rift)

Dimhollow Crypt (the Pale)

The Frozen lake (Forgotten vale): This is a large rock, rather than a Word

Wall.
Description: Coax both magical and mortal energies from your hapless
opponent.
Notes: This Shout absorbs Stamina, then Magicka and Stamina, then
finally Health, Magicka, and Stamina from a foe or character you hit with
it {5 points per second, for 30 seconds). You learn this Shout one word at
a time via Word Walls, in the usual manner. It allows you to claw back
energies from foes to endure a long combat and lessen your dependency
on healing magic and potions, while at the same hindering your foe
considerably.
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Dragon Aspect

Words of Power: Mul (Strength), Qah (Armor), Diiv (Wyrm)
Word Wall locations:
Raven Rock Mine (Solstheim): During Solstheim Side Quest: The Final
Descent
Temple of Miraak (Solstheim): During Dragonborn Main Quest: The
Temple of Miraak

Waking Dreams of a Starless Sky (Apocrypha): During Dragonborn
Main Quest: At the Summit of Apocrypha

Description: Once a day, take on the mighty aspect of a dragon,
delivering colossal blows and possessing an armored hide and more
powerful Shouts.

Notes: You are bound in ethereal armor for 300 seconds, and once

you learn two or three Words, an Ancient Dragonborn appears by you
when your Health is reduced to half or lower. Your Armor Rating (+25)
and Power Attacks are increased (+25%), and ot two Words, +25% Fire
and Frost Resistance is available, as well as an increased Armor Rating
(+100). The third Word reduces your Shout regeneration time by 20%.
You may use this powerful Thu'um only once per day.

Elemental Fury
Words of Power: Su (Air), Grah (Battle), Dun (Grace)
Word Wall Locations:
Dragontooth Crater (the Reach): This is a dragon lair.
Kilkreath Ruins (Haafingar): Daedric Quest: The Break of Dawn
Shriekwind Bastion (Falkreath Hold)

Description: The Thu'um imbues your arms with the speed of wind,
allowing for faster weapon strikes.

Notes: This Shout lasts only a short time, but increases your damage output
by 30-70%. Time it well, and you can do some serious damage.

Fire Breath
Words of Power: Yol (Fire), Toor (Inferno), Shul (Sun)
Word Wall Locations:

Dustman’s Cairn (Whiterun Hold): The Companions
Quest: Proving Honor

Sunderstone Gorge (Falkreath Hold)

Throat of the World (Whiterun Hold): Main Quest: The Throat of the
World.

Description: Inhale air, exhale flame, and behold the Thu'um as inferno.

Notes: Fire Breath does high damage in a quick burst and sets enemies
on fire. Great against foes already susceptible to fire damage (such as
Vampires or Frost Atronachs).

Frost Breath
Words of Power: Fo (Frost), Krah (Cold), Diin (Freeze)
Word Wall Locations:
Bonestrewn Crest (Eastmarch): This is a dragon lair.
Folgunthur (Hjaalmarch): Side Quest: Forbidden Legend
Skyborn Altar (Hjaalmarch): This is a dragon lair.
Description: Your breath is winter, you Thu'um a blizzard.

Notes: Frost Breath does about the same damage over time as Fire Breath
but slows your enemies instead of setting them on fire. If your foes are
more susceptible to frost than flame (such as Fire Atronachs), or if you can
take advantage of the slowing effect, this is a good choice.

Ice Form
Words of Power: liz (Ice), Slen (Flesh), Nus (Statue)
Word Wall Locations:
Frostmere Crypt (the Pale): Dungeon Quest: The Pale Lady
Mount Anthor (Winterhold Hold): This is a dragon lair.

Saarthal (Winterhold Hold): College of Winterhold Quest: Under
Saarthal; Side Quest: Forbidden Legend

Description: Your Thu'um freezes an opponent solid.

<
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Notes: This Shout takes the form of o wave of frost that freezes your
enemies solid. Foes struck by this Shout are encased in ice and effectively
paralyzed, and they take frost damage over time. If an enemy encased in
ice is struck by an attack, the ice shatters, allowing them to recover. Use
this Shout to take one or more foes out of the fight temporarily or to buy
yourself a few free attacks before they can recover.

Kyne's Peace

Marked for Death

Words of Power: Kaan (Kyne), Drem (Peace), Ov (Trust)
Word Wall Locations:

Ragnvald (the Reach): This is a dragon priest’s lair.

Rannveig'’s Fast (Whiterun Hold)

Shroud Hearth Barrow (The Rift): Dungeon Quest: Wilhelm's Scream
Description: The Voice soothes wild beasts, who lose their desire to fight
of flee.

Notes: This Shout only affects wild animals, with the radius and duration
of the Shout increasing at higher levels. This allows you to navigate animal
dens without fighting or pacify a pack of animals before picking them off
one by one.

Words of Power: Krii (Kill), Lun (Leech), Aus (Suffer)
Word Wall Locations:
Autumnwatch Tower (the Rift): This is a dragon lair.
Dark Brotherhood Sanctuary (Falkreath Hold)
Forsaken Cave (the Pale): Side Quest: The White Phial
Description: Speak, and let your Voice herald doom, as an opponent’s
armor and life force are weakened.
Notes: This Shout saps your foes’ armor and causes damage over time,
allowing you to kill them more quickly. Good to use on bosses.

Slow Time

Words of Power: Tiid (Time), Klo (Sand), Ul (Eternity)
Word Wall Locations:
Hag's End (the Reach): Dark Brotherhood Radiant Quest:
The Feeble Fortune
Korvanjund (The Pale}: Civil War Quest: The Jagged Crown
Labyrinthian (Hjaalmarch): College of Winterhold Quest: The Staff of
Magnus; this is a Dragon Priest’s lair.
Description: Shout at time, and command it to obey, as the world around
you stands still.
Notes: This Shout buys you extra time, which you can use for any purpose:
to rush in and assault a helpless enemy, to line up a perfect sniper shot, or
to easily outrun any foe. Incredibly usefull

‘%E‘ Soul Tear

50

Words of Power: Rii (Essence), Vaaz (Tear), Zol {Zombie]

Word Wall Locations: None, the Soul Tear is learned one

Word at a time, every time you succeed in summoning

Durnehviir to Tamriel using the Summon Durnehviir Shout (below). Summon
this dragon three times to learn all three words, expend three Dragon
Souls, and claim this Shout as your own. Consult Side Quest: Durnehviir
(page 564) for more information.

Description: Your Thu'um cuts through flesh and shatters souls,
commanding the will of the fallen.

Notes: Does 300 damage, soultraps your target, and reanimates slain
foes for 60 seconds. A truly devastating Shout, and one that can critically
wound even the hardiest of foes. Slain foes are resurrected within the
Shout's blast radius and can augment your fighting prowess considerably.
However, this Shout has no effect until you learn all three words. Simply
yelling “Rii vaaz!" may get you funny looks but no devastating combat
victories.

#SkyrimLegendaryGuide

@ Watch the video of our five favorite shouts and learn how to

get them. Visit www.primagames.com/SkyrimLegendary
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Storm Call
Words of Power: Strun (Storm), Bah (Wrath), Qo (Lightning)
Word Wall Locations:
Forelhost (the Rifi): This is a Dragon Priest’s lair.
High Gate Ruins (the Pale): This is a Dragon Priest’s lair.
Skuldafn (Other Realm): Main Quest: The World-Eater’s Eyrie. This is a
Dragon Priest's lair.
Description: A Shout to the skies, a cry to the clouds, that awakens the
destructive force of Skyrim’s lightning.
Notes: Summons a thunderstorm with powerful lightning that lashes out at
anything and anyone. Only works outdoors. It's fantastic against dragons,
but be careful—the lightning can and will kil civilions and your Followers.

‘%&‘ Summon Durnehviir

Words of Power: Dur (Curse), Neh (Never), Viir (Dying)
Word Wall Locations: None. You must enter the Soul Cairn,
defeat Durnehviir in combat, meet this undead dragon as
you depart the Boneyard, and learn all three Words from him so you can
summon him in Tamriel. See Side Quest: Durnehviir (page 564) for more
information.

Description: Durnehviir! Hear my voice and come forth from the Soul
Cairn. | summon you in my time of need.

Notes: Remember to expend three Dragon Souls to learn all parts of the
Word and summon the dragon. Simply yelling “Dur neh!” won't break the
bonds holding the dragon in the Soul Cairn. In addition to summoning a
powerful dragon to fight for you, this Shout also advances your pact with
Durnehviir: each time you summon him, he teaches you the next Word of
the Soul Tear Shout (above).

Throw Voice
Words of Power: Zul (Voice), Mey (Fool), Gut (Far)
Word Wall Locations:
Shearpoint (the Pale): This is a dragon lair and a Dragon
Priest’s lair.

Description: The Thu‘um is heard, but its source unknown, fooling those
info seeking it out.

Notes: This Shout produces no sound at your location, instead throwing
your voice to the target. Enemies will detect the sound and investigate,
allowing you to lure them away from their posts or into traps or other
hazards. This is immensely useful when sneaking. Throw Voice is unique in
that its Word Wall teaches you all three Words of the Shout.

Unrelenting Force
Words of Power: Fus [Force), Ro (Balance), Dah (Push)
Word Wall Locations:

Bleak Falls Barrow (Falkreath Hold): Main Quest: Bleak Falls Barrow;
Side Quest: The Golden Claw

High Hrothgar (Whiterun Hold): Main Quest: The Way of the Voice. You
learn both the second and third Words from the Greybeards.
Description: Your Voice is raw power, pushing aside anything—or
anyone—who stands in your path.
Notes: This Shout staggers enemies or sends them flying, and does some
light damage. Aim carefully to push your foes into traps, or follow up with
a swift melee or ranged attack to take advantage of the stagger.

Whirlwind Sprint
Words of Power: Wuld (Whirlwind), Nah (Fury), Kest
(Tempest)
Word Wall Locations:
Dead Men's Respite (Hjaalmarch): The Bards College Quest: Tending the
Flames
High Hrothgar (Whiterun Hold): Main Quest: The Way of the Voice.
Learned from the Greybeards.
Volskygge (Haafingar): This is a Dragon Priest’s lair.
Description: The Thu’um rushes forward, carrying you in its wake with the
speed of a tempest.
Notes: This surge forward is useful for reaching otherwise-inaccessible
ledges or platforms.
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The Shouting Table

The following table provides a summary of all the Shouts and their effects:
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DESCRIPTION

1v20, 30s

Command Animl, Medium Rodius,
Mox Lv20, 455

Command Animal, Lorge Rodius, Max

1v20, 605
Detect Life & Undeod, 10s

Defect Life & Undeod, 205
Detect Life & Undeod, 30s
Aliies attock 30% foster, 155

Alles attack 50% faser, 155

Alies attock 70% foster, 155
Ethereal, 85
Ethereal, 135

Ethereal, 185
Command Stones

Command Mortals (30s), or Stones

Command Dragons, Mortals, or Stones

-No effect-

~No effect-

Summons Odohviing

Summons Gormlaith GoldenHir, Tm
Summons Felldi the Old, 1m
Summons Hokon One-Eye, Tm
Clear Skies, 255

Clear Skies, 405

(lear Skies, 60s

Smoll Cylone, 20 Damoge/s
Medium Cyclone, 40 Damogey/s
Lorge Cyclone, 60 Domage/s
Disorm, Max Lv12

* Disom, Mo 120

Disorm, Max Lv30

 Feor, Mox Lv7

Feor, Mox Lv15
Feor, Mox Lv24

Force Drogons to land; 155
Force Drogons to land; 185
Force Drogons to land; 225

‘ Absorb Stamina; 5/s, 30s

Absorh Mcgl(kn & Staming; 5/5,

| 30s |
| Absorh Health, h‘ugouu 8 Stoming;
5/s, 30s

OmowdwforSm +25 Amor,
+25% Power Attock Domage.

Command Animal, Small Radius, Max

QUEST / SPECIAL
RESTRICTIONS

Learned dui
Main Quest:
of

Learned during Main Quest:
The Fallen

Leamed during Main Quest:
The Fallen

Leared during Main Quest:
The Follen

Leamed during Main Quest:
Epilogue

Learned during Main Quest:
Epilogue

Leamed during Main Quest:
Epilogue

Learned during Moin Quest:
The Throat of the World
Learned during Moin Quest:
The Throat of the World

Leamed during Main Quest:
The Throat of the World

Leared during Main Quest:
Alduin's Bane
Leamed during Main Quest:
Alduin’s Bane

Learned during Main Quest:
Alduin’s Bane

~ SHOUTS AND OTHER POWERS
THF BESTU\RY

QUESTS

SHOUTS

Ll

[] Div

D Fury I Su
Groh
Dun
fire Breoth | Yol
Toor
Shul
[ ] Frost Beath  Fo
[] Kioh
] Din
D Ice Form liz
[] Sln
D Nus
mE
D Drem
[] (Y
[:l medfm Kii
N Lon
] hus
|| SlowTime  Tid
B Klo
&
B
|
]
[
]
||
5
et
.A
||
| Mey
Gt
l:] ggfym Fus
[] Ro
':l Doh
hidvid g
Nah
Kest

ATLAS OF SKYRIM

DESCRIPTION

day for Sm, +25% Fire and
, +15 Amor, +25%

MMDMWSM\M
wmm&mwlhft

Once per day for Sm, Increased
Shout Effectiveness, Shouts recover

20%fnm,+25%ﬁamdfm
Resistance, +100 Amor, +25%

Power Attack Domage, Summons on
 Ancient Dragonborn if your health folls
below 50%.

Increose Attock Speed (1.3x), 155

Increase Attack Speed (1.5x), 15s

. Increase Atack Speed (1.7x), 15s

Fire Breath; 50 Fire Domage

Fire Breath; 70 FireDamage

Fire Breath; 90 Fire Domage
Frost Breath, Frost Damoge 10/s
for 5s, Slow

Fros Breath, Frost Domoge 14/5

for 5s, Slow

g’oﬁ Bteoth Frost Damage 18/s

5s, Slow

Ice Form Poralyze, Frost Domoge

2/s, 15

Izc;Fum Paralyze, Frost Domage

|2(7 Form Paralyze, Frost Domoge
5, 6

Colm Mimol, Small Area, Max

1v20, 605

Calm Animal, Medium Area, Max

1v20, 120s

Colm Animal, Large Area, Mox

- v20, 180s

-25 Armor, Domoge Health 1/s, 60s
-50 Amor, Damoge Health 2/5, 605
-75 Armor, Domage Health 3 /s, 60s
Slow Time (70%), 8s

Slow Time (80%), 12s

Slow Time (90%), 165

-No effect-
~No effect-

Soul Tear, 300 Domoge & Reanimate
shoin foes for 60s

* Call Storm, 60

Call Storm, 1205
Coll Storm, 1805

-No effect-

~No effect-

Summons Durnehviis

QUEST / SPECIAL
RESTRICTIONS

|egmed during Dawnguard

| ‘Side Quest: Dumehviir
| Leamed during Downguard

Side Quest: Dumetwiir

Leatned during Dawnguord
Side Quest: Dumahwiie

| Leomed during Dawnguord
| Mot Quest: Beyond Death

Legmed during Dawnguord

| Main Quest: Beyond Death

Learned during Dawnguord
Main Juest: Beyond Deoth

' Throw Voice

| Throw Voice
Throw Voice
Unrelenting Force (Weak), 2 Damage Illm in Bleak Fols
Unelntng Fe (hed), §Domoge 11 i ik Cuest
Unrelenting Force (Strong), 10 Leomed during Main Quest:
Damage The Way of the Voice
Whitwind Sprint (Short)
Whirlwind Sprint (Med)
Whirhwind Sprint (Long)
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'>> Other Powers and Abilities

Powers

As Dragonborn, Shouts are your most numerous type of power, but there are many other powers and abilities that you can acquire during your fime in Skyrim.
These ore listed in the following table, and include:

<

Racial powers, also described in this chapter [page 7). ﬁa Apocrypha powers, also described in this chapter (page 96).

Standing Stone powers, also described in this chapter (page 93). Nightingale powers, also described ot the end of the Thieves Guild
questline, on page 300.

e i A Dark Brotherhood power, your reward for Dark Brotherhood Quest:
& Werewolf powers, also described in this chapter (page 62). Bound Uniil Death; 6 described on poge 324

Sacred Stone powers, also described in this chapter (page 94].

Vampire powers, also described in this chapter [page 56).

All Powers are found in the Magic > Powers part of your Inventory Menu. Equip a power by assigning it to the button or key you use for your Dragon Shout.

AVAILABLE POWERS

" ASSOCIATED LOCATION, QUEST,
¥ NAME DESCRIPTION USE OR RACE

RACIAL POWERS
D Adrenaline Rush Stamina regenerates 10x faster for 60 seconds. ) Once per day Redguard racial power
D Ancestor's Wrath For 60 seconds, opponents hat get too close fake 8 points per second of fire domoge.  Once per day Dork EIf raciol power
l:] Battle Cry Targefs flee for 30 seconds. Once per day Nord racial power
D Berserker Rage You take half domage and do double domage for 60 seconds.  Once per day Ore racial power
D Command Animal Make an animal an olly for 60 seconds. | Once per day Wood Elf racial power
[:] Drogonskin Absorb 50% of the Magicka from hostile spells for 60 seconds. Once per day Breton racial power
D Highborn Regenerate Magicka faster for 60 seconds. Once per day High EIf racial power
E Histskin Invoke the power of the Hist to recover health ten fimes faster for 60 seconds. Once per day Argonian racial power
E Night Eye Improved night vision for 60 seconds. Unlimited fimes per doy Khajiit racil power
E Voice of the Emperor ~ Calms nearby people for 60 seconds. Once per day Imperiol raciol power
STANDING STONE POWERS
E The Ritual Stone Temporarily reanimates corpses in the immediate orea. Once per doy Activate the Rituol Standing Stone
[: The Serpent Stone ~ Target is paralyzed for 5 seconds and takes 25 points of damage over 5 seconds. Once per day Activate the Serpent Standing Stone
[: The Shadow Stone  Inwisibility for 60 seconds. Activating an object or atfocking will break the spell. Once per day Activate the Shadow Standing Stone
E The Tower Stone Unlock any expert or lower lock once per doy. Once per day Activate the Tower Standing Stone
VAMPIRE POWERS
D Embrace of Shadows You can become invisible. Improved night vision for 180 seconds. Once per day Vompire power
(] Vompic Oran Absorh o set number o poitsof health per second fom the faget Uniimited times per doy Vompie Lord Power
’: Vompire Lord Tronsform into o Vampire Lord. Use the Revert Form power to change back. Unlimited fimes per day Vompire Lord power
E Vompire's Seduction Creatures and peaple up to Level 8 won’t fight for 30 seconds. Once per doy Vompire power
D Vompire's Servont Reanimate o deod body to fight for you for 60 seconds. Once per day Vlompire power
l:' Vompire’s Sight Improved night vision for 60 seconds. Unlimited fimes per day Vompire power
WEREWOLF POWERS
D Beast Form Toke on the form of o werewolf. Once per day Werewolf powes
D Ring of Hircine | Take on the form of o werewolf. Once per doy Werewolf power
(] o of botrhood S o wol s o i bl Unlimited imes pet doy :‘mwmmw
D. Totem of Fear Costs Fear against nearby enemies Unlimited fimes per day :ﬁ:}:ﬁ&’;ﬂ n(;:"v::g mngmmmws
[ ] toemofthebont ~ Costs Detect L spll Unliited fimes pe doy ‘;’;ﬂmm“‘jmmg)mm
‘ SACRED STONEPOWERS :
[ Bones of he o~ Costr e 8074 f o s damogefor 30 sconts g e e e 0t Stone over (Susthe)
[l Conjure Werebear Summons o werebear for 60 seconds wherever the coster is pointing ‘ M'um%bgm; Beast Stone Power (Solstheim)
[ Morh Wind Tt oes 20 s f ot dumogefo 0 secocs,plos oo dmoge 015 e e i Sone over (Sl
[] Root of Power Spells cost 75% less Mogicka for 60 seconds. m um?rgg:me , m Powiﬂfmde of i,
A 100-point firy explosion centered on the caster, inflicting more domage fo coser  Single use, then must be

[ ] Sun Flare s ssoculid ot S She: Sun Stone power (Solstheim)

Tre Slder Scro
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[ Waters of Life

[ ] Bardic Knowledge
[ ] Black Morket
D Secret Servant

[ Moro's Agony
E] Mora’s Boon

[ Moros Grosp
[ Seet of Arcana
[ ] Secet of Protection
[ ] Secret of Srength

[ Breath of Nchuok
[ ] Nightingale Stife
Nightingole

[:] Su%letfgge
Shadowclook of

L1 bocunal

[] Summon Karstoog

Sum |
e

Abilifies

AVAILABLE POWERS, CONTINUED

DESCRIPTION

Heals everyone close to the caster 300 points.

APOCRYPHA POWERS

Summons a spectral drum thot plays for 300 seconds, improving Stamina Regen for
you and nearby allies

Summons a Dremora merchant for 15 seconds

Summons a Dremora butler for 15 seconds to carry your excess items
Summons a field of writhing tentacles that poisons foes

Fully restores your Health, Stomina, and Magicka

Freezes the target between Oblivion and Tomriel for 30 seconds, making them
immune fo oll domoge.

Spells cost no Magicka for 30 seconds
m«; half domage for 30 seconds from all physical attacks and most magical

Power attacks cost no Stamina for 30 seconds
OTHER POWERS

Draws upon stamina fo release a scorching blast of steam that deals 15 points of
domage per second.

Instontly absorb 100 points of Health from the torgef.

People and creatures in the spell's area of effect will attack anyone nearby for 30
seconds.

For 120 seconds you automatically become invisible while sneaking.
Summon Karstaag fo fight for you for 120 seconds.

Summons the ghost of the legendary assassin Lucien Lachance to fight by your side,
until he's defeated.

ASSOCIATED LOCATION, QUEST,

UsE OR RACE

m::;;'m%b%tm Water Stone power (Solstheim)

Unlimited fimes per day Black Book: Untold Legends

Unlimited imes per doy Black Book: Untold Legends

Unlimited times per day Black Book: Untold Legends

Once per day Black Book: The Hidden Twilight

Once per day Black Book: The Hidden Twilight

Once per day Black Book: The Hidden Twilight

Once per day Black Book: Filoment and Filigree

Once per day Black Book: Filoment and Filigree

Once per day Black Book: Filoment and Filigree

T Reward from collecting Unique Item: Visage

Unliited imes per doy o from Fohlharz (Sostheim)
Reward from Thieves Guild Quest: Dorkness

Once per doy Returns.
Reward from Thieves Guild Quest: Dorkness

Once per doy Returns.
Reward from Thieves Guild Quest: Darkness

{ Once per doy  Retums.

You may use tis abilty only o 14 o Soltheim Side Quest:

"'“’l °| times and only whie Korstaog’s Resurrection*
Reward from Dark Brotherhood Quest:

Ooce pec oy Bound Unl Death.

Most special abilities are offered as rewards for quests or for performing specific actions. They typically appear in your Active Effects list. Note that some are
presented explicitly (with dialogue and/or onscreen text), while others may not be. A few are not visible to you at all, so learn when you can obtain them and
how long they last. These are listed in the following table and include:

Permanent Abilities (Nonskill Perks)

Racial Abilities (innate to each race)

Standing Stone Abilities (Skyrim’s Stand
Temporary Abilities (Buffs)

AVAILABLE ABILITIES

DESCRIPTION

ing Stones)
(see next section)

ASSOCIATED QUEST OR SPECIAL INSTRUCTIONS

Blessings (and Disease Curing): From shrines

(] Agent of Dibell

[ ] Agent of Mora
I:] Ahzidal’s Genius
[ Andent Knowledge
[ Archmage's Authority
[ Assossin's egis
|:] Boethich's Blessing
D gnlgsn;ngohheSmg
(] Deathbrand Instinct
(] Drogon Infusion

D Eternal Spirit
D Force Without Effort

[ ] Giff of the Gab

PERMANENT ABILITIES (NONSKILL PERKS)

+10% melee domage to the opposite sex.

Temple Quest: The Heart of Dibella

+15% Resist Magic. Temple Quest: The Book of Love
+10 Enchaning while wearing four or more Relics of Ahzidal. Solstheim Side Quest: Unearthed
+25% Armor if wearing all Dwarven armor. Your Smithing skill increases 15% faster.  Side Quest: Unfathomable Depths
Better prices from members of the College (50% Enthir, 10% others). College of Winterhold Quest: The Eye of Magnus
+25% Amor if wearing all Dark Brotherhood Armor, Dark Brotherhood Quest: Sanctuary
::?0:1]? able to move more quietly, and close opponents receive 5 poison damage per Wear Ebony Mail
I(Zioceive odfsﬁoy:ud slliwwlmnd S'MiT while the Bow of the Stag Prince is equipped Equip Glass Bow ofthe St Prince (Solstheim)
+100 Amor if wearing oll Deathbrand Armor. Solstheim Side Quest: Deothbrand
 You toke 25% less melee domage from dragons. Blades (Other Faction) Quest: Drogon Research

While ethereal, you recover health 25% faster.
You stagger 25% less, and foes stagger 25% more.
Your Speech skill increases 15% foster.

[——i.’ﬁ  SHOUTSANDOTHERPOWERS
&> TRAINING THE INVENTORY THE BESTIARY QUESTS

Greybeards (Other Faction) Quest: Meditations on the Words of Power
Greybeards (Other Faction) Quest: Meditations on the Words of Power

Bords College (Other Foction) Quest: Tending the Flomes
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AVAILABLE ABILITIES, CONTINUED

DESCRIPTION ASSOCIATED QUEST OR SPECIAL INSTRUCTIONS

[ ] Wightingole’s Aegis  +25% Amor if wearing oll Nightingale Armor. Thieves Guild Quest: Triity Restored

[ ] Prowler's Profi ' Chonce of finding odditional gems in chests. Thieves Guild Quest: No Stone Untured

[ ] Sailor's Repose Healing spells restore 10% more health. Dungeon Quest (Frostflow Lighthouse): What Lies Beneath

D Sinderion's Seendipity mr:‘ you make o potion, you have a 25% chance of creating o second, duplicate Side Quest: A Return fo Your Roos

|:| The Fire Within Your Fire Breath Shout deals 25% more domage. Greybeards (Other Foction) Quest: Meditations on the Words of Power
% NAME DESCRIPTION NOTES % NAME DESCRIPTION NOTES

PERMANENT ABILITIES (INNATE RACIAL ABILITIES) STANDING STONES ABILITIES (NONSKILL PERKS)

Resist Disease  Your Argonian blood is 50% resistance to i The Those under the sign of the Apprentice recover  100% Magicka
L] (Argonian) diseose. Argonin D Apprentice  Magicka faster bufgu:e moreAspupsceptible to regenoemgn, 100%
[ e —r—" T [ psm— ‘Stne | Mogicka domage. wekness o Mogco
. o roci ﬂxosomdenhes‘gnofmeArmnochnbsmb 50% Spell Absorption,
D ati?sl:u , mglfreton blood grants 25% resistance to — D e Mieind p:’d % speHMI o ;“S‘g m@ i
i 0 a but recover it more icka regenerotes
[ Rt 0t D bood g you SO resitonce 50%% sower
; High Elvi ith 50 additional < Thelody  Those under the sign of the Lady regenerate  Regenerate health and
] tighborn MlggKEkoes S o N S o High Eff race D ' Health and Stomina more quick stoming 25% faster
: Anywhere gold coins might be found, ; Those under the sign of the Lord ore more 50 Armor, 25% Magic
(] imporl kS sesmm'g"ﬁndnfewmom Imperia race m |l s both Hogicko and physical domage.  Resisonce
[:I Khajiit clows Inflict 4 unarmed domage. Khajiit race D The Lover | Those under the sign of vhg Lover alwuys feela  Lear oll skills 15%
. fo Frost. ! sngn will learn
D f(lg:gt Poison Yoqr Redguard I?Iood gives you 50% Redguard roce D S . Magic skills 20% foster. 20% foster .
gupld) resistance fo poison. : _ 100 extra carrying
D Champion of the: usion spels cost by o vompireare 25% Vompire race Those under the sign of the Steed can carry PN, B0 -
Night more powerful The Steed movement penalty is
D Resist Disease  Your vampiric blood gives you 100% Vami D Stone f':':,f :,',fo?" not suffer o movement penalty opplied due to armor;
' (Vampire) resistance to disease. plabdidy * equix;];:ied armor is
Resist Diseose  Your beast blood gives you 100% resistance ¢ weightless
] (Werewof) 1o disose i (e Those under the sign o the Thif willeam ol e Thiefskils 20%
Resist Poison | Your vampiric blood gives you 1 : Stone Stealth skills 20% foster. faster
[ Vampire race
(Vompire) resistance fo poison. . ] The Warrior ' Those under the sign of the Warrior will leam all * Learn Warrior skills
(] Resist Disease Yoleosnerbloodgivesyou S0 esistonce e b roce Stone combot skills 20% foster.  20% foster
and Poison to disease and poison.

| NAME

DESCRIPTION ASSOCIATED ACTIVITY

TEMPORARY ABILITIES (BUFFS)
Your Vompiric Drain spell absorbs Magicka and Stomina from your | Downguard Main Quest; The Bloodstone Cholice, then drink from the Bloodstone
victim for severol days. Chalice
Your Vampitic Drain spell obsorbs Magicka ond Stamina from your | Dawnguard Main Quest: The Bloodstone Cholice, drink from the Bloodsprng in
victims for 1 day, but ot the cost of 30 less health. Redwater Den

B 8iood of the Andients

I Tointed Blood of the Andients

|| Dragonslayer's Blessing +10% Crifical Hit Chance vs. Dragons; lasts 5 days. Blades (Other Foction) Quest: Drogonslayer’s Blessing

[ | Voice of the Sky Animals will neither attack nor flee from you; lasts 1 day. Complete the Pilgrimage of the Seven Thousand Steps (Secondary Location [6.x])
|| Rested Al skills improve 5% foster; lots 8 hours. *Sleep in any bed

L | Well Rested All skills improve 10% faster; lasts 8 hours. ' Sleep in o bed you own or rent.

| Vompirc Blood Rested 10% Resist Magic lsts 8 hors. Vampire only; sleep in any coffin

[ | Lover's Comfort
B Fothers Love

All skills improve 15% faster; lasts 8 hours.

Healing spells and potions add 25% extra health; losts 8 hours.

Sleep in the same location os your spouse.
Mole adventurer. Hearthfire: Adopt o child

B Mother's Love

-

Henling spells ond pofions odd 25% extro health; lasts 8 hours.

Female adventurer. Hearthfire: Adopt a child

|| The Gift of Charity +10 Speech; lasts 1 hour. Give 0 coin fo any beggar
The Sider Scrall s ——
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(2> Catching a Disease: Dirty Vermin!

Akatosh: Cure all Arkay: Cure all Auriel: Cure all

diseases, +10% Magicka  diseases, +25 Health diseases, +10
Regeneration Rate Archery

Clawed by a Hagraven? Then you may have Brain Rot!

Adventuring is dangerous, especially when battling diseased foes. Every time
one of these enemies strikes you, there is a chance that you may contract the
disease they carry. If you have a resistance to disease (thanks to your race
or equipment), this chance is lessened, but under most circumstances, the
chance of catching something is around 5% to 10% per wound you suffer.
The following table lists the possible diseases, their effects, and how you can
contract them.

N [EM Ao Cveol  BoshihiCue  DbolaCueal
1 X T ; % diseases, +10 all diseases, +10 diseases, +10
Atoxia Lockpicking & Pickpocket 25% harder  Traps, Skeevers Magic Rastsnnce One Harided damage Speechcraft
Bone Break Fever ' -25 Stamina Traps, Bears » -
Brain Rot <25 Magicka Traps, Hogrovens . o g
- 15% less effective with melee W
% v
N Droops VRO Ash Hoppers : w,, }
Rattles Stamina recovers 50% slower Traps, Chaurus 3 YR
o 25% less effective with melee /
Rockjoint Widoois Traps, wolves, foxes
| \Slg[r:]gpl::{;ure -25 Health, progresses fo vompirism  Vampires
| Witbane Magicka recovers 50% slower Traps, Sabre Cats
Julianos: Cure all Kynareth: Cure all Mara: Cure all
(uring a Diseﬂse: By POﬁOﬂ diseases, +25 Magicka  diseases, +25 Stamina diseases, +10%

healing effects

Drinking a Cure Disease potion is the fastest and easiest way fo rid yourself
of pox. You can buy these potions in many shops, find them in the wild, or
make them yourself.

O

3
-

Curing Disease: The Shrines of Skyrim
The Temple of the Eight
Divines in Solitude
Only Talos—outlawed
by the Thalmor—is not
worshiped here

Most people in Skyrim
follow the religion of the

Divines Shrices tolhs Mephala: Cure all Nocturnal: Cure all Stendarr; Cure all
DivinesAcon katound diseases, +10 Better diseases, +10 Sneak diseases, +10%
Prices (Barfering) blocking effectiveness

throughout the land:
in cities, in settlements, and in the wilderness. Their locations are detailed
throughout the Atlas. Praying at a Shrine cures any diseases you may have
and confers a unique blessing that lasts eight hours. Only one blessing
can be active ot a time; praying at a different Shrine will remove any prior
blessings.

The worship of Talos is a major factor in the civil war CAUTION @
that currently rages across Skyrim. His worship has

been outlawed in areas controlled by the empire, though Shrines to Talos
may will sfill appear in Stormcloak strongholds. If the Stormcloaks are
vidtorious, Shrines to Talos will return fo the cifies of Skyrim.

Talos: Cure all diseases, Zenithar: Cure all diseases,
+20% Shout recovery 10% better prices (bartering)
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& Curing Disease: Shrines of Solstheim

If you visit the dusty realm of southern Solstheim and dock ot Raven Rock, you
can inspect and enter the town’s femple. Inside are shrines to Daedric entities

= Curing Disease: Additional Shrines of Skyrim

You can also receive blessings at two rare shrines if you know where
to look:

Shrine to Auriel: There are only two of these shrines believed to
exist in the whole of Skyrim. One is found ot the great Chantry of
Auri-el, a Snow Elf Sanctuary within Darkfall Cave. The other is in
the Inner Sanctum, at the pinnacle of the Forgotten Vale. Check the
Atlas for exact location information.

Shrine to Nocturnal: This is an effigy of Nocturnal herself, found in
the Ragged Flagon Cistern area once you complete Thieves Guild
Quest: Darkness Returns. See page 300 for details on that quest.

worshipped by the Dunmer: Azura, Boethich, and Mephala. Check the Atlas for
exact location information

Curing Disease: Other Means

The Vigilants of Stendarr are a relatively new religious order. Zealous followers

of the god of justice and mercy, they seek to wipe out abominations like vampires
and werewolves and to purge the land of Daedra worship. If you encounter them
in one of their strongholds (like the Hall of the Vigilant [3.09] or Stendarr’s Beacon
[9.46]), or elsewhere in the wilderness, you can ask them to cure your diseases.

NOTE  The process of transforming into o vampire or werewolf will also cure any diseases you might have...
thougli those diseases are probably the least of your concerns!

NOTE  This section includes changes to Vampirism from the
Dawnguard add-on. If you do not have Dawnguard, note
that your resistances and powers will be slightly different, and appearing in
public as o Stage 4 Vompire is considered o crime.

> Contracting Vampirism

(before and

Sf'commg o %o

after) chor Jppearance

|
tically

As a vampire, you must feed on
human blood! Vampirism has four
distinct stages, based on how
long it has been since you last
fed. The more time has elapsed,
the more severe the advantages

and disadvantages of this condition become. To survive as a vampire, you
should know exactly what these benefits and drawbacks are.

Advantages

A Vampire, attacking with Drain Life. Nofe the distinct complexion and garb

Facing those who feed on the blood of the living presents several perils. In
addition to their terrifying visage, zombified thralls, and skill ot both melee
and magical combat, vampires have a unique Drain Life ability. This can
rapidly sap your health while restoring theirs each fime it strikes you, and it

gives you a 10 percent chance of contracting Sanguinare Vampiris, a disease

that will eventually cause you to join their ranks.

After any battle with vampires, check your Active Effects list. If you see
Sanguinare Vampiris, quickly drink a Cure Disease potion or make haste to
a shrine for healing. As the disease runs its course, you'll receive a message
at twilight that reads, “You feel a strange thirst as the sun sets,” and you'll
receive a second notification the following dawn that says, “You feel weaker
as the sun rises.” After three days of this, the disease takes over completely,
and you transform into a vampire!

Remember that being infected by a “regular” vampire leads only to
normal Vampirism. To become a Vampire Lord, you must be bitten by Lord
Harkon or a member of his bloodline (see below).

Wanting to give
yourself over fo this
disease? Then seek out

as Movarth’s Lair, in
Hjoaimarch Hold

« @ SKYRIM

a Vampire habitat, such

Immune to disease: You are completely immune to disease. Any diseases
you had upon becoming a vampire are instantly cured.

Immune to poison: You are completely immune to all forms of poison.

Champion of the Night: lllusion spells that you cast are 25 percent more
powerful.

Nightstalker’s Footsteps: You are 25 percent harder to detect while
Sneaking.

Resist Frost: The stage of your vampirism adds fo your Frost Resistance:
Stage 1 vampirism: Resist Frost 20%
Stage 2 vampirism: Resist Frost 30%

Stage 3 vampirism: Resist Frost 40%
Stage 4 vampirism: Resist Frost 50%

Disadvantages

Hatred: Citizens of Skyrim and guards will not recognize you as a vampire
but may (25 percent of the time) remark that you're looking distinctly
“pale” or “hungry.” However, even when vampirism has fully consumed
you, they will not attack you on sight.

Weakness to Sunlight: When outdoors between the hours of 5:00 a.m.
and 7:00 p.m., your Health, Magicka, and Stamina will not regenerate.
Their maximum values are also reduced:

Stage 1 vampirism: Health, Magicka, and Stamina are reduced by
15 points.

Stage 2 vampirism: Health, Magicka, and Stamina are reduced by
30 points.

Stage 3 vampirism: Health, Magicka, and Stamina are reduced by
45 points.
Stage 4 vampirism: Heolth, Magicka, and Stamina are reduced by
60 points.
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Weakness to Fire: The stage of your vampirism also gives you a Weakness
to Fire:

Stage 1 vampirism: Weakness to Fire 20%
Stage 2 vampirism: Weakness to Fire 30%
Stage 3 vampirism: Weakness to Fire 40%
Stage 4 vampirism: Weakness to Fire 50%

Powers

As your vampirism progresses, you gain an increasingly powerful sef of
additional abilities.

Stage 1 Vampirism
Vampire's Sight: For one minute, you can see better in dark environments.
Use this power as often as you like. It has no cost.

Vampiric Drain: A special Destruction spell, Vampiric Drain absorbs 2
Health per second from your target.

Vampire’s Servant: Once per day, you can reanimate a dead creature to
fight for you for 60 seconds. Only works on creatures of Level 6 or less.

Stage 2 Vampirism
All powers from Stage 1, plus:

Vampire’s Seduction: Creatures and people up to Level 10 won't fight or
flee for 30 seconds.

Vampiric Drain: Increases fo 3 Health drained per second.

Vampire’s Servant: Now affects creatures of Level 13 or lower.

Stage 3 Vampirism
All powers from Stages 1 and 2, plus:

Vampiric Drain: Increases to 4 Health drained per second.
Vampire’s Servant: Now affects creatures of Level 21 or lower.
Stage 4 Vampirism
All powers from Stages 1, 2, and 3, plus:

Embrace of Shadows: Once per day, you can invoke this power to gain
Vampire's Sight and Invisibility for 3 minutes.

Vampiric Drain: Increases to 5 Health drained per second.

Vampire's Servant: Now affects creatures of Level 30 or lower.

(2> Un-Living as a Vampire

Maintaining Vampirism: Resting

Tomb, sweet tomb: Gain an additional benefit from sleeping in a coffin

All vampires may use coffins to sleep in. There are benefits for sealing yourself
away in a wooden fomb:

Sleeping in a coffin grants you all your usual resting bonuses.

You receive the Vampiric Blood bonus: This grants you 10 percent Magic
Resistance for 12 hours.

Vampires can also sleep in a bed as most humans do, and they receive
the usual resting bonuses. However, the Vampiric Blood bonus will not be
given. If you aren’t a vampire but want to see what the inside of a coffin looks
like, you can sleep in one but you only receive the usual resting bonuses.

.

Maintaining Vampirism: Feeding

Feed your insatiable
appetife using Vampire's
Seduction

Locate these ornate
potions of blood as ¢
bottled alternative to

fresh blood

The Vampire’s “Caltle

of Castle Volkihar ore

here to serve you and
your thirst

As a vampire, you can stave off the disadvantages of your new form by
feeding. Feasting on the blood of the living can be tricky. There are four basic
approaches:

Sleeping Victims: Find a sleeping human (citizens and guards tend to be
the easiest, though a sleeping soldier, bandit, or warlock will work as
well); then activate them to feed on their blood. Doing so reverts your
disease back to Stage 1.

Vampire’s Seduction: If you succeed in using this power on a person, you
can feed on them even if they're awake. This tactic works well on civilians,
as all but the weakest foes are too high a level for Vampire’s Seduction to
affect them.

Blood Potion: As an alternative to feeding, you can also drink a Blood
Potion, which has the same effect. Alas, these are rare; only a handful
can be found in Castle Volkihar, although you may receive a few more as
rewards for the Vampire Radiant Quests. They can’t be Crafted.

Vampire Cattle: If you join with the vampires of Castle Volkihar, one of
the benefits is a supply of “cattle,” thralls kept in squalid condifions and
brought out during feasting sessions. You can sate your hunger on them
whenever you wish, without fear or shunning.

Feeding Is Frowned Upon: Criminality

It is important to know how the guards of each Hold are likely to treat you if
you're caught feeding. In general, the following applies:

If you feed on a citizen or guard and the victim detects you, this is seen as
a Crime (Bounty +40).

If you feed on a citizen or guard and someone else (who isn't a friend or
ally) detects you, the same Bounty accrues.

There are some exceptions, however:
If your Sneak skill is high enough, you may not be detected.

If your victim is under the influence of Vampire’s Seduction, they won't | £
consider your teeth and slobbering a crime. However, if someone else (not

a friend or ally) sees you, the Bounty increase occurs. | £

If you're feeding on the Vampire Cattle in Castle Volkihar, they won't \
object to your bloodthirsty appetite. | /A

DISEASES © VAMPIRISM _— I 5



Life as a Vampire

The life of o vampire is far less arduous if the lands are

plunged info permanent darkness

Aside from the panic and hostility you may create during bouts of bloodletting
hunger, the main problems you encounter are your weaknesses to sunlight
and fire. Minimize these risks by exploring subterranean catacombs and
dungeons during the doyfime, and prowl the countryside at night. You may
also want to draw on the power of the Lady Stone (see Standing Stones,
page 93), which helps to offset the lack of normal Health or Stamina
regeneration during daylight

However, once you've completed the Dawnguard Main Quest and are
able to notch a Bloodcursed Arrow to Auriel’s Bow and fire it into the sun,
you can create a perpetual darkness across Skyrim, effectively negating the ill
effects of daylight entirely! Find out more on page 549.

As a vampire, you receive several bonuses that improve your stealth
abilities, making vampirism a blessing for Thieves, Archers, and Assassins.
You will also find it significantly easier to explore Falmer Hives (since you're
immune to the poisons that they, their Chaurus, and their spiders use), Nordic
Ruins (since the Draugr use Frost Magic almost exclusively), and Vampire
Lairs (since you no longer need fear contracting the disease). You also have a
dramatic advantage when fighting frostbreathing dragons, though you have
a corresponding weakness o fire-breathing dragons. Keep some potions of
Fire Resistance on hand, just in case!

X8 e PRINCES AMONG THE UNDEAD: VOLKIHAR VAMPIRES B2

A Volkihar Vampire Lord, in all his powerful glory

Lord Harkon is the progenitor of the Volkihar Vampire bloodline. If, during the
course of the Dawnguard Main Quest, you agree to accept his “gift,” his bite
imbues you with an incredible and terrifying new aspect: In addition to all the
standard effects of vampirism, Volkihar Vampires can assume the powerful
Vampire Lord Form.

'+> Becoming a Volkihar Vampire

During Dawnguard Main Quest: Bloodline, you'll enter Castle Volkihar for
the first time and gain an audience with Lord Harkon. A conversation with the
vampire king ends with Harkon offering you the power of vampirism. Accept,
and you ally yourself with the vampires and become a Volkihar Vampire. This
is the usual way to achieve this transformation for the first time.

If you were already a werewolf, Harkon's gift purges you of Lycanthropy.
If you desire to become a werewolf again, speak with Aela the Huniress of
the Companions, and consult the Werewolf section later in this chapter.

Lord Harkon’s daughter, Serana, can also turn you into a Volkihar
Vompire under certain conditions. This is helpful if you side with the
Dawnguard but later want to rule the night as a Volkihar nightstalker!

During Dawnguard Main Quest: Chasing Echoes, if you aren’t a
vampire, Serana offers fo turn you into a Volkihar Vampire so you're able to
enter the Soul Cairn without suffering any ill effects. This is one more way to
transform.

Alfter you complete Dawnguard Main Quest: Kindred Judgment, Serana
will turn you into a Volkihar Vampire if you request it, provided you haven't
ordered Serana to cure herself of vampirism.

You can be cured of this strain of vampirism, too. If you crave it again,
speak to Harkon or Serana to restore your Volkihar Vampire powers.

+ @ SKYRIM

[*> Vampire Lord Form

Overview

Fear strikes Falkreath Hold as o Vampire Lord Hits silently across the siill woler
of Lake llinclta...

Becoming a floating, eightfoot demonic vampire with incredible powers is
certainly helpful when dealing with enemies, but it has its drowbacks—for
example, you won't be bartering of shops. But there are some important
elements to this form you must be aware of:

Remember that “base” vampires don't have the correct bloodline to call
upon the power of the Vampire Lord Form, so don’t expect to become
a lord if you've been infected by them. You must become a Volkihar
Vampire in order to use this ability.

The Vompire Lord Form is a transformation state, much like the Beast Form
for Werewolves. You access it in the Magic menu by selecting Magic >
Powers > Vampire Lord. It's a good idea to make this a Favorite so you
can quickly call upon it in the midst of combat. You confinue to exist in
your Vampire Lord form for as long as you wish (unlike Beast Form). To
transform back, access your Favorites menu, select “Revert Form,” and
invoke it.

You are fortunate that, upon returning fo your regular form, all the
weapons, armor, spells, and powers you've equipped are automatically
reinstated

Vampire Lord: Advantages

Your imposing posture and terrifying form are the least of your advantages as
a Volkihar Vampire. When in Vampire Lord Form:

You retain all of the advantages associated with being a vampire
(including the immunity to poison and disease and a resistance to frost).

You gain a Water Walking ability, enabling you to walk {or float) across
the surface of any body of water. You're unable to swim while in this form.
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Finally, you receive an impressive number of enhancements fo your
statistics, based on your level:

LEVEL ATTACK ' HEALTH = MAGICKA  STAMINA | ARMOR
BONUS | BONUS ' BONUS ' BONUS | BONUS

.‘ Level 10 or below | 40 +50 +40 +0 +100
i Levels 1115 +5 | +75 +60 +10 +125
lows 1620 | +10 | ao0 | 80 | 0 [ 50
| as | 4z | | [

l Levels 76~30 | +20 +150 : +200
k3135 | 425 | 45 | 50| 215
k3640 | a0 | 200 | - €0 | 4250
o a5 | 35 | a5 | - |4
el dsodyp | +0 | 250 | 00 | 00

Vampire Lord: Disadvantages

Your gangly frame and penchant for striking fear into the hearts of citizens
across Skyrim can also be a hindrance. Here are the key problems
associated with this form:

You retain all of the disadvantages of being a “base” vampire (including
weaknesses to fire and sunlight).

You can't loot any corpses you slay.

You can't pick up or use any items you find. Since this includes keys, you
may find your progress blocked in some dungeons.

You can'’t equip or use any of your normal weapons, spells, items,
equipment, Shouts, or powers.

Your towering frame may have trouble fitting through some narrow
passages and doors.

You can't speak with anyone, even your own vampire brethren.

Citizens of Skyrim are terrified of you; some of them flee, while the battle-
hardened, brave, or foolish may stand their ground and attack you.

If anyone sees you fransform to or from a Volkihar Vampire, the
transformation is considered a Major Crime. Consult the Crime and
Punishment secfion on page 64.

Vampire Lord: Powers

While in Vampire Lord Form, you have a variety of powers at your disposal.
Most give you an advantage in combat and are divided into the following
categories:

Abilities
These are general or basic movement options and strikes:

Revert Form: This allows you to change back to your human form,

Ascend and Descend: Press Sneak to switch between ground and hovering
states. While on the ground, you can attack with powerful claws and

bite attacks. When hovering, you can invoke Blood Magic spells (such as
Drain Life). You can use Night Powers in either form.

Melee Attacks: When standing on the ground, you can rend the flesh of
your foes with powerful clow attacks. Inflict a killing blow on your enemy
with a power attack, and you perform a bite that devours them, snuffing
out their life and draining their lifeblood.

Blood Magic: Your left and right hands, when hovering, allow you fo cast

Blood Magic spells.

J You have innate knowledge of two Blood Magic spells: Drain Life and
Raise Dead.

{/ Additional Blood Magic spells can be unlocked by selecting Vampire
Lord Perks (see below).

() Drain Life is always equipped in your right hand and doesn’t change.
You can, however, choose any Blood Magic Spell to equip in your left
hand (via the Favorites menu).

(:! TRAINING THE INVENTORY

THE BESTIARY

VAMPRIS _PRNCES AHONG THE UNDEAD, VOLCHAR VANPRES
QUESTS

Night Powers: These special states are available no matter your

combat state:

0 You have innate knowledge of two Night Powers: Bats and
Vampire's Sight.

() Additional Night Powers can be unlocked by selecting Vampire
Lord Perks (see below).

0 You can change the Night Power you are using through the
Favorites menu.

<) NOTE  Remember tha you an pracice some o hess povers and
! learn aboul the henefits of vampirism by training under Lord
 Harkon os part of Dawnguard Main Quest: Power of the Blood.

Blood Magic: Drain Life

Suck the very life force
from your foes fo
replenish your own,

Volkihar Vampires are
particularly adept at
draining the life essence
from their foes; their
Drain Life is significantly
more powerful than the
spell @ “base” vampire
uses. It has additional benefits too:

It automatically increases in strength based on your level.

Instead of a close-range concentration spell, it is now a long-range
projectile spell that affects all targets near the point of impact.

It now affects undead. Only Daedra and Dwarven Automatons are
immune to it.

You can empower it even further by drinking from the Bloodstone Chalice,
an artifact you fill during the Dawnguard Main Quest of the same name.
This effect, Blood of the Ancients, wears off ofter a few days. The following
table details how powerful Drain Life can become:

" DRAIN LIFE DRAIN LIFE W/ BLOOD | MAGICKA
A prociession MNUFE  OETEANGENTS  cost

Inflicts 50 Damage
ond absorbs 15

| Health from all

| fargets in range.

Inflicts-70. Domage
and absorbs 17.5 | Also absarbs 17.5 Magicke
Health from all and Storming.

| fargefs in range.

Inflicts 90 Domage |

| and absorbs 20
Health from oll

| forgefs in range.
Inflicts 120
Domage and
absorbs 22.5
Health from oll
fargets in range.
Infficts 150
Damage and
ubsorbs 25 Healt
from ull torgets in
onge

.‘ Level 10 or below
.\ Levels 11-20

Also chsorbs 15 Magicka
and Staming.

Also gbsarbs 20 Magicka
| and Stamina.

.‘ Levels 21-30

Also absorbs 22.5 Mogicka
and Stomino.

-\ Levels 3140

b | Also absarbs 25 Magicko
and Stoming.

.\ Level 41 ond up

€ ,'_: TIP  The Blood of the Anciens causes your Drain Life to olso absorh
Magicka and Stamina. The duration of this ability grows each
| time you complete Vampire Faction Quest: Ancient Power.
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Blood Magic: Raise Dead

The recently slain rise again o serve you!

Reanimating the corpses of the recently slain to act as your guard is a
powerful spell, one you should employ to turn the tide of combat in your
favor. Unlike a base vampire, the power of your Raise Dead spell depends
on your level, not how recently you have fed or how powerful the spell is
in your regular form. The following table details how powerful Raise Dead

RAISEDEAD
d_PROGRESSIQN BASEDEAD |
Reanimates o dead body to fight for you.
| Works on targets up to Level 8.

Reanimates a deadi:o?yto thwyou.

| Works on torgets wp fo Level 16.

Reanimates a deod body 1o fight for you.

Works on torgefs up to Level 24. o

Reanimates o dead body to fight for you.

| Works on fugels up fo Level 30.
Reanimates a dead body to fight for you.

Works on forgets up to Level 36.

Summon gargoyles fo tear foes asunder with ferrible punishment.

If giving the dead life to do your bidding isn't your main method of foe
disposal, you can also learn the following Blood Magic spells by obtaining
perks (see below). These take the place of the Raise Dead spell in your left
hand, although you can switch between them at any time. The following table
lists all of the Blood Magic spells you can learn:

| BLOOD MAGIC
1 Pullsufwmguemma
| i
o\ o
Vampic G Pk | bt ccond. Once
| relensed, your target is
| sent fying.

‘ PREREQUISITES DESCRIPTION

Summons g gargoyle for “
| 60 seconds. ‘

Summon Gargoyle
Perk

BLOOD MAGIC IABICKA
. i O PREREQUSTES | DESCRPTION

7 | Summan Gargoyle | Summons two gorgoykes.
. g"fmm‘fs‘““'“"" ’Perk Amlet f fhe 'mehsrsfmwmdj
| Gorgoyle ftem | the other for 30 seconds. |

. Corpse Curse | Corpse Cuse Perk mﬂ 0 lhing

Night Powers

Night Powers such as Bats are helpful when the tide of combat turns
agains! you.

As if your astonishing array of abilities wasn't enough, you also have a
number of Night Powers you can use in a more defensive posture during
combat and switch between at any time. You begin with the Bats and
Vampire's Sight Powers and can learn the rest as perks. The following table
reveals all of the Night Powers you can acquire.

IV D, PREREQUITES | USELINT | DESCRIPTON
R4 pov

Upmtwu:e )Youum\sfurmmtouswurmof
per 30 | bats that surges forward, then
seconds. | reforms at your destination.
Your swarma of bats absorbs 15
EHedth/secondfromnembv
|eﬂ0m|es

. Bats None
%, L] (0] Iyt

=t
Improved
| Bats

7Up fo twice
per 30
| secands.

adr -
Vompite's
St None None

| Nughteye for 60 seconds.

; | Sends ouf o brief pulse that
veveals all creotures for

| two seconds. This offects
| all creatures, including the
[iving, undeod, Doedra, ond

| automatops. g

| You transform into a coud

| of mist. For 15 seconds, you

| ore invulnerable and unable

| to attock ot be attocked.
| Duting this time, your Health,
Mogxka and Stamina

l regenente ropidly.

! Slows fime for 10 seconds.

| While in Vampire Lord Form,

| you are sunounded by o

| cloud of bats that absorb 4

' | Health/second from all nearby
enemies. This power is always
ocfive.

|
Detect Al | Detect All Creotures
| (reatures Perk

Mist Form Perk

o

Night Clook Perk

#SkyrimLegendaryGuide
@ Read a fun diary about what it's like to live as a vampire or

werewolf. Visit www.primagames.com/SkyrimLegendary
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[©> Vampire Lord Perks: The Path of Undeath

When Lord Harkon instructs you in the use of your new Vampire Lord Form, he mentions that as you
drain the lifeblood from your foes, your power as a Vampire Lord will grow. He is correct in this
assessment: While in Vampire Lord Form, press your Character Menu button to access the Vampire

Lord Perk Constellation (shown above).

You can't view this constellation
in your normal form -
remember fo turn into a Vampire Lord first!
“Base” vampires cannot fransform info
Vampire Lord Form and thus do not have
access to these perks

TP

Acquiring Vampire Lord Perks

Unlike the Skill Perks you normally gain through
leveling up, Vampire Lord Perks are awarded based
on draining the life from your foes: Every fime you
slay an enemy with your Drain Life spell or Bite
power attack, you progress one step toward your
next perk point. There are 11 Vampire Lord Perks
you can obtain, and each requires progressively
more kills:

So, in order to acquire all of the Vampire Lord Perks,
you must defeat 165 foes in the manner previously
described. Most Vampire Lord Perks give you new
Blood Magic or Night Power abilities, increasing
the power and versatility of your Vampire Lord Form.
The following sections detail all of the perks.

1. POWER OF THE GRAVE
50 point bonus to Health, Magicka, and Stamina
as a Vampire Lord.

You must select this perk to unlock any of the others,
so it is a given that you receive this. It makes you
much more hardy in combat, as you're able to last
longer and absorb more punishment before fleeing
or calling upon your Night Powers.

2. DETECT ALL CREATURES

Night Power: Detect all creatures, even Dwarven
Automatons

Requires: Power of the Grave

{®> TRAINING THE INVENTORY

As adventuring in enclosed spaces can sometimes
be tricky, this forewarns you of foes. Note that
you can quickly change into this form, detect foes,
and switch back to a regular shape and deal with
enemies in a more stealthy manner if you wish,

3. MIST FORM *

Night Power: Transform into an invulnerable
mist, while Health, Magicka and Stamina
regenerate.

Requires: Detect All Creatures

Mist Form gives you a way out of almost any
dangerous situation. You can use this power at
any time, even (and especially) if you find yourself
out of Magicka. This effectively gives you double
the amount of fime to thwart your foes, with an
invulnerable period of regeneration in the middle!

4. SUPERNATURAL REFLEXES
Night Power: Everything slows down while you
move faster.
Requires: Mist Form

This is useful if you wish to quickly move away
from a battle or slow time while you bombard
an enemy with Drain Life, or if you need to (for
example) catch a dragon on the ground and
bombard it with attacks before it takes off again.
Beware the one-minute cooldown afterward,
though.

5. BLOOD HEALING
Killing a person with a power attack bite
restores all your health.
Requires: Power of the Grave

Aside from being delicious, this perk enables you
to effectively use enemies as health potions while
increasing the usefulness of your bite attack. Be
sure you fime your bite attack to finish off a foe,
so judge their heath accordingly before you drop
in for a bite.

6. UNEARTHLY WILL

Night Powers and Blood Magic cost 33

percent less

Requires: Power of the Grave
With Magicka costing one-third less than
previously, you can combine this with other
bonuses (such as the Blood of the Ancients) to
really elongate the time you can cast any of your
spells. This is especially beneficial to spells that

are used continuously, such as Vampiric Grip.

7. POISON TALONS
Melee attacks do 20 points of poison damage
Requires: Blood Healing or Unearthly Will

PRINCES AMONG THE UNDEAD: VOLKIHAR VAMPIRES
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NOTE % = This highlights

some of the best or most
interesting perks in a parficular Skill
Constellation.

Constellation: Path of the Volkihar
Available Perks: 11

Initially, you might have refrained from melee
attacks, as they lack the potency of your spells.
Not so anymore; now your claw attacks are more
impressive (and their damage cumulative). Judge
when enemies are low on health before dashing
in for a claw and a bite to finish.

8. NIGHT CLOAK *

In combat you are surrounded by a cloud of
bats that feed on enemies within melee range.

Requires: Poison Talons

Night Cloak slowly but steadily drains health
from your foes and transfers it to you. While this
will rarely kill enemies outright, it does make a
difference, and over time, the constant health
absorption makes you significantly more resilient.

9. VAMPIRIC GRIP %

Blood Magic: Can pull o creature to you from
a distance and do choking damage once it’s
close.

Requires: Power of the Grave

Vampiric Grip is a versatile spell with several
powerful uses. The enemy you grab with it is
effectively paralyzed, taking them out of the fight
for the duration of combat. You can sustain the
Grip to choke your foe to death or release it to
send them flying; this is perfect for quickly flinging
away a pesky melee enemy or for “clustering”
your foes into groups that you can hit with a Drain
Life spell. For even more carnage, throw your
enemies off cliffs or into traps!

10. SUMMON GARGOYLE *

Blood Magic: Can conjure a gargoyle to fight
for you

Requires: Vampiric Grip

Summon Gargoyle conjures a tough, powerful
ally. In addition to dealing and taking damage
for you, gargoyles are also important for crowd
control, since you can become overwhelmed if
surrounded by foo many foes. The Amulet of the
Gargoyle, which causes this spell to summon

a second gargoyle, is well worth the effort to
acquire. Consult Vampire Faction Quest: Amulets
of Night Power (page 559) for more details.

11. CORPSE CURSE
Blood Magic: Target is paralyzed
Requires: Power of the Grave

Handy if you have an extremely powerful foe
without ranged attacks (such as a giont), but even
an enemy with magic or breath attacks can be
stuck while you drain the life from them. More
useful against single foes than groups.
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[+> Curing Vampirism

Regardless of whether you’re a “base” or Volkihar Vampire, there are but two

ways to cure yourself of this affliction:

You can contract Lycanthropy. The blood ritual that transforms you into a
werewolf will cure any diseases you have, even full-blown Vampirism. Of
course, you now have other, more hairy problems to contend with....

Or, you can visit a mage named Falion in Morthal, the Hold Capital of

Hjaalmarch, and complete Side Quest: Rising at Dawn. Consult page 463

for more information.

NOTE  Vampirism can be cought more than once. Volkihar
Vampirism can also be contracted more than once, but you
must actively seek out Lord Harkon or Serana and ask them fo restore
your power.

& IYCANTHROPY 2>

NOTE  This section includes changes fo Lycanthropy from the
Dawnguard add-on. If you do not have Dawnguard, note that
your statistics will be slightly different, and you will not be able to acquire
Werewolf Perks.

[»> Lycanthropy
Contracting Lycanthropy

A ferocious werewolf, a powerful and sinewy predator.

Werewolves are lycanthropes: men and women who can transform into
powerful, wolflike creatures. Some see this as a blessing, a way of drawing
on the strength and ferocity of their inner beast. Some see it as a curse, a
twisting of their wills and nature. And for some, it is simply a way of life.

Lycanthropy can only be contracted as part of the blood ritual that occurs

during the Companions Quest: The Silver Hand. Your first fransformation
is particularly violent, causing you to prowl the streets of Whiterun as the
inhabitants of the city flee for their lives. Soon you black out, and from this
point on, you are more fully able to control your animal nature.

Beast Form

When you become a werewolf, you acquire a new power known as Beast
Form. This allows you to transform into @ werewolf once per day. Once
transformed, you remain a werewolf for 2.5 minutes of real time. You can

extend this time by approaching a corpse and activaling it to feed on it. This

restores 50 points of Health and gives you another 30 seconds of time as a
werewolf.

The Werewolf Form is o transformation state. You access it in the Magic

> Powers > Beast Form Menu. It's a good idea to make this a Favorite ability
you can quickly call upon.

Advantages of Beast Form include:

Your maximum Health increases by 50 points (previously 100) but does
not regenerafe.

® SKYRIM

Your maximum stamina increases by 100.
You have a faster sprint speed.
Wolves will treat you as an ally and won't attack you.

Any crimes you commit os a werewolf don’t count against your “normal”
self, with one caveat (below).

But there are some disadvantages as well:

You can't loot any corpses you slay.

You can’t pick up or use any items you find. Since this includes keys, your
progress may be blocked in some dungeons.

You can’t equip or use any of your normal weapons, spells, items,
equipment, Shouts, or powers.

Your large, hulking form may have trouble fitting through some narrow
passages.

You can’t speak with anyone, even your own Companions brethren.

Citizens of Skyrim are terrified of you; some of them flee, while the battle-
hardened, brave, or foolish stand their ground and attack you.

If anyone sees you transform to or from a beast, the transformation is
considered a major Crime. Consult the Crime and Punishment section on
page 64.

( a2 . T R
Your focus is to kill, feed, kill again, and prolong your bloodlust

As a werewolf, you gain an impressive array of combatrelated bonuses.

Improved Combat Skills: While in Beast Form, your powerful claw attacks
deal massive damage, and your toughened hide resists blows. Your damage
and armor bonuses increase based on your level:

COMBAT, DEVELOPMENT, AND CRAFTING
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Immunity to Disease: You are completely immune fo all diseases in both
normal and Beast Form. Among other things, this protects you from
Sanguinare Vampiris (the Vampire Disease), allowing you to fight Vampires
without having to worry about contracting the condition yourself.

As an additional bonus, when you first become a werewolf, any diseases
you had at the time will be cured. This includes both Sanguinare Vampiris
and fullblown Vampirism. You can't be both a werewolf and a vampire at the
same fime.

Increased Dexterity: In Beast Form, you can sprint on all-fours at an
impressively fast pace, and jump much farther than normal.

Restless Blood: As a Werewolf, you can never receive a bonus for being
Rested.

Werewolf Powers: While in Beast Form, you can call upon a special set of
Werewolf-exclusive Powers, called Howls. You can use these as often as you
like while your transformation lasts. Your default howl strikes fear (literally)
into the hearts of men. However, by completing The Companions Radiant
Quest: Totems of Hircine, you can acquire Totems that allow you to exchange
this Howl for a different Power. You can change Howls as often as you like,
though only one can be active at a time.

#SkyrimLegendaryGuide
@ Read a fun diary about what it's like to live as a vampire or

werewolf. Visit www.primagames.com/SkyrimLegendary

Many of your Werewolf Perks improve the potency and effects of your
howls. Here are all of the howls you can attempt:

REQUIRES PERK | EFFECT
T TCeonmsond peoplewp
to Level 20 flee for 30
seconds.

Creatures ond i);oille up
' 1o Level 30 flee far 30
+ seconds.

Detect Life in ¢ moderate

| onge for 60 seconds.
Detect Life in a lorge range
for 60 seconds; indicates

| enemy awnieness.

| Summons two wolves for

. 60 seconds.

Summons two ke Wolves
| for 60 seconds.

Totem of + Summons two Werewolves
Brotherhood | for 60 seconds.

Ring of Hircine: During Daedric Quest: lll Met By Moonlight (page 387), you
are given the cursed Ring of Hircine. While the curse has no effect on most
humans, if worn by a Llycanthrope, ‘it can cause you to randomly shift into
your Beast Form! It is wise to complete this Quest or risk revealing your beast
form at an inopportune moment! The curse is lifted at the end of the Quest.

None (Default) | None

None (Defoult) | Totem of Teror

Totem of the None

Hunt

Totem of the

Hont Totem of the Predator

| Totem of 7

| bohetood | Y%
Totem of

| Brotherhood

8| Brotherhood
| Howil of the
| Ice Brothers

' Totem of lce Brothers

 Totem of the Moon

The Ring of Hircine (whether cursed or nof) allows you to assume Beast
Form one additional time per day.

Living as a Werewolf

You are fortunate that your Shield-Brothers and Sisters in the Companions
are there to help you come to terms with your new Beast Form and that this
strain of Lycanthropy is not affected by the waxing and waning of the moons.
Therefore, it is quite possible to take full advantage of the powers of the wolf
for the remainder of your adventure. Call upon your Beast Form when the
speed and sirength of the wolf are to your benefit or when facing a multitude
of weaker foes.

(> 35 Werewolf Perks: The Path of the Lycanthrope

When you speak with Aela the Hunfress for the
first time after completing the Companions Quest:
Blood's Honor (with the Dawnguard add-on
insfalled), she mentions that the more you feed,
the more your power as a werewolf will grow.
She is correct in this advice: While in Werewolf
Form, press your Character Menu button to access

PERK

) TIP You can't view this constellation in
your normal form. Remember to
furn info o werewolf first!

@ TRAINING THE INVENTORY THE BESTIARY

FEEDINGS

the Werewolf Perk Constellation (shown above). ot e ——

PRINCES AMONG THE UNDEAD: VOLKIHAR VAMPIRES + WEREWOILVES

QUESTS ATLAS

Constellation: Path of the Moon
Available Perks: 11

Acquiring Werewolf Perks

Unlike the Skill Perks you normally gain through leveling up, Werewolf Perks are awarded ofter feeding
on your foes: Every time you feed on a corpse while in Beast Form, you make progress toward your next
perk. There are 11 Werewolf Perks fo obtain, and each requires progressively more feedings:

ATTACK

)
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So, in order to acquire all of the Werewolf

Perks, you must defeat 165 foes in the manner
previously described. About half of these perks
improve your Howls; see the Werewolf Powers
table (above) for details. The complete list of perks
is as follows:

1-4: BESTIAL STRENGTH (4 RANKS) *
Rank 1: Do 25% more damage as a werewolf
Rank 2: Do 25% more damage as a werewolf
(+50% total)
Rank 3: Do 25% more damage as a werewolf
(+75% total)
Rank 4: Do 25% more damage as a werewolf
(+100% total)
This significantly increases your attack
damage, doubling it at the perk’s highest rank
(25/50/75/100%). This perk is essential to using
Beast Form effectively against higher-level foes, as
you're able to tear through them, feed, maintain
your bloodlust, and regain your health, without
fear of being overwhelmed.

5: TOTEM OF ICE BROTHERS

Werewolf Totem of Brotherhood howl calls Ice
Wolves.

Consult the Bestiary on page 168 for the specific
differences between wolves and Ice Wolves.

This perk is useful only if you have the Totem of
Brotherhood. The more entities on your side, the
better, and toughened Ice Wolves are excellent at
helping you polish off your meals.

6: TOTEM OF THE MOON

Werewolf Totem of Brotherhood howl calls
Werewolves.

This perk is useful only if you have the Totem of
Brotherhood. With two additional werewolves by
your side for a minute of obscene bloodletting,
your pack can really tackle a large group of foes
or a few extremely troublesome enemies.

7: TOTEM OF THE PREDATOR

Werewolf Totem of the Hunt howl has extended
range ond shows whether the targets are not in
combat, out searching, or actively in combat.

This perk is only useful if you have the Totem of
the Predator. If you'd like to extend your feeding

frenzy without reverting back, and no enemies
are presenting themselves, this is helpful in getting
your bearings, especially as you have no map as
a werewolf. Of course, you could always plan
your assault by remembering where a populated
area is or reconnoitering it first and figuring out
where to find “snacks” along the route!

8: TOTEM OF TERROR

Werewolf Howl of Terror affects even higher
level creatures.

This allows your default Howl of Terror to affect
creatures of up to Level 30, rather than 20.

Make sure you can easily follow the foe you're
frightening, as a fleeing foe who doesn’t end up
as dinner is almost worse than one who betters
you in combat! Use this when you need to scatter
your foes so you can concentrate on one at a time
and not be overwhelmed.

9: ANIMAL VIGOR

100 point bonus to Health and Stamina in
Beast Form.

This obviously makes you much tougher in
combat, allowing you to do more damage and
absorb significantly more punishment before
succumbing fo your wounds.

10: GORGING *
Feeding heals twice as much Health.

This is a critical perk for high-level werewolves.
Since feeding is the only way you can replenish
your health, being able to draw double the health
you recover from a single corpse may mean the
difference between life and death.

11: SAVAGE FEEDING

Able to feed off most dead creatures. Feeding
off creatures instead of people only provides
half the extended time.

This enables you to feed on nonhuman creatures
like gargoyles and spiders. This makes Beast
Form significantly more viable in creature- and
undead-heavy dungeons, like Draugr crypts,
vampire lairs, and the ruined sections of Castle
Volkihar. Note that you still can’t feed on small
creatures, like hares or foxes, or on highly
magical ones like Dwarven Automatons or
Atronachs.

IME AND PUNISHMENT
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The Tomb of Ysgramor, where you can free yourself
from the beast within

After completing the Companions Quest: The
Silver Hond, if you decide that a hairy alter ego
with razor-sharp claws isn’t how you want to
spend your nights, you can rid yourself of this
burden in one of two ways:

Finish the Companions Radiant Quest:
Purity. You can complete this only once, so
if you contract lycanthropy a second time
(see below), you can't use this method to
cure yourself again. As a part of that quest,
you must cut off the head of a Glenmoril
Witch, bring it into the depths of the Tomb
of Ysgramor, draw the spirit of the wolf from
your body, and defeat it. Once the ritual is
complete, your cure is permanent, and you
cannot contract Lycanthropy again.

Or, you can agree to allow Lord Harkon

or Serana to transform you into a Volkihar
Vampire. Unlike standard vampirism (which
is contracted through Sanguinare Yampiris,
a disease werewolves are immune to), their
transformation will work on you and has the
side effect of removing your Lycanthropy

as well.

After being cured of Lycanthropy,; if you later
change your mind, you can speck to Aela the
Huntress and ask her to restore your beast blood.
You can do this only once. This transformation
will, again, cure you of vampirism in the process.

2>

While exploring the nine Holds of Skyrim, there are bound to be points in your adventure where you commit a crime and have a bounty placed on your head.
Whether this is a petty theft from a citizen of Markarth or an allout assault on the city guard of Riften, it is prudent to learn the lows that govern crime and
punishment...and how you can bend them to your advantage!

[*> Criminal Activities and Holds

Perhaps the most important lesson to learn is that each of the nine Holds keeps
their own record of crimes and bounties. You may be wanted in Haafingar Hold,
but your bounty doesn’t transfer to neighboring Hjaalmarch, where you may still

be considered a model citizen.

Your actions are only considered criminal if they affect a nonhostile character or
their property. Defending yourself is never a crime. So feel free to fight back if:

You were attacked first and the attack was unprovoked.
You have agreed to a duel or brawl during a conversation.

You're attacking an enemy, regardless of who attacked first.

2 ¥ SKYRIM

The more violent your crime, the less inclined the city guard is fo solve the
situation peaceably.
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Usual Crimes

The following evidence indicates the usual categories of crimes that you're
likely to commit and what bounty this places on your head:

v BOUNTY

|:] Trespassing; entering an orea that is offimits. Depending on the level

of security, you will often be wormed and given a chance o leave 5 gold
peacefully before the crime is friggered.
Pickpocketing a guard or civilian and being spotted. Just looking at their 25 old
inventory is not o crime; you have fo actually toke something. g

[ ] e swiing o tom motked “Se.” by
Theft; stealing a horse. You acquire this bounty each time you mount 50 (each
the stolen horse. fime)
Assaulf; attacking a guard or civilian with your fists, weapons, or spells. 40
Murder; killing a guard or civilian. 1,000
Escaping from jail after being imprisoned. 100

Unusual Crimes

The following list includes the more unspeakable ways you can incur a

bounty:

(RIME ' BOUNTY

D (Vu:?edpirism): Feeding on the blood of @ guard or civilian and being 10
spotted.

(Vampirism): Once you reach Stage 4 and become a fulHledged

vampire, all guards and civilians will be hostile to you. Fighting back
D against them is considered a crime, and bounty accumulates as normal.

8- With Dawnguard, Stage 4 Vampirism is no longer a crime, but

transforming into @ Vampire Lord is.

(Lycanthropy): Transforming fo or from Beast Form in sight of o quard

or civilian.

(Lycanthropy): While in werewolf form, all guards and civilians will be

hosn'le However, fighting back against them is not considered a crime

(since they don’t recognize you), and bounty will not accumulate.

(Cannibalism): Etmng a corpse while wearing the Ring of Namira is

considered 3

1,000

CAUTION G

The bounty from any crime committed by a Follower is
automatically assigned to you, so getting someone else
to do your dirty work isn't going to help your reputafion!

[*> Witnesses and Retaliation

Crimes are only a problem if you're seen committing them. The bounties you
receive are noticed by wilnesses, and depending upon the situation, you

may wish to “silence” anyone who sees your less-than lawful activities. For
example, if you assault a citizen of Riften (+40 Bounty) and then kill them
before they can report the assault (+1,000 Bounty), as long as nobody is
around to witness the murder, your bounty will be cleared. Naturally, attempts
to increase and then remove your bounty can fail spectacularly; if you're
spotted attempting to kill a guard by three other guards, expect them to
respond with lethal force!

If you allow too much time to pass, the witnesses will report the crime,
and killing them will no longer reduce your bounty. So act quickly if you plan
to take out the witnesses.

With this in mind, refaliating for a crime is worth doing only when as
few people as possible are watching you {and ideally, none). It is easier to
try this within buildings where you can easily see onlookers. If your crime
is nonviolent (e.g., stealing), try entering without being noficed or at night,
when people are likely to be sleeping.

WEREWOLVES . CRIME AND PUNISHMENT
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QUESTS

'*> Guard Actions and Reactions

Reactions: When a guard sees you commit a crime or hears a call for help
from a witness, they attempt the following:

\ For minor crimes, such as pickpocketing, theft, or trespassing, they
altempt to arrest you.

"/ For major crimes, such as assault or murder, they attack you. If you
yield (sheathe your weapon), they will attempt to arrest you.

For severe crimes, such as escaping from jail, vampirism, or
Lycanthropy, they simply attack.
Your actions: If a guard attempts to arrest you, and you successfully avoid the
initial arrest (e.g., by sprinting to an exit gate or hiding in a building), you
can attempt the following:

) With a low bounty (less than 3,000 gold), you can wait a day or so
for the situation to calm down, then return to the scene of the crime and
turn yourself in. You're then arrested.

? With a high bounty (more than 3,000 gold), you should avoid
civilization altogether. Wander in the wilderness for a few days, and a
bounty collector will eventually approach you and offer to pay off your
debt to society. Don’t wait for him, just keep moving.

Preventing Prison Time

The way you interact with guards greatly affects the price you have to pay for
your crimes. Once in dialogue, your options are as follows. You can:

1. Pay a fine equal fo your bounty, if you have the gold. Any stolen items
are confiscated, and you are moved fo the jail exit.

2. Agree to go to jail, where you can serve your fime or attempt to escape.
See below for more details on your options once in jail.

3. Resist arrest, if you wish to battle your way out of the location. This is also
what happens if you fry to back out of dialogue with any guard.

4. Bribe the guard. This option is only available if you aren’t currently
trespassing and one of the following conditions holds:

You have committed only minor crimes and have the Speech skill's
Bribery perk.
) You are a member of the Thieves Guild.
You haven't bribed or persuaded another guard in the past 24 hours.
If you pay the bribe, it stops the current pursvit, and you're able to keep
any stolen items. However, your bounty is still in effect, and if you speak to

any guard again, you'll turn yourself in, and the guard will attempt to arrest
you.

5. Persuade the guard. If you have a Speech skill of 75 or higher, you're
not currently frespassing, you've committed only minor crimes, and you
haven't bribed or persuaded another guard in the past 24 hours, you
can convince the guard fo overlook your crimes. The option only appears
once all of these conditions have been met.

Persuasion works just like a bribe: It stops the current pursuit, and you're
able to keep any stolen items. However, your bounty is still in effect, and if
you speak fo the same (or any other) guard again, you'll turn yourself in, and
the guard will attempt to arrest you.

However, you don't have to pay for o persuasion, making it a cheaper
option if you can meet the skill requirement.

6. Pay off the guard, if you're a member of the Thieves Guild and you've
completed the City Influence Quest for the Hold that you've committed the
crime in.

There are four City Influence Quests (detailed on page 307), for Solitude

(Haafingar), Markarth (the Reach), Whiterun (Whiterun Hold), and Windhelm

(Eastmarch).

The Thieves Guild is based in Riften (the Rift}, so you only need to be
inducted into the guild (during Thieves Guild Quest: Loud and Clear) in order
to pay off the guards there.

The other four Holds do not have City Influence Quests, so this option
is not available in Morthal (Hjaalmarch), Dawnstar (the Pale), Winterhold
(Winterhold Hold), or Falkreath (Falkreath Hold).

ATLAS OF SKYRIM APPENDICES AND INDEX
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The price to pay off the guard is always half your current bounty. This
removes the entire bounty and allows you to keep any stolen items in your
possession, so it's always the best opfion if you can afford it.

7. Invoke Thane’s Privilege. This is only available if you're the Thane of a
particular Hold.

You can be a Thane of any or all of the Holds provided you've
completed the appropriate Thane task, detailed on page 502.

If your bounty is less than 2,000, you can remind the guards of your
social standing to convince them to overlook your deeds. This only works
once per Hold, so save it for some pretty devious activities!

8. Civil War: As the civil war rages on, Holds will fall to either @
the Imperial or Stormcloak factions.
If your faction takes control of a Hold, any bounty you may have
accrued in that Hold is wiped out due to the change in government. Time this
correctly, and you can get up to all kinds of mayhem, flee a Hold just before

your side takes control of its capital, and then return after your misdemeanors
are forgotten! Information on the civil war begins on page 345.

Incidentally, you can also become a Thane of the newly installed Jarl,
giving you an additional use of the Thane's Privilege claim, if you're so
inclined.

If any of these cunning plans fail and you don’t yield o CAUTION (E}’}

the guard, expect reinforcements and an increasingly

desperate fight that you're increasingly likely to die from. Flee, or yield,
or fight on.

Serving Prison Time

A loose wall results in o lucky escape from certain prisons

But for those caught in Markarth, no one escapes Cidhna Mine

% w S KYREM

If you choose (willingly or otherwise) to be taken to jail, your entire inventory
and stolen items are confiscated and moved to the jail’s belongings chest
and evidence chest, respectively. You are then placed in a cell with a single
lockpick in your inventory. At this point, you can:

1. Serve out your sentence:

Interact with the bed in your cell and serve your time.
In Markarth’s Cidhna Mine, you must interact with the pickaxe instead to
serve your fime.

Serving your sentence wipes out any progress toward your next skill
increase in several randomly chosen skills. The number of skills that are
penalized is determined by your bounty. For example, a petty crime like
stealing a single potion might reset only one skill, while a murder or two will
likely reset all of them!

Note that you only lose progress toward your next skill increase—your
skills dont actually decline, and you don’t lose any progress toward the next
level from skills that have already increased. So this sentence is relatively
light, especially ot low levels.

Alfter serving your sentence, you are moved fo the jail’s entrance, and
your inventory is returned. Any items you've stolen remain inside the jail’s
evidence chest. Naturally, you can reenter the jail and steal them back if you
want (and you're competent enough).

2. Or, you can fry to escape. Your prospects vary depending on where
you're imprisoned:

Solitude (Haafingar), Whiterun (Whiterun Hold), and Riften (the Rift)
have large jails with several guards. While you can always pick the lock on
your cell door and sneak out if you're up to the challenge, the cells in each
of these cities also have secret escape routes that you can use to sneak out
undetected, as long as you're careful. This only works once for each jail (the
next time you're imprisoned in that Hold, the guards have sealed the escape
route). Don’t forget to grab your items from the joil‘s belongings chest on your
way out, which you can usually reach via a convenient hole in the wall from
the escape passage.

Raven Rock (Solstheim): The Bulwark Jail has an interesting fireplace
grating that leads to an ash and cobweb-lined passage that will take you to
a second grate (under the belongings chest, allowing you fo snag your stuff).
This drops you down to a stone tunnel dug by Draugr that ends at a door to
Coldcinder Cave.

Morthal (Hjaalmarch), Dawnstar (the Pale), and Falkreath (Falkreath
Hold) have rudimentary jails. Pick the lock and fend off a single jailer to
make your escape. But do this quickly before reinforcements arrive, and don't
forget to reclaim your items on your way out!

Winterhold (Winterhold Hold) has a jail known as the Chill, which is
well away from the setttement, among the icebergs of the Sea of Ghosts.
As befits the city home to the College of Winterhold, the Chill features Frost
Atronach “jailors.” Force your way past them, then swim across the freezing
waters and ice floes fo reach dry lond and complete your escape. Your
inventory is not confiscated in this jail, so don't worry about looking for a
belongings chest.

Windhelm’s jail is rather basic, but it has two atfentive jailors, and the
belongings and evidence chests are upstairs in one corner of the city guard
barracks. Try to escape here, and expect to have a real fight on your hands.

Markarth’s jail is Cidhna Mine. No one escapes Cidhna Mine....

Crime and the Guilds

All of the above rules apply to every Hold in Skyrim, with the exception of
locations owned and operated by the major guilds. The Companions of
Whiterun, the mages of the College of Winterhold, the Thieves Guild of
Riften, and the Dark Brotherhood have all developed very particular ways

of dealing with crime among their own members. For example, the Dark
Brotherhood only cares about assaults you inflict upon other members and
imposes a fixed fine for such actions. Consult their appropriate quests later in
this book for all the information.

During the course of your adventure, you may find thet  CAUTION CE@
your guild actually encourages (if not downright orders)

you to commit crimes. Therefore, it's worth remembering the tafics above
before trying such antisocial activities.

COMBAT, DEVELOPMENT, AND CRAFTING
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For adventurers with a Kinect, there are several unique actions and commands you can employ without normal controller use. These are designed to help
you more thoroughly immerse yourself in the action. The following section details all the different commands, along with fips on using Shouts, managing your
inventory, and so on:

(ONTROLS

When Kinect is disabled: When Kinect is enabled:

Right Bumper Button: Shout/Powers Right Bumper Button: Enable Dragon Language Shouts
Left Bumper Button and Right Bumper Button: Shout/Powers

VOICE COMMAND LiST

Gameplay Hot Key Equipping

These are usable only during gameplay: This is usable only during gameplay and equips a [hot key command] (such as Summon Spell or Heath

Quaick Wownts e e Inveitory, mana Potion) that you have previcusly assigned in the Favorites menu:

Gk Magic: Opmes the Magle mecd Equip [hot key command]: Equips item in the default hand

uibilc Stis Opiais the Siols menu Equip Left [hot key command]: Equips item in the left hand, if possible.

Qick Wit Dsens i My mora Equip Right [hot key command?: Equips item in the right hand, if possible.

Quick Seive: Quilckstves the gaine Equip Dual [hot key command]: Equips the item in both hands, if possible.

; L A Equip Sword and Shield: Equips the item with the Sword hot key in the right hand and the item with
Ok Lok caicklos - goue the Shield hot key in the left hand.

e Save: Scves e game ko o nen sciversof Also: Equip Mace and Shic!d, Equip Axe and Shield, Equip Dagger and Shield.

Pauss Gome: Pauses the:gone Equip Dual Weapons: Equips the item with the DualWieldLeft hot key in the left hand and the item

with the DualWieldRight hot key in the right hand.

Character Menu
This is usable only in the Character menu. TIP  Use Voice hot keys efficiently: Voice hot key names cover a wide range of uses, but they don't
items: Opens the Inventory menu restrict what you can assign fo them. For example, you don't have to assign o fire spell to

“Fire Spell”; you can assign a Health Potion 1o it if you wanted to. If you never, say, use a Warhammer

Magic: Opens the Magic menu 2 s - ¢ k ;
et g don't hesitate to ossign “Warhammer” to something you will use, like a staff or custom potion

Skills: Opens the Skills menu

Map: Opens the Map menu
Follower Commands
Favorites Menu There are usable only during gameplay and are valid only if you have a Follower.
This is usable only in the Favorites menu. Ally Follow: Your ally follows you as if you told them, “Follow me.”

Assign [hot key command]: Sets the selected Allyikoliow Me does the-sanie fhing:

item to the spoken hot key Ally Wait: Your ally stays where they are.
Ally Wait Here does the same thing.

Hecli fotion Bfege Ally Trade: Opens your ally’s inventory.

Magicka Potion Warhammer Ally Items does the same thing.

Stoming Potion Fire Spell Ally Open: Commands your ally to open the container/door you're looking at.

Paison Frost Spell Ally Stand: Commands your ally to stand at the spot you're looking at.

Sword Lightning Spell Ally Retrieve: Commands your ally to pick up the item you're looking at.

Moce Ward Spell Ally Attack: Commands your ally fo attack the character or enemy you're looking at.

Axe Ritual Spell Ally Interact: Does a generic Interact command with the ally. This is the same as if you entered
Dagger Bound Weapon Command mode and pressed the AButton. What the ally does depends on what you're looking at.
B St sl Ally Interact and Ally Use do the same thing.

Shield Armor Spell

Dual-Wield Left Calm Spell

Dual-Wield Right Frenzy Spell

Soul Trap Healing Spell

Greatsword Light

J— CRIME AND PUNISHMENT - KINECT SUPPORT (XBOX 360 ONLY (—6_7_
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Using Shouts
You are now able to use Shouts in three different ways during gameplay:

Shout Names (or English Names): Without pressing any buttons, you can just say the name of the Shout. For example, if you say “Unrelenting Force,” that
Shout is used. This uses the highest level of the Shout you have unlocked.

Dragon Language Shouts: By holding down the Right Bumper Button, you unlock Dragon Language mode. While holding the button, you can say one, two,
or three Words of a Shout to trigger that shout. “Fus,” “Fus Ro,” and “Fus Ro Dah” will all trigger their corresponding power levels (but remember, you can
only use the Words you've unlocked).

Button Pressing: While Kinect is enabled, the Left and Right Buttons together can be used to trigger Shouts or Powers without the use of voice commands, if you

prefer.
Unrelenting Force: “Fus Ro Dah” Animal Allegiance: “Raan Mir Tah” * Drain Vitality: “Gaan Lah Haas”
Dismaying Shout: “Faas Ru Maar” Aura Whisper: “Laas Yah Nir” % Soul Tear: “Rii Vaaz Zol"
Become Ethereal: “Feim Zii Gron” Disarm: “Zun Haal Viik”
RS . o 5 % Summon Durnehviir: “Dur Neh Viir”
Whirlwind Sprint: “Wuld Nah Kest” Marked for Death: “Krii Lun Aus
Elemental Fury: “Su Grah Dun” Frost Breath: “Fo Krah Diin” Battle Fury: “Mid Vur Shaan”
Clear Skies: “Lok Vah Koor” Storm Call: “Strun Bah Qo” 2
Fire Breath: “Yol Toor Shul” Kyne's Peace: “Kaan Drem Ov” Bend Wil "Gol Hah Dov
Dragonrend: “Joor Zah Frul” Slow Time: “Tiid Klo UI" Cyclone: “Ven Gaar Nos”
Call of Valor: “Hun Kaal Zoor” Throw Voice: “Zul Mey Gut” &
h : . 1 Dragon Aspect: “Mul Qah Diiv*
Call Dragon: “Od Ah Viing” (no first- Ice Form: “liz Slen Nus (no Firsk- or second-level varictions of this Shoul

or second-level variations of this Shout)

Inventory Menu
This is usable only in the Inventory menu. The Inventory Sorfing commands are unique to Kinect and make deciding what fo sell (or drop) a snap.

[Category name]: Opens the menu to that category

Favorites Apparel Scrolls Books
All Also: Armor Food Keys
Weapons Potions Ingredients Miscellaneous

Sort by Name: Sorts the item list by name, increasing. If the list is already sorted by name increasingly, it sorts it decreasingly.
Sort by Weight: Sorts the item list by weight, decreasing. If the list is already sorted by weight decreasingly, it sorts it increasingly.
Sort by Value: Sorts the item list by value, decreasing. If the list is already sorted by value decreasingly, it sorts it increasingly.
Close Menu: Closes the menu

Barter Menu

This is usable only in the Barter menu.

Vendor categories: Opens the item list for the spoken vendor category.  Player categories: Opens the item list for the spoken player category.

Their Items Their Food My ltems My Scrolls My Keys
Their Weapons Their Ingredients Also: All Also: Scrolls Also: Keys
Their Apparel Their Books My Weapons My Food My Miscellaneous
Their Potions Their Keys Also: Weapons Also: Food Sort by Name
Their Scrolls Their Miscellaneous My Apparel My Ingredients * Sort by Value
Also: Apparel, Armor Also: Ingredients Sort by Weight
My Potions My Books Close Menu
Also: Potions Also: Books
Container Menu Player categories: Opens the item list for the spoken player category.
This is only usable in the Container menu. My ltems Also: Scrolls
Container categories: Opens the item list for the spoken container category. Also: All My Food

Their Items Their Food o i Als?: i

: i . Also: Weapons My Ingredients
Their Weapons Their Ingredients .

2 > My Apparel Also: Ingredients
Their Apparel Their Books

. : Also: Apparel, Armor My Books
Also: Their Armor Their Keys !

A . My My Potions Also: Books
Their Potions Their Miscellaneous ’
Their Serils Also: Potions My Keys

My Scrolls Also: Keys

The Sider Scrolls' V
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Managing Your Loot Limit

When looking at a chest, corpse, or other container, use the command “Loot ltems” fo fake all of the items with a value-to-weight ratio greater than or equal fo

your Loot Limit. This is less complicated than it sounds, as it's mimicking what you do naturally when trying to decide whether it's really worth lugging that heavy

armor or iron sword back to a setflement to sell or craft. Plus, you can set a limit depending on how much you want to carry by saying the following:
“Set Loot Limit 0" (default): The most restrictive setting. You'll take only weightless items (gold, arrows, keys, notes, some quest items).

“Set Loot Limit 5”: The most permissive setting. You take virtually all items, including some steel weapons (and up), steel armor (and up), and pretty much
everything else.

“Set Loot Limit 10”: At a 10:1 ratio, you'll start to leave more items. This is the highest limit at which you can still expect to get most Alchemy ingredients.
“Set Loot Limit 25”: At a 25:1 ratio, you begin to exclude midlevel items like Elven weapons and steel plate armor.

“Set Loot Limit 50”: At a 50:1 ratio, you take very little, leaving behind even glass weapons and ebony armor. This is the highest limit ot which you'll take
Skill Books.

“Set Loot Limit 100”: At 100:1 ratio, even some Daedric and Dragonplate items will be passed over.
Other loot limit commands:

Sort by Name Sort by Value Sort by Weight Close Menu

Magic Menu
This is usable only in the Magic menu.

[Category name]: Opens menu to that category.

Favorites lllusion Restoration Active Effects
All Destruction Shouts Also: Effects
Alteration Conijuration Powers

Map Menu

This is usable only in the Map menu. Use Map Menu Commands to navigate more quickly. The “Quest Marker” command is especially helpful in finding your next

destination without having to scroll around. When you're done there, say the name of a Hold Capital to quickly jump back to town:

[City name]: Centers the camera on that city. You can say: Player: Centers camera on the player.
Windhelm Markarth Alio: Whergin ) )
Falkreath Riften Waypoint: Centers camera on player-set marker, if applicable.
D o Whitsron Quest Marker: Centers camera on active quest farget. Saying it multiple fimes
Mow:slo Wi |'e : d will cycle through targets.
S cl’_" : HERT? Also: Quest
olitude
Stats Menu

This is usable only in the Stats menu.

[Skill name]: Instantly sets the camera to center on that skill's perk tree. All the skills are accounted for:

One-Handed Heavy Armor Alchemy lllusion
Two-Handed Light Armor Speech Restoration
Archery Pickpocket Alteration Enchanting
Block Lockpicking Conjuration

Smithing Sneak Destruction

— KINECT SUPPORT (XBOX 360 ONLY) — —
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When not delving into crumbling ruins in search of treasure, there are several
other skills any would-be adventurer should explore. This section reveals just
how rewarding the skills of alchemy, enchanting, smithing, and the lesser
craffing activities can be.

&

NOTE For advice on which Alchemy perks fo take, and general
information on improving your Alchemy skill, consult the Skills
and Perks section, back on page 12,

'©> Alchemic Experimentation: An Overview

With an Al

Alchemy is the craft of
combining ingredients to
create beneficial potions
or debilitating poisons.
The key to mastering this
art is experimentation:
When you smith or enchant an item, you already know what the end result
of what the craffing process is going to be; the recipes or combinations of
materials are clearly laid out in advance. Not so with alchemy; you often
have no idea what you’re making, and discovering a powerful new potion or
effect is a thrill unto itself.

In short: The process of alchemy involves foraging for ingredients,
learning their effects, and then experimenting by combining them with other
ingredients to make potions and poisons.

> Foraging for Ingredients
The Foraging Process

Living off the land is more than just farming crops: Scour Skyrim for ingredients

The realm of Skyrim is filled with dozens of unique ingredients, which can
be categorized into three major groups: those that are grown (such as
flowers, mushrooms, and crops), those that are alive (such as dragonflies or
butterflies), and those taken from an enemy’s corpse (such as Falmer Ears,
Hagraven Feathers, or Troll Fat). All of these are stored in the Ingredients
menu in your inventory.

#SkyrimLegendaryGuide

Learn more about the best craftable items at
www. primagames.com/SkyrimLegendar

70

The Dragonborn expansion adds the ability to create a variety of
spiders, which you can “cast” (i.e., throw them) and are treated

| | a little like scrolls in your inventory. Like the Atronach Forge in the

College of Winterhold (see page 270), all the information regarding this
crafting activity is detailed in the specific quest, on page 666.

B2

Learning Ingredient Effects

Once you've collected one or more ingredients, you can study it in your
inveniory. Notice that under its weight and value, there are four effects—the
ingredient’s alchemic properties—which are all initially “unknown.” Your
ongoing fask is to learn what all four of these effects are. Until you do, your
initial attempts at crafting potions can be a little hit or miss.

Ingredient digestion: The easiest way to learn the properties of an
ingredient is to eat itl This always reveals the first effect, and depending on
your Alchemy perks, it may reveal more. The advantage of eating ingredients
is that you always receive the first property; it always works. The downside is
that for rare items, you'll have to consume the item for no directly beneficial
effect.

Experimental potions: Or you can learn an ingredient's properties by
attempting to craft a potion with the ingredient. Constant use of a particular
ingredient will gradually allow you to learn its effects and discover good
combinations with other ingredients.

Crib sheets: Or you can consult this guide, which helpfully lists the four
alchemic properties for every ingredient in Skyrim.

AN EXAMPLE: GIANT'S TOE

After wiping out a camp of giants, you salvage three
Giant Toes from their corpses. You eat one and learn
| thatits first effect is “Damage Stamina.” Easy!

A little later, you return to an Alchemy Lab and
| try combining it with Bone Meal, another ingredient
| that has the “Domage Stamina” effedt. It works,

creating a Damage Stamina Poison, but since you

| already knew hoth ingredients had that effect, you don't learn anything new.

| You then decide to be a little more adventurous and fry combining it with
| Wheat, an ingredient you know nothing about. Success! Both the Giant Toe
and Wheat have two effects in common: “Fortify Health” (the second effect
| on both ingredients) and “Damage Stamina Regen” (the third effect on Wheat
| and the fourth on Giant Toe). You learn the four new effeds and acquire
an interesting potion that fortifies your health ot the cost of reducing your
| stamina regen.

CRAFTING



> Crafting Potions

In order to craft potions, you must use an Alchemy Lab. If you plen to focus
on alchemy, you'll want to find an Alchemy Lab that you can access quickly
and return to it frequently. Near the start of your adventure, one good
location is the Alchemy Lab inside the Sleeping Giant Inn in Riverwood. Later
on, you may want fo purchase a house (see page 98) for convenient access
to your own Alchemy Lab and plenty of storage space for ingredients.

Selecting ingredients: Step up to the Alchemy Lab, pick two distinct
ingredients (you cannot combine fwo identical ingredients), and mix them
together. You can optionally add a third ingredient if you wish (and want to
further experiment).

Experimental potions: If you don't know what effects the ingredients
share, the Alchemy Lab will caution you that the result is a “Potion of
Unknown Effect,” but you can sfill try it.

When you combine ingredients, the Alchemy Lab checks the complete
list of the two (or three) ingredients’ effects. If none of those effects match, the
crafting fails. If there is one or more match, it succeeds.

Failure: If there were no matches, you receive nothing and use up the
ingredients, but still receive a small Alchemy skill improvement. The Alchemy
Lab remembers that the combination failed and grays it out, indicating you
don’t need to try it again.

Success: If there was a maich, the resulting potion or poison has all of
the effects that matched, in @ much more potent form than simply eating one
of the ingredients would have given you. Most of the fime, you receive an
item with only one effect, but you may end up with two, three, or even four
matches.

Potion or poison? The resulting mixture is classified as a potion if its
primary effect is beneficial; it's a poison if its primary effect is harmful. You
can have potions with lesser negative effects and poisons with lesser positive
effects, although these aren’t usually worth making more than once during
experimentation. The Purity perk allows you to remove these side effects from
your mixtures, creating wholly positive potions and negative poisons.

Effect reference: The Alchemy Lab menu handles all the bookkeeping
for you—it knows which ingredients you have, which effects you've learned,
and which combinations you've tried before without success. Based on
this information, it even recommends ingredients that you know you can
combine to produce a specific result, like “Restore Health.” While these
recommendations are great for quickly creating just the potion you need,
don't forget to experiment fo continue learning new effects.

AN EXAMPLE: POTION OF FORTIFY HEALTH

After collecting a Blue Mountain Flower (Restore Health,
Fortify Conjuration, Fortify Health, Damage
Magicka Regen), and a Glowing Mushroom (Damage

Stamina, Fortify Health, Fortify Carry Weight,
Damage Stamina Regen), you can combine them to
| create a Fortify Health potion.

> Advanced Alchemy
Alchemy Skill and Potion Creation

Your Alchemy skill improves the effectiveness of the potions and poisons you
craft:

If an effect has only a magnitude (e.g., Restore 50 Health), your skill
increases it.

If an effect has only a duration (e.g., Invisibility for 30 seconds), your
skill extend:s it.

If an effect has both @ magnitude and a duration, only one of the two

values will increase, never both. For potions and poisons that affect

regeneration rate, the duration increases; for everything else, the

magnitude increases.

In addition to your raw skill, the perks in the Alchemy tree dramatically
increase the effectiveness of potions you craft. Because of the number of
factors that can affect the potency of these potions, exact statistics are not

ALCHEMY

listed in this guide. Consult the exact values in the Alchemy Lab to see
what you can create given your current skill and perks. Your Alchemy skill
increases when:

You learn a new effect for an ingredient.
You successfully craft a potion.

You attempt to craft a potion but fail {a very small increase).

Three-Ingredient Potions

Potions with three ingredients are more likely to succeed (with 12 effects
between them, there’s a greater chance of at least one match). However, they
are also more likely to produce results with multiple effects...which may or
may not be a good thing. You might end up with an excellent potion that has
three or even four positive effects—or one that has a bizarre mix of positive
and negative properties. These can still be helpful when trying to learn
ingredient effects as quickly as possible, but you may not be able to get much
use out of the resulting potion.

v AN EXAMPLE: POTION OF FORTIFY HEALTH, FORTIFY ONE-HANDED,
AND DAMAGE STAMINA
| After collecting a Giant's Toe (Damage Stamina,

Fortify Health, Fortify Carry Weight, Damage
Stamina Regen), some Hanging Moss (Damage

Magicka, Fortify Health, Damage Magicka Regen,

Fortify One-handed), and a Rock Warbler Egg

(Restore Health, Fortify One-Handed, Damage

| Stamina, Weakness to Magic), you combine these together to treate a pofion.
The resulting potion has all three effects that matched: it will Fortify Health,
Fortify One-Handed, and Damage Stamina.

12> Alchemic Recipes and Combinations
Novice Recipes

If you're just starting out on your adventure, here are a few good recipes
to try:

R T N

HEALTH POTIONS

| Restore Health Blue Mountain Flower  Butterfly Wing
j Fortify Health Giant's Toe Honging Moss
|| Regenerate Health Juniper Berries Nordic Barmacle
MAGICKA POTIONS
C Restore Magicka (reep Cluster Red Mountain Flower
[ Fortfy Magicke Red Mountgin Flower  Tundra Cotton
ﬁ Regenerate Magicka Garlic Salt Pile
STAMINA POTIONS
; Restore Stomina Pine Thrush Ega Purple Mountain Flower
: Fortify Stamina Gorlic Lavender
: Regenerate Stamino Bee Mora Topinello
RESISTANCE POTIONS
: Resist Fire Fly Amanita Snowberries
: Resist Frost Snowberries Thistle Branch
z Resist Shack Glowdust Snowberries
UTILITY POTIONS
j Invisibility Chaurus Eggs Nimroot
_ Waterbreathing (hicken's Egg Nordic Bamacle
POISONS
|| Damage Health (Weak) Falmer Eor Imp Stool
{: Domage Health (Strong) Falmer Eor River Befty
‘: Damoage Magicka Butterfly Wing Hanging Moss
i Paralysis Canis Root Imp Stool

Al
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Advanced Recipes

At higher levels, once you have a wider range of ingredients at your disposal, you can begin to construct potions with more and more complex effects.

Here are just a few examples:

(% POTION EFFECT | INGREDIENT #1 INGR

TWO~EFFECT POTIONS

‘“hu ?ﬁh'jlm EDIEN] ; ‘?"‘

NOTE 1 The order in which

you mix the ingredients

D Restore Health and Forfify Health ?llga:?oumuin Wheat None doesn’t matter,
i _ . . Please see the Inventory chapter
L—_. Invisibility ond Regen Health Luna Moth Wing ~ Vampire Dust None for tables lsting all of the available
D Paralysis and Damage Health Canis Root imp Stool River Betty ingredients and their properties
THREE-EFFECT POTIONS (weight, volue, effects). In addition,
[ ] Foriy Heavy Amor, Fotfy Block, Resist i ooy Sloughterfish Scoles  Thistle Branch three sample locations are given where
Frost ; each ingredient can be found (usually
[] {.orm[)ne-hcnded, Forty Sneak, Forty Beehive Husk Hawk Feathers Rock Warbler Egg in °b””fi°"‘e); There is also an Alchemy
ight Armor Effects list, which reveals every effect
[] ;:me Magicko, Forify Destrocton, Restore g oo Edtoplasm Glowdust of on ingredient and which ingredients
agicko : A= have these effects.
[_‘ :Z;[?gs;?kl(;ﬁuglcka, Foriy Mogicko, Resioe Briar Heart Jozbay Grapes Moon Sugar Dragonborn adds almost a

FOUR-EFFECT POTIONS

Regen Magicka, Resist Frost, Resist Fire, :
[] Restore Magicko Fire Salts Moon Sugar
D Invisibility, Regen Health, Fortify Light Armor, Howk Feathers .
Cure Diseose g

<K ENCHANT

dozen new ingredients, from

Ash Hopper Jelly to Trama

Roots. The Inveniory chapter of this
book details them all (page 146).

Snowberries

Vompire Dust

B2%

NOTE For advice on which Enchanting perks to take and general
information on improving your Enchanting skill, consult the
“Skills and Perks” section, back on page 12.

Arcane Enchanting: An Overview

With an Arcane
Enchanter, items are both
ruined and reborn as
new (){?'n’ more ,'":'\'V(?f ‘(/}

objects

Enchanting requires

you to make shortterm
sacrifices for long-term
rewards. The important
(and sometimes difficult)
choices you make throughout this process determine what items you can
create and how powerful they will be. In short, enchanting is the art of
imbuing an item with magical enchantments powered by soul energy.
However, this is done at the expense of other enchanted items. To enchant an
item, you need:

An enchantment. Before you can imbue an item with an enchantment,
you must first learn that enchantment by disenchanting an item with the
same base effect.

A filled Soul Gem. While you can find filled Soul Gems in the world,
you can also create them by using an empty Soul Gem and the Soul
Trap spell (Conjuration) or a weapon enchanted with the Soul Trap
enchantment.

An unenchanted item. These are easy fo find, though you may wish to
smith your own in order to have a ready supply of items to enchant.

The Arcane Enchanter: To enchant an item, you will also need to use an
Arcane Enchanter. If you plan fo focus on enchanting, locate an Arcane
Enchanter you can return to quickly and easily and make a point of
visiting it offen. Two locations close to your starting point of Helgen

are Anise’s Cabin, across the river from Riverwood, and Farengar’s
study in Whiterun's palace of Dragonsreach. Later on, you may want to
purchase a house with an Arcane Enchanter (see page 98)

[>> Disenchanting ltems

The only way to learn new enchantments is fo disenchant an existing
enchanted item. The disenchanting process destroys the original item and
teaches you the item’s base enchantment—that is, its fundamental ability
(e.g., Fortify Health), not its specific value (e.g., Fortify Health 50). Once you
learn an enchantment, you can apply it to as many other items as you wish.

Early on, disenchanting may be a difficult, even painful decision. Enchanted
items are both useful and extremely valuable, while the enchantment you
learn does nothing in and of itself. You should definitely use enchanted items
you find, rather than rush to disenchant them all. But when you outgrow an
item or find something you aren’t interested in, consider disenchanting it
instead of selling it—you're making an investment in your future.

It is important to remember that you learn only the base (or general)
enchantment and not the specific enchantment that appears on the item.
Because of this, disenchanting @ more valuable item doesn't give you a better
enchaniment, as these examples show:

AN ITEM EXAMPLE: BOOTS WITH FORTIFY SNEAK

Hide Boots of Minor
Sneaking (Value: 797).

Dragonscale Boots of Peerless
Sneaking (Value: 2,614).

Both of these items, when disenchanted (and destroyed) teach you the
Fortify Sneak base enchantment.

CRAFTING



A WEAPON EXAMPLE: WEA?ONS WITH ABSORE;H TH

Filling Soul Gems

Daedric Warhammer of the Dwarven Dagger of
Vampire (Value: 5,236). Absorption (Valve: 324).

Both of these weapons, when disenchanted, grant you the Absorb Health
| bose enchantment.

A successful Soul Trap caplures a wild animal’s essence for your arcane antics
The conclusion? That to start with, at least, it is better to destroy a low-value
item rather than a high-value one, especially if you want to use or sell the
higher-value item. The Soul Trap Spell: Cast this spell on a creature and kill it before the spell
wears off to snare its soul. If you plan to focus on enchanting, purchase
this spell from Farengar, the Court Wizard of Whiterun, as soon as
possible.

In order fo trap a creature’s soul in an empty Soul Gem, you will need either:

However, there is one advantage to disenchanting more expensive
items: disenchanting helps increase your Enchanfing skill, and your skill
will increase faster when you disenchant a high-value item than when you
disenchant a lower-value one. A Soul Trap Enchantment: If casting Soul Trap becomes a nuisance, look
for @ weapon with the Soul Trap enchantment imbued in it. Then all you
need to do is slay the creature using the weapon to capture its soul. You
can obviously enchant a weapon for this purpose, as well as find one.

If you plan to focus on enchanting, disenchant enchanted items early
and often, as soon as they’re no longer of use to you, to quickly build your
repertoire of effects. If you're coming to enchanting at a later level (20+), you
may want to disenchant higher-valued items to help your skill advance more
quickly. You can only learn each base enchantment once, so don't expect to TIP
disenchant your way to 100.

NOTE Don't worry about disenchanting quest or unique items; they il o
don't even show up in the Enchanting menu!

(reature

5> Soul Gems

Acquiring Soul Gems

A collection of Soul Gems,
just ready fo be gathered
up and filled

You can acquire Soul
Gems in a number of
ways:

Purchasing filled Soul
Gems: You can buy
filled Soul Gems from
merchants. However,
this is an extremely expensive proposition, as a filled gem is three to four
times more expensive than a comparable empty one.

sl 4 - ~
10 hold ihe creature s sol

Conclusion
size, and chech

Purchasing empty Soul Gems: If you need to buy a Soul Gem, you're
better off purchasing an empty one and filling it yourself. Although this
takes a little more work, the savings can help you break even (or even turn
a profit) on the item you enchant.

Finding Soul Gems: An even better option is to find (or steal) the Soul N
Gems you need: Petty Soul Gems are almost worthless for enchanfing—  CAUTION g@

: : A
Any Dwarven city, warlock den, vampire lair, or Nordic ruin will usually you'll rarely receive bonuses of more than a point or two.

have Soul Gems lying around. Enemies in these areas [especially Dwarven Save them for recharging your weapons, and plan fo use at leas! a Lesser
Automatons) often carry Soul Gems as well. Soul Gem.

There are several areas in the College of Winterhold where you can

simply take Soul Gems for free. %) NOTE Need fo know exactly what Soul Gem fo use on a particular
Or you can steal them from other mages, such as the Court Wizards or the creoture? Then cross-reference the level of creature the

mages of the College. Soul Gem can hold (in the Soul Gems chart of the Inventory

chapter, on page 151), with the level of the creature in this guide’s Bestiary
(page 168). Then you'll know which type of Soul Gem is correct for your
pUIpOSEs.

e e
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"> Unenchanted ltems

This selection of weaponry
looks good enough to try

your C”C}]U”f”)g on.

Unenchanted weapons
and armor can be
obtained in one of three
ways:

By purchasing them:
This is obviously the
fastest and most straightforward option, as most merchants have a wide
variety of unenchanted items for sale. However, if you hope fo turn a profit
with your enchanting, you'll need a high Speech skill (in order to barter
the prices down), or the merchant’s cut (both when you buy the original
item and then sell the enchanted version of it back to them) will leave you
with a loss, not a profit.

By finding them: This is a much better plan. Simply grab them while on
your travels.

By smithing them: True artisans should consider smithing their own
weapons and armor [on a forge), enchanting them, improving them (on

a grindstone or workbench), and then selling them for incredible profits.

If you're not motivated by money, smithing also allows you to create and
enchant exactly the item you want.

(> Enchanting

Enchanting a Weapon

"
The tel jlow of an

Now that your
preparations are
complete, journey to any Arcane Enchanter with the items you wish to
enchant in your inventory. Select the weapon and the Soul Gem first, and
then pick the enchantment. This is important, because the type of Soul Gem
you use has a huge impact on the next decision you must make: how strong
to make the enchantment. Remember, enchanting is all about choices!

Enchanted Weapons and Charges

All enchanted weapons have charges. These represent the amount of soul
energy that remains within the weapon. When all of an ifem'’s charges are
expended, the weapon’s enchantment ceases to function (and it essentially
becomes a “normal” or unenchanted weapon) until you recharge it.

Think of this as a formula: Charge Capacity + Enchantment Cost =
Charges.

Charge Capacity: The item’s capacity is determined by the strength of
the soul used during the enchanting process. For example, a Grand Soul
Gem containing a Grand Soul has a greater capacity than a Petty Soul Gem
containing a Petty Soul. Note that capacity is determined by the soul, not the
gem—a Grand Soul Gem containing a Petty Soul is no better than a Petty
Soul Gem with that soul.

Enchantment Cost: The item’s Enchantment Cost depends on three factors:

Inherent strength. Some enchantments are simply more powerful (and
thus more expensive) than others.

Selected strength. When you select a weapon enchantment, you can use
the slider to choose how powerful to make the enchantment. The stronger
you make it, the higher the cost and the fewer total uses you can get from
the ifem.

Your Enchanting skill. The higher your skill, the lower the cost and the
more total uses you can get from the item.

The soul and your Enchanting skill also determine the maximum strength
of the enchantment you can apply to the item.

The right balance: This choice is entirely up to you—experiment and see
what works best for your play style. If you keep a large supply of Soul
Gems on hand, recharging a weapon frequently may not be much of an
issue. If you don't, or keep forgetting to recharge your weapon, o weaker
but longer-lasting enchantment may work out better.

0 7 SKYRLM

Recharging Weapons

To recharge an enchanted weapon, you need a partially or completely
depleted weapon and a filled Soul Gem. Select the weapon in your inventory,
pick Recharge, and then select the Soul Gem you want to use.

NOTE A weapon's maximum chorge is fixed when il is created.

You can’} use the recharging process fo give it more charges
than it originally had; any excess charges (from a Soul Gem with more
charges than the one you used during the initial Enchantment, for
example) are lost.

A WEAPON EXAMPLE: ENCHANTED EBONY GREATSWORD:
! “THE SLUMBERING VOID”
|

Forge (Damage 22, Weight 22, Value 1,440),

you fake it to an Arcane Enchanter. You pick

a Grand Soul Gem and the Absorb Health

| Enchantment. With an Enchanting skill of 55
and several perks in enchanfing, you have a
range of sirengths from which to choose, from

| [Absorh Health 1, 800 Charges] to [Absorb Health 13, 47 Charges]. You select
the strongest version of the effect, rename the item, and craft it. You now
possess “the Slumbering Void” (Damage 22, Weight 22, Value 2,304, Absorh

| 13 points of health).

|
| After constructing an Ebony Greatsword onthe ™ ‘,

NOTE Remember, your version of “the Slumbering Void” may have
different stafistics, as it changes depending on your skills.

Enchanting Armor

Cratting a set of armor and enchanting it gives you the very best in outfits

To enchant a piece of armor, visit an Arcane Enchanter with the items in your
inventory. Always choose the armor piece first, then the enchantment, and
then the soul gem.

Enchantment Restrictions: Not all armor enchantments can be applied
to all pieces of armor. Sometimes, these restrictions are logical. Muffle (quiet
movement) can only be placed on boots. Waterbreathing can be placed on
helmets but never boots. But other restrictions are more complex and less
obvious. Fortunately, the armor enchantment chart in the Inventory chapter
has all the details.

CRAFTING



Enchanted Armor Strength: Once you've selected a piece of armor and
an enchantment you want fo apply o it, you still need to choose a Soul Gem.
Unlike enchanted weapons, enchanted armor does not have charges: The
armor grants you a constant bonus as long as you wear it. Instead, the soul’s
capacity, in combination with your Enchanting skill, determines the strength
of the enchantment you can create. In effect, your skill allows you to squeeze
more power from a given Soul Gem.

TIP

’ AN ARMOR EXAMPLE: ENCHANTED DAEDRIC ARMOR: “AZURA'S WALL”
After constructing a suit of Daedric armor on the

forge (Armor 49, Weight 50, Value 3200), you

take it across to an Arcane Enchanter and pick the

Fortify Healing Rate enchantment. You then need
to select a Soul Gem. With an Enchanting skill of 55

and several perks in Enchanting, a Common Soul

Gem will give you [+5% Healing Rate], a Greater

Soul Gem [+11%], and a Grand Soul Gem [+17%]. You select the Grand Soul
Gem, rename the item, and craft it. You now possess “Azura’s Wall” (Armor 49,
Weight 50, Value 3842, Health regenerates 17% faster.)

General Advice

If you want to make money with enchanting, find or make most of the
components yourself. Otherwise, the merchant’s markup on the item and
Soul Gem will wipe out the additional value you create by adding the
enchantment.

Your character level and the item you are enchanting have no effect on
the strength of the enchantment. You can infuse the same enchantment into
an Iron Helm as into a Daedric Helm.

All armor enchantments stack, so a cuirass and gauntlets that both
increase your Heavy Armor skill by +10% will together give you a bonus
of +20%. Stacking is especially powerful with Elemental Resistance
enchantments (fo Fire, Frost, or Shock): keep a few items on hand and
equip them as appropriate if a dragon attacks. Note that there is a limit to
this—at most, you can have an 85% Resistance to Magic, Fire, Frost, or
Shock damage. Beyond that point, any further bonuses are wasted

If you wield two weapons, don't forget to enchant them with
complementary enchantments! Two Fire, Frost, or Shock damage
enchantments are great for causing maximum damage, or combine
Absorb Health and Absorb Stamina enchantments to sustain you in a
long battle.

Disenchant junk. If you don’t need the gold, it pays to disenchant any
cheap enchanted items you find so you can take advantage of their effects
later on. If an enchanted item has outlived its usefulness and been drained
of charges, instead of recharging it, you may want to disenchant it, learn
its effect, and apply that effect to another item instead.

Get Soul Trap. The Soul Trap spell is critical to enchanting and worth
picking up as soon as possible if you plan to focus on this skill. Provided
you have the Soul Gems, Soul Trap everything you can so you have filled
gems to power and recharge your items.

Combine both smithing and enchanting to get the maximum benefit from
both skills; craft and enchant incredibly powerful weapons and armor to
enhance your style of play.

ENCHANTING

NOTE The Inventory chapter has tables listing the bse
enchantments for weapons and ormor you disenchant,
enchantment modifiers (the enchantments that appear on items you find
in the world), all the different kinds of Soul Gems, and the levels of the
areature they can hold.

2> &% Chaos Enchantments

There is a new weapon enchantment available in
Dragonborn: the Chaos enchantment. When a
weapon is imbued with such an enchantment, it
inflicts @ random mixture of Fire or Frost or Shock
damage. Each element has a 50% chance of happening
on each hit. So it's possible to get no extra domage, only
one element, two elements, or even all three elements adding to damage.
Regardless of which elements are generated, the enchantment power goes
down by the same amount.

&

$

[> Q%) Staff Enchanting

Dragonborn adds the ability to enchant (create) your own stoffs. You can only
attempt staff enchanting at the Staff Enchanting workbench in Tel Mithryn
(shown in the previous picture). This workbench is located in a locked room
that becomes accessible after you complete Solstheim Side Quest: Reluctant
Steward (see page 637). The key that accesses the room with the Staff
Enchanter is part of your reward for the quest.

In order to create a staff, you will need:

An unenchanted staff of the correct type. You must
purchase this from Neloth. Unenchanted staffs
cannot be crafted or found as freasure.

One or more Heart Stones. You must mine or find
these yourself—you can’t buy them. They are found
in deposits across the ashilled parts of Solstheim.

To know the spell you want to place into the stoff. For example,
you can only create a Staff of Thunderbolts if you already know the
Thunderbolt spell.

Creating a staff works like forging an item—you just select the item you want
to create and select “Craft.” Your Enchanting skill has no effect on the result.
However, creafing staffs will increase your Enchanting skill based on the
value of the staff you create.

TIP
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NOTE For advice on which Smithing perks fo fuke, and general
information on improving your Smithing skill, consult the
“Skills and Perks” section, back on page 12.

[>> Forging Ahead: An Overview

the reaim

Smithing is the art of
creating and improving
weapons and armor,
accomplished through
a series of progressive
improvements. Smithing
is straightforward, fast, and reliable. Unlike alchemy and enchanting, there
are no complicated choices or arcane experiments to perform: You know
precisely what is needed to construct or improve an item, and what the end
result of your sweat and foil will be. In short, smithing involves forging and
progressively improving items

(> Forging
The Forging Process

The Blacksmith’s Forge

Mold raw materials

into fabl eopons

and

The first step in smithing
is to locate a Blacksmith’s
Forge or Anvil, where

the process of making
new weapons and armor
first begins. When you
interact with a forge, a complete list of the items you can create, and the
components you need to make them is shown. This list expands dramatically
as you take perks in your Smithing skill. If you have the necessary materials,
simply choose the item you wish to craft, and it is hammered out on the forge.
Simple!

NOTE Your Smithing skill improves each time you craft an item
using the forge (olthough it may not increase by o full
point). However, remember that your skill has no dired effect on the items
you create: an iron sword is an iron sword, whether it was made by a
novice Blacksmith in Rifien or Eorlund Gray-Mane on the Skyforge itself!

As your adventure begins, your Smithing skill is low, meaning you can
only work with a few kinds of basic materials, such as iron, hide, and leather.
However, as your Smithing skill increases and you begin to choose perks in
the Smithing constellation, you gradually unlock the ability to forge more and
more varieties of materials into weapons and armor. At the highest levels, this
includes the fabled Daedric, Dragonplate, and Drogonscale gear!

A NOVICE EXAMPLE: IRON WARHAMMER
‘“/"(Z/

An Iron Warhammer

Approach the Blacksmith’s Forge with four
Iron Ingots and three Leather Strips in your

| inventory. Adivate the forge, select the Iron
Warhammer from the Iron category, and
craft it. Your materials are consumed by the
forging process, and you receive a shiny new
Iron Warhammer.

A MASTER EXAMPLE: DAEDRIC WARHAMMER
A Daedric Warhammer

Once your Smithing skill reaches 90,
and you've faken the Daedric Smithing
perk, approach the Blacksmith’s Forge
with five Ebony Ingots, three Leather
Strips, and a Daedra Heart in your
inventory. Activate the forge, select the
| Daedric Warhammer from the Daedric
category, and craft it. Your materials
are consumed, and you receive this wicked-looking warhammer.

Forging Materials

Forging usually requires components like metal ingots, leather, and leather
strips. However, the highest-quality items may also require more or expensive
materials, such as quicksilver, dragon scales, or Doedra hearts. Knowing
what is needed to forge your next level of gear is imperative so you can keep
an eye out for it on your travels.

Purchasing materials: The easiest way to acquire materials is simply to
purchase them. In towns [such as Riverwood), you'll almost always find a
Blacksmith working the forge. These craftsmen and women typically have
ingots, ore, leather, and leather strips for sale. As your level increases, smiths
begin to carry higherlevel materials too. However, you will always have to
search for the rarest of components.

The purist smithy: The purist won't settle for purchasing materials when
they're free for the taking in the wild! Instead, they seek out mines (or ore
veins dotted throughout the wilderness) to mine your own ore with a trusty
pickaxe and use the smelter to smelt your own ingots. Hunt wild animals,
gather their pelts, and use Tanning Racks to turn their hides into the leather
and leather strips you require. You're free to live off the land, not fill some
Blacksmith's sweaty pockets!

In short, purchasing materials is for faster and easier. Finding your own
materials takes time but allows you to turn a better profit

The Economics of Forging

Unless you're aggressively focusing your Smithing skill, you can often find

or purchase gear of a particular type before you're able to forge it yourself.
Forging is still great for completing a set of armor (e.g., hammering out a
Dwarven Helmet to go with your Dwarven Armor), so you can qualify for the
Matching Set (Heavy Armor Perk) or Custom Fit (Light Armor Perk) bonuses.

The very best weapons and armor (Ebony, Daedric, Dragonscale, and
Dragonplate) can never be bought in shops, so you must either find them in
dungeons or forge them yourself. Smithing really pays off here. While it's
still challenging to forge a complete set of Daedric or Dragonplate gear, it's
far easier than scrounging through dungeon after dungeon in the hope of
finding just the right piece to complete o set. Smithing is also excellent for
creating nonenchanted items you're planning to enchant later using your
Enchanting skill

CRAFTING



While you can make money by forging your own items and then selling them, RU'BS to Remember
you need to be careful in how you go about it. Purchasing materials from

a merchant, taking them to a forge to create an item, and then returning to
sell the item back to the merchant may help you improve your Smithing skill,
but financially, it's always a losing proposition. If you want to use Smithing
to make money, it's always better to gather materials from the wild, although
that can be time-consuming.

Bonuses are not cumulative: Having sharpened an iron sword with a Smithing
skill of 25 (using an Iron Ingot), you return to the grindstone with a Smithing
skill of 50 (and expend another Iron Ingot] to receive a better bonus.
However, if you'd waited and brought the sword to the grindstone for the first
time at Skill 50, the bonus would be the same.

Bonuses stack with enchantments: However, if you're a skilled craftsman

in the arts of smithing and enchanting, you can forge an item, then both
improve and enchant it for maximum damage. Note that you need the
Arcane Blacksmith perk in order to improve enchanted weapons and armor,
so if you don't have it, make sure to sharpen or temper the item before you
enchant it! Otherwise, the order doesn’t matter.

If you decide to focus on smithing, you'll occasionally find you require
certain materials before they’re commonly available from merchants. Once
again, this is when foraging in the wilderness or swinging a pickaxe at an
ore vein is your best option. Check the “Mining” section on page 84 for
locations where you can find rare ore.

Nomenclature: When you improve an item, it receives a modifier that
indicates the amount of improvement you've made fo the weapon. This

NOTE For the most part, all Blacksmith forges allow you to forge the

same weapons and armor. There are a handful of exceptions: modifier is based on your Smithing skill and perks. After you've improved an
1. After (ompleﬁng The Companions Quest: Glory of the Dead, you can item, you can qnly.improve it again once your Smithing skill and perks will
wraft Ancient Nord Armor and Nord Hero Weapons af Eorlund Gray-Mane’s aliowyyou. o ralse'ii Ao The- e miodfiier ranik. For example:
Skyfg[ge in Whiterun. If you have a Smithing skill of 39 and the Steel Smithing perk, and
. : : you improve a steel sword at a grindstone, the sword will receive the
2. After completing Dawnguard Main Quest: A New Order, you con forge *Supevior”-modifiar and o [43] damage bonus

crossbows and odvanced bolts ot Gunmar's Forge n For) Dawnguord. Return with a Smithing skill of 40, and your skill has reached the next

3. After complefing Side Quest: Lost fo the Ages, you can forge an threshold, allowing you to improve the sword again. This gives it the
Aetherium Item at the Aetherium Forge. “Exquisite” modifier and a befter bonus, [+5].

If you come back with a Smithing skill of 55, your skill has not yet
reached the next threshold, so you can't improve that sword again. If you

N I H I' have a different steel sword you want to improve, it will also receive the
.2 Improving ltems btinelka .
xquisite” modifier and a [+5] bonus.

weapons of other metal types.
The Grindstone

a blade to img

There are no perks that improve iron weapons— only CAUTION ?

A NOVICE EXAMPLE: IMPROVING THE IRON WARHAMMER
The Iron Warhammer (Superior) \‘/,nf//

Approach a grindstone with an Iron £ Q¢

R e A | Warhammer and an Iron Ingot in your )
wearable works of art inventory. Interact with the grindstone, select

il 15 ot ya0 thellrt.)n Wurhummer, and hit Craft. With a

might believe, the Smithing skill of 42, the Iron Warhammer

heart of smithing lies (Superior) receives +3 Damage and its value

not in craffing items increases by +20 (25%).

but in improving them.

As with forging, these

improvements are simple

and result in equally straightforward bonuses to your attack (weapons) and

defense (armor) that can significantly improve your combat effectiveness. As

you might expect, arms and armor improved in this way also command a

premium when sold to merchants.

: IMPROVING A DAEDRIC WARHAMMER
The Daedric Warhammer
(Legendary)

Bring a Daedric Warhammer and an
| Ebony Ingot to the grindstone and

improve it. With a Smithing skill of

100 and the Daedric Smithing perk,

the Daedric Warhammer (Legendary)
The grindstone: You improve weapons by sharpening them at a grindstone. ‘ receives +11 Damage and ifs value
| doubles, increasing by 4,000. Given that

the ingot costs a mere 150 gold, that's a 3,850 gold profit!

When interacting with either of these crafting stations, you are given I

a complete list of the items you have (whether they were found, bought,
stolen, or made by you) that can be improved, along with the materials
you need to improve each of them. Improving a weapon or piece of armor The Economics of Impmvemems
always requires one piece of that item’s primary material, so sharpening an
iron sword requires one Iron Ingot, while tempering a Dragonscale Cuirass
requires one Dragon Scale. The clue is in the namel

The workbench: You improve armor by tempering it at a workbench.

Improving the items you find (and those you forge) is simple, quick, and
relatively inexpensive, making this an excellent way to both increase your
Smithing skill and earn some extra gold. Simply collect weapons and armor

In exchange for using this material, you receive a bonus to your throughout your travels, then improve them before selling them for a profit.
weapon's damage or armor’s defense rating based on your Smithing skill and
perks. As your Smithing skill improves, you're able to return to a grindstone
or workbench and improve the same item again (at the cost of one material
each time), fo increase that bonus still further, if you wish.

At lower levels, this yields dividends, as you're constantly using your
skill and may even make your money back (especially if you mine, smelt, or
tan your own materials). At higher levels, with good smithing (and Speech
skills for bartering), you can easily rake in hundreds or even thousands of
additional gold for each haul of loot.

SMITHING : . (7
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General Advice

Improve and sharpen everything. As discussed above, this is one of the
fastest and easiest ways to make money, especially later in the game, with
high Smithing and Speech skills.

Stop overpaying for materials. Smithing can be an expensive hobby if
you have to buy all your components from local merchants. If you're tired of
paying a premium on leather or ingots, and you have some time to spare,
make them yourself!

Delve into Dwarven Ruins. One of the easiest ways to level your Smithing
skill is to clear out a Dwarven Ruin, then go back and make a second trip
to haul out all of the scrap metal you can carry. Smelt it down into Dwarven
Metal Ingots, and you'll have more materials than you know what do to with.

Save those Daedra Hearts. These are among the rarest ingredients, but
they're essential for forging Daedric weapons and armor. If you find any
early in your adventure, save them until you're ready for them. Otherwise,
you'll have to make them yourself with an equally rare ingredient (in College
of Winterhold Radiant Quest: The Atronach Forge) or track down the one
merchant who sells them (Enthir, also at the College of Winterhold) and pay
an outrageous premium.

[©> 2% Dawnguard: Smithing

Arrow Crafting

You can now construct arrows at any Forge, meoning
you no longer have to search for or buy them if you
don't wish to. However, for arrows of a particular type
(such as Orcish or Glass Arrows, as shown), you need
to have the appropriate Smithing Perk (such as Orcish
Smithing or Glass Smithing).

Dragonbone Weapons

You are now able to construct Dragonbone weapons
at any forge, as long as you have the Dragon Armor
Perk. Dragonbone weapons (such as the one shown
above) inflict more damage than Daedric weapons,
although they are (very slightly) heavier. Dragonbone
weapons are exiremely rare; they are almost never
found as loot, so smithing them is by far the easiest and most reliable method
for master Blacksmiths to acquire them.

Crosshows and Crosshow Bolts

Provided you meet several requirements, you are now
able to construct Crossbows and Crossbow Bolts.

For this to occur, you must first complete Dawnguard
Main Quest: A New Order. As only adventurers
allied with the Dawnguard can finish this quest, only
Dawnguard-allied players can forge these weapons.
However, anyone can loot them from Dawnguard
agents or occasionally purchase bolts from some vendors.

Once you complete this quest, speak to Sorine Jurard in Fort Dawnguard
about making a Crossbow; this unlocks the ability to forge the basic
Crossbow and Steel Bolts. Then, through repeated completion of Dawnguard
Faction Quest: Ancient Technology, you and Sorine can unlock “recipes”
(schematics) for a variety of improved weapons and bolts, including Dwarven
Crossbows, Dwarven Bolts, Enhanced Crossbows, and Exploding Bolts
(inflicting Fire, Frost, or Shock damage).

You still need to have the correct tools for making these weapons and
bolts: Although you can forge basic Steel Bolts and (once learned) Dwarven
Bolts ot any forge, you can construct only Crossbows and the explosive
advanced bolts at Gunmar’s Forge inside Fort Dawnguard. In addition, you
need the Steel Smithing Perk to fashion basic Crossbow and Steel Bolts (they
are found in the “Steel” Smithing Menu). Similarly, you need the Dwarven
Smithing Perk to make the Dwarven Crossbow and Dwarven Bolts (they are
found in the “Dwarven” Smithing menu).

Miscellaneous and Jewelry Recipes

There are also two Miscellaneous Recipes that you
can craft—the Shellbug Helmet [shown) and Bone
Hawk Amulet—which are listed on page 81.

Aetherium ltems

At the end of Side Quest: Lost to the Ages, your
reward is the craffing of one of three unique
Aetherium items at the Aetherium Forge, located
deep below the Ruins of Bthalft in the Rift. Aetherium
is an incredibly rare material, so much so that only
one item—the Aetherial Crown, Shield, or Staff—
can be made. A Smithing skill isn’t necessary for
this creation.

> B4 Hearthfire: Smithing

Building Materials

Hearthfire adds Building Materials to
your Smithing menu list. These are small
items needed in the construction of a
house, such as nails, fittings, hinges,
and locks. Most require Iron Ingots to
make (and locks require Corundum).
None of these items require any
Smithing Perk prerequisites, so you can
forge them even without a prior knowledge of Smithing.

[»> €% Dragonborn: Smithing

Dragonborn adds four new sets of recipes: Bonemold, Chitin, Nordic, and
Stalhrim.

Bonemold Smithing

Bonemold items require the Steel Smithing perk

to create. Basic Bonemold items have no special
prerequisites, but improved Bonemold items, a variant
with better statistics, can be crafted only ofter you
complete both Thieves Guild Quest: Meet the Family
(see page 287) and Solstheim Regional Activity:
Thievery and the Karstaag Connection* {see page
669). The ability to craft these items is part of your reward for the quest.
The armor has a rating similar to Steel armor but is lighter.

Chitin Smithing

Chitin items require the Elven Smithing perk to create.
They have no special prerequisites. The armor has a

rating similar to Steel armor but it weighs less. There

is also a rare variant—Morag Tong Armor—worn by
the infamous clan of Dunmeri assassins.

Nordic Smithing

Nordic Carved items require the Advanced Armors
perk to create. They have no special prerequisites.
Note that these items are distinct from Ancient Nord
(Draugr) items, which can't be crafted, and from
Nord Hero items, which are a reward for completing
the Companions Quest: Glory of the Dead (see page
2435). It has a similar rating to Ebony and Orcish
armor but is lighter.

Stalhrim Smithing

Stalhrim items require the Ebony Smithing perk

to create. You must also complete Solstheim Side
Quest: A New Source of Stalhrim (see page 633)
to unlock the ability to craft them. Stalhrim items
require Stalhrim Ore, a rare material found only
on Solstheim. Think of Stalhrim armor as being like
Dragonplate Armor but lighter.

Note that these recipes require ore, not ingots. Stalhrim, a type of
elemental ice, can’t be smelted into ingots. You can buy Stalhrim from
Halbarn (the blacksmith in Skaal village) or mine it yourself [see below). All
Stalhrim items have an innate property: any Frost enchantments placed on
them (e.g., frost damage for weapons, frost resistance for armor) are 10%
stronger than normal.

CRAFTING



Smithing Recipes

({J NOTE  The following table lsts the recipes for forging each SMITHING IMPROVEMENT MODIFIERS
weapon and piece of armor. Since the Tempering recipes NAME | SKILL (WITH PERKS) % NAME  SKILL (WITH PERKS)
are straightforward (always one item of the primary material), they [ | Fine 0-19 [ Flowless 60-79
‘ m't nec;ss;ry ::;‘ ;how. A?ar this, there ore additional recipe fables for [ ] Superior 20-39 [ Epic 80-99
b it ey re, and Dragonborn smihing. D Exquisite 40-59 E] Legendary 100
%' INGREDIENTS NAME DMG/AMR | WEIGHT | VALUE INGREDIENTS NAME DMG/AMR | WEIGHT | VALUE
HIDE D 2 Leather Strips, 2 Steel Ingot, 1 | Steel Hormed 7 5 126
(] 3 Lether Stips, 4 Leather Hide Amar 0 s | s ;msm R ::;:‘imd
D 2 Leather Strips, 2 Leather Hide Boots 5 ] 10 D Gountlets 12 4 53
E] 2 leother Stis, 1 Leather de rucers 5 o olne?;hg:t'StrmJSleel 01 et e it i | &
1 Leather Strips, 2 Leather Hide Helmet 10 ? 25
2|.eo|hetS , 2StelIngot, 1 Steel Nordic
[ 2 tothe ips, 4 Lethr Hide Sk 15 s e T e o Il I
. IRON ] ﬁoff‘l’;“ggs{“g‘&uﬁ;"'ll’;gf"' SteelPotehmor 40 B 6
Dmmm‘m BondedbonAmor 28 B 20 zmwzmw,
: [ I Stee! Plote Boots 14 g s
(] gy ™ Bl 2 NS T Stnps,ZSteeI lngol,l StelPlte ii P i
(] 3 eatherStigs, Shoningat~~~ ron e 2% 015 ;’“&:‘:’;"’s‘ _‘““;‘;'{:e;m : Gountets
] 2 teather Sis, 4 ron Ingot Iron Battleaxe 16 0 55 (] lon Igot f&mm‘ Steel Plote Helmet 19 6 300
% 2 Leather Stips, 3lron Ingot o Boots 10 E ol ! Ohemsmssm =T P— o u | 10
1 Leather Strip, 1 ron Ingot Iron Dagger 4 2 10
2 Leather Stips, 3 SteelIngo, 1 .
[ 2Loother Stis, 2 ronIngot Iron Gounflets 10 5 2 [ et ngot s, 3o 0911t hin oo 12 8 55
[ ] 2 ootherStips, 4 ronlngot ~ Ion Greatsword 15 6 50 [ | ooher i, 2 Sl g, 1| g1 8 0 4
o Ingo
[ 2teather Stips, 3 hronIngot It Helmet 15 56 . -
. 2 Leather Stis, 2 Steel Inga, |
[ ] 2teother Stis, 3honlogot~~ lon Mace R | | s Steel Wos Ace I R_| %
(1 1 Leothe Stip 4 honIngot Von Sild | 26 (] ﬁohef;gg"s“’%“m‘ T Steel Wobommer 20 % 10
[ ] 1 Leather Stip, 2 ron Ingo Iron Sword 7 9 5 LEATHER
[ 2ot s, 2o oot~ oo Vo e 8 LA (1 3 Leothr Sips, 4 Leaher Leather Armor 2 6 15
[: 3 Leather Strips, 4 lron Ingot Iron Warhommer 18 2 60 D 2 Leather Stigs, 2 Leather Leather Bools 7 2 2%
s SIUDOED [ 2 Lot Stips, 1 Leathr Lethe Brocers 7 2 | 2
e = Studded Amar B 6 75 [ 1 teatersStip, 2 Leaher Leaher Helnet 1 )
IMPERIAL DWARVEN
(] St 2o 4 i % s w0 [ m{z‘"m mm Dvarven Amor 3 54
2 Leather Strips, 1 Leather, 2 . 2 Leather Strips, 2 Dwarven Metol
D' Steel mg(.'m‘)s Imperiol Boots > 10 8 0 D Ingot, 1 Iron Ingot, 2 Steel Ingot Dwulven Battloose 2 B 300
D gtt:‘l:;i)tsmm 1 Loather; 2 Imperiol Brocers 10 B 15 ml;wmimd MvenBoots 13 10 8
D mgm 1 Leather, 2 Imperiol Helmet 15 5 50 D_‘ ZDwmvenM.etuI Ingot, 1 lron Ingot | Dwarven Bow 12 10 270
: e [ ] | Loaher S, 1 Dwaren Metal i pogger 7 35+ | /55
D 2 Leather Strips, 4 Steel Ingot Imperial Shield 20 12 50 Ingot, 1 Iron Ingot, 1 Steel Ingot
STEEL 2 Leather Strips, 1 Dwarven Mefol
3 Leather Stios. 2 Leather 3 Steel D Ingot, 1 Iron Ingot, 1 Steel Ingot Dwarven Gountes 13 8 %
[] | 22 Connt |w P28 Scled Amar 32 6 350 3 Leather Strps, 2 Dwarven Metol  Dworven
hgot, 2 Corundum Ingot - L] Ingot, 2 lrn Ingot, 2 Steel Ingot~ Greatsword 19 9 2
2 Leathes Stis, 1 Leather 2 ; :
[] |m s Salod Bouts ! & [ ] 2leuherStis, 2Dvmentleto | pcn g 15 o | %o
T i Ingot, 1 lron Ingot, 1 Steel Ingot i
D eother Strips, T Leother, 1 Steel Sciled Binceis 9 7 70 Tdats e
Ingot, 1 Corundum Ingot oo ]km"-m"’“] Srangor  Dvonven e 12 6190
mmm 15 Sl ot 2 L ]  oher S, Donen el Dwarven Shield % 7w
3 Leather Stis, 4 Steel ot 1 Ingot, 1 lron Ingot, 1 Steel Ingot w
[ j setterSigs, & teetogeh, 1| el pmo 3 ¥ WS 1 Leather Stip, 1 Dwarven et
o ngot [:lmlmwlswm Dworven Sword 10 1|38
T i 4%lb] st i B M0 2lewherts I Dvonen e pociene 1 16
f : 1 Ingot, 1 lron Ingot, 1 Steel Ingot
[ Eeuter s, 3 e 0L 1| el o bors | 12 bS5 [ 3lohaSis 2Dumentid = I [
. Ingot, 1 on Inge, 2 SteelIngot Watomm
L0 b 9% 1 S 2 B y ELVEN
[ oo Sigs, A el 09| Sl Groatovrd |~ 17 7w | [ e e | B ] !
2 Leather Sigs, 2 Seel Ingot, 1 2 Loother Stips, 2 Refined
i 0% Sl ot H 5 1B [T oonstone, 2 on Ingo, Ehven Boteare 2 u
Quicksilver Ingot
] . nlids SMITHING . | = > I n
(0! TRAINING THE INVENTORY THE BESTIARY QUESTS ATLAS OF SKYRIM APPENDICES AND-INDEX



% INGREDIENTS NAME DMG/AMR | WEIGHT | VALUE
2 Leather Ships, 1 Leathey, 2
|:| Reind Noorgone, | o ngor £ Bt 8 R e
O R M 1 QL e o B2 4w
1 Leather Stis, 1 Refined
(] Moonsone, kl;’:'m ingo, | Elven Dogger 8 &%
2 Leather Strips, 1 Leather, 1
D Refined Moonstone, 1 lron Ingot Eiven Goontlls 8 ; e
3 Loother Ships, 4 Refined
(] Moo, llmlngotl Even Gided Amor 35 4550
3[emher Smps 2 Refined
Moonstone, 2 lron Ingot, 1 Elven Greotsword 20 2 470
Quicksilver Ingot ,
1 Leather Stips, 1 Leather, 2
D,nmm,lmm e flne 13 A I 1
1 Leather Strips, 2 Refined
Moonstone, T Iron Ingot, 1 Elven Mace 13 17 330
| Quicksilver Ingot
2 Leather Stips, 4 Refined .
[:]' st e Elven Shield 2 4| s
1 Leather Strips, 1 Refined
Moonstone, 1 lron Ingot, 1 Eiven Sword 1 13 235
| Quicksitver Ingot
- 2 Leather Stips, 1 Refined
] Homsor, o g, Eiven Wor Axe 12 15 280
Quicksiter Ingot
3 Leather Strips, 2 Refined
Moonstone, 2 Iron Ingot, 1 Elven Worhammer 23 28 565
Quicksilver Ingot
ORCISH
3 Leather Strips, 4 Oricholcum :
(] ingol, o g O Ao 40 351000
[ 2 Leather Stips, 4 Orichelcum :
[ ot T hont Onih Batteare 19 %16
2 Leather Strips, 3 Oricholcum ]
I ooyt O Boos 15 720
[ 2 chokcum Ingt, 1 ronIngot~ Ocish Bow 10 T
1 Leather Strips, 1 Orichalcum ;
D_ Ingot, 1 lron Ingot [ (i Degge § : A
2 Leather Ships, 2 Orcholcum :
[ it m Orih Goontes 15 7 Mm
3 Leather Strips, 4 Orichalcum .
[] i, 7 b bt Orcih Gretsword | 18 875
] “’“"““5’%“’“’““"‘ Orcish Helnet 0 8 50
1 Leather Strip, 3 Orichalcum Ingot, 2
[] I o Orcish Moce n 15105
[l }ms’"’“’""”““""ﬁ“’ Orash Sl 2 TR )
1 Leather Strip, 2 Orichalcum Ingot,
D, e Orish Sword § noon
2 Leather Strips, 2 Orichalcum
D, gk Oncish War Ave 10 B0
3 Leather Strips, 4 Oricholcum R
L] Vo1 1 b Orcish Worhommer |~ 21 26 180
EBONY
4 3 Leather Strips, 5 Ebony Ingot Ebony Armor 43 38 1,500
| 2 Leother Stips, 5 Ebony Ingot~ Ebony Botleoxe 3 26 1,585
2 Leather Stips, 3 Ebony Ingot  Ebony Boots 16 7 s
3 Ebony Ingot Ebony Bow 17 16 1,440
1 Leather Stip, 1 Ebony Ingot Ebony Dagger | 10 5 290
2 Leather Stips, 2 Ebony Ingot  Ebany Gountlets 16 7 [Tas
. 3 Leather Strips, 5 Ebony Ingot » Ebony Greatsword 2 2 1,440
2 Leather Stigs, 3 Ebony Ingot ~ Ebony Helmet 21 0 750
| 1 Leather Strip, 3 Ebony Ingot Ebony Moce 16 19 1,000
| 1 Loather Stips, 4 Ebony Ingot Ebony Shield R 4750
1 Leather Strip, 2 Ebony Ingot Ebony Sword 13 15 720
2 Loather Ships, 2 Ebony Ingot Ebony War Axe 15 78

Tre §ider Scrolls'V

«» W SKYRIM

K% INGREDIENTS NAME

D 3 Leother Strips, 5 Ebony Ingot Ebony Worhommer
GLASS
3 Leather Strips, 1 Leather, 4
Refined Molachite, 2 Refined Glass Amor
Moonstone v
2 Leather Strips, 2 Refined
(L okt 2 Roed Homsone 9055 0w
2 Leather Strips, 1 Leather, 2
Refined Malachite, 1 Refined Glass Battleaxe
- Moonstone [
2 Refined Malachite, 1 Refined
D Moonstone Gloss Boats
1 Leather Strip, 1 Refined
L oicht, R Hoonsione. | 055 B0%
2 Leather Strips, 1 Leather, 1
Refined Malachite, 1 Refined Gloss Dagger
Moonstone
3 Leather Stips, 2 Refined
L o, Reined Moonstone 00 Gountets
1 Leather Strip, 1 Leather, 2
] ol i, TRefived  Gloss Greatsword
3 lemhet Strips, 2 Refined
L1 fciacte, 1 Relned ansione 55 e
1 lembet Strpéfg:defmd Bloss Moce
2 Leather Strips, 4 Refined )
Molochite, 1 Refned Moonstone. | 010S Shield
1 Leather Strip, 1 Refined
 oodie, 1 Refned Moonsione. 0058 Svord
2 Leather Strips, 1 Refined
[ o, 1 Reine Moonsione. 05 Wor e
[] 3 teatertis, 3 Reled e Wb
DRAGON

DSLentherStnpNDmngmhﬂ Dhdacnelone Aot

D 2lemher Stnps,SDmgon Scales, 1 Drogonplote Boots

D ZLmShhs,ZDrmScdas,l Dragonplate
Dragon Bone Gauntlets

D 2 Leather Strips, 2 Drogon Scales, 1 Dragonplate
Dragon Bone Helmet

1 Leather Strip, 3 Drogon Scoles, 1 :
[ ] Do Drogonplate Shild
3 Leather Strips, 1 Leather, 4
D Dragon Scales, 2 lron Ingot Drogonscole Armot
2 Leather Strips, 1 Leather, 2
[ iinots | v s Dragonscle Boots
D 2 Leather Strips, 1 Leather, 2 Dragonscole
' Dragon Scales, 1 Iron Ingot . Gounflefs

1 Leather Strip, 1 Leather, 2 Dmgonscde
] e

2 Leather Strips, 4 Drogon Scoles, g
D 2 Iron Ingot Drogonscole Shield
DAEDRIC
3 Leather Strips, 5 Ebony Ingot, 1 :
L1 Dos oot T ooy
2 Leather Strips, 5 Ebony Ingot, 1 :
D MM‘"PS bony Igo, Doedric Battleaxe
2 Leather Strips, 3 Ebony Ingot, 1 ;
L] ottt oo
(] 3Ebony Ingo, 1 Doedra oot Doedi Bow
1 Leather Strip, 1 Ebony Ingot, 1 :
Doedro Heart Doedric Dogger
Dmmhmmmwm,l I
3 Leather Strips, 5 Ebony Ingot, 1 g
D Dot e Doedic Geatsword
l:] Zleumusws,liﬂaonyhgot,l Doediic Helmet
llemh Sn 3 Ebony Ingot, 1 :
D m:eonw R Doedric Moce
_Nw 2 CRAFTING
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25

38

1
7

12

2
34

4]

29

49
25

18
19
n

18
U
2

16

DMG/AMR | WEIGHT | VALUE

0175
7 90
0 6
%900
2w
W80
45| 165
2%
2
2450
8575
6 450
W40
b 4%
» 9%
0 215
8§ 45
§ | 45
8 1,05
15 1050
0 1,500
3 a0
)
& 1%
6 1%
50 3200
7o s
0 6
8 2500
6 50
6 | &5
B 2500
15 1,600
01750

WWW.PRIMAGAMES.COM



INGREDIENTS
1 Leather Strip, 4 Ebony Ingat, 1

[j 1 Leather Stip, 2 Ebony Ingot, 1
Doedra Heort

D 2lenﬂmStﬁps,2Ebmwlngor,l
D 3leafhe18mps, 5 Ebony Ingot, 1

(] 1 Flowless Diomond, 1 God Ingot
[ 1 Diomond, 1 God got

[:] 1 Emerald, 1 Gold Ingot

[ 2 Fowess Amethys, 1 6o Ingot
(] 1 Goldngo

(] 1 coltngr

[ 1 Flowiess Ruby, 1 Gol Igot
(] 1 sopphie, 1 Goldigot

[ 1 Amethyst, 1 SierIngot

[ 1 Flowess Emerold, 1 Siver Ingot
D 1 Gomet, 1 Silves Ingot

[ 1 Fawess Gome, 1S lgt
D lS«TvelIngol

[ 1 iver ngo

(] 1 Roby, 1 Siver inot

[] 1 e Sophie, 1 Siverlogot i

DRAUGR (SKYFORGE ONLY AFTER GI.ORY OF THE DEAD)

; 3lonﬁmStms3Staa| 1
DMciantNadBaﬂim s

Dl 3 Leather Stips, 3 Steel Ingot, 1
Ancient Nord Greatsword

D uem«smzsuml

D 2lemlmSmps 2 Steel Ingot, 1

Ancient Nord War Axe

D 4lenﬂm$lws 2 Leather, 2 lron
Ingot, 5 Steel

D 3 Leather Stnps Zleuthel 2 lron
Ingot, 4 Steel Ingot

D 3lmﬂm5mm3tbmm2m

D 3 Leather Strips, 2 Leather, 2 lron
Ingot, 3 Steel Ingot

NAME DMG/AMR | WEIGHT = VALUE
. Daedric Shield 3% | 50! 1600
Daedric Sword 14 16 1,250
Doedric War Axe 15 18 1,500
| Doediic ' '
Wotiaiiar 27 3l 4,000
JEWELRY
Gold Diamond
Neckloce 0 05 1,200
Gold Domond Rng 0 025 %00
| GoldEmenldRng 0 025 | 700
Gold Jeweled
* Neckloce 0 0.5 . 485
Gold Necklace 0 0.5 120
2 Gold Ring 0 025 75
Gold Ruby
v Neckloce . 0 0.5 550
GoldSopphieRing. 0 025 500
Silver Amethyst
' Ring 0 0.25 180
Sitver Emerald
Necklace 0 0.5 830
Siver Gomet Ring 0 025 160
Sitver Jeweled
*Neckloce 0 0.5 , 380
. Silver Necklace 0 05 = 60
j 2 Silver Ring 0 0.25 30
Silver Ruby Ring 0 0.25 260
ShecSoptie. | 05 | 580
Nord Heto
Battenre : 32 20 239
Nord Hero
Greatsword 30 . 16 v 199
Nord Hero Sword 30 9 107
Nord Hero War Axe 32 1 131
hocient Nowd f
i | 25 28 125
Ancient Nord Boots | 10 5 25
fnentNod
Gountlts _ 10 | 4 25
Andient Nord
Helmet 15 4 60

* Dawnguard Smithing Recipes

This table lists the recipes for forging the new items available in Dawnguard.

INGREDIENTS

. 1 Firewood, | Iron Ingot

.. 1 Firewood,

1 Steel Ingot

. | Firewood, | Dwarven Metal Ingot

. | Firawnod, 1 Refined Moonstone

. 1 Firewood, | Orichalcum Ingot
B 1 fiewood, |
- | Firewood, 1

Ebony Ingor
Molachite

| Firewood, | Ebony fngot, 1
Doedro Heort

<)
<g TRAINING THE INVENYORY

NAME
ARROWS
lron Arrow (24)

DMG/AMR | WEIGHT | VALUE

Steel Arrow (24)
Dwarven Amow

Elven Arow (24)

Orcish Arrow (24} »
Ebony Atcow (24)
Gloss Arrow (24)
E]pedn( Amow

_SMIHNG
THE BESTIARY

QUESTS

INGREDIENTS

. | Firewood, 1 Dragon Bone

| 2 Lentfier Strips, 2 Ebony Ingot, 3
Drugan Bone

- | Ebony Ingat, 2 Drogan Bong
. 1 Leather Strip, | Drogon Bone

-' 3 Leather Stiips, | Ebony Ingot, ]
Dragon Bone
| Leather Stg, 1 Ebony Ingot, 2
Drogon Bone

. 1 Legther Strips, | Ebony Ingot, 1
Dmgon Bane
2 Leather Strips, 1 Ebony Ingof, 1

! Dragon Bone

3 Leather Strips, 2.Ebony Ingots, 3
Diogon Bones

.‘ 2 Leather Strips; 1 Bone Howk
Skull, 6 Bone Howk Feathats

. 2 Shelibug Chitin, 2 Iron Ingot

- 3 Fitewood, 3 Steel Ingo!
. | Steel (rosxbow 2 Conndum
Ingots

. 5 Dwarven Ingots

. Dwarvan Crossbow, 2 Quicksilver
ofs

. ] Fuewood, 1 Steel Ingot

. 10 Steel Bolrs, | Fite Salts
Explodes for 10 points of fire domuge.
I 10 5tce! Bots, | Fiost Sols

| NAME

MISCELLANEOUS

Dlr‘;‘gontmm- Arrow 7 0

DRAGON

Dragonbone
Bauttleaxe

Diogonbone Bow -

Drganbone
Dogger

[rogonbone
Greotsword

Drogonbone Mace

Dragonbone

Swaord

V Drogonbone

War Axe
Drogonbone
Worbommer

Bone Howk
Amulet

Shellbug Helmet

(rossbow

Enhantced
Crosshow

Dwarven Crosshow
Enhonced

Dworven Crosshow

Steel Bolt (10)

Exploding Steal
Bolt of Fire (10)

Exploding Stael
Bolt of Ice (10)

Explodes for 10 points of frost damage fo Health ond Stomina

I 105! Bols, 1 Void Salts

Exploding Steel
Bolf of Shiock 10
(10)

Explodes for 10 points of shock damage fo Health and holf that to Magicko.

. | Firewood), | Dworven Ingot

. | Dwaorven Bolt, 1 Fire Salts
E;(plodes tor 10 points of fire dorioge.

- | Dwarven Bolt, | Frost Solts

Dwarven Bolt 7

| (10)

Exploding
Dwarven Boft of 14
Fire (10)

Exploding
Dwarven Bolt of
Iee (10)

E(plodes fot 10 points of frost damage fo Hoalth ond Staming.

. | Dworven Bos, 1 Void Solts

Exploding
Dwarven Bolf of 14
Shock (10)

Explodes for 10 points of shock domage to Health and hoff that to Mogicka

1 Ae'ba jum Crest, 2 Howless
2

9

m (rest, 4 Dwarven
Ingots, 2 Molachite igots
| Aetharium Crest, 2 Dworven
Ingots, 2 Ebany Ingots, 1 Gold Ingot

AETHERIUM (AETHERIUM FORGE ONLY)

Aethenal Crown

Aethetial Shiekd

Aetherial Staff

ﬁ Hearthfire Smithing Recipes

. 1'lrort Ingot
. 1 lren Ingot

. 1 lton Ingot

. | lron ingat, 1 Corundum Ingot

ATLAS OF SKYRIM

BUILDING MATERIALS (HEARTHFIRE ONLY)

Iron Fittings
Hinge (2)
Nails (10)

| DMG/AMR | WEIGHT | VALUE

9

APPENDICES AND INDEX
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Dragonborn Smithing Recipes

This table lists the additional recipes for forging the new items available in Dragonborn. You should also reference the previous Smithing recipes for a

complete list.
p

2 Netch Leather, 10 Bone Meal, 1
Iron Ingot
1 Netch Leather, 1 lron Ingot, 6
Bone Meal
1 Netch Leather, 4 Bone Meal, 1
Iron Ingot
D 1 Netch Leather, & Bone Meal, 1
Iron Ingot
D 1 Netch Leather, 8 Bone Meal, 1
Iron Ingot
2 Netch Leather, 10 Bone Meal, 1
Iron Ingot, 1 Void Salts, 1 Stothrim
Ore, 1 Netch Jelly
1 Netch Leather, 6 Bone Meal, 1
Iron Ingot, 1 Void Salts, 1 Stathrim
Ore, 1 Netch Jelly
1 Netch Leather, 4 Bone Meal, 1
D Iron Ingot, 1 Void Salfs, 1 Stolhrim
Ore, 1 Netch Jelly
1 Netch Leather, 6 Bone Medl, 1
D Iron Ingot, 1 Void Salfs, 1 Stobhrim
Ore, 1 Netch Jelly
1 Netch Leather, 8 Bone Meal, 1
Iron Ingot, 1 Void Salfs, 1 Stalhrim
Ore, 1 Netch Jelly

2 Netch Leather, 5 Chifin Plate, 1
Iron Ingot

D 1 Netch Leather, 3 Chitin Plate, 1
Iron Ingot
1 Netch Leather, 2 Chitin Plate, 1
Irom Ingot
2 Netch Leather, 6 Chifin Plate, 1
Corundum Ingot

D 1 Netch Leathes, 4 Chitin Plote, |
Corundum Ingot

D 1 Netch Leather, 3 Chitin Plate, 1
Corundum Ingot

D 1 Netch Leother, 4 Chitin Plate, 1
Corundum Ingot

D 1 Netch Leather, 3 Chitin Plate, 1
Iron Ingot

D 1 Netch Leathes, 4 Chifin Plate, 1
Iron Ingot

D 1 Firewood, | Steel Ingot, 1

Quicksiver ingot

[ 5 el gt 2 Lot S, 1
Quicksiver Ingot

[ ] 3 SteelIngo, 1 Quicksibver Ingot

[:] 3 Leather Strips, 6 Steel Ingot, 1
Ebony Ingot, 1 Quicksilver Ingot

\
)

BONEMOLD -

Bonemold Armor

Bonemold Boots

Bonemold
Gountlets

Bonemold Helmet
Bonemold Shield

Improved
Bonemold Armor

Improved
Bonemold Boots

Improved
Bonemold
Gounflets
Improved
Bonemold Helmet
Improved
Bonemold Shield
CHITIN
Chitin Armor
Chitin Boats
Chitin Brocers

Chitin Heavy

Armor

(hitin Heavy Boots

(hiin Heavy

Gauntlets

Chitin Heavy

Helmet

Chitin Helmet

Chitin Shield
NORDIC

Nordic Arow (24)

Nordic Battleaxe

Nordic Bow

Nordic Corved
Amor

14

25

12
21
13
43

35

45

43

60
135
95

290

60

60

135

95

240
50
50

650
135
135
135
125

215

650
580
1600

D 2Lemhet Smps, 4 Steel Ingot I
Ebony Ingot, 1 Quicksilver Ingot

D 2 Leather Strips, 3 Steel Ingot, 1
Ebony Ingot, 1 Quicksilver Ingot
[:l 2 Leather Strips, 4 Steel Ingot, 1

Ebony Ingot, 1 Quicksilver Ingot

D 1 Steel Ingot, 1 Leather Strips, 1
Quicksilver Ingot

D 5 Steel Ingot, 3 Leather Strips, 1
Quicksilver Ingot

D 1 Leather Strips, | Steel Ingot, 1
Quicksilver Ingot

D 1 Leather Strips, 4 Steel Ingot, |

Quicksilver Ingot

D 2 Steel Ingot, 1 Leather Strips, 1
Quicksilver Ingot

D 2 Steel Ingot, 2 Leather Strips, 1
Quicksilver Ingot

D 5 Steel Ingot, 3 Leather Strips, 1
Quicksilver Ingot

D 3leutber Smps 6 Stathrim Ore, 1
iver Ingot

[ ] 1 Firewood, 1 Stabim Ore

[ 5 Stalvim Ore, 2 Lather Stips

2 Leather Strips, 1 Quicksilver Ingot,

D 4 Stalhrim Ore

D 3 Stalhrim Ore

D 1 Stalhrim Ore, 1 Leather Strips

D 2 Leather Strips, 3 Stolhrim Ore, 1
Quicksilver Ingot

D 5 Stalhvim Ore, 3 Leather Strips

D 2 Leather Strips, 4 Stolhrim Ore, 1
Quicksilver Ingot

D 3 Leather Strips, 5 Stalhrim Ore, 1
Steel Ingot

D 2 Leather Strips, 1 Steel Ingot, 3
Stalhim Ore

D 2 Leather Strips, 2 Stalhrim Ore, 1
Steel Ingot

[:] 2 Leother Strips, 3 Stolhrim Ore, 1
Steel Ingot

D 3 Stathrim Ore, | Leather Strips

D 1 Leather Strips, 4 Stolhrim Ore, 1
Steel Ingot

[ ] 2 Stalvim Ore, 1 Leather Stips
D 2 Stalhrim Ore, 2 Leather Strips

[ 5 Stalhvim Ore, 3 Leather Stips

ANonﬁc Carved

Boots

Nordic Corved
Gountlets

Nordic Carved
Helmet

Nordic Dogger
Nordic Greatsword
Nordic Mace
Nordic Shield
Nordic Sword

Nordic War Axe

Nordic
Worhommer

STALHRIM
Stolhim Armor

Stolhrim Arrow
(24)

Stolhrim Battleaxe
Stolhim Boots

Stalhim Bow
Stolhvim Dagger

Stalhrim Gountlets

Stolhrim
Greatsword

Stolhrim Helmet
Stalhrim Light

Amor

Stathrim Light
Boofs
Stolhrim Light
Gauntlets
Stalhrim Light
Helmet
Stolhrim Moce

Stalhrim Shield

Stolhrim Sword
Stolhrim Waoroxe

Stolhrim
Worhommer

23

22

39

82

KYRIM

CRAFTING

220

220
550
115
585
410
335
290
350

700

2200

2150
450

1800
395

450
1970
1135
925
215
215

465
1375
600

985
1180

2850



%% OTHER CRAFTING ACTIVIT

>

> Cooking

NOTE

Cooking meats, soups, and stews does nof increase any skill

Throw the me
and other ine

(1
(often mead-re

o pot. Stir ¢

the hunger

Cooking allows you
to transform meat,
vegelables, and other
ingredients into better-
tasting, higher-quality
food. Cooking is a rudimentary method of living off the land and is far
surpassed by alchemy (which is a skill and creates potions that are much
more potent).

Cooking requires a cooking pot or cooking spit, which can easily be
found in every town and village across Skyrim—almost every house has one
by the fireplace. You can also find them in other inhabited locations like forts
or bandit camps.

Interact with a cooking pot (or cooking spit) to bring up the Cooking
menu, which lists the food you can cook. All of the cooking recipes are
readily available at any cooking pot or spit, as long as you have the
ingredients for them. If you're missing ingredients, the recipe is still shown but
grayed out.

Most of the food you can cook isn't all that helpful, typically restoring
5 to 10 points of Health or Stamina—less than you’d receive from even the
cheapest of potions. Moreover, the ingredients are often the same price or
more expensive than the resulting food and can often be put to better use in
alchemy instead.

However, for a new adventurer embarking on their travels across the
realm and scrabbling to get by, cooked food is a way to recover a litile
health in a pinch. For those who wish to live as the Nords do, killing their
own meats, harvesting their own vegetables, and cooking the resulting
ingredients into a somewhat murky-looking stew, this is an authentic way to
satiate hunger and fatigue. But for everyone else, alchemy is a better bet,
as it helps to advance your level and makes significantly better restorative
items...with one delicious exception: the Elsweyr Fondue is excellent.

A COOKING EXAMPLE THE ELSWEYR FONDUE

| Approach a cooking pot to learn the recipe for
| Elsweyr Fondue. If requires:

] Moon Sugar, an extremely rare ingredient. Your
best bet is to buy this from one of the traveling
Khaijiit caravans.

An Eidar Cheese Wheel. This is the full wheel of

moldy white cheese —the sliced and wedge versions of the cheese won't
do. You can't buy a full wheel in any shop, so keep an eye out for it when
exploring towns, settlements, and other inhabited locations.

Ale, found in most inhabited locations and sold in almost any inn or tavern.

After gathering all three components, return fo a cooking pot, activate it, and

| create the amazing Elsweyr. Fondue (Fortify Magicka 100, +25% Magicka
Regeneration, lasts 12 minutes). This is by far the best nonalchemic consumable
you can craft. ‘

' &% Hearthfire and Dragonborn: Cooking

Recipes

Hearthfire adds the following additions to your
cooking:

Cooking Recipes: There are fwo new recipes
(Steamed Mudcrab Legs and Clam Chowder) that
can be made ot any cookpot.

Baking Recipes: When you build your own house, you can construct a
kitchen in the east wing addition. One of its unique furnishings is an oven
This allows you to bake any of these recipes (including the delicious apple
pie and the ubiquitous sweetroll). The oven is the only place you can bake.
The only way you can gain access to one is to build it.

Milling Recipes: If you purchase land in the Pale and build Heljarchen
Hall, you can construct the unique mill outbuilding. The mill allows you

to convert wheat into a sack of flour. Flour is required for most baking
recipes, so you might want to add a kitchen (and oven) to Heljarchen Hall
and make it the epicenter of your pastry-based antics.

NOTE Dawnguard adds no additional cooking recipes.
Dragonborn adds two new cooking recipes. These have
no special requirements.

12> Cooking Recipes

The following tables show every recipe you can make, including the

ingredients and the effects of the food once mixed together. After that is a

table of baking recipes (requiring the Hearthfire Oven) and the single milling

recipe (requiring the Hearthfire Flour Mill).

ORI (RS
> i’ RODUCES |

Apple (abbage 05 8

]

[ Cabbage, Red Apple Restore Heolth 10 Resto«e

L Salt Pile Stew Stamina 15
1 Corrot, Garlic, Row : o Fortify Stomina 25/12m,
Beef, Salt Pile Beef Stew 05 8 Regenerate Stomina 2/12m

1

Restore Health 10, Restore
Stomina 10

Restore Health 10, Restore
S

Cabbage, Leek, (abbage Potato 05 5
Potato, Salf Pile Soup 1

1 Cabboge, 1
Salt Pile (abbage Soup ‘ 05 5

B

Row Beef, Salt Pile

Ale, Eidor Cheese
Wheel, Moon Sugar

Cooked Beef Restore Heolth 10

Fortify Magicka 100/12m,
Regenerate Mogicka 25%/12m

(| W

Elsweyr Fondue 0.5 5

|

[] idenboos,  Eledhiden | g7 4 Restore Hooth
(e e o o SR,
: 23;};;!3160" Horker Loaf 1 4 Restore Health 10
:j &]\:'ei:,'dgf ”T‘;IMM:)U" Horker Stew 0.5 8 g;{%%}ileg,hgelgz'«tgﬁr?(ﬁm1ﬂ1
:I Horse Meat, Salt Pile = Horse Hounch 2 4 Restore Heolth 10

E?Ill %tlgm,l kz% gf Goct 1 4 Restore Health 10
[] Homuth o, omvth |5 g e et 10
L | 22?1”3:2' Breast, Pheasont Roast 0.2 4 Restore Health 5
J g:n;j)ehb" leg, Rabbit Hounch 0.1 3 Restore Heolth 5
: Ssg:;né?eMem, Salmon Steak 0.1 4 Restore Health 5
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PRODUCES | WEIGHT | VALUE

| Restore Health 12

| Gor, Leek, Tomat, ' * Restore Heolth 10, Restore

Salt i s 05 S Stoming 10

Cabboge, Leek, Regenerate Health 1/12m,
D Potato, Tomato Vogeludl Sovp 03 : Regenerate Stomina 1/12m
(] Venison, SaftPle ~ Venison Chop 2 5 Restore Health S

Restore Stomina 15, Regenerate
%fek‘ Pofato, Salt Venison Stew 05 8 Health 1/12m, Regenerate
ile, Venison

Stomina 1/12m

BAKING RECIPES (REQUIRES HEARTHFIRE OVEN)
(PRODUCES | WEIGHT | VALUE EFFECT

‘ISo(kdrloul ﬁe,mmms Fortly rchry

&emeplelled | Apple Dompling | 0.11 2

Restore Health 10

\
I
\
\
N

| Restore Heolth 2, Foﬂﬂ'v Cany
| Weight 5/30s

} Restore Heolth 2

| Restore Health 15, Regenerote
| Health 1/2m

1 Loof of Breod, 1 ' = ;
Buﬂerlﬁorlx ‘Restoreﬂeohhl,(uvebsense
| Restore Health 10, Fortfy
" | Magicka 4/60s
| Restote Heolth 4, Regen Health
| 2/60s

Rt Heolh 5 Fortly
| Magiko 107405, ResstMagic

; 2 ‘Restoteﬂaolﬁ\.’i

Resto«e Health 10 Rws: Fire
| 4%/60s

-

| 1 Sock of Flow, |
Wumn 1 Solt
Ple, 1 Buter,

|
2 i Réstore Health 5
| (hicken's Fgg

MILLING RECIPES (REQUIRES HEARTHFIRE FLOUR MILL)
INGREDIENTS  PRODUCES | WEIGHT _ VALUE | EFFECT

Moo oiim | o

Construct an Oven in your Hearthfire abode and bake some delicious treats!

E Sl IM

[>> Mining
* NOTE  Mining minerals and gems does not increase any skill.

Assaulting an ore vein
with dual-wielded
pickaxes is the quickest
(and craziest) way
to mine.

Throughout Skyrim,

there are a variety of
natural mineral deposits,
concentrated in ore
veins. Extracting minerals
and gems from these veins can make you a small amount of gold, but more
importantly, it helps you gather raw materials for smithing (which can save
you a huge amount of money if you aim to craft your own items). To extract
the ore, you first need a pickaxe. You can purchase one from almost any
Blacksmith or general store merchant, or find them (for free) in any mine.

To mine ore, approach an ore vein with a pickaxe

in your inventory and interact with it. Typically, a

vein produces around three pieces of ore before
becoming depleted. Along with each piece of ore,
you also have a 10% chance of extracting a (random)
gemstone.

TIP Ore attack! Instead of activating an ore vein and waiting for
your character to mine the ore, you can also attack the ore
with a pickaxe instead, which mines it at a slightly faster rate. Dual-wield
pickaxes for even faster ore removal, if you really must

Once mined, ore can be sold for a (generally small) amount of gold, or
smelted down to make ingots (a slightly better way to earn money from
your digging).

TIP  Have you exhausted all the veins in a mine? Then wait about o
month, and the veins will reset and can be mined again.

A MINING EXAMPLE: ORICHALCUM AT MOR KHAZGUR

After becoming blood-kin with the Orcs of Mor Khazgur,
enter the mine above their longhouse and grab a
pickaxe from the table. Approach an Orichalcum

ore vein and activate it. After a few seconds, you'll

mine three pieces of Orichalcum Ore (each Weight 1,
Value 20). Then use the smelter just outside the mine
to smelt two pieces of ore into an Orichalcum Ingot
(Weight 1, Value 45).

Where to Mine?

You can look for minerals in the wilderness of Skyrim’s windswept Holds,
though the best and most reliable sources can be found inside the realm’s
many mines. A few general tips if you plan to delve into mining:

Keep a pickaxe handy. You never know where you might run into some
valuable ore, whether out in the wilds or in the depths of a dungeon.

Look for mines. Many seftlements have mines, which give you

easy access to a specific type of ore. When you befriend the Orc
strongholds, you also get access to their rich Orichalcum and Ebony
mines.

Plan your return trip. Every ingame month or so, ore veins that have
been depleted will replenish. Check back occasionally to strip them of
their new ore.
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The Holds of Skyrim and Beyond

If you're scouring the landscape, here are some general fips for finding ore deposits:
Falkreath Hold (near Helgen and Riverwood) has a slightly higher concentration of iron ore veins than usual.
The central tundra of Whiterun Hold is a good place to look for Corundum ore.

More valuable ores (Gold, Silver, Moonstone, Oricalchum, and Quicksilver) are most often found in more extreme environments, such as deep in the
mountains or along the northern coast.

ﬁ% The Forgotten Vale has deposits of rarer minerals (such as Gold and Quicksilver), as well as Shellbugs (Falmer beasts bred for their hard coatings).
Check the Atlas (page 995) for further information.

Dragonborn: Mining

Dragonborn adds several
new fypes of materials
to mine:

Stalhrim is a type of
elemental ice found

in the tombs of the
ancient Nords buried on
Solstheim. The Skaal of
northern Solstheim use

it in crafting weapons
and armor.

Geodes are a special
type of ore vein that
produces gems of a
particular type. You
con find Amethyst, In order to mine it,
Emerald, Ruby, and you need an Ancient
Sapphire Geodes on Nord Pickaxe—normal pickaxes won't work. These can be found randomly
Solstheim. in chests or obtained as part of Solstheim Regional Activity: Take Your Pick*
(which sends you to fetch one; see page 669) or Solstheim Side Quest:
Unearthed (Ralis’s unique pickaxe, Hoarfrost, is one; see page 645).

Heart Stone is a rare material used in Staff Enchanting (see above) and as
a reagent for the Ash Guardian spell.

The Minerals of Skyrim and Solstheim

The following tables reveal locations where minerals can be mined from veins, as well as where ore appears (having already been mined). Only the major
locations, usually with two or more deposits, are shown. Note that some veins may be in the immediate vicinity of the location, and may require you to search

for them.

&

Iron Ore Orichalcum Ore Silver Ore Corundum Ore Ebony Ore Gold O Moonstone Ore

CQ -

Malachite Ore Quicksilver Ore S ¢ Heart Stone Gem Geode Stalhrim Deposit

MINERALS
Afon  loomow el o MKW loin

5 xr

IRON VEINS AND ORE ORICHALCUM VEINS AND ORE
G Whiterun Halted Stream Comp 16 4 D Falkseath Hold Bilegulch Mine 9 b
[ Wintrhold Fort Felhommer 10 10 [ The Reoch Dushnikh Yl Mine 7 6
‘»J Fakreath Hold Embershord Mine 9 2 j The Reach Mor Khozgur Mine 7 1
D The Rift Treva's Wotch 1 3 || therit Gionfs Grove 4 0
[ ] Falkreath Hold Knifepoint Ridge 6 3 D Winferhold Blackreach 3 0
] he Reoch Blnd Ciff Cove 6 0 [ ] solstheim Highpoint Tower 3 0
{ | Eostmarch Gloombound Mine 6 0 D Hjoolmarch Skybor Altor 3 0
ﬂ The Pole Iron-Breaker Mine 6 1 D The Rift Fallowstone Cave 2 0
D The Reoch Left Hand Mine 5 0 {j Hioalmaorch Chiliwind Depths 2 0
[ ] The Reach NchuandZel 4 0 [ ] The Pole High Gote Ruins 2 0
|:| Hioolmarch Rockwallow Mine 4 0 D Solstheim Hknir’s Shoal 2 0
|j] Eastmarch Lost Knife Hideout 3 0 D The Pale Nightgate Inn 2 0
!- :1 The Rift Northwind Mine 3 0 D Whiterun Hold Guldun Rock 2 0
D Solstheim Damphall Mine 2 0 || The Rt Lorgoshbur ] 2
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MINERALS, CONTINUED

LOCATION VEINS | ORE LV ] LOCATION ORE
SILVER VEINS AND ORE (] wintehold Blockseach 3 1
(] The Reoch Sonvorach Mine 7 4 [ ] solstheim For Frosmoth 3 0
(] Morkarh Cidhna Mine 6 0 (] the kit Lost Prospect Mine 3 0
E_ Salstheim Berkongerke 4 9 [ The Reoch Bihordamz 3 0
[ ] et Fallowstone Cave 3 0 L] sistem Miner' Loment i : :
(] Whiteun ol Sient Moons Comp 2 0 [_] sobshein MS?““’“W’ oo 0 6
[] solshein mmm 2 0 MOONSTONE VEINS AND ORE
, CORUNDLJM VE'NS AND ORE D The Reach Soliund’s Sinkhole 5 3
[ ] Folkceath Hold Knifepoint Ridge 19 0 [] eostmarch Mavlft 0
(] Wintehod | Blackreach 14° 2 (] Folkreoth Hold Southfinge Sanctum 3 0
[ ] Eastmarch * Goldenrock Mine 4 6 (] Wit o ; 7
[ ] The Reach Lar's et 4 0 B T o S 2 .
D mm Mmlidmﬂol(m 3 0 E] & Keod arkio Love
[ The Reoch Gloomreach 3 0 Eastmarch Kageenze z 0
[ ] Eostmarch Lost Keife Hideout 3 0 (] Whiterun Hold Silent Moons Comp 2 0
[:I Whiterun Hold Bottle-Born Form 2 0 [ Eostmarch Stony Creek Cove 2 0
[ Whiteun Hod . Cold Rk Poss ? g MALACHITE VEINS AND ORE
D Eostmarch Eldergleom Sanctuary 2 0 l:] =t Steomscorch Nie 7 2
[ ] Hoofingor Honbck Hideout 2 0
(] Hkouch Uskoge 3 7 [ whiteron Hold Thioat of the Word 2 0
Clm s | [
Solsteim Nchardok 4 0
) NOTE o Tt e 1o Goudo s s n Bt o
be mined for Corundum. : D Solstheim Gloial Cave ) 0
‘ QUICKSILVER VEINS AND ORE
HOLD LOCATION VEINS  ORE [ Thepde i e : 2
EBONY VEINS AND ORE
Rooch Blind Cif
[ ] tostmarch  Goombound Mine 16 16 L% kst i : !
(] sostein e e ’ 0 [ ] wintechold Blockreach 3 0
(] wintehod  Bockeoch | 4 0 (] solsheim Al of Thond 2 0
[ ] Therit * Redbelly Mine 3 3 [ ] et Arcwind Point 2 0
(] Whiteun Hod Throo of the Word 2 0 [ Folkteath Hold Bloodet Thone 2 0
GOLD VEINS AND ORE
[:] The Reach Kolskeggr Mine 17 3 S ot b o ! ¢
| . Whiterun Hold Shimmermist Cove 2 0
(] tookmarch Lobyiinthion 2 6
[ ] The Poe Roldbthor 5 2 (] he e Siverdift Loi 2 0
(] Whieruntod Dorkshade | 0 [ the i Tovald's Cove ? 0
(] sostem Frossl . g (] Winterhol The Tower Stone 2 0
HOLD LOCATION | SHELLBUGS LOCATION DEPOSITS
SHELLBUGS (DAWNGUARD ONLY) HEART STONE DEPOSITS (SOLSTHEIM ONLY)
Forgotten Vole [ Brodit Grove 3
Cove e e &
Shorpslope L :mk:ﬂwkm :
ort Frostmoth
|| Hrodulf's House 2
[ ] White Ridge Borrow 2
|| Secondory Loation: Impact Crote (Burnt Sprggon) 2
[ Secondory Location: Miner Immolaion 2
[ ‘secondory Locaton: mpoct rote (Tl Mithyn) 1
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T g

ou mine and g minerals vou
GEM GEODES (SOLSTHEIM ONLY) L
D Highpoint Tower Amethyst 1 \ {
,:] Secondory Location: The Miner’s Lament Emerold 2 of loose
D Highpoint Tower Emerald 1 Automatons (such ni
l:] Kolbjom’s Barrow Emerald ] scrap. Dwarven scray | gots. Thi
D White Ridge Borrow Ruby 13 1Byt oo, e "
D et Foskioh conniptions, but it increase ) everything y
ort Frostmo Ruby 3 can carry and havl it back ge "
(] ighpoin ower Ruby z the ingots to rapidly improve your Smithing skill, or sell it fo r
[:] Secondory Location: Spider Nest (Kagrumez) Ruby 1 of other materiaks
D Highpoint Tower Sapphire 4
[ ] white Ridge Barow Sopphire 2 %) NOTE  Ingots can be found in your Misc Inventory menu.
D Secondary Location: Shrine of Zenithor Sapphire 2
D Secondary Location: White Ridge Barrow Hut Sapphire 2 Smeltin g Re Cip es
STALHRIM DEPOSITS (SOLSTHEIM ONLY) The following table lists all of the available smelfing recipes and the type
D Stalhrim Source 10 0 of ingots produced by each. All of these recipes are available to you
D Gyldenhul Barow 7 0 immediately; you just need the ore or scrap metal required for them.
; OENIE MICES  WEICHT fic -]
% fkjon arow : y % INGREDIENTS _ PRODUCES Wi LE
oosschey ooy Horka b : i D 2 Corundum Ore Corundum Ingot ] 40
D Lorge Decorative Dwemer Strut Dwarven Metal Ingot (2) 1 30
9 Smelhng [:] Small Dwemer Plate Metal Dwarven Metol Ingot (3) 1 30
D Bent Dwemer Scrop Metal Dwarven Metol Ingot (3) | 30
NOTE ‘S]r:yelst‘l(r:ﬁ ore and scrap metal into ingots does not increase W Dwarven Metol not (3 | %0
D Lorge Dwemer Plate Metal Dworven Metol Ingot (3) 1 30
[ Sold Dwemer Metol Duwarven Metal Ingot (5) | 30
[ ] 2ebony Ore Ebony Ingot ] 150
[ ] 260 0re Gold Ingot 1 100
D 1 Iron Ore Iron Ingot ] 7
(:] 2 Oricholcum Ore Orichalcum Ingot 1 45
D 2 Quicksitver Ore Quicksilver Ingot 1 60
[ ] 2 Molocie Ore Refined Malochite 1 100
E 2 Moonstone Ore Refined Moonstone ] 75
[ ] 2Siver Ore Silver Ingot 1 50
Approach the domed smelfer, withstand the great heat, and transform your ore D 2lron Ore Steel Ingot | 20

info ingofs

You can purchase ore from most Blacksmiths, or mine it yourself if money is a @ -I- .
concern. But what do you do with the ore? anning

Raw ore isn’t useful on its own and doesn't sell for many gold pieces.
However, if you bring your ore to a smelter, you can smelt it into metal ingots, ) NOTE Tonning animal hides into leather and leather strips does not
which you can then sell for more gold pieces or use it to smith your own increase any skill
weapons and armor. i

Approach a fanning rack
and transform a wild
animal hide info leather
or leather strips

An Ebony Ingot, smelted from two clumps
of Ebony Ore

Tanning is a simple
process; it allows you to
transform animal hides
into leather or leather
strips. These can then be
sold or used in your own
smithing. Larger pelts produce more leather...but are often more valuable as
pelts, rather than broken down into their leather components. Therefore, it is
wise to think twice before tanning everything you've skinned!

—_— OTHER CRAFTING ACTIVITES — [ w



il vy 2> Wood Chopping

TIP  Keep an eye on value Duw fing on your Speech skill, you

be t

rom a merchant, rath <<% NOTE This manual lobor does nof increase any skill.
Tanning Recipes

The following table lists all of the available tanning
recipes. All of these recipes are available to you
immediately; you just need the hides for them.

l! EDIENTS | PRODUCES H-

Swing a woodcutter’s axe,
Cf(‘(;wng Q S"?H” !OS,‘ n
twain. Now repeat until

you've had enough

There are several
wood-chopping blocks

Leulher Leather Strips (4) 0.1 throughout Skyrim, which
=1 2 Goat Hide Leather ? 10 allow you to execute this
1 most simple of all craffing
ey FoxPek Lecther 2 1 exercises: chopping
|| Snow Fox Pelt Leather 2 10 wood. For this, you need a woodcutter’s axe, which you can purchase
Wolf Pelt Leather 2 10 from almost any general store merchant or find (for free) at any lumber mill.
W Ice Wolf Peft Leather 2 10 Simply approach the wood-<hopping block, interact with it, and you begin
= : chopping. For each chop, two pieces of firewood are added to your Misc
- H_'de Lo (2? : B Inventory. When you're finished, sell the firewood to any lumber foreman for
L Cow Hide Leather (3) 2 10 5 gold per piece of wood. You won't get a better deal from any merchant.
- Horse Hide Leather (3) 2 10
Bear Pelf Leather (4) 2 10
™1 Cove Beor Pl Leather (4) 2 0 NO‘[[ Chopping firewood is o slow and methodical way to earn a
= finy amount of gold. While it is something you can do to eke
BB AL Lo ¢ e out the lost few coins you need for a piece of armor, it's mostly just a small
| Sobre Cot Snow Pelt Leater (4) 2 IO el 4 : v
e e way of inferacting with the world. You can also load lumber logs onto the
now Bear Pel eather ( : T R
wooden canveyor belt at lumber mills and watch as they're sliced with o
3%% verfical saw. This manual labor is free, just something o pass the fime.

Lumber Mill Locations

If you're determined to sell your firewood for the best possible prices, do so
at the following locations, where you can speak fo (and obtain payment from)
the lumber mill owner or operator. Note that not all of these lumber mills have
a wood-chopping block.

scon o I
il

[:J quon Bndge Huahngor |_] Mixwater .‘MI Eastmorch
| Sobitude Sowmill | Hoafngor [ ] Falkreoth Folkseath
D Morthel Hioalmorch [:] Hotfmoon Ml Folkreoth
[ ] ogosmil | The Pale [ ] Hoortwood Ml The Rit

D Riverwood Whiterun
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ADVENTURING ACROSS SKYRIM

This section looks at the broader aspects of adventuring in Skyrim. There's information on how Skyrim is segmented so you can grasp how where you are within
this giant realm. We explain the different types of map locations and the kinds of enemies and challenges that await you. Finally, we provide a range of tips on
mapping, what fo expect when exploring dungeons, who to speak fo in Skyrim and why, and what services, areas of interest, and collectibles you should look for.

4 35>

Skyrim is divided into nine separate Holds: Haafingar, Hjaalmarch, the Pale, Winterhold Hold, the Reach, Whiterun Hold, Eastmarch, Falkreath Hold, and
the Rift. Each of these Holds has a distinct atmosphere to it, from the Autumnal Forest of the Rift, to the Tundra Plains of Whiterun Hold, to the ragged and
rugged Northern Coast of the Pale. You can't see the borders of these Holds on your world map, but we show them in this guide’s maps. Wherever possible,
cartographers have used rivers, roads, and treacherous mountains to separate Holds so it's easier to find a location in this guide.

Each Hold has a capital city: Solitude, Morthal, Dawnstar, Winterhold, Markarth, Whiterun, Windhelm, Falkreath, and Riften. These are the nine shields
(crests) that you can see on your world map. While most Holds contain smaller towns and settlements as well, the capital is always the most important and
highly populated location within the Hold and is among the safest places to be (unless it's under siege during the Civil War, of course).

[*> Habitations [*> Other Locations

A city, town, or dwelling populated with citizens who are almost always There are also many minor locations and encounters not flagged on your
neutral, if not civil and friendly, toward you. in-game world map, but all of them are listed on this guide’s map. These
are Secondary Locations, usually small shrines, lost treasure chests, finy

campsites, dragon burial mounds, or other odd occurrences that you can

Windhelm, capital of

ct
Exsnci) stumble upon. There are also World Encounters, small events that occur
Habitations range in randomly. This could be anything from a fox chasing some chickens, to a
size from a small group challenge from an Ore, to a Khaijiit with a penchant for being economical
of Khaijiit Caravaneers with the truth....
to the rugged majesty of
i li e ; 7 Fosa
Solifude; the sprawling &%) NOTE Al of these locations are noted on this guide’s maps ond are
capital of Haafingar g bR 0y " 3
Hold. Hats, you'rs detailed in the Atlos. Although this guide’s map is exhausiive,
likely to find citizens in there are several scattered cases, satchels, and other loot hidden
need of help (or at least a Favor or two) or who have rumors to share, tasks throughout this realm that are not shown, os there are much easier places
to accomplish, quests fo start, and inlteroclions that k?st your soci9| skil!s ' 1o find identical ifems.
more than your skill at arms. The major types of habitations are listed in this

guide’s Atlas.

(> Dungeons (> Mapping and Movement

A location populated with hostile people or creatures that typically attack you The realm of Skyrim is vast and foreboding and ot fimes almost

on sight. overwhelming —there are over 350 Primary Locations to discover! Although
you can go where you want, do what you want, and see what you want,
High Gate Ruins, in it is worth considering the following plans to explore a location more
the Pale logically:
A "dungeon” is o place Plan 1—The Base Camp: Use a location you've cleared out or a location
where you will find you know is safe (such as Riverwood) as a base camp until you're familiar
exploration and combat. with your surroundings. Learn how far a new location is from this safe
It is an allencompassing place.

term for a location with
usually no friendly faces,
a place where you
encounter wild animals,
brigands, or worse. When you fully explore a dungeon, you typically leave
with a reward that makes the harrowing trek worth your time and sanity.
Dungeons vary widely in size, from small caves to massive, multistoried ruins.
Most have a high-level foe you most defeat (a “boss”), and some even have
their own small quests. Others are woven into the larger quests that dominate
your adventure.

Plan 2—The Landmarks: Look for landmarks when you travel. No matter
where you are in Skyrim, you should be able to spin around slowly and spot
two familiar landmarks to get your bearings. This is easier in some Holds
(such as Whiterun, with its capital and the towering Throat of the World
mountain) and more difficult in others (such as the craggy Reach). However,
once you know the locations around a big landmark, you can investigate
other locations close to it without becoming lost. Also use smaller landmarks
such as roadside shrines, bridges, or signposts to remember where you've
been.

Plan 3—Roads and Paths: You may be tempted fo charge off into the

wilderness, and this is perfectly fine. But to efficiently discover everything

in the area of a Hold, it is worth using the network of roads (cobblestones,

with signposts) and pathways (fracks, goat trails, and even foottracked

snow). These almost always lead you close or directly to a Primary Location.
Most dungeons will repopulate over fime. This can happen in as little Follow the roads to make a circular trek around a Hold, then return and

as a week for a location you left midway through and may not happen for methodically search areas off this beaten track.

a month or more (if ever) for a dungeon you have cleared. Note that your

map will not indicate when a location has repopulated (once cleared, always

cleared), so be careful—you may find enemies where you least expect them.

When you clear a dungeon—that is, explore it and defeat all of
the major foes within—your map typically marks it as “cleared.” Some
locations cannot be cleared, and others can be cleared only under special
circumstances.

Plan 4—Your Destination Marker: If you select an empty spot on the world
map, you can place your own destination marker there. This is extremely
useful when used in conjunction with this guide’s Atlas, as there are close to
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200 Secondary Locations, which don'’t show up on your world map! Simply gauge where a Secondary Location is by comparing the world map fo the guide

map, place the marker, and head there.

Plan 5—Use the Atlos: This guide has a sizable section revealing every location in Skyrim. Reference the locations and maps in that giant chapter to help you

on your way.

]

DUNGEON EXPLORATIO

1> Finding Your Way

Whether you're assaulting a ruined fortress filled with bandits or stealthily
creeping through some long-forgotten crypt, dungeons are at the heart of
your adventuring experience. Although they may appear confusing at first,
the winding tunnels and twisting corridors generally lead to a final chamber,
where you must defeat a powerful foe to claim your reward. In Skyrim, many
dungeons also have a secret exit or shortcut—a hidden passage, barred
door, elevated tunnel, or dwarven elevator that leads back to the enfrance.
This allows you to exit a dungeon without having to backtrack

Lighting Your Way
Carrying a forch or
employing a staff or spell
to light your way makes
the frightening darkness
of dungeons a little less
intimidating. Be sure

to have a light source
tagged as a Favorite so
you can quickly switch
between it and your
combat weapons as needed.

Khaijiit and vampires can call on their Nighteye power to see in the dark,
allowing them to more easily slip through the darkness undetected.

Also note the positions of lanterns, torches, and braziers inside
dungeons, as they are almost always visual cues that point you in the correct
direction. If you're lost, look for these light sources to guide you.

" | e L
> Dungeon Puzzles @ MINOR SPOILERS

Many dungeons were sealed for a reason—they contain the dormant (and
often undead) remains of a once-powerful entity. To protect these tombs from
grove robbers and brigands, the ancient Nords concocted many puzzles to
flummox and foil the unwary. The same is true inside Dwarven Ruins, but on o
far grander scale. Here is what you can expect:

Switches, Levers, Chains, and Handles

If you're stuck in a chamber, look for any of these devices to open the doors,
gates, and portcullises that prevent your progress. Chains are usually the
most difficult to spot, hanging on a gloomy wall. Sometimes, these must be
triggered in a specific order to open the path forward.

Nordic Puzzle Door

A series of concentric
metal rings are
embedded in an
impenetrable door, each
embossed with three
animal glyphs. Explore
the dungeon to find the
Dragon Claw associated
with the door—a
precious artifact that
holds the key to this puzzle. In your inventory, inspect the palm of the claw
to find the solution to the door. Line up the three animals glyphs in the correct
order, then activate the central “keyhole” with the Dragon Claw to unlock
the door.

Nordic Puzzle Pillars and Petroglyphs

Many chambers require
you to rotate two or more
stone pillars to face the
correct direction in order
to open a path forward
These pillars have been
inscribed with a set of
animal petroglyphs,
which correspond to
another set of glyphs
somewhere in the surrounding chamber. Match the two sets of animal
carvings fo solve the puzzle.

Rotating Walls

Stone walls controlled by
a hidden mechanism can
rotate to open or close
paths in a dungeon.
When you encounter
them, look for a set of
Nordic Puzzle Pillars or
a lever, chain, or switch
you can use to open the
way forward.

Dwarven Puzzles

Long ago, the ancient
dwarves constructed
immense clockwork
mechanisms and
complex steamworks.
The ruins of this long-lost
race sfill yield a variety
of intricate and unique
puzzles, from trying

to stop the flow of
poisonous gas into a chamber, to carefully aligning o system of mirrors in an
Oculory, to inserting an otherworldly key into o strange slot. In some cases,
you may need fo find the “key” object beforehand, or your progress will be
limited at best.

Other Puzzles

There are occasionally
other puzzles that are
more complicated,
requiring a Shout or
other technique to solve.
These are duly noted
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(> Traps and Triggers

The infamous oil lamp trap: Turn the burn on your
enemies, if you're quick and clever!

'MOST COMMON

Damage | HREAT

Apocrypha
Woor L
BeorTiop  Average

Battering Rom
Trop High

DortTrop  Averoge
Dwarven i
Ballisto Trop tigh
Dwarven Fire

Pilo Trop Averoge
Dwarven

Piston Trop None
Dwarven

Thiesher e8¢
%:;;losw L Averoge
Floil lop ~ High
Flomethrower

Average

#:3;( Coster Varias

Mommoth .
Skull Trap High
Oil Lomp Trop Low

Oil Pool Trop  Averoge

Rockfall Trop | Average

RuneTop  Average
SpearTrop  Averoge
Swinging

Blode Tiop Average

Swmgmg Wall
W High

Hinge Trigger  None
Pressure N
Pedestol

@ TRAINING

N...
Averoge  Apocrypha

Averoge  Apacrypho

! Bondit Comps,
Nuisance Outdoors
High Nordic Ruins

Nvisance

Averoge Nordic Ruins,

Bandit Camps,
Forswom Redoubts

Owaorven Ruins

Low Dwarven Ruins
Averoge  Dwarven Ruins
Nuisance  Dwarven Ruins
High Dwarven Ruins
Low Nordic Ruins, Caves
Averoge  Bandit Comps
Average  Any Dungeon

Nuisonce |Varipe Lois

Varies Any Dungeon
Low Any Dungeon
Low Nordic Ruins
Low Any Dungeon

Varies | Folmar Hives

Averoge  Dworven Ruins

Bandit Comps,
Averoge  Nordic Ruins, Mines,

Caves
High ~ Any Dungeon
High Any Dungeon
Averoge  Nordic Ruins
High Any Dungeon
Vories  Any Dungeon
Vories  Nordic Ruins

THE INVENTORY

Dungeon exploration would be nowhere near as
terrifying without the uncertainty of possibly stumbling
over a fripwire and being pincushioned by a dozen
rusty darts! Throughout your adventure, expect to

run info, step on, or trigger any of 30 different traps.
The following chart lists every major type of irap and
trigger, along with advice on how best to avoid them.

Note that most traps have a small chance of
infecting you with a random disease. It might be worth
keeping around a Cure Disease potion just in case...

The unpleasant Poison Bloom Trap: What pretty
latfice-like petals. What a heady aroma...Gak!!

TIPS

Yet another reason to avoid the water. As you explore Apocrypha, tentocles will fr om the to lash out at you, doing domage and

possrbiyuﬂﬁmmywmhriseuso Ywmoﬁmmdﬁmemmwmmmw mmmmmdmm
MmmeWmmk although “dying” wmmdymmmmrumuvodnnmmonm and be coreful

you int

Wutrhvme«e step! Beor Trops are often hidden in the bushes or under low grass, ready to snap if you aren't careful. You can often lure enemies into steppi

on them. Im%g&thtbahupwilukodb«ywrodoswmﬁm PR ses .

Talk about o headache! Battering Rom fraps cover o !ong arc, ond ot higher levels, con kill you or your foes in a single hit, Lok out for the triggers that set them

off, and keep an eye on the ceiling for them. Lure enemies into them to take them out in one shot.

BmeMunntmpsdm t do any damage, but alert enemies fo your presence, If you aren't snecking anyway, Ihevwontmkemud\dtﬂsrmce If you are, watch

ind try to avoid them if you con. Shooting them with a bow will draw unoware enemies to them, ol an ombush.

(rossbow Trops fire st and hif hasd, bke any other cossbow. Howaver, they fire only o single shot and we re!mwew easy 1o disurm Avoid their trigger

mechgnism, (f!pprcudu the crosshovy, “ond aclivate it o pick it up. You can okso place @ standard aosshow and steel bolt into the mechonism if you wont to use if

ogamst yout foes,

The most common kind of trap, dort traps are okso the most avoidable. Even if them by accident, you con often out of the way to

minimize the domage you toke. lhaym 0 smdlm of poison domage. Py Sl i sk i

Dwarven Ballistas shoot  lorge bolt that explodes on impact, doing massive domoge to onything in the blast radius. Functional ballistas are extremely rare, ond

often something you can tur to your advantage- look for  valve or lever you con use fo turn the trap on your enemies.

m!yre';:nbﬁngopmuneﬂm, Dwarven Fire Pilors rise from the ground and rotate, spewing gouts of flame. Spotting these traps in advance is key to

ing them.

Dwurv"t‘an Pistons shove anything in front of them away. They don't do any domoge, but they hit hord, and have a hobit of pushing you (or your enemies) into

something nasty.

Dwarven Threshers are o pair of whirling blodes that rise from the floor, somefimes in ploce and sometimes 0 track huilt into the .

Ohanmgeum?mnmowmmdors thgymehghlydmgems mdkmmmmmmmm Hywseemegmg:‘td
woy

See that ripple in the air? It might be o cloud of flammable, explosive gos. Put away your torch, keep your Flomes spell in check, ond you shouldn't hove ony

problems with them. Explosive Gas is extremely rare.

Also fairly rore, Flail traps fend to be located on the ceiling, ready fo drop o lorge, spiked sphere into your head. If you see it coming, back away- once the frop

has come fo  full and complete stop, it's harmless.

Often built into the mouths of Nordic dragon statues or sef into pressure plates, flamethrower traps are a threat most advenmleﬁ will see from time to fime.

Becouse their flome fravels in o narrow, focused beam, your best bet is to quickly ste

These hanging ropes are strung with bloody coltrops that pierce the skin ond inflict you with disease, IF you're careful, you con usuuﬂy ovoid them entirely of even

lue enemies through them.

Magic Casters consist of o runed pedestal powered by o Soul Gem. When triggered, the Soul Gem casts o preset spell, which could be anything from Flames to Ice

Storm. If you can't avoid the trap altogether, you con disarm it by removing the Soul Gem- taking it directty works, but you con clso hit it with an arrow from o

safe distance, or grab it with Telekinesis.

When friggered, this huge mammoth skull swings forward on its support ropes, slamming into anything in front of it with lethal force. This trap tends to be easy to

spot- you con't exactly overlook o giont mammoth skull- so it's rorely much of a threat to you, though you can lure your enemies into if.

The oil lamp itseff isn't usually o problem. It's the pool of oil that often sits under the lomp that you should keep on eye on, and lure your enemies into if possible.

Then it or shoot down the lamp to set the ol ablaze. They are often triggered by tripwires, but shooting or attacking them will also cause the lomp to drop.

Oil Pools are eosly tumed ogainst your foes- justlure them into the oil and light it with ony fire source. Oif Lomp traps ore often conveniently nearby, but locking

one of those o Flomes :- wotk wel.

bloom, or the K.
PosonGmdoessteodydamngeovelmﬁywsmdmﬂ When you find a patch of po gnslod(uromdfomwuytommﬂ Foiling that, make o run for
it, using o Healing spell or pofions fo keep your health up. The Clear Skies Shout con also be used fo disipate the gos.

Rockfall traps ore fairy rare, but the sheer number of rocks they contain can make them a threat if you're standing in the wrong place. If you see one, your best
bet is to get out of the way.

Rune Traps look much like the Fire, Frosf, ond Shock Runes that you can place with the Destruction spels of the same nome. And like those spells, these frops

pack o quite o mm;uwmwmm Your best bet is to lure an enemy fo run ocross them ond set them off. Failing that, you con

shoot them wi spalltnset off, but keep your distance.

A single speor frop is no threat. .. but spear traps tend to come in groups of five or more, lashing out unexpectedly from the floor or walls. Your best bet is to look

for the ports from which they emerge and try to avoid setting them off in the first place.

Blade traps often appear in sets in long, narrow hallways. They're usually easy enough for you to dodge, although enemies (and your followes) have o harder

ms.dT: mughmwemugmmhlzme When you're ready to go through, tell your follower to stay behind, fime your run corefully, and loak for o lever on the for
fo

Swinging wall traps come in  voriety of shapes and sizes, from the heavy spiked-iron wolls in forfs to the netting and tusk trops of Riekling dens. But oll ore fast,

lethal, and difficult to distinguish from other wood or metal beams in a dungeon. If you notice o freestanding beam that doesn’t quite reach the ceiling, be coreful.

Try to snare an enemy with it if possible — few things ore os safisfying os wtching a foe get hurled into the woll by this trap.

Find o suspicousooking chest or door? Then look for this little metol hinge and wire on the side. Carefully activate it, ond you can pick its lock to safely disoble it

before opening the object it wos attached to. You can also hit it with an ottack from a distance to breok it ond set off the trop in (relative) sofety.

If you see o flattopped pedestol with o fontiizing item on if, be careful- it could be a pressure pedestal trap. If the pedestal isn't weighted down, o trap will be

set (f)ff Grab the item from o distance (Telekenesis is great for this), or drop something else on the pedestal to keep it weighed down. Or just grab the item ond

tun for it.
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Vories

Any Dungeon
Any Dungeon

Pressure Plote None

Tripwire None Vories

By for the most common frog-triggering mechanism, Pressure Plotes can be found in clmst any dungeon-just look for suspicious aised stones and avoid them. Or
mketheSneakShlsbghtFoolPaktouvodsemgtheseoﬂdtogethor
See o lowdying white wire? That's o fripwire. Leap over it or skirt around it to ovoid setting it off. Or edge forward very carefull fo see what happens when it
breaks. You con olso interoct with the tripwire fo disarm it. Tripwire-triggered traps only fire once.

NO’I’E Throughout the Quest and Atlas chapters, fraps are mentioned when they are o major obstacle or block your path to finishing an objective or location
walkthrough. However, due fo their sheer number, traps are not tracked in this guide.
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[*> Dragon Mounds

Dotted across the fells
and forests and the
plains and snowlines

of Skyrim are strange
circular mounds,
surrounded by a
scattering of standing
stones. These are ancient
dragon burial mounds,
the final resting places of
these creatures when they were slain centuries ago. But now the dragons are
back! Alduin the World-Eater, a terror out of the most ancient legends, has
returned to Skyrim, and over the course of the Main Quest, he opens these
mounds and resurrects the dragons within, calling them forth to wreak havoc
once morel

How Dragon Mounds Open

There are 22 Dragon Mounds scattered throughout the Nine Holds of Skyrim,
and two more on the isle of Solstheim. When you encounter one (all are listed
in the Atlas and marked on the Hold maps), it will be in one of four states.
Over the course of the Main Quest, these mounds gradually open, releasing
the dragons trapped within.

State |: Dormant

Each Dragon Mound opens in response to a specific objective in the Main
Quest. Before that point, the Dragon Mound is dormant. The ground is
covered, and the site could easily be mistaken for an ancient Nordic burial
mound, as the two are quite similar.

State II: Deserted

As the Main Quest develops, you may find some mounds that have been
opened but have no dragon nearby. This means Alduin has visited this site,
resurrected a dragon from the mound, and both creatures have flown away.
There is litfle for you to do here. But look around carefully—you may well spot
the dragon at a nearby Dragon Lair!

State IlI: Awakened

As the Main Quest goes on, you will find more and more mounds in this
state. Alduin has visited the site, resurrected the dragon from the mound,
and flown away. Meanwhile, the reborn dragon remains here, gathering its
strength and waiting for a chance to strike. Sloy the beast and claim its soul
to unlock your power as Dragonborn!

State IV: Resurrection

And in a few cases, if you stumble across just the right mound at just the right
time, you may encounter Alduin himselfl If you watch, Alduin will resurrect
the dragon before your eyes, then fly off to his next destination. Attack,

and Alduin roors into the skies, mocking you, before making his escape (he
cannot be harmed). Meanwhile, the resurrected dragon will turn and attack!
If you miss this opportunity, the mound will change to State lll, with the newly
resurrected dragon remaining near its mound until you arrive to challenge it.

Dragon Mound Stages Chart

The following chart lists (by Hold) all of the Dragon Mounds, when they are
opened, and what state the mound will be in when it opens.

The &ider Scroils' V

loanon
TION
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[2.6) Drogon Mound: . Opens during Act Il: Diplomatic
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Opens during Act II; Elder Knowledge.
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Yorgrim Resurrection % Bane is complete in order fo witness the
resurrection!
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D gﬂiﬁ;ﬂw Mound: Mo Eastmarch Il | No | Opens during Act I: Drogon Rising
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Throughout the wilderness of Skyrim, you can find 13 of these ancient and
powerful standing stones. Etched into each is the sign of one of the major
constellations known throughout Tamriel. Touch the stone, and you can
choose to receive its blessing. You'll focus the stone, and a bolt of pure magic
arcs to the heavens. This blessing is now permanent, until you visit a different
stone and receive its blessing, which supersedes the previous one. You may
have only one blessing at a time. Standing stones can be divided into two
maijor sets: 4 Skill Improvement stones, and 9 other stones.

Skill Improvement Stones

The Warrior
Stone: Located
at the Guardian
Stones
(Falkreath
Hold). Combat
skills increase

20% faster.

The Thief Stone
located at
the Guardion
Stones
(Falkreath
Hold). Stealth
skills increase
20% faster

Four standing stones— Warrior, Thief, Mage, and Lover—increase the rate at
which your skills improve. The choice to use or not fo use these stones is more
important than you may think.

Accept one of these stones’ blessings if:

You crave high-level spells and perks and want access fo them as quickly

as possible.

You want to trek through highJevel dungeons (such as Dwarven Ruins and

see Alduin before

r current Main

| A
nal have friggered

The Mage
Stone: Located
at the Guardian
Stones
(Falkreath
Hold). Magic
skills improve
20% faster.

The Lover Stone
Located in the
Reach. All skills
improve 15%
faster

Dragon Priest crypts) as soon as you can.

You're frying fo maintain a second set of skills that you don't use as often:
For example, your primary focus might be as a warrior, with a secondary
inferest in stealth. You may want to take the Thief Stone just to help your
stealth-based skills keep pace.

You want to quickly increase a skill or set of skills that you haven't used
before or that you've neglected: For example, if you decide to add
Restoration spells to your Warrior's repertoire or if you want to pick up
some lllusion Magic to complement your Thief’s skills, the Mage Stone will
help you master them more quickly.

Resist these stones’ blessings (and choose one of the other stones) if:

You want to make your adventure as long and rewarding as possible
and want to see and do everything you possibly can in Skyrim. Your
adventure is most entertaining when you're below Level 50. Impatience

isnt rewarded....

You're more interested in experimenting with the dramatic and varied
effects that the other stones can have on your style of play, rather than

accepting these “hidden” bonuses.

NOTE A few points to remember:

The Warrior, Mage, and Thief Stones provide bonuses fo skill
growth in their respeciive skills, while the Lover’s Stone provides a slightly
smaller bonus to skill growth in all skills. This s great if you like fo try a
little of everything o have a character that draws heavily on skills across

multiple disciplines.

Don't expect to crush your foes just because your skills increase more

quickly. In fact, these Stones may make your adventure slightly more
difficult, since you'll have less time per level to find and upgrade your

equipment and moster advanced combat lactics.

Don't feel “locked in” to any particular stone blessing. If you want
10 1ry out one of the others, you can always change back later —jus!

Fast-Travel back o your stone of choice and touch it again. It's that simple.

Other Stones

The Apprentice Stone, located in Hjaalmarch Hold
Recover Magicka twice as fast; twice os vulnerable
fo magic

This stone offers a slightly risky option for Mages who
find themselves running out of Magicka too frequently
or for Battlemages who don’t want to sacrifice the
protection of their armor for the Magicka Regeneration
bonuses of mage robes. The weakness to Magicka

is a real liability—especially in warlock or vampire
dungeons, where almost all of your foes cast spells—but

it can be offset by having a summoned creature or Follower to help soak up
the domage. For Bretons, this weakness is also offset by your racial Magic

Resistance, making it much more palatable.

The Afronach Stone, located in Eastmarch
Hold: 50 exira points of Magicka, 50% absorb
spells, -50% Magicka Regen.

This gives you the benefits of two of the best
racial abilities—the High Elves’ Highborn
Magicka and the Breton’s Dragonskin (as a
constant effect] —with the huge drawback of
halved Magicka Regen. You can easily offset
or overcome this drawback by equipping
mage robes or other items that increase your
Magicka regeneration rate.

The Lady Stone, located in Falkreath Hold:
Regenerate Health and Stamina 25% faster.

This is a solid, effective choice for offensive
warriors. The bonus isn't spectacular, but it
will give you more staying power in combat.
It's also an excellent choice for vampires,

as it can offset your Health and Stamina
regeneration penalties while in sunlight.

The Lord Stone, located in the Pale: 50 points of damage
resistance, 25% magic resistance.

This grants you two excellent resistance bonuses in onel
The damage resistance bonus is the equivalent to 50
points of armor, which is like giving your robed mage

a Daedric Cuirass (and makes an already well-armored
warrior even more resilient)! The magic resistance bonus
is also solid, cutting spell damage by a quarter. Overall,
this is a good choice for any character who wants fo
shore up their defenses.
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The Ritual Stone, located in Whiterun Hold. Raises all

deac

I
around you fo fight for you

Interacting with any Sucred Stone before cleansing it
puts you under Miraak’s influence. You actually help
with the construction!

CAUTION G

Arguably the most entertaining, and one of the most
useful blessings, the Ritual Stone grants you a power
that raises all the dead around you—from the mightiest
Draugr Deathlord to the lowliest chicken—and causes
them to fight for you. Useful in a wide range of
situations, this power really shines in the large-scale
battles at the end of many dungeons, where you can
find yourself quickly raising 5 to 10 corpses to take on their former allies!

In order to draw upon their magic, you must first cleanse them of Miraak’s
influence by using the Bend Will Shout on them. Doing so destroys the shrine,
frees the people enslaved by Miraak’s power, and relecses o powerful Lurker
that attacks you.

The Serpent Stone, located in Winterhold Hold: Paralyze
F

NOTE There is one excepion: The Tree Stone, located in the heart
of Miraok'’s Temple, cannot be cleansed in this way. The only
way fo free it is fo defeat Miraak in Dragonborn Main Quest: At the Summit
of Apocrypha.

the farget for 5 seconds and do 25 points of dor

ge

Paralyze is a useful ability to have on hand, allowing
you to quickly score multiple hits on a foe before they
can recover, take one enemy out of the fight so you
can deal with others, or simply buy yourself a few
seconds to retreat and regroup. It's especially useful
when fighting individual, high-level foes. However, you
can achieve the same effect with a spell or poison, so
this power may be less useful at higher levels once you have other opfions at
your disposal.

Blessings of the Sacred Stones

Thereafter, you can interact with each Sacred Stone once per day to
receive its blessing: it fully heals you and grants you a potent single-use
power. Once you expend it, you must return to the Sacred Stone to acquire
The Shadow Stone, located in the Rift: Invisibility for this power again.

60 seconds

This power is exceptionally useful for a stealthy
character. It can be invoked instantly, silently, with no
lllusion skill or casting time required. You can achieve
the same effect with a spell—and you definitely want
that spell—but even after obtaining it, the Shadow
Stone's power can still be useful to keep around os o
backup.

The Steed Stone, located in Haafingar Hold: Carry weight
+100, no movement penalty from armor

Although this blessing doesn’t bring you the instant
gratification or profection of those that help you in
combat, it is worth considering the Steed Stone’s ability
if you rely on heavy armor: You'll appreciate the exira
mobility and Carry Weight it affords you. If's also worth
trying this ability before taking the Conditioned (Heavy
Armor) or Unhindered (Light Armor) perks; you may -
even want to take it instead of those perks and select another perk

14

The Tower Stone, located in Winterhold Hold. Unlock any
Expert-level lock (or lower) once per day.

If you constantly find yourself out of lockpicks or simply
don’t enjoy lockpicking, the Tower Stone’s power will
help you open one locked door or treasure chest per
day. For everyone else, there are more useful abilities to
choose from.

NOTE Standing Stones are all Primary Locations, and their locations

are shown throughout the Atlas. For a table showing the
effects of all Standing Stones, consult the Shouts and Other Powers
secfion (page 54), earlier in Training.

(> €7 Sacred Stones (All-Maker Stones)

The Skaal of Solstheim
revere six Sacred Stones,
symbols of their bond
with nature and the
All-Maker. These places
of power are being
corrupted by Miraak,
who is compelling the
people of Solstheim

to rebuild them to
strengthen his own power.

9

Beast Stone: Grants you the
Conijure Wearbear power,
which summons a werebear
for 60 seconds wherever the
caster is pointing.

Sun Stone: Grants you the Sun
Flare power, a 100-point fiery
explosion centered on the
caster. Does more damage to
closer targets.

Water Stone: Grants you the
Waters of Life power, which
heals everyone close to you

for 200 points.

Earth Stone: Grants you the
Bones of the Earth power,
which protects you from 80%
of all physical damage for 30
seconds.

Tree Stone: Gronts you the
Root of Power, which causes
all spells to cost 75% less for
60 seconds.

Wind Stone: Granis you the
North Wind power, which
does 20 points of frost
damage to all enemies within
range for 10 seconds.
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SHADOWMARKS

B

A strar

n a building in Solitude. It has a meaning fo those in the know

Eagle-eyed adventurers may notice that some locations across Skyrim are marked with strange glyphs.
Unbeknownst to most, these runes are actually symbols used by the Thieves Guild to indicate locations that
members feel are particularly wealthy targets, safe, dangerous, or have inhabitants that may be helpful or
problematic. These symbols are known as Shadowmarks. To learn more about Shadowmarks, search the
Thieves Guild for a book written by Delvin Mallory called Shadowmarks, which lists all of the markings that
the Thieves Guild uses. For more information on Shadowmarks, see page 304.

2 BOOKS

B2

Voracious readers will be pleased to learn that a wealth of knowledge is located in dozens of different books. These fall into one of six general categories: Skill
Books, Spell Tomes, functional books, common books, notes and journals, and Black Books of Hermaeus Mora.

'>> Skill Books

The Doors of Oblivion (Conjuration), one of only five

copies of this rare book

When read, these books increase one of your skills

by a single point. There are five different Skill Books
associated with each skill (meaning 90 different book
titles), but there are multiple copies of each book
(usually 3 to 5 each), bringing the total number of Skill
Books to well over 400. However, you only receive a
skill increase the first fime you read any particular fitle; rereading that book
or any of ifs copies has no further effect. This means you can only use Skill
Books fo increase each skill by a maximum of five points.

For example: Those interested in the Sneak skill should look for Three
Thieves (four copies), 2920, Last Seed, v8 (four copies), Sacred Witness
(four copies), Legend of Krately House (three copies), and The Red Kitchen
Reader (five copies). This means there are 20 Sneak Skill Books and five
points you can add to your Sneak from reading the first copy you encounter
of each tome.

(2> Spell Tomes

Spell Tome: Ice Storm [Destruction), which is located in

the world or purchosed from select vendors

Spell Tomes are books of magic with the sigil of their
school embossed on the front cover. When you read
them, the book is consumed and you instantly learn
the spell it contained. If you later find another copy of
the same Spell Tome, sell it, as it isn’t of any use to you
anymore. You can purchase Spell Tomes from a few
select vendors, the Court Wizards in each of the major Hold capitals, and the
mages of the College of Winterhold. You can also find Spell Tomes randomly
in dungeons.

'>> Functional Books

Lost Legends of Skyrim hints at an ancient mystery
Functional books describe actual locations, legends,
or mysteries to be discovered in the wilds of Skyrim.
When read, they add locations to your world map
and might trigger @ quest or objective related to the
contents of the book. There are seven of these types
of books, each with several copies. Once you've read
one copy, you never need to read another copy of the
same book, as the information is identical.

'+> Common Books

The Lusty Argonian Maid, v2, one of only three copies
of this scandalous work

There are a wide variety of other books in Skyrim.
They provide stories, histories, advice on battle,
fiction, and many other types of reading material to
add a little flavor to your adventure. Many of these
books provide interesting asides to locations you visit.
However, none of these books grant you any kind

of bonus; they are simply there to be read. Across Skyrim and Solstheim,
there are 263 different books to read (or collect, if you like). Some are quite
common, while others are rare and valuable.

'>> Notes and Journals

A Note from Falk Firebeard of Solitude, delive
courier during Side Quest The Wolf Queen Awakened

In addition to books, there are a wide variety of

notes and journals used throughout your adventure to
convey shorfer or more personal messages, from the
important fo the trivial. Some are given or found during
quests, while others can be picked up in houses and
dungeons. Quest notes are listed in the appropriate quests, while most other
notes simply aren’t important enough to be tracked in this guide. But they're
all worth a read, if you have the time.

NOTE Sumple locations of every functional and common book are
shown in the Inventory chapter (page 157). The two easiest
locations to find every type of the Skill Book are also presented in the
Appendices and across the Atlos.

> &% Black Books and Apocrypha Powers

One of seven known Black Books, with the power fo

transport you into a realm of Oblivion

On the isle of Solstheim, you may come across one

of seven Black Books—tomes of forbidden knowledge
that transport you into the realm of Oblivion

controlled by the Daedric Prince Hermaeus Mora.

This realm is known as Apocrypha. Two of these are
found and used as part of the Dragonborn Main Quest.

The other five are located in specific dungeons across the island and
can be found through normal exploration (even before the Dragonborn Main
Quest). For example, the Black Book: Filament and Filigree can be found in
Kolbjorn Barrow.

If you are on Solstheim (and not Skyrim), and you aren’t engaged in
combat, reading a Black Book will transport you to the book’s corresponding
Apocrypha realm. If you are not on Solstheim or are in combat, the book
doesn’t work.
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Each book takes you to a specific Apocrypha realm (a dungeon you can
explore). While all seven of these dungeons are known as “Apocrypha,” they
are all distinct areas. For clarity, this guide has subtitled each distinct area
with the name of the book that sends you there. For example, when you read
Black Book: Filament and Filigree, you are transported to a specific part of
Apocrypha. You cannot move into areas served by other Black Books.

Consult the Apocrypha section of the Solstheim Atlas [starting on page
1065) for further details, and search out Dragonborn Main Quests (starting
on page 583) and Solstheim Side Quests (starting on page 606) for more
information on these locations.

Your arrival info the churning, burning skies of Apocrypha, where all forbidden
knowledge is learned..

Upon arriving in Apocrypha, you receive a quest to finish the Black Book
you've just read. Exactly what happens next varies depending on the book
you opened (which you can open as many times as you like by accessing it
in your inventory). The variations are as follows:

For the Main Quest book Waking Dreams..., you read the book as part
of Dragonborn Main Quest: The Temple of Miraak, but you don't obtain a
quest because Miraak confronts you and throws you out of the realm. You
can’t complete this book until you do so as a part of Dragonborn Main
Quest: At the Summit of Apocrypha.

For the Main Quest book Epistolary Acumen, you read the book as part of
Dragonborn Main Quest: The Gardener of Men. Completing it is required
by that quest.

For the other five books, you receive the corresponding Solstheim Side
Quest (named the same as the book) as a reminder that you need to
complete it.

Dragonborn Black Books and Apocrypha Powers List

When you appear in Apocrypha for the first ime, you are confronted
by an apparition of Hermaeus Mora, who beckons you into the realm,
explaining it a little more clearly. This occurs only once.

As you progress through each Apocrypha realm, specific checkpoints
are invisibly set as you complete certain actions or events. If you leave the
realm and return, you will arrive at the last checkpoint—you don't have
to start all over again. These checkpoints are never seen or known; but
you're likely to appear just after the chapter you've reached in a previous
exploration.

To leave Apocrypha and return to Solstheim, you can:

Die. Dying in Apocrypha simply transports you out; it doesn't actually
kill you.

Read any Black Book in your inventory.

Complete the Apocrypha realm, reach the Reward Book, claim your
reward, and then interact with the Reward Book again to leave.

When you leave Apocrypha, you return to Solstheim exactly where you
were when you read the Black Book.

At the end of each Apocrypha realm, you will find a Reward Book. There
are large tomes matching the name of the book you read to enter the realm.
Interacting with the book opens it, causing three orbs to emerge, each
representing a power or ability that the book can bestow.

Each book has a specific and disfinct set of rewards (see page 53 for the
powers and the following table for a complete list). Some are passive abilities
that are always “on” while you have them. Some are powers, which you can
use only once a day. Some are lesser powers, which you can use as often as
you like.

Once you select a reward, interacting with the Reward Book again will
return you to Solstheim. However, since you can always read the Black Book
in your inventory to return to Apocrypha, you can return here and choose a
different power whenever you want. You can have only one power from each
book at a time.

C:J NOTE  Nofe that the Waking Dreams Reward Book (found at the
end of Dragonborn Main Quest: A1 the Summit of Apocrypha)
works differently: It displays images of the 18 Constellations. You can
interact with these images o reset your perks in that constellation, allowing
you fo retool your skills.

The following table shows the rewards for each of the seven Black Books available in Apocrypha.

BLACK BOOK: WAKING DREAMS

BLACK BOOK LOCATED IN | BLACK BOOK DUNGEON | ASSOCIATED QUEST(S)

(] shoal Tl ook~ 4071 et kg Bamsof

POWER NAME  DESCRIPTION  NOTES AND TIPS
. Activoted Object. Y Soul
(] Shodow Constellins 1o reset ulm r?m"?lm fom%"m

hollenge.

Dragonborn Main Quest: The Temple of Miraak, At the Summit of Apocrypha

You can spend s many Dragon Souls in this way os you like, allowing you to completely retool your choracter’s perks whenever you
want. This is great for experimenting with different combinations of perks, or for changing the feel of the gome when you want o
new d

BLACK BOOK: EPISTOLARY ACUMEN

BLACK BOOK LOCATED IN | BLACK BOOK DUNGEON | ASSOCIATED QUEST(S)
[ (5514] Nehordok [5.A01) Apocryphs: Epistolry Acumen Drogonborn Main Quest:The Gordener of Men
% POWER NAME | DESCRIPTION  NOTES AND TIPS
Passive Ability. Your Unrelenting Force Shout Icincses the dommoge of Unvlec ; 2 ;
5 jenting Force fo 10,/25/50. Enemies will only be disinfegrated if you use the complete shout (all
] broronface des ot g, o o 62 O k), ol he dorag w v il hm oy,
Passive Ability. When your Fire Breath Shout  Fire Wyrms fight in melee, doing modest domage ond sefting foes on fire; see the Bestiary for complete detoils. They do not count
D Dragonborn Flame kills an enemy, o fire wyrm emerges from their  as or reploce ony summoned creatures you may have. They remain at the spot where they were aeated (instead of following you),
corpse fo fight for you for 60s. making this much more useful early in o battle.
Passive Ability. Your Frost Breath Shout encases ~ Foes encased in ice ore parolyzed ond unable fo attack (just as with the Ice Form Shout), although it's worth nofing that, unlike lce
D Drogonbor Fost foes in ice for 15s. Form, they do not foke odditional domoge over fime. Enemies immune fo poralysis are immune to this effect os well.
8 :.'.:n-%...‘.c-s.r {Is"Yy
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BLACK BOOK: FILAMENT AND FILIGREE

BLACK BOOK LOCATED IN ' BLACK BOOK DUNGEON ASSOCIATED QUEST(S)
[:l [5.504] Kolbjom Barrow [S.A02] Apocrypho: Filoment and Filigree Solstheim Side Quest: Black Book: Filoament and Filigree, Solstheim Side Quest: Unearthed
POWER NAME DESCRIPTION  NOTES AND TIPS
DSe(mofSrrmm Power. Power attacks cost no Stomina for 30s.  Combined with o good weapon and the Elemental Fury Shout, this power allows you to infict incredible amounts of domage.
; This actually reduces the cost of all of to 0, potenti i to cast highcost Ritual normally
[:] Secetof icona Power. Spells cost no Magickafor 3. cwmwwoll. cu:smmnmswmmﬁawﬁﬂm%ﬁwmmmmﬁ&mw
; Power. You toke half domage for 30s fomall  If defense to offense, Secret of Protection can mok differ i jes with o high do such
(] St Ptecion ot jsdistmiin el mmummmg),hmanmmmmm e
BLACK BOOK: THE HIDDEN TWILIGHT
v BLACK BOOK LOCATED IN | BLACK BOOK DUNGEON ASSOCIATED QUEST(S)
D [5.500] Tel Mithryn [S.A03] Apocrypho: The Hidden Twilight Solstheim Side Quest: Black Book: The Hidden Twilight, Solstheim Side Quest: The Reluctant Steward
L% POWER NAME DESCRIPTION NOTES AND TIPS
Power. Summans o field of writhing tentacles  In oddifion fo poisoning foes (Sdmg/s for 3s), the tentadles also enemies, who may stumble into them repeatedly and
[ Mora's Agony thot loss 30 seconds ond poisonsfoes who sufe he poison efect il fims. This mokes Maro's Agony on efecive wy f topping humencid pursuers n thirocks
enter if. (though don't expect it o stop a Dragon or @ Mammeth). Consult the Bestiary fo make sure yout foes ore notimmune o poison.
; Fower, Tt s oz e OO 30y o s o much ide g of g han s sy spl: oy Drogors o s s v
DM""“&W mf.mw;ecm,mdmmtodl mﬁx&?vh.lﬁ%emﬁdmt??mks—%mlm%wmwm o
D Moro's Boon Power. Fully restores your Health, Magicka, 1t may not be flashy, but having a full heal on hond can make oll the difference if you find yourself in a dose battle ond run cut of
and Stomina. pofions.

BLACK BOOK: THE SALLOW REGENT

I% | BLACK BOOK LOCATED IN | BLACK BOOK DUNGEON ASSOCIATED QUEST(S)
[ tsN17) White Ridge Borow  (5.A04] Apocrypho: The Salow Regent Solstheim Side Quest: Block Book: The Sallow Regent
% POWER NAME DESCRIPTION NOTES AND TIPS

: Passive Abilfy, Improves ol of your combat Tis obilfy nceases he dowith llweapons by 10%,increases the omount of ing il 10%,
[ soserofHight mw‘?ﬁ? e mﬁWmMm%wmmwm,mszmmmmemmw
[ ] seskorof Sorcary Pt Ao oo o of 1t W00 s i s the st ool pls by 0%, ond s he engh of youechmets by 105

Passive Abilty. Improves all of your steclth ~ This abilty increases the armor afing of your Light Armor by 10%, makes it 10% easie fo sneok, ick locks, o ick pockes, and

(] sesker fShodows S e R ke

BLACK BOOK: UNTOLD LEGENDS

‘ BLACK BOOK LOCATED IN ' BLACK BOOK DUNGEON ASSOCIATED QUEST(S)
[:I [S.N16] Benkongerike [S.A05] Apocrypha: Untold Legends Solstheim Side Quest: Black Book: Untold Legends
[ POWER NAME DESCRIPTION NOTES AND TIPS
Black Market aflows you to summon o meschant anyfime, anywhere. The Dremora Merchant has 2000 gold ond o small selection
DBMMuket msm&mmsomnmmachom dg%er:madmmseﬂ.wa,hedshesuhmdbwwiremﬁhpwm,mdgsﬂes,ﬁmmwﬂdh«nw
y o 5
DSeuetS«vum Lesser Power. Summons a Diemora butler If you'd prefet to save your loot and sort it out when you ge back to town, Secret Servant summons a dremora butler who con
for 15s. cory up o 150-weight of items for you.
Lesser Power. Summons a spectral drum to ploy  More of  fun choice, the drum summoned by Bardic Knowledge just follows you oround and plays instrumentol music. It does
DBﬂﬁcKrMedge ft:dyw&a:m Stgl‘ngsmegmmﬁmfuyw ide g significant (50%) boost fo your Stamina regeneration, and doesn’t count as or replace any summoned creatures you may
and nearby ollies ) §
BLACK BOOK: THE WINDS OF CHANGE
% BLACK BOOK LOCATED IN | BLACK BOOK DUNGEON ASSOCIATED QUEST(S)
D [5.500] Raven Rock (Mine) [S.A06] Apocrypha: The Winds of Change Solstheim Side Quest: Black Book: The Winds of Change
%4 POWER NAME DESCRIPTION NOTES AND TIPS
: Passive Ability. Reoding Skill Books g Scholar's Insight s great for getfing maximum volue out of the Skill Books you find. For best results, avoid reading skill books untif
D Schola’s sight maxtm%kxi!;yl’ohtm i mmsm;ﬂmrﬁ’:ﬁwham boost fo 100. i i
M Passiv Ablty. four ftcks,shous, ond ., et rned combot o (especaly) spfs with krge ores of effect, you moy hove accdentol kiledyour ow folowerson
[ comporio' s (el S deanp N yox «M,m?%“mmmmﬁm?mmw
[ e s e dotfe T s oo bl b, bt fecs do fdup e e, Corsuhe st e pped o ey o ofhe
opposite sex.
sex.

(2> Apocrypha Fonts

In Apocrypha, you can find sculptures with blue and green orbs set into them.
Interacting with them will fully restore your Magicka or Stamina, respectively.
You can use each font only once per visit to Apocrypha.

A font of Magicka A font of Stamina
[— BOOKS Iy
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[>> Quests

Quests are a series of related objectives that make up a single mission or
story. These range from the simple to the epic, and a large amount of this
guide is spent detailing every one of them! In game, the Quest Journal tracks
all of your current and former quests, while the General Stats page keeps
track of how many quests you've completed. Remember that there are dozens
of Miscellaneous Obijectives, Favor Quests, and World Encounters and
Interactions to discover as well. Every quest is documented later in this guide.

wnnd Ui K }
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Favors and Friendship

Ingratiate yourself with important folks, such os Jar! Laile Law-Giver of Riffen, fo
gain social standing and power

When visiting a city, town, or sefflement, take a moment o speak with
everyone you meet. In addition to learning more about the area, they often
have a Favor or other task they could use your help with. Complete it, and
they react to you much more favorably. Keep this up among folks in the same
seftlement, and you'll soon hear the guards mention your pleasant reputation.
Consult the Miscellaneous Objectives and Favor Quest chapters, beginning
on page 489, for a list of the huge number of favors you can perform.

Making friends has several useful benefits:
Your friends will often be willing to help you in return.
They will occasionally give you gifts.

They may allow you to take items from their house, shop, or market stall
without paying for them (you’ll notice that many items are no longer
marked “steal,” so help yourself!).

They're willing fo put you up for the night. When in their home, you
are no longer trespassing, and you can sleep in any bed they own. An

unscrupulous “friend” could take advantage of this hospitality to rob
them blind...

Some may even be willing to join you on your adventure if you ask!
Consult the Followers list later in this section for detfails.

<% NOTE Completing Favors for o Hold's inhabitants also wins you
4 the Jurl's attention. Complete the Jarl's quest or Favors, and
you will be given the title of Thane. Thanes are granted the services of o
housecarl (see Followers, page 100) and receive more lenient freatment
for crimes they commit (see Crime, page 64). You can become the Thane
of any or all of the nine Holds.

v & SKYRIM

[*> Houses

Buying a House

When the time comes to establish yourself as more than just a wandering
dragon-slayer, you can put down roos in any (or all) of Skyrim’s major
capitals by purchasing a House. You can't just saunter into fown with a hefty
bag of gold and demand a dwelling, though: You must first win the Jarl’s
trust. Speak to them and complete the quests or Favors they assign until you
earn their friendship and permission to buy a house in the city. For more
details on what you need to do, see the appropriate Thane task in the Favors
section (see page 502).

TP

your Taction takes control o

sure ”“t ney arl will ’".v-.':”‘: your & iIv"r:':"‘ ana may qi

permission 1

With the Jarl's approval, you can now approach the steward (who is
usually nearby) and ask about purchasing a home. The price is displayed
and is not negotiable. Pay the steward, and you receive the key to the
dwelling.

Decorating Your Property

Furnish your house with o variety of accoutrements, ideally keeping your

areos tidy

Once you've purchased a house, you can leave it in its current (usually sparse
and cobwebbed) state or speak to the steward again to begin decorating

it. Each house comes with a Home Decorating Guide that describes the
options available to you, so you can make an informed decision about which
furnishings to purchase. In addition to purely cosmetic items like chairs or
cupboards, decorations also include such useful things as crafting stations,
weapon racks, mannequins, and bookshelves. Simply return fo the steward
and buy the decorations you want; when you return to your house, they have
been installed.

Benefits of Home Ownership

Owning a house gives you a variety of useful benefits:

You have a convenient base of operations in the city, with several easily
accessible craffing stafions and a bed you own (for the Well Rested or
Lover’s Comfort bonuses, see page 54)

You can store any weapons, armor, crafting materials, or other items you
have in your house, knowing they will always be there when you return.

You can prominently display the weapons, artifacts, and items that you've
collected on a variety of weapon racks, weapon plaques, mannequins,
and bookshelves.

If you've been named Thane of the Hold, you can find your housecarl in
your house, ready fo join you at a moment’s notice.

If you're married (see Side Quest: The Bonds of Matrimony, page 423),
you can also ask your spouse to move in with you, instead of meeting
them in the inn or bedding down in their (often rudimentary) place!

ADVENTURING ACROSS SKYRIM



D Available Properties Vlindrel Hall, Markarth (The Reach)

Proudspire Manor, Solitude (Haafingar Hold)

L/ )

Price: 8,000 gold
Jarl (in Markarth): Jorl lgmund or Jarl Thongvor

Price: 25,000 gold Silverfish
Jorl {in Solitude}: Jar! Elisif the Fair Steward: Raerek or Reburrus Quintilius
Available Decorations:

Steward: Falk Firebeard
Available Decorations:
Bedroom (2,000)
Living Room (2,000)
Alchemy Laboratory (2,500)
Enchanting Laboratory (2,500)
Patio Decorations (500)
Kitchen (1,500)
Total Cost: 36,000 gold

Bedroom (800)
Living Room (200)
Alchemy Laboratory {1,000)
Enchanting Laboratory (1,000)
Entrance Hall (500)

Total Cost: 12,200 gold

Breezehome, Whiterun (Whiterun Hold)

2 Windstad Manor (Hjaalmarch Hold)

Price: 5,000 gold
Jarl (in Whiterun): Jarl Balgruuf the Greater or
Jarl Vignar the Revered

Steward: Proventus Avenicci or Brill
Available Decorations:

Price: 5,000 gold (for land and deeds only)
Jarl (in Morthal): Jorl Igrod Ravencrone
Steward: Aslfur

Alchemy Laboratory (500)

Available Decorations: Bedroom (300)
See the Hearthfire section of Training, starting Loft (200)
on page 112. Dining Room (250)

Total Cost: 6,250 gold

&2, Helorchen Hal (The Pale) Hierim, Windhelm (Eastmarch)

Price: 5,000 gold (for land and deeds only)
Jarl (in Dawnstar): Jarl Skald the Elder
Steward: None

Available Decorations:

Price: 12,000 gold

Jarl (in Windhelm): Jorl Ulfric Stormcloak or Jarl
Brunwulf Free-Winter

Steward: Jorleif or Captain Lonely-Gale
Available Decorations:

See Hearthfire section of Training, starting on
page 112. Kitchen (1,000)
Bedroom (1,000)
Living Room (1,500)
Alchemy Laboratory
(1,500)

Total Cost: 21,000 gold

Enchanting
Laboratory (1,500)

Armory (2,000)

Clean up that
murderer’s mess (500)

< NOTE To purchase Hjerim, you must
} complete the first pard of Side
Quest: Blood on the Ice.

IMPROVING YOUR STANDING IN SKYRIM

H Lakeview Manor (Falkreath Hold)

Price: 5,000 gold (for land and deeds only)
Jarl (in Falkreath): Jarl Siddgeir

Steward: Nenya

Available Decorations:

See Hearthfire section of Training, starfing on
page 112.

Honeyside, Riften (The Rift)

Price: 8,000 gold

Jarl (in Riften): Jarl Laila Lawgiver or Jarl
Maven Black-Briar

Steward: Anuriel or Hemming Black-Briar
Available Decorations:

Bedroom (600)
Kitchen (500)
Alchemy Laboratory (1,000)
Enchanting Laboratory (1,000)
Garden (800)
Porch (400)

Total Cost: 12,200 gold pieces

Severin Manor (Raven Rock, Solstheim)

Price: Complementary, after completing
Solstheim Side Quest: Served Cold

Councilor (in Raven Rock): Lleril Morvayn
Second Councilor: Adril Arano
Available Decorations:

None. It comes fully furnished and cannot be
decorated.
Your spouse and children cannot live here
either.

%) NOTE The precise location of every
' house you can buy is indicated
in the Atlas. The exact method of purchasing
each house is detailed in the Thane's Tasks part
of the Favors section of the quests chapter, on
page 502.
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<4 LOWERS B>

Throughout the realm, there are those who
@ MINOR SPOILERS stand ready to join you in your od?/er‘ﬂure.

and are prepared to lay down their lives in
your service. These selfless companions are broadly known as Followers.
Followers may join you for any number of reasons, whether because you've
hired their services, helped them in the past, or are simply taking on a charge
that they have an interest in. Some join you only for the duration of a specific
quest, while others will follow you indefinitely. This section explores these and
other details about your Followers.

<5:J NOTE Typically, you can have only one human Fallower and
one onimal (dog) Follower at o time, although additional
Followers may join you temporarily for a quest that they have an inferest in.

[®> General Traits

Your Follower normally acts as a shadow, bodyguard, item repository,

and friend

When a Follower has agreed to join you on your adventure, there are several
advantages they bring and help you can expect from them:

Equipment: Your Followers will always equip the best weapons, armor,
and items they have available and will try to use staffs and other items
effectively. They take their own skills and proficiencies into account when
making these decisions, so all else being equal, expect Jenassa (an archer)
to prefer a bow to a two-handed sword and light armor to heavy plate.

Skills: All Followers have a specific set of favored skills (listed below),
which improve as their level increases. Unlike your character, Followers do
not become better at the skills they use—for example, no matter how hard
you try to force Marcurio (a mage) to be a greatsword-wielding warrior,
he'll always be better with magic. Make sure fo select a Follower whose
skill set meets your needs.

Levels: Most Followers automatically level up when you do, so there’s
no need to worry about a Follower “falling behind” if you go off and
adventure on your own or want fo work with someone else for a while.

Tactics: Followers will try to follow your lead whenever possible:

When you sneak, they will sneak as well and will stop when you do.
Don't expect them to take cover on their own, though—if you want them to
hide in a particular location, order them to move to it.

When you draw or sheathe your weapons, so will they.

When attacked, they will use their best weapons, spells, and tactics to
defend both themselves and you.

Catching Up: If you travel on horseback (or with the great loping strides
of a werewolf), you may find that your Followers fall behind. Don't worry
about losing them; there are several ways you can help them catch up:
Just Wait (using the Wait System), and they’ll use the time to catch up.
Load into any new space, and they'll be right behind you.
Fast-Travel anywhere, and they'll arrive next to you.

Heading Home: If you dismiss a Follower, they will refurn home and take
up their original routine. Most Followers will rejoin you if you ask, though
you may need to pay for the services of hirelings again if too much time

has passed.
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Death and Dying: When a Follower’s health is exhausted, they will
collapse. Heal them or finish the combat and wait for their health to
regenerate, and they will recover, none the worse for wear.

Be careful, though—if you inflict lethal domageona ~ CAUTION (E?}
Follower, either directly (e.g., by hitting them with an

errant attack) or indirectly (e.g., from the blast of a fireball), they will die.
Permanently.

[*> At Your Command

You can also issue orders to your Followers. To do this, either speak to them
or enter Command mode (farget them, then press and hold the Activate
button until the cursor changes). The available orders are:

Wait/Follow: If you want to explore an area on your own or fry a
stealthy approach, use the Wait command to tell your Follower to stop
shadowing you. Once you're done, return to your Follower and tell them
to accompany you again. Note there are some situations and locations
where Followers can’t accompany you (such as to jail, if you're arrested).
If you leave a Follower at a location and don't return, they eventually
return home.

Do Something: You can order your Follower to do something specific,
which can be helpful in all kinds of situations. Move your target crosshairs
onto something you want your Follower to use, take, steal, or attack, then
press Activate to give the order.

Trade ltems: This allows you to exchange items between your inventory
and your Follower’s. Some notes:

All Followers start with some basic equipment. You can’t fake these
items from them. You can, however, give your Followers better gear, such
as items that you've improved, enchanted, or think your Follower might
be more adept at using. If they judge the item is better than what they
currently have, they'll equip it immediately.

You can have your Follower carry their share of the treasure, effectively
turning them into a pack mule. This roughly doubles the amount of loot you
can carry, which is handy if you're trying to gather as much as you can
from a dungeon before returning fo town and selling it off. Note that your
Followers do have a maximum carry weight (not shown), so there is a limit
to what they can carry as well.

Part Ways: If this relationship just isnt working out, you can fell your
Follower that you no longer need their services. They'll head home, and
you can then acquire a different Follower or set off on your own.

Other Notes and Tips

When choosing a Follower, pick one that complements your play style. If
you're adept at sneaking and silent ranged takedowns with a bow, find
someone with similar prowess. If you're a robed mage, seek the company
of a powerful warrior to hold your foes at bay. Experiment around with the
available Followers until you find one you enjoy adventuring with. Then add
a dog!

It's almost always a good idea to bring a Follower along; they can
distract foes, soak up damage on your behalf, and help you to take down
enemies more quickly. However, there are two cases to be wary of:

If you plan fo take a stealthy approach to your next mission, Followers
can be more of a hindrance than a help. Even with a well-ouffitied stealthy
Follower, they can't use cover and concealment as effectively as you can.
When stealth is essential, you may want to go it alone.

If you're a Mage with a lot of area-of-effect spells, the collateral damage
can be lethal to your Followers. Control your casting carefully, or leave

your Follower at home and take up Conjuration instead —Atronachs are
immune to spells of their element, and Zombies are, well, dead anyway.

NOTE Many Followers are also Trainers. Bring them with you, and
you will be able to train whenever you like, so long as you

have the funds.

You can also be romantically tied to many Followers. Consult Side Quest:
The Bonds of Matrimony (page 423) for more details.
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[> Types of Followers

This section identifies all of the characters who can become your Followers. We detail each Follower’s primary combat style (e.g., Warrior) and their favored

skills. We also note any prerequisites for obtaining them.
In general, Followers can be classified into these major categories:
Hirelings: Mercenaries who will accompany you if you hire them.

Housecarls: If you are named Thane of a Hold, the Jorl will appoint a
Housecarl as your bodyguard.

Guildmates: If you join one of the major guilds, you may be able to ask
your fellow guild members to follow you.

Quest or Dungeon Followers: These characters will follow you once you
complete their quest or dungeon.

Favor Followers: Friends you have completed Favors for may join you if
you ask. TIP

Hirelings Housecarls

The following are mercenaries for hire, each with their own unique combat
style. To purchase their services, you must pay a flat fee of 500 gold pieces.
If you dismiss them, they may charge you that fee again.

Belrand, in Solitude
(Haafingor)

Vorstag, in Markarth
(the Reach)

Jenassa, in Whiterun

H | of Solitud
(Whiferun Hold) sgpumiiySatlic

(Haafingar)
Warrior:
One-Handed, Heavy
Armor, Archery, Block

Spellsword:
One-Handed, Light
Armor, Destruction,
Restoration

Archer: Archery, Light
Armor, One-Handed,
Block, Sneak

Housecarl: One-Handed,
Heavy Armor, Archery,
Block

Stenvar, in Marcurio, in Riften Erik the Slayer, in Argis the Bulwark,
Windhelm (the Rift) Rorikstead (Whiterun Housecarl of Markarth
(Eastmarch) (e Dok, Hold) (the Reach)

Knight: Two-Handed, ~ Restoration, Barbarian: Two-Handed, Housecarl: One-Handed,
Heavy Armor, Alteration, Light Armor, Archery, Heavy Armor, Archery,

Archery, Block Block. (You must Block
complete Miscellaneous
Obijective: Erik the
Slayer before you can

hire Erik.)

Conijuration, Sneak

#SkyrimLegendaryGuide

Watch our video fo learn how
our favorite followers can

Teldryn Sero, in Raven
Rock (Solstheim)

benefit you. Visit
www. primagames.com/SkyrimLegendary

Rayya, Housecarl
of Lakeview Manor
(Falkreath Hold)

Spellsword—
One-Handed,
Destruction, Light Armor,
Conjuration, Restoration

Housecarl:
One-Handed, Heavy
Armor, Archery, Block
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Jordis the Sword-Maiden,

Valdimar, Housecarl
of Windstad Manor
(Hjaalmarch)

Housecarl: Heavy
Armor, One-Handed,
Archery, Block

Lydia, Housecarl of
Whiterun (Whiterun
Hold)

Housecarl:
One-Handed, Heavy
Armor, Archery,
Block

lona, Housecarl of
Riften (the Rift)

Housecarl:
One-Handed, Heavy
Armor, Archery, Block

Animal Companions: Loyal dogs who will fight at your side in combat.
The following are also available:

'%E‘ Armored Trolls, Armored Frost Trolls, Death Hounds, and Huskies

A Steadfast Dwarven Spider and a Steadfast Dwarven Sphere

To find the exad |

ement menfione

ery Follower, simply look up the

in the Atla

The following Housecarls are bodyguards sworn to your service as Thane.
For advice on becoming the Thane of one or more Holds, consult page 502.
You do not receive a Housecarl for becoming Thane of Winterhold.

Gregor: Housecarl of
Heljarchen Hall (The
Pale)

Housecarl: Heavy
Armor, One-Handed,
Archery, Block

Calder, Housecarl
of Windhelm
(Windhelm Hold)

Housecarl:
One-Handed, Heavy
Armor, Archery, Block
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The Companions

This ancient and renowned order of warriors is headquartered in Whiterun
Companions have an extremely close bond, referring to each other as
Shield-Siblings. Once you complete their questline, the following Companions
become available as Followers. Visit Jorrvaskr in Whiterun to find them.

Aela the Huntress Athis Farkas

Archer: Archery, Warrior: Warrior: One-Handed,
Light Armor, One-Handed, Block, Heavy Armor,

Sneak, Speech, Archery, Light Armor Smithing, Speech
OneHanded

Expert Trainer:
One-Handed

Master Trainer: Heavy
Expert Trainer: Armor

Archery

Njada Stonearm Torvar
Warrior: Warrior: Warrior:
One-Handed, One-Handed, One-Handed,
Block, Speech Heavy Armor, Heavy Armor,

Archery, Block Archery, Block

Expert Trainer:
Block

Vilkas
Knight:
Two-Handed,

Heavy Armor,
Archery, Block

Master Trainer:
Two-Handed

The College of Winterhold

Your fellow students at the College of Winterhold will join you once you are
a member of the College and complete their specific College of Winterhold
Radiant Quest:

Dark Brotherhood Assassins

After completing the Dark Brotherhood questline, two new initiates and a
strange jester are available to aid and abet you in your adventures. You'll
find them at the Dawnstar Sanctary in the Pale:

Dark Brotherhood Initiate
(Male and Female)

Cicero, the Fool of Hearts, Jester and
Keeper of the Night Mother

Assassin: Sneak, One-Handed,
Archery, Light Armor

Assassin: Sneak,
One-Handed, Archery,
Light Armor

Quest-Related Followers

The following citizens of Skyrim and Solstheim sometimes accompany you on
specific quests and are willing to join you after you finish the quest they are
involved in (providing they survive the quest as well). Consult each quest for
more information.

Adelaisa Vendicci Aranea (Doedric Eola (Daedric
(Side Quest: Rise in Quest: The Black Quest: The Taste of
the East) Star) Death)
Townsperson: Mage: Destruction, Nightblade:
Alchemy, Restoration, Destruction,
Enchanting, Conijuration, One-Handed,
Smithing, Speech Alteration Alteration, Sneak

Onmund

Sorcerer:
Destruction, lllusion,
One-Handed, Heavy
Armor

5
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JZargo

Sorcerer:
Destruction, lllusion,
One-Handed,
Heavy Armor

Mage:
Alteration,
lllusion,
Conijuration,
Sneak

SKYRIM

Erandur (Daedric Frea (Dragonborn Lob (Daoedric
Quest: Waking Main Quest: The Quest: The Cursed
Nightmare) Temple of Miraak) Tribe)
Healer: Shaman: Archer: Archery,
Restoration, One-Handed, Light Armor,
Conijuration, Alteration, Light One-Handed,
Speech, Alchemy Armor, Restoration, Block, Sneak
Archery

Ogol (Daedric

Quest: The Cursed

Tribe)

Warrior:

One-Handed,

Heavy Armor,

Archery, Sneak
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Dungeon-Related Followers

The following denizens of the dungeons of Skyrim are available to help your
cause once you clear the dungeon in which you find them. Providing they
survive. Consult the Dungeon Quests on page 473 for more information.

lllia, Darklight Golldir,
Tower (the Rift) Hillgrund'’s Tomb
he: (Whiterun Hold)
y —_— - Destruction, Warrior:
Ralis Sedarys Rieklings (Solstheim Ugor (Daedric Baciomiion, OneHonded,
(Solstheim Side Side Quest: The Chief Quest: The Cursed CO(’IiUfO'iOn, Heovy Armor,
Quest: Unearthed) of Thirsk Hall) Tribe) Alteration Archery, Block
Warrior: Riekling: Archery, Archer: Archery,
One-Handed, Two-Handed, Light Light Armor,
Light Armor, Block, Armor, Sneak (see the One-Handed,
Sneak Bestiary on page 187 Block, Sneak

Favor Followers

The following inhabitants of Skyrim agree to join you once you've befriended
them by completing a task or Favor they set for you. Consult Favors (on page
497) for more information.

for complete details)

Dawnguard Followers

The characters listed below are willing to join you on your adventures if you
meet their requirements. However, for most of the Dawnguard Main Quest,
you will be fighting alongside Serana, who is vehemently opposed to leaving
your side. You can have an animal companion and Serana with you, but not
another higher-functioning bipedal Follower. For these Followers, request their
presence after the Dawnguard Main Quest is over.

Agmaer

Dawnguard Recruit:
One-Handed,
Two-Handed, Block,
Light Armor, Heavy
Armor.

You must be allied
with the Dawnguard
and complete
Dawnguard Main
Quest: Prophet.

Durak

Dawnguard
Hunter: Archery,
One-Handed, Light
Armor, Block.

You must be allied
with the Dawnguard
and complete
Dawnguard Main
Quest: Prophet.

Beleval

Dawnguard Recruit:
One-Handed,
Two-Handed, Block,
Light Armor, Heavy
Armor.

You must be allied with
the Dawnguard and
complete Dawnguard
Main Quest: Prophet.

Ingjard

Dawnguard Warrior:
Two-Handed, Heavy
Armor, Archery,
Block.

You must be allied
with the Dawnguard
and complete
Dawnguard Main
Quest: Prophet.
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Celann

Dawnguard Warrior:
One-Handed, Heavy
Armor, Archery,
Block.

You must be allied
with the Dawnguard
and complete
Dawnguard Main
Quest: Prophet.

Serana

Vampire Mage: Sneak,
One-handed, Light
Armor, Conjuration,
Destruction, Alteration.

Available once
Dawnguard Main
Quest: Awakening is
complete. For a full
rundown of Serana'’s
abilities and strengths,
consult the infroduction
to the Dawnguard Main
Quests, on page 512.

FOLLOWERS

Ahtar the Jailor, in
Solitude’s Castle Dour
(Haafingar)

Knight: Two-Handed,

Heavy Armor, Archery,
Block

Borgakh, the daughter
of Bagrak, in Mor
Khazgur (the Reach)

Warrior: One-Handed,
Heavy Armor, Archery,
Sneak

Benor, the guard
lieutenant of Morthal
(Hjoalmarch)

Knight: Two-Handed,

Heavy Armor, Archery,

Block

Ghorbash, the brother

of the Orc Chief of
Dushnikh Yal (the
Reach)

Archer: Archery, Light
Armor, One-Handed,
Block, Sneak

Sven, the minstrel
and lumberjack of
Riverwood (Whiterun
Hold)

Townsperson:
Alchemy, Enchanting,
Smithing, Archery

Faendal, the hunter
and lumberjack of
Riverwood (Whiterun
Hold)

Archer: Archery, Light
Armor, One-Handed,
Sneak

Journeyman Trainer:
Archery

Cosnach, the drunkard
in Markarth (the
Reach)

Warrior: One-Handed,
Heavy Armor, Archery,
Block

Uthgerd the Unbroken,
the browling warrior
of Whiterun (Whiterun
Hold)

Warrior: One-Handed,
Heavy Armor, Archery,
Block

Roggi Knot-Beard,
the Nord miner

of Kynesgrove
(Eastmarch)

Townsperson:
Alchemy, Enchanting,
Smithing, One-Handed

1103
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Derkeethus, the
kidnapped fisherman,
held in Darkwater
Pass (Eastmarch)

Archer: Archery, Light
Armor, One-Handed,
Block, Sneak

Animal Companions

(Eastmarch)

Archer: Archery, Light
Armor, One-Handed,
Block, Sneak

Annekke Crag-Jumper,  Mjoll the
the adventuress of adventur
Darkwater Crossing (the Rift)

Heavy A
Block

Knight: Two-Handed,

Lioness, Kharjo, the
ess, in Riften bodyguard for
Ahkari’s Caravan

(Khaijiit Caravans)

Warrior:
One-Handed, Heavy
Armor, Archery,
Block

rmor, Archery,

Talvas Fathryon,
Master Neloth's
apprentice in Tel
Mithryn (Solstheim)

Mage: Conjuration,
Restoration,
Destruction
Alteration, Sneak

Two-legged, higher-functioning Followers aren’t the only ones you can bring with you on adventures. Four-legged friends and other beast or mechanical
Followers are also available. The following animal companions can follow, stay, and attack, but they can’t carry items:

Vigilance: A war dog you
can purchase from Banning
ot Markarth Stables (in the
Reach) for 500 gold.

Armored Troll
In Fort Dawnguard

Troll: Claw and

Bite attacks. Animal
companion. You must

be allied with the
Dawnguard and complete
Dawnguard Main Quest:
A New Order to hire this
troll from Gunmar for 500
gold.
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Meeko: A dog you find in the
wilderness close to Meeko's
Shack, in Hjaalmarch.

Bran
In Fort Dawnguard

Dawnguard Husky: Bite
aottacks. Animal companion.
You must be allied with the
Dawnguard and complete
Dawnguard Main Quest: A
New Order.

Stray dog: A dog you can meet in a
random World Encounter (Corpses
in the Aftermath of a Dragon Attack
or Dog Fending Off a Pair of
Wolves; see page 677).

CuSith Garmr

Armored Frost Troll
In Fort Dawnguard

Frost Troll: Claw and

Bite attacks. Animal
companion. You must be
allied with the Dawnguard
and complete Dawnguard
Main Quest: A New
Order fo hire this troll from
Gunmar for 500 gold.

Sceolang

In Castle Volkihar

Death Hound: Claw and Bite
attacks. Animal Companion.
You must be allied with

the Volkihar Vampires and
complete Dawnguard Main
Quest: The Bloodstone

In Castle Volkihar

Death Hound: Claw and Bite
attacks. Animal companion.
You must be allied with

the Volkihar Vampires and
complete Dawnguard Main
Quest: The Bloodstone

In Fort Dawnguard.

Dawnguard Husky: Claw
and Bite attacks. Animal
companion. You must be
allied with the Dawnguard
and complete Dawnguard
Main Quest: A New Order.

Chalice.

Steadfast Dwarven Spider:
Your prize for complefing the
first bottle in Kagrumez, as
part of Solstheim Side Quest:
The Challenges of Kagrumez*
(see page 650).

KYRIM

Chalice.

Steadfast Dwarven Sphere,
your prize for completing
the second battle in
Kagrumez, as part of
Solstheim Side Quest: The
Challenges of Kagrumez*
(see page 650).
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H Pets

Finally, if you've built your own dwelling and adopted a small child, they may bring home an animal to play with. These pets aren’t cut out for adventuring. See

page 130 for more information.

Mudcrabs
{adopted boys only)

Red Foxes
(adopted girls only)

Shadowmere: The ulfimate steed of Skyrim?

Horses can be purchased and used by adventurers to quickly travel between
farflung destinations. There are several ways in which you can acquire a
horse:

[>> Buying a Horse

You can purchase a horse at the stables adjacent to each of the five major
Hold capitals; the four minor Hold capitals (Morthal, Dawnstar, Winterhold,
and Falkreath) do not have stables.

Each stable sells a particular type of horse. The price of each horse,
regardless of its type, is 1,000 gold pieces. This price is fixed and isn't
affected by your Speech skill, Speech perks, or other effects (such as a
Potion of Haggling). Horses are all identical in terms of speed, health, and
performance; the only difference is their color.

AVAILABLE HORSES
_HORSETYPE | HOLD NAME  LOCATION OF PURCHASE  PRICE

\ | Black Whiterun Hold ~ Whiterun Stables 1,000
: Brown Eostmarch Windhelm Stables 1,000
| Groy The Rift Riften Stables 1,000
|| Paint The Reach Markarth Stables 1,000
___| Palomino Hoofingor Katla's Farm (Solitude) 1,000
| Frost The Rift Special N/A

|| Shadowmere Falkreath Special N/A
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{adopted girls only)

FOLLOWERS * HORSES

White Foxes
(adopted girls only)

Skeevers
(odopted boys only)
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[©> Owning a Horse

Horses you own are always saddled and have your name added to their title
(e.g., “Prisoner’s Horse"). This helps you differentiate between your horse and
any others that may be around—ijust look for the name and saddle.

You can own all five types of horses, providing you have the gold to
pay for each of them. If you own more than one horse, the horse you've most
recently ridden travels with you if you decide to Fast-Travel to a location. All
of your other horses return to the stables where you purchased them and wait
for you there (you can return and use them whenever you wish).

[»> Borrowing or Stealing a Horse

You can steal horses from several different locations. The best places to
look are the stables where you can purchase a steed, any military camp
or military fort, and in World Encounters. To steal a horse, simply walk up
to it and mount it. Stealing o horse adds 50 to your bounty for that Hold.
Dismounting from a stolen steed and then mounting it again counts as a
separate theft, adding 50 more gold to your bounty. Horse rustling can get
expensive fast.

Occasionally, you can “borrow” an unowned horse (one not marked
“Steal”) from a location, World Encounter, or military fort. Unowned horses
behave in the same manner as stolen horses, except that riding them isn't a
crime and your bounty won't increase.

[©> Using a Horse

It is important to learn what you and your steed are capable of. Horses can
move at a canter (run) and gallop (sprint) speed equal to your very best run
and sprint speeds while on foot. However, horses aren’t weighed down by
your armor, and they likely have more stamina than you do, making them
a faster way to travel overall. Plus, you get to conserve your stamina so you
won't be worn out if you find yourself ambushed by brigands on the road.

Horses can charge through or leap over low or small obstacles
(essentially anything you could jump across when on foot). Larger obstacles
can't be jumped, so avoid them or move around them.

By nature, horses are not aggressive, and although able to attack, they
generally flee from combat once you dismount.

Your Followers can't ride horses. If you ride off on horseback, your
Follower will run affer you but is likely fo fall behind. When you approach
your destination, you may want to stop and use the Wait command, which
will give them a chance to catch up.
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[>> Controlling a Horse
When riding a horse, it's important to note the following controls:

The camera is locked into a third-person view, and the View-Switch button
centers the camera behind you.

The Activate button allows you to dismount. You must dismount in order to
activate objects or speak to others.

The Jump button causes your horse to rear dramatically. You can jump
while riding o horse if you're running at a moderate pace.

The Sprint button allows you to gallop.

[> Fast-Traveling and Horses

If you own one or more horses, the horse you most recently rode will
Fast-Travel with you. This is handy if you've lost your horse after a fight
or emerged from a dungeon in a different location. Simply Fast-Travel
somewhere nearby, and your horse will be standing next to you.

IF you're riding a stolen or borrowed horse, your horse will only
Fast-Travel with you if you're riding it when you trigger the Fast-Travel.
Otherwise, you'll leave it behind.

Horses won’t accompany you info cities, dungeons, or other interiors.
If you Fast-Travel to a city, your horse will be left af the stables just outside.

[*> The Death of a Horse

While riding a horse, most of the damage from falls and enemy attacks will
be absorbed by your horse. When a horse is reduced to 10% of its health
or less, it drops you and fries fo flee. If your horse takes lethal damage, it
will die.

If you own a horse and it expires, o new horse of the same type will
become available for purchase at the same stables as previously indicated.
The same cannot be said for Frost or Shadowmere; when they expire, it is
usually permanent.

C3 @ Mounted Combat

This information is designed to be read after you've familiarized yourself with
the section on Horses (see above].

The ultimate steed and rider of Skyrim: Arvak atfacks!

For the warrior, charging a group of bandits on the Whiterun tundra has
never been so epic, especially if you're riding a steed and bloodying your
blade while on horseback!

The Basics of Mounted Combat

Before you ride off with bludgeoning from horseback on your mind, it's worth
having a small amount of practice first and learning the rudimentary rules for
fighting from a horse:

You're able to use one-handed weapons, two-handed weapons, or archery
|bows/crossbows) in mounted combat. You can't use staffs, torches,
shields, or spells of any kind.

Only the weapon equipped in your right hand is used for mounted
combat. If you equip a weapon in your left hand, it can’t be used.

In mounted combat, you wield two-handed weapons with one hand, but
they swing much more slowly than one-handed weapons do. You still can’t
equip anything in your left hand while using them.

Weapon Attacks

The Left Hand button will use your equipped weapon to attack to the left of
the horse. The Right Hand button will use your equipped weapon to attack

to the right of the horse. If you hold either the Left or Right Hand buttons,

you will draw back and hold your attack until you release the button. This
makes it easier fo time a “ride-by” attack. This strike is also a power attack
(which costs Stamina, hits harder, and does more damage). If you don’t have
enough Stamina to perform the power attack, you'll just perform a regular
attack instead, as you would if fighting on foot.

Bow Attacks

Bow attacks work as usual, although you cannot aim behind you. Archery

Perks like Eagle Eye (zoom) and Steady Hand (slow time while aiming) will
still work, although Ranger (faster movement speed) will not increase your

speed while riding a horse.

The Subtleties of Mounted Combat

Once you're able to maneuver around a group of foes and rip them apart
from your steed, consider the following advanced tactics:

If you're wielding a one-handed weapon, equip a shield. Even though you
can't actively block with it, the shield still increases your armor rating.

If you're a dual-wielding specialist, don’t despair! You may not be able to
use your lefthand weapon in mounted combat, but just having it equipped
will still allow you to take advantage of the Dual Flurry (faster attack
speed) and Dual Savagery (higher power attack damage) Perks, if you
have them.

More generally, any One-Handed, Two-Handed, or Archery Perks you
have will still apply during mounted combat, although you may not be
able to perform certain attacks (such as directional power attacks) while
mounted.

You can sprint on the horse while attacking. This doesn’t affect your attack
in any way (damage, stagger chance, etc.), but it will make it a little
easier for you 1o flee.

During mounted combat, virtually all incoming damage will be absorbed
by your horse. While horses have a fair amount of Health (around 300
points), this damage adds up quickly, and you have no way to heal
your horse while mounted. If you aren’t careful, your horse will die, and
replacing horses can get expensive fast. If you plan to use mounted
combat extensively, you may wish to consider a more sturdy beast
(Shadowmere) or one you can recall if he should die (Arvak).

Mounted combat keeps you and your horse together. Particularly when
riding Shadowmere, you may want to consider whether you could be
more effective fighting separately.

Advantages of Mounted Combat

Your horse acts as a damage shield, taking almost all of the damage that
you would otherwise suffer.

Remaining on horseback allows you to move quickly and make a getaway
if the combat turns against you.
Disadvantages of Mounted Combat

Your combat options are much more limited, since you can’t block or cast
spells. You may find it more difficult to time and aim your attacks.

Once you dismount, most horses will usually flee, although this does
distract enemies and absorbs damage from anyone who attacks them.

However, once you dismount, if you're riding Shadowmere (the Dark
Brotherhood's special horse), he is free to attack, giving you an extra ally
in your fight.

ADVENTURING ACROSS SKYRIM
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[> Unique Horses: Arvak, Frost, and Shadowmere

There are three unique horses you may wish to seek out:

Frost: As part of Side Quest: Promises to Keep (page 459), you're tasked
with stealing Frost from the Black-Briar Lodge in the Rift. At the end of

this quest, you have the option to betray the man who sent you on that
mission, Louis Letrush, and keep Frost for yourself. If you do, you gain
legal ownership of Frost. Aside from the fact this didn’t cost you any gold,
Frost is a normal horse in every other respect.

Shadowmere: At the start of Dark Brotherhood Quest: The Cure for
Madness (page 327), Astrid—the leader of the Dark Brotherhood —
summons Shadowmere, a powerful steed. From this point forward, you
have ownership of Shadowmere. In addition to this not costing you any
gold, Shadowmere has other advantages:

He has twice the stamina and almost five times the health of a
normal horse.

When injured, his health regenerates rapidly, making him extremely
difficult for foes to kill.

]

He is much more aggressive than a normal horse, fighting with you
instead of fleeing from danger.

With glowing eyes, a unique saddle, and a jetblack mane,
Shadowmere is one of the ultimate steeds of Skyrim!

Arvak: Complete Regional Activities: Soul Cairn: Arvak the

Spectral Steed* (see page 573), and find Arvak’s Skull within this
realm. Return it to the lost soul in the cairn. In gratitude, the soul teaches
you a spell that causes Arvak to appear before you.

Summon Arvak to aid you on your travels, Select Magic > Conjuration
> Summon Arvak, and with enough Magicka, you can conjure the spectral
horse in the Skyrim Exterior, Blackreach, Forgotten Vale Exterior, Soul Cairn,
Dayspring Canyon, and Solstheim Exterior.

CARRIAGES AND FERRIES

> Carriages: Hold Capital Travel

Travel between Hold capitals in some style and comfort

If you can't afford a horse, carriages are another good way to quickly travel
around Skyrim. Outside each of the five major Hold capitals (generally near
the stables), you can find a horse cart hitched up and ready to go. Speak to
the driver fo learn that he offers a carriage service and will gladly ferry you
to any of Skyrim’s capitals for a nominal fee:

20 gold for a ride to the major Hold capitals: Solitude, Markarth,
Whiterun, Windhelm, or Riften.

50 gold for a ride to the minor Hold capitals: Morthal, Dawnstar,
Winterhold, or Falkreath.

& If you've constructed Windstad Manor, Heljarchen Hall, or Lakeview
[y Manor, and hired a carriage driver, you can travel between your
properties and the Hold capitals free of charge. These carriage drivers

can also take you to the smaller settlements (any village, town, or Hold
capital).

Pay the fee, then head around back and activate the carriage to climb
aboard. The driver will mention a piece of lore as you set off. A moment
later, you'll find yourself at your destination.

TIP  Is this a good deal? It depends on your play style. If you'd
rather walk or ride from one location to another, you may find
the journey as rewarding as the destination, with dozens of locations to
explore and challenges fo face along the way. If you simply want 1o reach
your goal as quickly as possible, a carriage ride will take you to the nearest
city in record time. Spend 300 gold, and you can quickly unlock all of the
capital cities, allowing you to Fast-Travel fo them whenever you wish.

THE INVENTORY
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[> @ Ferries: Setting Sail

Gort waits patiently on the
icy docks of Windhelm for
a paying customer.

Are the carriage drivers
of Skyrim giving you

a bit of backchat? Fed
up of buying a horse

and having it die in the
wilderness? Then why not
travel through Skyrim by
sea (and specifically, the Sea of Ghosts), courtesy of Skyrim's fledgling Ferry
system? Recently launched, there are now ferry boats moored at the docks in
Solitude, Dawnstar, and Windhelm:

Jolf is tending to his boat on the edge of the docks at the East Empire
Company Warehouse, just south of Solitude.

Harlaug has moored his vessel on the shallow beach close to Silus
Vesvius's House in Dawnstar.

Gort is waiting for a paying customer outside Windhelm’s gates, down in
the dock area, just outside the Clan Shatter-Shield Office.

Speak to the ferryman by each boat, and you're offered a ride to either
of the other two cities. The cost is 50 gold. Agree, climb into the boat and sit
down, and you appear at the docks (described above] at the city you chose.

In addition, once you complete Dawnguard Main Quest: Awakening,
you can ask any ferryman to bring you to Castle Volkihar (Serana’s home),
although it's described as “an island near the border of High Rock.” This
startles the ferryman, as they believe the place is cursed and won't take
you all the way there; they take you only fo lcewater Jetty. The fee for this
dangerous journey is 500 gold!

If you haven't already visited Northwatch Keep (for Side Quest: Missing
in Action) and can’t Fast-Travel anywhere close to Icewater Jetty, the cost may
be worth it. Otherwise, you can trek there on foot (although this takes time).
From Icewater Jetty, you can take the rowboat out to Castle Volkihar.

The Northern Maiden

Launching from
Windhelm Docks, the
Northern Maiden makes
Raven Rock on the isle

of Solstheim its port,
transporting people and
cargo to and from the
mainland. This is the only
method of entering the
island, and safe passage
must be obtained by speaking with the ship's captain, Gjalund Salt-Sage.

Mo
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Once the Bend Will Shout is learned, you may summon a Dragon instead of
battling it. This occurs throughout Skyrim or Solstheim

In order to tame and ride a dragon, you must learn all three words of the
Bend Will Shout by completing Dragonborn Main Quest: The Gardener of
Men; then unlock them with Dragon Souls in the usual manner. After that, you
need to find a dragon:

If you have completed the Main Quest, you can call upon Odahviing,
using the Call Dragon Shout.

You can also tame almost any dragon you find in the wild. Dragon lairs or
dragon mounds are often the best places to look for them.

The following dragons cannot be tamed or ridden:

Alduin
Paarthurnax
Durnehviir

Use the complete Bend Will Shout on the dragon fo tame it. You must use the
full Shout (all three words), or it will have no effect.

[>> Dragon Riding

Dragons offer great protection, swift travel, and the ability to Fast-Travel, even
during combat!

After you successfully tame a dragon, it will land nearby. Press your Activate
button or key to mount up and begin riding. While riding a dragon, you can:

Orbit: By default, the dragon will simply begin flying around the
immediate area. Enjoy the view—it's often spectacular.

Lock Targets: You can press the Jump button or key to enter or exit
targetlock mode. While you are in target lock mode:

The name of your current target will be displayed below the compass.
Your camera will remain focused on this target as the dragon flies around.

You can cycle between targets with the left and right arrows on
your D-pad.

You can order your dragon to attack by pressing the Sneak button
or key.

o @ SKYRIM

You can equip and use most spells and Shouts (those that can’t be used
will be grayed out). Given the dragon’s high rate of speed, only projectile
spells and Shouts tend to be effective, though.

Fly to a Destination: While your dragon is flying, you can call up the map
to Fast-Travel to almost any location you have discovered. You will arrive
still mounted and ready to engage in combat.

While riding a dragon, you can Fast-Travel even while in combat. This
makes it easy to escape if the battle is going badly for you. However, you
cannot Fast-Travel to some destinations, such as Dragonsreach, in this way
and that location will be hidden on your map.

Dismount: When you're ready to move on, press the Activate button or
key button to order the dragon to land. If you change your mind, you can
press the Activate button or key again to cancel the landing.

Death from Above: Advice for Proficient Dragon Combat

The might of the Dragonborn wins over this most terrifying of beasts:
Sky-bound to victory!

If you use Bend Will on a dragon but decide not fo ride it or are at a location
where the dragon can’t find room to land (such as Deepwood Vale), the
dragon will just orbit your position and engage your foes in combat. This is
often as (or more) useful than actually riding it—you can’t ask for a better ally
than a dragon.

If you decide not to ride your dragon, then change your mind, just aim
Bend Will at it to get it to land again and allow you to climb on. However,
this does not extend the duration of the Bend Will effect.

If you choose not to enter Target Lock mode, your dragon can sfill
fight on its own. It will initiate combat if attacked, pick its own targets, and
continue fighting until they are defected. Leaving Target Lock mode does not
cause your dragon to break off combat.

When you first enter Target Lock mode, your initial target is either your
dragon’s current combat target or the nearest available target (if your dragon
isn’t in combat). The list of available targets does not update, so if more foes
join the fray, exit and reenter Target Lock mode to acquire them.

When you use projectile spells or Shouts while in Target Lock mode,
you automatically lead your target (aim your shot based on their current
movement). Your shots are most accurate when both your target and your
dragon are flying in a straight line (or your target is standing still). If you have
trouble connecting, choose a spell with an explosive impact, like Fireball.

If your dragon loses too much health, it will land and remain on the
ground until it dies or its health recovers enough for it to fly again. If you
have the Restoration spell Grand Healing, you can use it to heal both the
dragon and yourself.

If you are not riding your dragon, it will fight for you until the Bend Will
Shout expires; then it will fly away. If you are riding it, the dragon will never
become “untamed,” even if the Bend Will effect expires—it will wait until the
next time you land, at which point it will immediately fly away.

Once your dragon departs, if you wait around long enough, it may
return to its original location (e.g., to its lair), although it will no longer be
friendly with you.

ADVENTURING ACROSS SKYRIM
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@ MINOR SPOILERS

In this section of the Training chapter, we briefly highlight the services, merchants, collectibles, and objects of inferest that you
can discover on your adventure. Those marked with an asferisk (*) are tracked in the Atlas. Those marked with a dagger (1) have

a table in the Appendix that shows every location or instance of them in the game, or in the case of Skill Books, the two easiest
locations to find in the game. Those marked with a double dagger (£) have a chart o table elsewhere in this guide that shows all of their locations or instances.

If there’s something that you're looking for that isn't listed here or in a specific location in this guide's Inventory, Bestfiary, Atlas, or Appendices, it probably

occurs randomly in the world and is thus impossible to track.

[>> Achievements /Trophies

If you want to obtain all the different Achievements (PC and Xbox 360) or Trophies (PlayStation 3) that Skyrim has to offer, consult the Appendices. It lists all
of them and provides advice on how to obtain each. You are wise to consult this chart now so you know how to unlock each of these rewards ahead of time.

[*> Services and Traders
Apothecary*t

Number Available: 17

This is a shop where
alchemy ingredients

and potions are sold.
Apothecaries can be
found in most towns and
cities and typically display
a sign such as the one
shown here.

(aravan™}
Number Available: 3

Three Khaiiit Caravans
travel the roads of Skyrim,
selling their wares and
trading with anyone they
meet. The routes they take
are listed in the Atlas.

Innkeeper/Bartender*t

Number Available: 21

The proprietors of inns and
taverns sell food and drink
and rent rooms where
weary travelers can sleep
for the night. They are also
a great source of local
rumors, which often lead
to quests and objectives.

Follower/Hireling*$

Number Available: 70

A person who may be
willing to join you on
your adventure, lending
sword or spell fo your
cause. Hirelings charge
a fee for their services.
Consult the information

earlier in the Training, on page 101.

Number Available: 73

These merchants sell a variety of general
goods, pawned items, and the like.
Fences for stolen items are also included
in this category, although not all vendors
are fences (and none will serve as
fences right away).

[>> Crafting Stations

Alchemy Lab* Arcane Enchanter*

Fence: 10

Food Vendor: 10

General Goods Vendor: 25
Lumberjack: 9

“Special” Vendor: 5

Spell Vendor: 14

Blacksmith/Fletcher*t

Number Available: 41

In medium or large
settlements, you can

often find a smith, which
typically includes several
smithing and crafting
stations, often manned by
a smith who sells weapons

and armor. Most display a sign like the one

shown here.

Stables/Carriage Drivers *

Number Available: 8
Ferrymen: 4

A location, always close
to a Hold capital, where
you can purchase or steal
horses. You can usually
find a carriage nearby
as well; pay the carriage

driver a nominal fee for a ride to any of Skyrim’s
other major cities. These are Primary Locations in

the Atlas.

Trainer*t

Anvil or Blacksmith Forge*

A table-sized A = The tools of
laboratory table-sized % | a blacksmith,
where you piece of a forge, or
can mix furniture an anvil
ingredients where allow you to
into pofions you can forge metal,
and poisons enchant or leather, and
by using your disenchant more esoteric
Alchemy skill. magical materials into

items using your Enchanting skill.

using your Smithing skill.
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weapons, armor, and jewelry by

number of these—one in almost every

house.

Cooking Pot and Spit 4

Number Available: 61

A skilled individual (who
may also be a Follower or
Trader) who can help you
improve a particular skill.
Consult the information
earlier in the Training, on
page 15.

1 A spit, stew
pot, or other
implement
where

meats and
ingredients
can be
cooked. There
are a huge
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Grindstone* Smelter* Staff Enchanter* [>> Books#

A wide range of Spell Tomes, functional books, and
common books can be found throughout the world.
Consult earlier sections of this chapter and the
Inventory for more information.

Black Book*$

A footdriven stone A furnace that allows A table-sized piece of One of seven fabled tomes of forbidden knowledge
wheel that allows you to smelt ore furniture located in Tel that transport the reader to Apocrypha, the realm of
you to sharpen and (and some Dwarven Mithryn that allows Oblivion where Hermaeus Mora resides. See more

improve weapons by materials) into ingots you to enchant staffs information on page 95.

using your Smithing for smithing or selling. using your Enchanting

skill. skill.

Skill Book*t4

Each of these books increases a specific skill by one
point when first read. There are five distinct books for
each skill, for a total of 90 titles and 90 skill increases
that you can earn (though there are multiple copies of
each book). Two copies (the easiest to find) of each
book are listed in the Appendices, although each Atlas
location with a Skill Book is also flagged.

Tanning Rack* Wood Chopping Block ~ Workbench*

Treasure Map™$
A wooden rack that An old tree stump where A sturdy bench that Number Available: 13
allows you to dry you can split logs into allows you to temper These pieces of parchment have a visual map drawn
pelts and tan them firewood. They can and improve armor by on them, revealing the location of a hidden treasure.
into leather (or leather  be found in almost using your Smithing Consult Side Quest: The Great Skyrim Treasure Hunt
strips) for smithing or  any lumber camp or skill. and Solstheim Side Quest: Deathbrand for details.
selling. settlement.
Unique Weapon*t}
S Number Available: 98
@ (o“eﬂlbles These items are separated into unique weapons found
in dungeons, those found or given to you as part of a
Sy . . * L8y {
(Uthfed (ritter } (rimson Nirnroot } quest, and Daedric artifacts. Details about all of these
weapons can be found in the Inventory chapter on
page 138.

Unique Armor or ltem™t#

Number Available: 160
These ifems are separated into unique armor and
ouffits found in dungeons, those found or given to
you as part of a quest, and Daedric artifacts. Details

Number Available: 5 Number Available: 30+ about all of these items can be found in the Inventory
An insect caught in a glass Related Character: Avrusa Sorethi chapter on page 142.
jar. Find these as part of Side (Sarenthi Farm in the Rift)
Guest: Caplured Critters® A special red variant of the odd, chiming UnUSUUI Gem*#
plant, found only in the underground Number Available: 24 (plus Crown)
realm of Blackreach. Collect these os part Related Character: Vex (Thieves Guild in Riften)

of Side Quest: A Return to your Roots.
Occasionally you may stumble across one of these

Unusual Gems, which are actually stones from the

Dmgon PriES' MUSk** Dmgon A(0|Ym MUSk*# legendary Crown of Barenziah. Consult Thieves Guild

Radiant Quest: No Stone Unturned.

Number Available: 10 Number Available: 4
An ancient ceremonial mask, infused An ancient ceremonial mask,
with great power and borne by a infused with great power and worn

formidable Dragon Priest. Find these as by a frightening servant of Miraak

part of Side Quest: Masks of the Dragon  the Dragonborn. Find these as part

Priests. of Solstheim Side Quest: Masks of
the Acolyte Priests.

o)
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[*> Items of Interest
Standing Stones*$

Shrine of Akatosh: 9
Shrine of Arkay: 15
Shrine of Auriel: 2
Shrine of Azura: 1
Shrine of Boethiah: 1
Shrine of Dibella: 11
Shrine of Julianos: 8

Number Available: 13

These standing stones
can be activated to
receive a powerful
blessing. Standing stones
are Primary Locations

in the Atlas and are
described earlier in this
guide on page 93.

Number Available: 104

Activate a shrine to one
of the Nine Divines to
receive a blessing. The
locations of these shrines
are listed in the Atlas and
the Appendices.

Shrine of Kynareth: 10
Shrine of Mara: 8
Shrine of Mephala: 1
Shrine of Nocturnal: 1
Shrine of Stendarr: 8
Shrine of Talos: 20
Shrine of Zenithar: 9

Sacred Stones*$
Number Available: 6

These sacred All-Maker
Stones must have the
tainted energy of Miraak
removed before they can
be activated to receive

a powerful blessing.
Standing stones are
Primary Locations in the
Solstheim Atlas and are
described earlier in this guide on page 94.

Word Walls*$

These ancient stone walls are (usually) inscribed
with one of three Words of Power from a specific
Shout. Approach them and absorb their Word,
then unlock it with a Dragon Soul to increase the
power of your Thu'um. Consult the Aflas or page
47 for locations.

Civil War Maps*

»

These maps show the current state of the Civil
War that rages across Skyrim. Activate the flags
on the map to add each location to your world
map. These are flagged in the Atlas only, as each
is identical.

Dragon Mounds*$

Number Available: 24

These ancient burial mounds mark the spot
where the dragons of old were slain. Now the
dragons are being resurrected, and the mounds
are opening one by one. Dragon mounds

are Secondary Locations in the Atlas and are
described earlier in this chapter, on page 92.

Waich the skies!
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[*> Part 1: Land Grab

Learning about land for sale and purchasing it.

Hjaalmarch Hold: A
rather pleasing view
across the salt marshes
toward Solitude. Expect
amazing sunsefs

The Pale; A swath of
Tundra with exceptional
views of the Loreius Farm,
Dragonsreach, ond the
Throat of the World in the
distance

Falkreath Hold: The body
of water is Lake llinalta
The view is fabulous,
perched between the
Shriekwind Hills.

In order to construct a dwelling fit for an adventurer of your stature, you must
begin by purchasing a plot of land in your chosen Hold.

#SkyrimLegendaryGuide

View a showcase of sample homes and upgrades. Go to
www.primagames.com/SkyrimLegendary

irfe Quaer o
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&l OVERVIEW: A PLACE TO CALL HOME %>

Meet Jarl Siddgeir of Falkreath, one of three Jarls with whom to curry favor

Becoming a powerful and noble member of Skyrim’s society has its privileges;
the fitle of “Thane” and a Housecarl and a home of your own are the main
perks. But those seeking the approval from the Jarls of the smaller Holds—Jarl
Igrod Ravencrone of Hjaalmarch, Jarl Skald the Elder of the Pale, or Jarl
Siddgeir of Falkreath (or their Civil War replacements)—may be crestfallen at
the lack of a property to purchase. Fortunately, this is about to change.

This chapter explains how to purchase land, improve it, construct a
property you can be suitably proud of, and then stock it with as many
household (and esoteric) items, ingredients, and added benefits as you wish.

CRAFTING: BUILD YOUR OWN HOUS

Learning About the Land

You can purchase land in one of two ways:

If you're Level 9, you eventually receive a letter (via a courier, when you
enter a setllement] requesting you meet with the Jarl of Falkreath (provided
you don’t have a Bounty in that Hold). The letter mentions the possibility of
land being purchased once you complete a few Favors. From this point,
you must complete Thane Task: Thane of Falkreath.

If you've already attempted some Thane Tasks by working for any or all of
the Jarls of Morthal, Dawnstar, or Falkreath, continue these Favors. Once
you receive the fitle of Thane, you also receive news (delivered via courier)
that land has become available. Simply return to the Steward (or Jarl) and
purchase the land.

the Jarl and his
502) for

or her citizens.

A1 4 ST
all The answers

Purchasing the Land

Once you've befriended the Jarl, they will acknowledge your service to the
Hold and inform you that a piece of property is for sale. Talk to the Jarl's
Steward (or, for the Pale, Jarl Skald) and tell them “I'd like to purchase a
house.” There isn't one available, but there is a plot of land. Agree to pay
for it. Each plot is 5,000 gold. There is one plot per Hold, so your house is
always in the same place. Pay the gold and you receive a charter for the
land in question. Your world map updates to show the location of your plot.

O MISCELLANEOUS OBJECTIVE: Visit your new property in [the Hold
in question]

» Windstad Manor Charter (Hjoalmarch Hold)
» Heljarchen Hall Charter (the Pale)
» Lakeview Manor Charter (Falkreath Hold)

HEARTHFIRE



<520 NOTE  If you visit the proposed site of your home prior fo purchasing
the land, it is “unimproved,” with no evidence that it’s
available fo buy. You can purchase oll three plots of land and build one
house on each plot. If you also purchase the houses in the remaining Holds,
you can have a total of eight properties across Skyrim.

Only Jarl Korir of Winterhold lacks a house or u plot of land fo grant
you; he's still recovering from the decimation of his capital.

[> Part 2: Outstanding in Your Field

Commencing construction on your manor house,

The remaining information applies to each of the three building plots
available.

0 MISCELLANEOUS OBJECTIVE: Use the drafting table to begin
building your house

The tools of the home
builder: the drafting table,
carpenter’s workbench
storage chest, and anvil

The Right Tools for the Job

Now that you have a deeded property, construction can begin. When you
reach the cleared area of land, you come across four important workstations
to aid you in this task: the drafting table, carpenter’s workbench, storage
chest, and anvil.

The Drafting Table

Approach this first, as it allows you to create the plans for a basic small
house layout. After that, you can return fo the drafting table and add
additional structures to this first one. For now, create the small house layout.

O MISCELLANEOUS OBJECTIVE: Use the carpenter’s workbench fo
build the foundation of your house

The small house layout, in
mid construction

The final exterior
construction is finished.

Carpenter's Workbench

This allows you to take the drafted plans and reclize them. The various
elements of the structure are broken down info separate pieces so you

know what components they require, much in the same way as smithing or
alchemy. For now, build the “house, foundation” and “house, wall framing.”

i
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Then stop, turn around, and waich the skeletal form of your house take
shope.

Return to the carpenter’s workbench and construct the “house, walls.”
Then add the “house, floor” and “house, roof framing.” Then finally, add the
“house, roof” and “house, door.” Congratulations! You've just built yourself a
homel!

At this point, you can add a variety of outbuildings (from the carpenter’s
workbench), and your drafting table updates with another plan. This
continues until you've finished a house with a main hall; a cellar; and east,
west, and north wings.

The Beginner's Guide fo Homesteading

A riveting read, this book provides information and advice on building your
home, as well as who can live in it and the types of structures you can create.
Refer to it (or this book) if you get stuck.

Chest and Anvil

Inspect the chest. It is filled with components for creating the house. As you
gather additional raw materials, you can store them here without fear of them
being stolen. In fact, it's an excellent plan to leave all the components you're
going to need in this chest so you aren’t encumbered, and you'll know where
all your building materials are. To help you get started, the Jarl has filled this
chest with a supply of raw materials, so take the clay, Corundum Ingots, Iron
Ingots, and Quarried Stone that you want from here.

Inspect the anvil (or indeed, any anvil you find in Skyrim), and you'll see
an additional menu: Building Materials. This is where you can mold your raw
materials into components, if required. As each component is made up of two
or more materials, you're going fo run out and will need to buy or forage for
more. But return here and create all the hinges, iron fittings, locks, and nails
you need (and many more components as your house becomes more grand).

[*> Part 3: Measure Twice, Cut Once

Gathering supplies to turn into building components.

Taking a pickaxe to a clay
deposit yields malleable
building blocks

Raw materials are

the vital and literal
building blocks for your
homestead. So it is
important fo source them.
The four main types are
quarried stone, clay,
sawn logs, and Iron and Corundum Ingots.

Quarried Stone: Fortunately, your house is located
near an inexhaustible supply of stone. Of course,
you're the one who has to chip away at the stone
quarry with a pickaxe to gather the stone you
need. Quickly place the stone into your chest so
you aren’t encumbered.

Clay: The grounds of your dwelling are nestled
on clay soil. This is fortunate, as you also need to
unearth clay in large quantities for much of your
house’s structure. This is also quarried using the
pickaxe. Quickly place the clay into your chest so
you aren’t encumbered.

Sawn Logs: You aren’t equipped fo fell trees,
s0 you must source your supply of logs from a
lumber mill. This can be done when prompted
or at any time. Any settlement with a lumber
mill has logs for your needs, but actual mills
are perfect:

Windstad Manor is reasonably close to Solitude
Sawmill.

Heljarchen Hall is in the middle of nowhere! The nearest mill is Anga’s Mill
in Eastmarch, though it's quite a distance up the road.

Lakeview Manor is close to Half-Moon Mill (especially handy if you're a
vampire!).

113

f SKYRIM APPENDICES AND INDEX



Visit the proprietor of the lumber mill, and request they provide you with Fish Hﬂ'(hETY
logs. Twenty sawn logs cost 200 gold, so carry your coin purse with you.
These are automatically added fo the log pile at your dwelling.

Iron and Corundum Ingots: All of your basic hinges,
fitings, locks, and nails require Iron Ingots, while

a lock also needs a lesser metal called corundum.
Just like before, these are sources from ore deposits
scattered throughout the realm. Fortunately, there are
a couple of iron ore veins around Lokeview Manor
(Falkreath), while Heljarchen Hall has a corundum
deposit nearby. When those run out, locate what you
need from vendors or mines.

TIP  If you have iron o corundum ore but don’t want fo fraipse fo a
smelter elsewhere in Skyrim to turn it into ingots, why not build

one you[self? (Windstad Manor only) A small hatchery is constructed in the marsh lake just
. below Windstad Manor. Initially empty, you can add fish or fish eggs o it,

There are many other necessary compenents as well, but those are mainly which will-hatch inko fish of the sametysé altes: . doyror 36

used for furnishing or augmenting your abode. All are listed below.

Don't fancy lugging rocks or mining for dlay? Then have your own Steward Fish Hatchery Ingredients

do the dirty work for you (see below). You can hand over your mining, Silverside Perch Cyrodilic Spadetail Slaughterfish Egg

collecting, and locating of components, although this costs you additional Abecean Longfin Histcarp Clam Meat

funds. River Betty Salmon Roe

In a hurry to quarry stone or dig up some clay? By far the fastest way Gard

to omass a rock collection is fo equip pickaxes in both hands, use your arden

Elemental Fury Shout, and then attack the rock with o vengeance A large section of earth
is tilled near the side
of your house, and 11
patches of fertile soil

[>> Part 4: Architectural Improvements (Advice) ;’o'jji,","i,y,;,’e;ﬁ‘:',:‘ihm
you've collected on your
travels. Once planted,

s S wait a day, and these
Extending Your Abode: Outbuildings \posit G e - -
harvested for several ifems of the same type. This is particularly handy if you
use an ingredient in your pofions that is usually difficult to obtain. Note that
ingredients that don’t grow in regular weather conditions (such as Crimson
Nirnroot) or that aren't plants (such as Giant Toes) can’t be grown. For more
planting spots, build a greenhouse addition.

The additional structures you can add to your abode.

Animal Pen

A small enclosure is built
against the wall of your
home. Initially empty, you
can ask your Steward to
populate it with a cow or
up fo three chickens (see
below).

-'=V ||VY .’. 1‘ ""

bieeding Lo iper berie

‘ PLANTAB UANTITY PLANTAB UANTITY
' ‘/J‘r ABLI QUANT Jl"[ﬂl QUANTI

Apiary

(Lakeview Manor only)
For those wishing

to harvest bees and
honeycomb, build this
beehive, which is much
more flame-resistant
than the ones in the
Goldenglow Estate.

Armorer Workbench

If you want to hone
your smithing, you can
construct a workbench
where you can improve
any type of armor,
provided you have the
necessary Smithing
Perks.

'I!‘I ongue
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Grindstone

A grinding wheel with
a place fo sit and
sharpen your blades is
positioned close fo the
other crafting stafions
a Blacksmith uses (such
as the workbench or
smelter). As with any
other grindstone, you
can improve your
weapons here.

Mill

(Heljorchen Hall only)

A small milling stone is
sunk into the earth close
to your dwelling. With
three sheaves of wheat,
you can create a bag of
flour, which you use in
many of your kitchen’s
baking recipes. For this
reason, you may wish
Heljarchen Hall to be primarily a place where you grow crops in your garden
and greenhouse, and you may want to install a kitchen addition.

The bedrooms, storage
room, and armory create
a linked upper porch for

panoramic views.

The greenhouse, trophy
room, and kitchen create
a hunter and collector’s
paradise.

Once you've finished
constructing a small

house on your plot of
land, your drafting

table and carpenter’s
workbench both have
additional structures for you to build:

The Drafting Table: This allows you to begin work on @ main hall (a
substantial, two-story extension), after which you can add a cellar and
north, east, and west wings. You can also remodel your initial small house
into an entryway (which opens up the far end of the original structure). As
soon as you choose a plan, a series of perimeter markings appear on the
ground where the section will be built.

The Carpenter’s Workbench: This has a “Misc” menu to check out, which
Smelter lists a number of outbuildings you can build (some of which are unique to
that particular Hold, see above) and all the parts for the house structure
you have selected in the drafting table.

As with all smelters,

you can reduce ore and
raw materials (such as
Dwarven scrap) into
melal ingots, which are
required to create and
improve weapons and
armor. Only now, you
have a smelter in your

backyard.

Stable

Do you want your
Steward to purchase a
horse of your own? Then
construct a stable where
your equine chums can
whinny fo their hearts’
content,

Simply continue to collect the necessary components to build the structure
you want. Your house can be as large or small as you wish. Once the main
hall has been added and your building staris fo look more like @ manor and
less like a hovel, inspect the various options available when constructing new
“wing” additions.

When it comes to building a wing, you can build out in three directicns
(to the north, east, and west). For each wing, you must choose befween
three mutually exclusive options. For example, your west wing could house
bedrooms, a greenhouse, or an Enchanter’s Tower, but only one of those.
Look to the Beginner's Guide to Homesteading (or the pictures below) for
more information about what each wing adds to your home.

You can'’t demolish an addition once it is built, so plan out what you
want your finished manor to look like. Here are some design decisions to
think about:

Aesthetics: You may not think you need west wing bedrooms until you
realize it comes with o large exterior porch. This offers elevated views of
the scenery around your abode, so if your home is Heljarchen Hall (with
arguably the best view), you might want this addition to show off the
environment. Similarly, you might want a north, east, and west tower on
each part of your domain so it looks imposing or symmetrical. But these
decisions come down to your personal preferences.

Ex'endmg Your Abode: M"gmg It Functionality: The skills you've perfected and the items you enjoy collecting
Choose your additions carefully; your properties can have aesthetic and should dictate the manor you construct. Consult the lists that follow to
functional differences, as shown in three finished home exomples: find out what interior benefits you the most. For exomple, the Enchanter’s

Tower allows you to construct an Arcane Enchanter. Is that crafting
station important to you? Then favor the tower over an alternate west
wing addition. Also consider how the additions relate to one another.

For example, the storage room (north wing) has a porch you can connect
to the east and west wings, provided you also build the bedrooms and
armory additions.

Maximizing: If you want to fully appreciate all three of the different options
for each wing of the house, then you'll need to build homes in all three
Holds that offer them, and make sure you choose a different wing addifion
each fime. This way, you can see and use every extension to your property
that is available. Just don’t duplicate an Enchanter’s Tower if you don't
need two of them!

Buyer’s Remorse: Don’t worry if you accidentally construct a bedroom
when you really wanted a greenhouse! There’s no “wrong” addition, as
you can always construct a different combination of rooms at a different

The Enchanter’s Tower, alchemy laboratory, and library create an imposing manor.

wizard's domain. The following sections cover all the different structures you can build

together to create your main house.
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Small House *

This tiny cottage may be all you require, and you don’t need to add to it if
you aren't interested in a sprawling mansion. However, if you do want to
add to it, be sure to remodel this into an entryway [as it is more aesthetically
pleasing and allows for more interior furnishings).

Main Hall

This expansion
substantially
improves the
footprint of
your house
and adds a
main hall with o
dining area, an
upstairs landing,
two bedrooms, and a
back room. When further
additions are made, they all connect to your main hall. Note that an Arcane
Enchanter, alchemy lab, and anvil can all be placed in this area.

Addition: Cellar

Don’t overlook the
musty basement .
you can

dig out
underneath

the main

hall (this is

the last part

of the main

hall to be built).
With more furnishings than any other addition, the cellar gives you numerous
storage and forging options. Best of all, you can create a shrine fo rival the
Temple of the Divines in Solitude, with nine divinities to receive blessings
from!

Addition: West Wing — Bedrooms

If you plan on ¥
adopting a :
child or just
want more
space fo
stretch out,
choose this
addition.
There's a
master bedroom,

two children’s beds, and
several wardrobes and display cases with which fo furnish the interior. The
spacious exterior porch allows access on two floors and gives an excellent
view of the wilderness around your house. It can be attached to the storage
room for an even bigger platform.

Ui ¥ SKY

Addition: West Wing — Greenhouse

For the horticulturist,
the greenhouse
has planters
you can
furnish the
room with,
allowing

you fo take
the plants
that you have
and grow them in more

clement conditions (see the Plantable Ingredients list on page 114). When
used in conjunction with the garden outside, you may never again run out of
ingredients for your pofions.

Addition: West Wing — Enchanters Tower
An imposing
tower
designed
with the
magician

in mind,

this

addition
allows you to
furnish the area with an
Arcane Enchanter, and
there are numerous racks and a mannequin for your staffs and robes. The
tower features an exterior viewing platform, which allows for roof access and
a vista.

If you have an
overabundance
of items
and need
additional
places to
keep them,
construct the
storage room.
The multitude of
chests and cases gives
you plenty of places to store and organize your items; you no longer need
shove everything in one place. Think about the bedrooms (west) and armory
(east), as the upper porch can be extended if you pick those two additions
as well.

Addition: North Wing— Trophy Room

After a fitanic struggle with a particularly fearsome foe, you may want to
display your conquest as a frophy. If so, this room is for you (consult the
Trophies section below for all the different, life-sized effigies you can create).
Choose this extension if simple “wolf heads on a wall” aren’t showcasing
your true hunting prowess.

HEARTHFIRE



Addition: North Wing — Alchemy Laboratory

Featuring the
same imposing
elements
as the
Enchanter’s
Tower, this
addition
provides
a three-floor
chamber of
solace for an Alchemist,
including an alchemy lab and storage for your potions and ingredients. The
tower features an exterior viewing platform, too, which allows for roof access
and a vista.

Addition: East Wing— Armory
" : Perfect for
adventurers
with a
penchant
for weapon
and
apparel
collecting.
Use the anvil
or the forge in
the cellar, then hang
your martial collections throughout the mounts, cases, and mannequins in this
chamber. Think about the bedrooms (west) and storage room (north), as the
upper porch can be extended if you pick those two additions as well.

Addition: East Wing — Kitchen
. Chefs who crave
the latest in
technology
should
consider
this kitchen,
which
allows you to
prepare food
in a brand-new
device called an “oven”|
Apparently, these are all the rage in Solitude and allow you to use baking
recipes (see page 84). For those who cook their own meals, this is the
pinnacle of Nordic cuisine preparation.

Addition: East Wing— Library
Have you run out of
space for your
rare Lusty
Argonian
Maid first
editions?
Then creafe
this imposing
tower, which
has more
bookcases than you can
hope to fill and a certain ambience those scholars familiar with the great
book repositories of Skyrim will crave. Can you gather and display every
book in Skyrim2 Alphabetically?

@ NOTE  What's this “remove workbench” opfion on the draffing
table? Well, onte o siructure hos been finished externally, it
can be furnished (see below) using the interior workbench inside each of
the structure sections. When you're happy with how the interior looks, you
can remove the workbench if you aren’t making any more improvements
o that section. Don't worry; if you decide fo change the decor, just reinstate
the workbench af the drafting table.

&> TRAINING THE INVENTORY THE BESTIARY
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(> Part 5: Architectural Improvements (Tables)

The following tables provide an exhaustive list of the items needed to create
the structural elements of your home.

Drafting Table: Options

Small house layout Addition: North Wing ~ Remodel house into

Main hall Storage room entrywoy

Addition: West Wing Trophy room Add/remove
Bedrooms Alchemy laboratory workbenches for each
Greenhouse Addition: East Wing b

Enchanter’s Tower Armory
Kitchen

Library

Carpenter’s Workbench

COMPONENTS
OTBUILDINGS

PRODUCES

Animol Pen

Lokeview
Manor only

e, 1 fan lngot ]—] Armorer Workbench
3 Quarried Stone, 3 Sown Logs, Windstad
4 Nails Fish Hotchery Manor Only

. 1 Sawn log | Gorden

Heljarchen

. 2 Quarried Stane, 2 Sown Logs, 2
| ol oly

= lonFitings
. 2 lton Fittings, 5 lron Ingofs, 6
== Clay, 4 Quorried Stone

‘. :olcrkonzfmlgs lzm Log, 1
4 Quarried Stone
1 Sawn Log, 10 Quorried Stone | House, Foundation
10 Nails, 1 Sawn Log | House, Roof
6 Sawn Logs House, Roof Framing
“6Sownlogs, 10Nas | House, Woll Framing

2 SaMTagsgN&l; Z@y;l Houss, Walls

MAIN HALL

. 1lion Flmngs, 1 Sown Log, 1
== lock, 2 Hinges, 2 Noils

Main Hall, Door

4 Sown Logs, 16 Noils, 8 Clay Main Hall, First-Level Walls

6 Quorried Stone Main Holl, Hoor

B 4 Sown Logs, 30 Quarried Stone | Main Hol, Foundafion

| 25 Nails, 2 Sawn Logs | Main H

10 )Sownlogs Main Holl, Roof Froming \
| 6 6 Sown Logs, 10 Nails “Main Hall, Second-Floor Supports

| 12 Nails, 8 Cloy, 4 Sawn Logs

| Main Hal, Second-Level Walls
16 Sawn Logs, 20 Nails | Main Holl, Wall Framing

3Ixonmegs 3 Sawn Logs, 3 ‘
.( 1 Locks, & Hinges; 6 Noils Bedrooms, Doors

4 Quarried Stone | Bedrooms, Floor

2 Sawn Logs, 10 Quarried Stone | Bedrooms, Foundation
M 4 Quaried Stone, 1 Sawn Log Bedrooms, Roof
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COMPONENTS - PRODUCES

B 7 Sown Logs, 8 Nails | Bedtooms, Wall Supports
B 3 Cloy, 1 Sown Log { Bedrooms, Walls
WEST WING: GREENHOUSE

2 lron Fitfings, 2 Sawn Logs, 2
u Locks; 4 Hinges, 4 Nails ‘ Greenhouse, Doors

I 4 uaried Stone | Greenhouse, Floor

. 2 Sown Logs, 10 Quarried Stone | | Greeniouse, Foundation
- 8 Nails, 1 Sewn Log wGleenhuuse Roof

. 4 Sawn Logs ‘ Greenhouse, Roof Froming
._ 8 Sawn Logs, 8 Nails Greenliouse, Wall Supports
I 3 Cloy, 1 Sown Log | Greenhouse, Wolls

HANTER'S TOWER

3 lron Fittings, 3 Sawn Logs, 3
. Locks, 6 Hinges, 6 Nails

- 1 Sawn Log, 3 Clay ' Enchanters Tower, First-Floor Walls ‘
B 4 Quariied Stone Enchanter's Tower, Floor “
B 2 Sawn Logs, 8 Quarried Stone | Enchanter’s Towe, Foundafion |
I 10 Sown Logs, 10 Nails Enchanters Tower, Main Supports |
. 1 Sawn Log, 4 Quarried Stone Enchonter’s Tower, Roof \
| REST Log, 6 Noils | Enchanter's Towey, Raof Canopy l

‘ : Enchanter’s Tower, Second-Floor
l: 4 Sown Logs, 12 Noils | S

.’ 2 Sown Logs. 6 Cloy | Enchanter’s Tower, Second-Floor

NORTH WING: STORAGE RO

. 3 Iron Fitfings, 3 Sawn Logs, 3
Locks, & Hinges, 6 Nails

- 4 Quorried Stone ‘ Storage Room, Floor

. 2 Sawn Logs, 10 Quarried Stone \ Starage Room, Foundation

.A 4 Quarried Stone, 1 Sawn Log | Storage Room, Roof

I 7 Sown Logs, B Nais | Storage Room, Wall Supports \
B 3 Clay, 1 Sown Log | Storage Room, Walls '

NORTH WING: TROPHY ROOM

2 lron Fitings, 2 Sawn Logs, 2
u Locks, 4 Hinges, 4 Nails Tiophy Room, Doors

-A 4 Quaorried Stone \ Irophy Room Floor

I 2 Sown Logs, 10 Quarried Stone | Trophy Room; Foundation
I 8 Nils, 1 Sown Log Trophy: Room, Roof

B 4 Sown Logs | Traphy Room, Roof Froming
._ 8 Sawn Logs, 8 Nails | Trophy Room, Wall Supports
B 3oy, 1 Sown Log | Trophy Room, Wolls
NORTH WING: ALCHEMY LABORATORY

B 3 Iron Fifings; 3 Sawn Logs, 3
; Locks, 6 Hinges, & Nails

‘ Enchanter’s Tower, Doors

“ Storage Room, Doors

Alchemy Loboratory, Doors

. i :
B 5o Log, 3 Clay | cmimy Laboratory, First-Floor

I 4 Quaried Stone 1
I 2 Sown Logs, B Quaried Stone | Achemy Loboratory, Foundafion

: Alchemy Laboratory, Floos

I 10 Sawn Logs; 10 Nails Alchemy Loboratory, Moin Supports
[ N Sawn Log, 4 Quorred Stone Alchemy Loboratory, Roof

. 1 Sawn Log, 6 Noils Alchemy Laboratory, Roof Canopy
. 4 Sawn Logs, 12 les Achemy Loboratory, Second-Floor

. 2 Sawn Logs, 6 Clay

Alchemy Loboratory, Second-Floor
Walls

COMPONENTS PRODUCES

EAST WING: ARMORY

3 Iron Fitfings, 3 Sawn Logs, 3
. . Locks, 6 Hinges, 6 Noils "Armory, i

. 4 Quorried Stone } Amory, Floor

. 2 Savm Logs, 10 Quorried Stone | Amory, Foundation
-_ 4 Quarried Stone, | Sawn Log ’ Asmary, Roof

! 7 Sown Logs, 8 Nails | Amory, Wall Supports
I 3 Clay, 1 Sown Log | Armory, Walls

EAST WING: KITCHEN

2 lron Fitings, 2 Sawn lags, 2 | .
- | Locks, 4 Hinges, 4 Noils | Kichen, Doors

-_ 4 Quarried Stone / Kitchen, Floor

. 2:Sawn Lags, 10 Quarried Stone | Kitchen, Foundation
- Bles 1 Sawn log | Kitchen, Roof

I 4 Sown Logs 3 7\7lﬁtchen Roaf Framing
I 8 Sawn Logs, 8 Noils

| Kitchen, Wall Supports
B 3 Cloy, 1 Sown Log Kitchen, Wolls

EAST WING: LIBF

3 lion Fittings, 3 Sown logs, 3 |
. | Locks, 6 Hinges, & Noils \ Librory, Doors

l ISownlog 3Coy | Lo, FistFloor Wals

. 4 Quoried Stone = 771 Pb«fnq FHoor

- 2 Sown Logs, 8 Quorried Stone | p@mry Foundofion

-. 10 Sawn Logs, 10 Nalls | Lbrary, Main Supports

I 1 Sown Log, 4 Quarried Stone | Libvory, Roof

I 1 Sown Log, 6 Nails 1 Library, Roof Conapy

[ ] 4 Sawn Logs, 12 Nail | Librory, Second-Floor Suppmts

I 2 Sovn Logs, 6 Cloy | Librory, SecondFloor Walk

CELLAR
I 8 Sown Logs; 50 Quarried Stone. | Cellor |

[>> Part 6: Home Is Where the Hearth Is (Advice)

Furnish your grand manor with fine furniture or complefe clutter.

Turn a bare floor and
walls (1) into an inviting
interior for yourself and

your family (2).

Now that the outside of
your manor has been
covered, it's time to head
inside. Poke around
inside your dwelling,

and you'll nofice it's

rather sparse, with only

a chest and workbench

to be found in the small

house and another

workbench in each

addition. The moment

you complete the small

house, you can furnish

it with objects. This

involves the use of the small interior workbench. Step over to it and inspect
the menu. You have a variety of objects (such as containers, furniture, shelves,
and the like) that you can construct in the same way as the structure you're
standing in—by collecting components.
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The tables that follow reveal every interior object you can create for
each room. If you don't see them in your Workbench menu, it usually means
you need to create other objects first. Continue to choose and create objects
until the room you're in is staged to your satisfaction or you've constructed
every furnishing available (remember that your main hall has more than one
workbench). The actual components needed vary wildly: While locks and
fitings can be easily crafted at any forge, you may need to scour Skyrim for
other items.

Some of the more unhinged Skyrim adventurers decorate their rooms entirely
in refuse, scavenged bric-o-brac, and even gore and body parts. These people

aren’t well.

Some of the objects you make have particular properties; for example,
some rooms include crafting stations such as cooking pots or alchemy labs.
Mounted heads require the pelt of a slain animal. You can sit on chairs and
sleep in beds. Wardrobes, chests, bookcases, and safes can be stuffed
with items you've collected. Mannequins and racks hold your apparel and
weapons. Lighting is important to the ambience of your room. Trophies are
displays even more impressive than mounted heads. Cellar shrines can be
built and blessings received from them.

TIP  Remember that you can pick up, place, and display objects on

the top of tables, on shelves, or even scattered in a pattern on

the floor. Need somewhere to show off your ingot collection? Then find o
flat surface and place whatever you wish.

Don’t want to spend the time building a collection of objet d'art when your
trusted Steward can furnish each room for a piffling 1,500 coins? Then
spend your funds finishing o room instead of doing it yourself! See the
Steward section below.

[*> Part 7: Home Is Where the Hearth Is (Tables)

The following tables list the items needed to create different furnishings in
your home.

Small House

The perfect dwelling for one. If a bigger manor is in your future, your
furnishings are repositioned in the enfryway improvement instead.

Ql TRAINING THE INVENTORY

THE BESTIARY
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Woll Sheles (3)

ifm;mr

Entryway

A more suitable entrance
to your manor. Remember
that the exterior sconces
give your home a
welcoming light on
the oufside

. NUMBER

lDwifde Ilmgemiet 1 Leather
l_wuﬂmSmps, 1 Sabre Cot Pelt, 2
Sobre (ot Teath

1 Leather Strip, 1 Sabre Cat Snow
Palt, 2 Sabre Cot Testh

1 Leather Strip, 1 Wolf Pelr Mounted Wolf Heod

1 Ion Fiftng, 1 Goat Hom Woll Sconces (2) [l
1 Sawn log, 1 Nail Wull Shelves (2)
2 Sown Logs, 2 ron Fittings Weapon Racks (2)

Main Hall: Main Room

]

The largest room in your
manor is dominated by
o warm hearth, a long

dining table for banquets,

and two crafting stations.

. PRODUCES

_ NUMBER

Somlo, o, T, B g},
n

|
 Iron
1 Sawn Log; 1 Nail, 1 Gloss, 1 Moanstone Ingot, |
% Iron Ingot, 1 Filled Grand Soul Gem, 1 Bold Ingot
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COMPONENTS

[I 1 Sawn Log, 1 Noil, 1 Quarded Stone
’- 1 Sawn Log, 1 Nail, T lron Ingot
f. 1 Sawn Log, 1 Nail

‘. 2 ron Ingots, 2 lron Fitfings

\. 1 Sawn Log, 1 Nail, 1 ron Fitting, 2 Hinges, 1 Lock

1 Sawn Log, 3 Nails
- 3 Sown Logs, 5 Nails
l 2 Naiks, 1 Sawn Log, 1 Hinge, | Glass
. 2 Sawn Logs, 4 Naiks, 1 Hinge, 1 Gloss
.I 1 Sawn Log, 4 Quared Stone

'I 1 Deer Hide, 1 Large Antler, 1 Leother Stip

|
!I’ 1 Leather Strip, 1 Goot Hide

|
. 1 Lenther Strip, 2 Horker Tusks
-| 1 Leather Stip, 2 Mudarab Chifn
! 1 Leather Stip, 4 Sloughtedfish Scoles

‘. 2 Sown Logs, 2 Nais
l-l 1 Iron Fitting, 2 Nails, 1 Sawn Log

I 1 Sown Log, 1 Nail, 1 ron Ingot

Main Hall: Bedrooms

_COMPONENTS
|.I 1 Sawn Log, T Nail

| Iron Ingot, 3 Goot Homs, 1 lron

"| Fitting

1 Sawn Log, 1 Nail IIronang z
. Hinges, 1 Lock
-i 2 Sawn Logs, 4 Noils, 1 Iron Fitfing
I 2 Sown Logs, 4 Naik, 1 lron Fittng
;. 2 Sawn Logs, 4 Nails, 1 Hinge, |

l Imn meg, 4 Nais, 2 Sown Logs.

I Hinge, 1 G

2 Sown Logs, 4 Naiks, 1 Hinge, |

. blass 3

. 2 Sown Logs, 2 Naik, 4 Leather
Strips, 2 Straws

I 1 Sown Log, 3 N, 1 ron Fiting
| | ZSuwn Logs, 4 Nails 7
| ;Deev Hide, 1 Lorge Antler, 1 Leather

_ PRODUCES

Dlspluy Cose on Low Iuhle

PRODUCES
Armor Mannequin
Barreks

Chair

(handefies, Lorge
Chest

Comer Shelf

Dining Toble ond
Chairs

Display Cose
Display Cose on
Low Toble
Fireplace

Mounted Elk
Heod

Mounted Goat
| Head

Mounted Horker
Heod

NUMBER

Mounted Mudcrab
Mounted
Slaughterfish
Square Toble:

Tall Shetf

Toll Wardrobe
Wal Shelves (2)
Wall Shelves (4)
Wardrobe, Small

Washbasin on
Stond

Placing beds here is
ohvious, but it also gives
you (and your fomily)
| places to sleep: Staring at
the cold dead eyes of a
mounted elk heod.

_ NUMBER
(hair

(hundehe: Small

(hest Long

Cupboord
Cupboord

Disploy Case and Shelf

Display Case and Small Wardrobe

| COMPONENTS i

‘.‘ 1 Leather Strip, 1 Sabre Cat Snow
Palt, 2 Sabre Cat Teeth

Jl] 1 Leather Strp, 1 Wolf Pel
. 1 Sawn Log, T Noil, 2 Leather Strips,

]. 2 Sawn Logs, 4Nmis 7

2 Sawn Logs; 4 Nails, 1 6lass, 1
Hinge

]
1 tron Fitting, 4 Nails, 2 Sown Logs,
. | Hinge

. 1 Sawn Log, 1 Nail
B 2 Sawn Logs, 2 Nails
|.‘ 1 Savn Log, 1 lron Fitting

Main Hall: Back Room

(OMPONENTS

] 1 Sown Log, 1 Mol 1 Jon Ingot
I 4 iron Ingots, 1 Sown Log

| 2 Sown Logs, 4 Nois, 1 ron iting

| Tll Shelf

| Tall Wardrobe

| Wall Shelves (4)
| Weapon Plugue

_ PRODUCES

PRODUCES
Maunted Snowy Sabre Cot Heod
Mounted Wolf Head

Single Bed

Toll Bookshelf

. NUMBER

Tall Shelf with Display Case

WallShelves (3)

Note the anvil (allowing
quicker smithing than
heading outside), the safe
and storage areas, and
a trapdoor down fo the
cellar, if built.

~ NUMBER

Barrels

| 1 1ron Fiing, 2 Nais, 1 Sown Log

].' 1 lron meg, 4 Nais, 2 Sown logs,
| Hinge, | Gloss
||

1 Large Antler, 1 Leother Strip
L

Disploy Cose and Small Wardrobe
Moured Bk dners |
Mounted Stoughterfish

1 Leather Ship, 4 Slmghtezhsh
l. »2SuwnLogs 4Nﬁk Sh5oe 3

Round Toble ond Chors

Scoles:
1. | Lock, 1 Hinge, 3 Steel Ingots R
W 2 Sovn Logs, 4 Nails
Wl 2 5o Logs, 4 Noils
I 1 Sown Log, T Nail
I 1 o0 Fiting, 2 Nais, | Sownlog |

L] 1 Saun Log, 1 lron Fitting

West Wing: Bedrooms

, Sibnfe Tabl ond Chairs

| Wl Shelves (2)

Safe

Tall Shelf

Mo, Soal
Weapon Plaque

Your spouse and children will prefer these more luxurious accommodations,
although they aren't required if you've built the bedrooms in your main hall. But
there's plenty of storage here, too.
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%' COMPONENTS PRODUCES NUMBER
‘ T-Sawn Log, 1 Noil Bench | 3
1 Sawn Log, 1 Nl | hai '

1 Sawn Log, 1 Nail, 1 Iron Fitting, 2 Hinges,
1 Lock s

| Sawn Log, | Nail, 1 lron Fitfing, 2 Hinges,
1 lock Chest, Long

1 Sown Log, 1 Noil, 2 Leather Strips, T Strow | Child's Bed
| . == :
[ } Eg{wn Log, 1 Nail, 1 Iron Fitfing, 2 Hinges, Child's Chest

7 Sawn Logs, 4 Nais, 1 Hinge, 1 Glass | Display Cose ond Shelf

1 Iron Fitting, 4 Nails, 2 Sawn Logs, 1 Hinge, | Display Case ond Smell l
] Gloss Wmdmbe |

2 Sown Logs, Z Nails, 4 Leather Stiips, 2 | Double Bed

Strows |
3| 1 Sawn Log, 2 Nails | Low Toble
| 1 Leather Stip, 1 Bear Pelt | Mounted Beor Head
1 Leather Strip, 2 Moderab Chitin Mounted Mudcrab
1 Lock, T Hinge, 3 Steel Ingots Safe
1 Sown Log, 3 Noils Small Shelf
2 Sown Logs, 4 Noils Square Table and Chairs: |
2 Sawn Logs, 4 Noils Toble with Benches
B} 2 Sown Logs, 4 Nails Toll Shelf

1 lron Fitting, 4 Nails, 2 Sawn Logs, 1 Hinge | Toll Wordrobe
1 lron Fitfing, 1 Goat Hom } Woll Sconces (2)
1 Sawn Log, 1 Nail | Woll Shelves (2)
| 1:Sawn Log, 1 Noi | Wall Shelves (3)
1 lron Fiffing, 2 Nails, T Sawn Log Wardrobe, Small 1
1 Sawn Log, | Nail, 1 lron Ingot Washbosin on Stand [
1 Sown Log, | Iron Fitfing Weapon Plogue i

West Wing: Greenhouse

The planters are unique
to this room, as you
can place food and

ingredients in them for

cultivation and eventual
harvesting.

}

PRODUCES NUMBER
. 1 Sawn Log, 1 Neil, 1 lron Ingot | Barrels ’ x2
B 1 o0 ngot, 3 Goat Homs, 1 fon Fitting \ Chandelier, Smoll x2
.' 2 Sawn Logs, 4 Nails, 1 fron Fitting Cupboard «2
I | 2 Nais, | Sown Log, 1 Hinge, | Bloss | Disploy Cose

1] 2 Sown Logs, 4 Nails, 2 Hinges, 1 lion
| Fitting, 2 Glasses

.: 2 Clay, 2 Quorried Stone, 1 Sawn Log
.5 1 Leather Strip, 1 Goat Hide
I 1 Leathier Strip, 2 Mudcrab Chifin ; Mounted Mudcrab
.. 2 Sawn Logs, 4 Noils ‘ | Night Tables (2)

| 2 Sawn Logs, 1 lron Fitfing, 4 Nails, 2 Cloy. | Small Planter with (upboord
. 2 Nails, | Sawn Log, 1 Hings, | Gloss | Toll Sheff |
B 2 Sown Logs, 2 Nais | Wall Shelyes (4)

l Display Cose and Cupboord

i Large Planter
| Mounted Goot Head

West Wing: Enchanter’s Tower

Although the conditions

can be cramped, you're

able fo place an Arcane
Enchanter in here and can
access the turret platform

and view.

COMPONENTS

] Sawn Log, 1 Nail, 1 Gless, 1 Moonstone
I ingot, 1 Iron Ingot, 1 Filled Grond Soul Gem,
1 Gold Ingot

1 Sown Log, 1 Nail, 1 Quorried Stone
2 lron Ingots

PRODUCES NUMBER

Ascane Enchanter

Armor Mannequin
| Brozier

1 Sawn Log, 1 Nail Chair

] Sown Log, 1 Nail, 1 Iron Fitting, 2nges Chest

1 Lock
2 Sawn Logs, 4 Nails, 1 lron Fitting Cupboard
Display Case on Low Table ,

| 2 Sawn Logs, 4 Nails, | Hings, 1 Gloss
End Table

|
||
||
[
|
[ |
B i son Log, 2 Nails
M| 1 Leather Stip, 1 Goat Hide Mounted Goat Head
. 2 Sawn Logs, 4 Nails Toll Shelf

W o Fitfing, 1 Goot Horm Walf Sconce

[ | Wall Shelf

[ |

||

1 Sawn Log, 1 Nail
1 Sawn Log, 1 lron Fitting Weapon Plaque
Weapon Racks (3)

2 Sawn Logs, 2 lron Fittings

North Wing: Storage Room

' This is the place to store
all your items! To avoid
| confusion, pick particular
storage vessels to hold
specific item fypes.

% COMPONENTS PRODUCES  NUMBER

1 Sawn Log, 1 Nail, 1 lron Ingot ‘ Barrels ‘ %3
| Bench x2
X/

1'Sawn Log, 1 Noil
1 Sown log, 1 Nait, Theon |
Fiing, 2 Hinges, 1 lock | !

|
|
|
o ‘ I
] 2 Sawn lags, 4 Nos, ] lron | Cupboard 2
|
|
||
|

Fitting

? gml 55 5 ks, ) o, | Display Cose and Shelf

1 lron Fittings, 4 Nails, 2 Sawn
Lags, | Hinge, 1 Glass

1 Sawn Log, 3 Nails, 1 fron
Fitfing

1 Sown Log, 2 Nails

- 2 Sawn Logs, 4 Nalls, 2 Hinges,
{ 1 Iron Fitting, 1 Lock

.\ 1 Sawn Log, 2 Noils
B 1 Leather Stip, 1 Goat Hide

1 Leathes Strip, 2 Mudcrob Mouted Mudarob
| Chitin

M| | Leother Stip, 1 Wolf Pelt | Mounted Wolf Heod
Bk Hinge, 3 Steel Ingofs | Safe

Display Case and Small Wardrobe

| Dresser
|

L End Toble

Large Toble with Chest

| Low Table
Mounted Goot Heod

~ CRAFTING: BUILD YOUR OWN HOUSE
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COMPONENTS

! 2 Sown Logs, 4 Nais

g} 2 Sown Logs, 4 Nails, 2 Hinges,
2 Glosses

Il 2 Sown Logs, 4 Nois
.. 1 lon Fitfing, 1 Goot Hom
I 1 Sown Log, 1 No

PRODUCES NUMBER

Table with Benches
Table with Disploy Cases

' Tol Shelf

Wall Sconces (2)
Wall Shefves (2)

&% COMPONENTS
B s tog, 2 Nails
-‘ 2 Sawn Logs, 4 Nails
!: 1 lron Ingot, 1 lron Fitfing
{ 1 Leather Strip, 2 Mudcrob
{ Chitin
.. 1 Lock, 1 Hinge, 3 Steel Ingots

PRODUCES NUMBER

End Table

. End Tobles (2)
 Honging Rock

Mounfed Mudcrab
Safe

.5 1 Sawn Log, 1 Noil, 1 Iron Ingot | Washbasin on Stand

North Wing: Trophy Room

COMPONENTS
! 1 Sawn tog, 1 Nail, 1 lron Ingot
-; 1 kron Ingat, 3 Goat Horns, 1 lron Fitting

] 1 Sawn Log, 1 Noil, 1 lton Fitfing, 2 Hinges,
1 Lock

I 2 Sawn Logs, 4 Nails, 1 Iron Fitting
| 2 Sown Logs, 4 Nois, 1 Hings, 1 Gloss
. 1 Leather Strip, 1 Goat Hide

| ! Leather Strip, 2 Horker Tusks

Il 1 Sown Log, 7 Nois

| 2 Sow Logs, 4 Naiks

I 1 Quaried Stone, 1 Sawn Log, 2 Cloy
I 1 Quorried Stone, 1 Sown Log, 1 Cloy
-} 1 lron Fitting, 1 Goat Hom

B 1 Sown Log, 1 Nail

North Wing: Alchemy Laboratory

%' COMPONENTS

2] 1 Sawn Log, 2 Nails, 1 Glass, |
! Quicksitver Ingot, T lron Ingot
I 1 Sown Log, 1 Nail, 1 hon Ingot
1 lron Ingot, 3 Goat Homs, 1
!_ Iron Fitfing
1 Sown Log, 1 Nail, 1 lron
._ Fitting, 2 Hinges, 1 Lock
[ 1 Sown Log, T Nail, 1 lron
| fitting, 2 Hinges, 1 Lock
2 Sown Logs, 4 Nails, 1 lron
._ Fitfing
| Iron Fntjng, 4 Nails, 2 Sown

Barrels

Chest

(hest

Cupboard

PRODUCES
Alchemy Lob

This is the only room
where life-size models
of enemies you've
encountered can be
constructed: Check the
Trophies table below.

PRODUCES
Borrels

NUMBER

' Chondelie, Smoll

Chest

Cupboord
Display Case and Shelf
Mounted Goat Heod

| Mounted Horker Head

Night Toble
Toll Shelf
Trophy Base, Large

| Trophy Base, Smoll
| Wall Sconces (2)

Waoll Shelves (2)

! A second Alchemy Lab is
' ovailable here, There's o
‘ lack of room but there are
| three floors, including an
exterior roof turrel.

NUMBER

Chondelier, Smoll

Logs, T Hinge, 1 Gloss

Display Cose and Smafl Wardrobe

I 1 Sown Log, 3 Nais
| 2 Sawn Logs, 4 Noils
- 1 Iron Fitfing, | Goat Hom
. 1 lron Fitfing, 1 Goat Hom
Il 1 Sown Log, 1 Nail

I 1 Sown Log, | N

Smoll Shelf

| Toll Shef

| Wall Sconce
Woll Sconces (2)
Woll Sheff
Wall Shelves (2)

B! 1 Sown Log, 1 Nail, 1 lon Ingot ' Washbasin on Stand

East Wing: Armory

% COMPONENTS
.' 2 Leather Strips, 1 Sawn Log, 4 Snuws

] 3 Sawn Logs, 5 Naiks, 1 Quonied
! Stone, 1 lron Fitfing

1 Sawn Log, 1 Iron Ingof, 2 Quarried

| Another option for those

who refuse fo throw
anything away. Have you
collected every type of
weapon? Then display
them here!

PRODUCES
Archery Torgets (2)

Amor Mannaquin with Cupboard x5

NUMBER

Amorer Workbench

' Bench

w1 Sown Log, 1 Nai, 1 hron Fittings, 2~
! Hinges, 1 Lock
I 2 Sown Logs, 4 Nais, 1 fron Fitting

{2 Sawn Logs, 4 Nails, 2 Hinges, 1 lron
— Fiting, 2 Glasses !
| 2 Sown Logs, 4 Nails, 1 Hinge, 1 Gloss
I 1 Sown Log, 3 Nails, 1 lron Fitfing

1 Sawn Log, 1 Iron Fitting, 1 Quoried

! Stone
I 1 fon Ingor, 3 Goat Homs
Il 1 Leother Stip, 1 Bear Pelt
.. 1 Leather Strip, 2 Hotker Tusks

] 1 Leather Stip, 1 Sobre Cat Pelt, 2
Sabre Cot Teeth

! 1 Leather Stip, 1 Wolf Pelt
.‘ 1 Sown Log, 2 Nails

Il 1 Sown Log, 2 Naiks

B 1 Leather Strip, 1 Sewn Log
B Fitting, 1 Goot Hom

I 1 Sown Log, 1 Nail, T fron Ingot
Il 1 Sown Log, 1 on Fiting

I 3 Sown Logs, 4 lion Fittings

PRIMA OFFJCIAL GAME GUIDE

Chest

7 Cupboord

Display Cose and Copboard

Dis;;h{y Cose on Law Toble
Dresser

Grindstone

: Lomp Stand
| Mounted Beor Head

Mounted Horker Head
Mounted Sabre Cot Head
Mounted Wolf Heod

| Round Toble
 Squore Table

Tanning Rack
Wall Sconces (2)
Washbasin on Stand

| Weapon Plogue

Weapon Racks (4)
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East Wing: Kitchen Cellar

Masses of storage; a full
. forge, and a shrine fo
every one of the Nine
Divines means the cellar
should definitely not be
overlooked.

&% COMPONENTS

1 Leother Stip, 1 Sawn Log, 2 Straws
1 Sown Log, 1 Nail, 1 Quarried Stone

- PRODUCES NUMBER

Archery Target
Armor Mannequin

recipes for bread, dumplings, and the fabled sweetroll! - 1 Sown Log, 1 Nl 1 Ion Ingat Bartels

The oven is a unique crafting station. With it, you can experiment with baking . 1 Sown Log, 1 Hron Ingot, 2 Quarried Stone ‘ Amorer Workbench
I8 ;
m 1 Iron Fitfing, 1 fron Ingot, 2 Sawn Logs, 5 ‘ Blocksmi's Forge

COMPONENTS PRODUCES
. 1 Savan Log, 1 Noil, 1 Iron Ingot | Barrels

) I]mlrlton “l“ng;! 3 Goot Homs, 1 Chandalier, Small

= i
I 1 Sown Log, 4 Quaried Stone | Fieploce

| 1 lron Ingot, 1 lron Fitting | Hanging Rack
I 1 Sown Log, 2 Nais Low Toble
.‘ 1 Aotler (Lorge), 1 Leather Strip | Maunted Elk Antlers
. 1 Leather Strip, 2 Horker Tusks ‘ | Maunted Horker Heod
B 2oy, 3 Quuied Stre | ven
I 1 Sown Log, 2 Nails | Round Table

| 2 Sawn Logs, 4 Nails Squuw Toble and Chairs

2 Sawn Logs, 4 Nail Toll |
= T on rmi:; lGou: Hom 'Wuus :::n(es @ B 1 Dee e, 1 o A, Lot St -
B 1 sonlog ‘l N Wall Shel ‘ .’ é Leather Strip, 1 Sabre Cat Snow Pelt, 2 Subre ~ Mounted Snowy Sebre
] S of Teeth | (ot Heod
I 1 Sown Log, 1 Nail, 1 lron Ingot | Woshbasin on Stand .] 5 Locks; 5 Hinges, 15 Steel Ingots Safe (5)
-i 2 (lay, 2 Quaried Stane, 1 Sawn Log Shrine Base
East Wing: Library ] A [m;';: i) l':;;g:lm 1 Fowiess | yin of kctosh

T Amulet of Arkay, 1 Oricholcum Ingot, 1 Siver :
You want every book ’ Ingat 1. Iron Ingot Shia of Akoy

you've collected fo be ] { 1 lron Ingof, 1 Amulet of Dibello, 1 Orichofcum Shine of Dibell

displayed in alphabetical Ingot, 1 Quicksilver Ingot
order, right? Then you'll :
e el sort B 7 Ebony Ingots, 1 Amulet of Jlionos

them! ] i 2 Moonstone Ingofs, 1 Amulet of Kynareth, 1
{ Fawless Sapphire

. '1 ngl;;ﬂet of Marg, 1 Silver Ingot, 2 Molochite .Shrine of Mara

COMPONENTS PRODUCES  NUMBER | 1 Quicksiver Ingor, 1 Amulet of Stendan, |
[ 7 \ Steel Ingot, 2 Silver Ingots

B 250w Logs, 4 ol Bookshef “ 1 At of s, 1 el g, Do
B 1 Sown Log, 1 Nai Chair | Bone, 1 Dragon Scales
| 1 fron Ingot, 3 Goat Homs, 1 ron Fitting Chandelier, Small .\ 1 Amulet of Zenithar, 1 Steel Ingot, 2 Gold

: R { Ingots:
I 1 Sown Log, 1 Nail, 1 Iron Fitting, 2 Hinges, 1 lock ~ Chest m 2 Iron Fittings, 5 lron Ingots, & Cly, 4 Quarried
I 1 Sawn Log, 3 Noils Cormer Shelf | Stone

Quarried Stone
' 1 Sawn Log, 1 Nail, 1 lron Fitting, 2 Hinges,

P

| 1 Leather Strip, 1 Sawn Log, 2 Straws 1 | Child's Proctice Dummy

2 Nais, 1 Sawn Log, 1 Hings, 1 Vompire Dust | (offm LS w
1 Sawn Log, 3 Nails | | Comey Shelf 1
Dsspluy Cose on Low 1

| 2:Sown Logs, 4 Nas, 1 Hinge, 1 Glass

B\ 1 Sawin Log, 2 Nails j End Inhls
M| 1 Sown Log, 1 Iron Fitting, 1 Quoried Stone | Grindstone
| 1 Sownlog, 2 Neils 7 | Low Toble:
1 Sawn Log, 1 Nail, 1 lron Ingot, 2 Quarried Meod Barrels (2)

Stone
1 Leather Strip, T Bear Pelt | Mounted Bear Head
| Mourted Ek Anflers

| Lorge Antler, 1 Leathier Strip
Mounted Elk Head

‘ Shrine of Julianos

Shiing of Kynareth

Shrine.of Stendarr
Shrine of Talos
Shrine of Zenithar

Smelter
' Square Table ond

. 1 Iron Ingat, 3 Goot Homs
-» 1 Sawn Log, 2 Nails
.. 2 Sawn Logs, 4 Nails
W 1 on Fitting, 1 Goat Horns

Lomp Stond
Night Toble
Tall Bookshetf
Wall Sconce

.w 2 Sawn Logs, 4 Nails

B! 1 Sowin Log, 1 Leather Strp
Il 1 ron Fiting, 1 Goat Hom
I 1 tron Fiting, 1 Goot Hom
I 1 Sown Log, 1 Nail

| 1 Sown log, 1 Nail

Chairs
| Tanning Rack
Wall Sconce
 Wall Sconces (2)
| Wall Shetves (2)
Wall Shelves (3)

G: BULD YOUR OWN HOUSE
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Trophies

- PRODUCES

- NUMBER

You can only construct trophies in the frophy room addition. Why not create
“sets” of creatures (such as “animals” with a bear, cave bear, deer; sabre cat,

and wolf)?

% COMPONENTS _ PRODUCES

SMALL TROPHY BASE

l {3 Mudcrab Chmn

| 1 Skeever Toi, Choned'ékeem Hide, 1 Stmw

1 o, 2B Covs, | Cove B Pt

"[Tcowmde ISt
|1 Deer Hide, 1 Lorge Anter, 1 Shaw

| 1 Falmer Sword, 2 Folmer Ears
u@g 1 Toll Skul, 1 Stow
|| 2 Frosthite Venom, 1 Strow
| 2 Horker Tusks, 2 Sfrows
I 1 Sabre Cot Pel, 2 Sabre Cot Teath, | Strow

'ISnowBeurPdt 2 Bear Claws, 1 Stiow

[ 1 Troll Skoll, 1 Straw, 1 Troll Fat

| 1 Wolt Pelf, 1 Straw

W1 Stow, 280 Cows, 1 Bearbelt

w & SKYRIM

[> Part 8: Home Security Part 1—
Hiring a Steward

How to keep your properties properly manned by hiring help.

A Steward (in this case,
lydia) is an invaluable
servant and helper.

Are the rigors of
adventuring and running
one or more houses
making you weary? Then
it might be time to hire a
Steward to manage one
of your properties (if you
have multiple manors, be sure to pick the one most in need of help). Almost
any Follower you can take on your adventures can fill this role. Complete
any task or quest they require you to, and then agree to bring them on your
travels. Head back to your home and (provided you've built the main hall)
mention that you'd like them to be your Steward. They agree, and start right
away (without paymentl). The benefits of having a Steward are as follows:

House Improvements

When speaking with your Steward, you can request that they make the
following improvements to your house (which are here the next time you
return):

Carriage (500 gold): A
horse and carriage are
parked at your house.
The driver is an amiable
fellow and offers to drive
you to any settlement

in Skyrim, just like a
carriage driver in any

of the major cities.
However, he doesn’t
charge you and can trundle to any setflement (village, town, or Hold cuplhl)

Bard (1,500 gold): A
musician well versed in
singing and playing the
drums, lute, and flute
can be found inside
your home. Ask him or
her to play a variety of
tunes on any of those
instruments, or sing
ditties at your pleasure.

Horse (1,000 gold):
Provided you've built

the stables, a horse

is waiting for you on
your return. This horse
belongs to you and will
return to your house if
you decide to leave it for
another steed.

Cow (200 gold) and
Chicken (25 gold):
Provided you built an
animal pen, a cow and
(up to) three chickens are
waiting on your return,
Keep them or slaughter
them for food.

T 4: HEARTHFIRE



Building Materials

You can make a request for building materials. Your Steward then goes off to
gather the following based on your choices:

Lumber (Sawn Wood): 20 for 200 gold
Stone (Quarried Stone): 20 for 100 gold
Clay: 20 for 20 gold

These are added to the chest next to the carpenter’s workbench when
you return.

House Furnishings

You can also ask your Steward to furnish each room of your abode, instead
of you collecting the components and crafting the objects yourself. The rooms
are furnished progressively over time, so when you return on subsequent
occasions, you'll witness more trinkets, tables, and other bric-a-brac added.
Be patient! The costs are listed below:

% AREA OF HOUSETO FURNISH  COST (GOLD) | NUMBER
1,000

P
I

(.@ NOTE > The cellar cannot be furnished by the Steward; that's
up fo you.

Other Antics

Alfter appointing a Follower as your Steward, you can still ask them to follow
you whenever you need their services. Your Steward also has a good idea
where 1o purchase straw and glass (two compounds you need for home
improvements that aren’t available through foraging). Listen to the location
and head to that vendor, remembering to return loter should you run out.

[©> Part 9: Home Security Part 2—
Having a Housecarl

How to keep your properties properly manned by receiving a guard.

A Housecarl (in this case, the fearsome Valdimar) is on invaluable guardian.

THE INVENTORY THE BESTIARY

CRAFTING: BUILD YOUR OWN HOUSE

QUESTS ATLAS OF SKYRIM APPENDICES

Are the roving bands of bandits and other wilderness creatures taking a toll
on your compound? Then if's wise to receive a Housecarl who can help repel
them and provide peace of mind as you leave on your adventures. In order to
obtain a Housecarl, you need to complete the following:

Return to the Jarl of the Hold you have a property in and speak to them.
Agree to complete any of the series of tasks the Jarl requires you to
{these are part of the Thane Tasks on page 502 or Jobs for the Jarls on
page 500).

When you return from successfully finishing these jobs, head into the Jarl's
Longhouse and the Housecarl will be waiting to greet you. Is the Housecarl
not there? Then continue finishing more jobs for the Jarl until one appears.

Once you've built the main hall of your dwelling, the Housecarl automatically
travels to your abode and lives at your house.

Housecarls can also be hired as your Stewards, too.

Finally, your Housecarl is protective over any family members: Should
bandits attack your dwelling while your spouse is inside, your Housecarl
guards the door and prevents the foes from kidnapping him or her. For
these reasons, it is well worth having a Housecarl at each of your three
construction projects.

Available Housecarls

The following Housecarls are available, depending on your home'’s location:

Hjaalmarch Hold: Falkreath Hold:
Valdimar The Pale: Gregor ~ Rayya
‘,' ‘- s ML

-

o |

/L

A Nord male adept A Nord male adept A Redguard female
in mace and spell in two-handed adept in dualwielding
combat. combat. combat.

(> Part 10: Happy Families — Spouse and Children

Complete your bliss with a doting spouse and adopted child.

The sprawling Lakeview Manor, with residents, including wife and children.

There's no point in crafting o rambling mansion without someone fo share
it with! Aside from your Steward, Housecarl, bard, carriage driver, and
livestock, you can further improve your life by getting married, adopting a
child, and asking your family to move in alongside you.

Spouse: Complete Temple Quest: The Bonds of Matrimony. Once married,
be sure your house has a bed in it (a small house is fine, but a main hall or
furnished bedroom also works). Then tell your wife or husband fo join you at
your house, and they move there. Switch to a different abode as you wish.

Adopted Children: Complete Hearthfire Quest: Adoption. Once you wish to
have a child in your care, be sure your house has a main hall or bedroom
addition furnished with two single beds and a dresser. This satisfies the
requirements for adoption. Then you (or your spouse) can tell the child to
move to the house. How the little tyke behaves in your abode relates to the
Adoption Quest. Consult page 127 for more details.

s
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[>> Part 11: Radiant Quests — Get Off My Land!

Combating undesirables who dare trespass on your property.

Life should be a breeze with a compound in the marsh, woods, or tundra and
with an item collection to rival any Khaijiit Caravan. But you must still be on
your guard, as unwanted visitors somefimes make their presence felt.

") NOTE * Quest names marked with this symbol do not appear in
' your Quest menu, although their objectives may.

If you've bought yourself a shaggy cow for your compound, prepare to
intercept a wandering giant who is on course for clobbering (and possibly
eating) your prized heifer. Defeat the giant, or face losing your farm animal.

Wolves at Your Door*

If you've purchased chickens for your homestead, prepare to defend them
viciously from a pack of hungry wolves. Expect up to three wolves to be
skulking around your property when you return from your travels. Deal with
them, or face a chickenless future!

Skeever Infestation*

Once you've dug down
and built a cellar under
your main hall, theres

a [random] chance that
when you head down to
inspect it next, you'll find
between one and four
Skeevers living there.
Your Steward, spouse,
and child all comment on
the vermin, saying they've heard noises from the cellar: The source of those
sounds should be eradicated forthwith.

However, be judicious in your Skeever removal, as one of them is
actually quite tame and isn't hostile to you at all. If you keep the tame
Skeever, it scurries around the cellar without causing you consternation (and
you won't need to worry about this problem reoccurring). However, if you
slay it and all the other Skeevers, expect the infestation to return at a random
point in the future.

126 ) S [

Bandit Attack: Trespassers™

If you leave your
premises, you may
return to find three
bandits (including a
chief) mooching around
your house. If you have
a Housecarl, they are
already engaged in
combat against these
foes. The bandits appear
only if your structure has three or more rooms so an entryway, main hall, and
one or more additions). Simply slay these trespassers.

Bandit Attack: Kidnappers*

Bandits are becoming much more troublesome in your area, and your spouse
is in danger of being kidnopped by them| Like the other bandit attack, this
also occurs if you have a home with three or more rooms, but you also need
a spouse living with you and no Housecarl (as your Housecarl guards the
front door of the home and prevents this from happening). Either way, this
[randomly occurring] quest will happen only once. When you return fo your
home, a bandit is waiting close fo the front door. They stop and hand over

a ransom letter. If you attack the bandit on sight, the note is on the corpse.
Read it for the second obijective.

O OBJECTIVE: Read the bandit’s ransom note for [your spouse]
O OBJECTIVE: Rescue [your spouse] from [a random bandit dungeon]

Rescue your betrothed by applying one of the following plans:

Storm the bandit dungeon, and slay everyone and everything you aren’t
married to. This is your only option if you slew the bandit at your house. In
fact, kill any bandit-and all will turn on you.

Enter info negotiations with Rochelle the Red, the Bandit Chief who waits
for you at the dungeon'’s entrance (provided you took the ransom letter
from the bandit's hand, not their corpse). She has several options to
ponder. You can:

Pay the ransom (the amount varies). Your spouse is then released to you
(or travels back to the house). The bandits remain peaceful unless you
enter the dungeon.

(Persuade) Use your charm and guile to insist that your spouse be freed.
If successful, your spouse is then released to you (or travels back to the
house). The bandits remain peaceful unless you enter the dungeon.

(Intimidate) Use your brawn to insist that your spouse be returned. If
successful, your spouse is then released to you (or travels back to the
house). The bandits remain peaceful unless you enter the dungeon.

Tell the chief you haven’t the money to pay them. This doesn't sit well
with the kidnappers, and all of them become hostile.

Just wandering off without choosing a plan causes the bandits to become
hostile. Whatever you choose, find your spouse, release them, exit the
dungeon, and return to your previously franquil existence.

HEARTHFIRE HEARTHFIRE ADOPTION
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HEARTHFIRE: ADOPTION

Skyrim's Civil War, the advent of dragons’ return, and the constant threat of attack has wrecked untold havoc on the citizens of Skyrim.
Perhaps the most innocent and vulnerable are the children forced into orphanages or to beg on the streets. Have you the heart to help a

child and bring them into the warmth of your family2

[>> Part 1: Readying Your Home

The prerequisites leading to an adoption are discussed here.

Your newly constructed

dwelling has numerous

beds. This one is perfect
for a child

In order fo house your
rambunctious child, you'll
need fo provide lodgings
for them to sleep in and
store their possessions.
The amount of room
needed depends on the type of house that you own:

City Dweller or Country Compound: The Property Owner’s Dilemma

Are you part of the landed gentry of Skyrim2 Do you have an abode in the
cities of Solitude, Markarth, Whiterun, Windhelm, or Riften2 Then you receive
a courier’s letter the next time you visit a settlement. The courier hands you a
note written by the Steward of the Hold you have property in, advising you
that you can purchase a children’s bedroom for each of the homes you own.

When you return to your dwelling, your House Decorating Guide
has been updated and now lists the children’s bedroom as an option. The
homes in Markarth, Whiterun, and Riften have the children’s bedroom
as an alternative to an existing room. You can choose either room for the
house but not both. You should clear out your old room before asking the
Steward to convert it info a children’s bedroom. ltems you leave in the room
may be transferred over (typically to a chest), but some, particularly those
on mannequins and wall plaques, may not be. You can swap back to your
original room (by purchasing it again] if you don’t want to house a child in
that home.

CAUTION G

Please make sure you fully understand the previous
warning: ltems you leave in a room you're converting
to a child’s bedroom are likely, but not guaranteed, fo be transferred over.
If you've items on mannequins and wall plaques, your Steward can forget
about these. To avoid disappointment, manually clear the room yourself.

TIP  Once you've adopted a child, you must always hove a bedroom
for them in one of your houses. If you don’t want your
“‘original” homes to have a child in them, move the child to one of the newly
available Hearthfire homes that you build yourself

SN

<7) NOTE Do you want more information on how the new rooms fit into
the five original houses of Skyrim (such us Proudspire Manor
or Breezehome)? Then consult the Hearthfire Buildings throughout the Atlas

on pages 743, 772 and 927.

N

{

Hearthfire Homes: The Builder’s Choice

Are you designing and building your own manor in Skyrim2 Then you can
easily house a child in your new home, as long as you have the proper
furnishings. Simply add o main hall and furnish the bedroom upstairs with
two child-sized beds and a dresser. Optionally add the bedroom addition if
you want more room.

THE BESTIARY
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(> Part 2: Choosing an Orphan

Which poor child in Skyrim is deserving of your success?
There are three types of children in Skyrim who make good candidates for
adoption:

Orphanage Orphans: These children are living in Riften’s Honorhall
Orphanage under the draconian rule of Grelod the Kind.

Orphaned Children: These children’s parents have been killed during the
course of your adventure.

Street Urchins: These are children you may not have encountered before;
they eke out a living on the streets of a city.

In total, there are 23 children who are potential candidates for adoption.
You can adopt only one or two of them, no matter how many properties
you own.

Orphanage Orphans

Samuel

Francois Beaufort Hroar Runa
Initially, there are four orphans you can adopt from the Honorhall Orphanage

in Riften. In order to adopt one of them, you must:

Own a home with a children’s bedroom or a Hearthfire home with suitable
furnishings (see Part 1).

Complete Dark Brotherhood Quest: Innocence Lost (see page 318), in
which you slay Grelod the Kind. After killing Grelod, return to Aventus
and claim your reward; this gives the situation in Riften some time fo
settle down.

Wait 24 hours or so (and make sure your Bounty in the Rift is at zero),
and then return and speck to Constance Michel.

Complete Constance’s verbal questionnaire. While there are some wrong
(and humorous) answers, you can always try again if need be. Convince
her you can support a child and teil her where you want your child to
live, and she eventually gives you her blessing. If you don’t meet the
requirernents, Constance will let you know what you still need to do.

Speak to the child you want to adopt and agree to adopt them. They
automatically travel to your abode.

Aventus Aretino, a former resident of the orphanage now living in his
house in Windhelm, is not available for adoption. If Constance Michel
“accidentally” died along with Grelod, don’t despair. Come back in another
day or two, and you can speak to the orphans to adopt them directly.

[y
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Orphaned Children

Braith (Amren, Britte (Lemkil), Clinton Lylvieve Dorthe (Alvor,
Saffir) /[ving in living in [Michel [/v’wevu 51‘9?((}’;‘ living in
Whiterun Rorikstead Azzada Lylvieve Riverwood.

Julienne Lylvieve)
living in Dragon
Bridge

Eirid (Dagur, Erith (Daighre) Frodnar (Hod, Gralnach

Haran), living in living in Left Gerdur), living in  (Grosta), living in
Winterhold Hand Mine, near Riverwood. Heartwood Mill,
Markarth.

Hrefna (Tormir, Knud (Katla, Minette Vinius Sissel (Lemkil),
Sondas Drenim), Snilling), living  (Corpulus Vinius) living in
living in Darkwater on Katlo’s Form.  living in Solitude Rorikstead
Crossing.

Skuli (Eydis Svari (Addvar Aeta (Finna

Leontius), living Greta), living in Oslaf), living in
in the Old Solitude Skaal Village,
Hroldan Inn Solstheim

There are 15 children living in Skyrim who can be orphaned. In order to
adopt them, you must:

Own a home with a children’s bedroom or a Hearthfire home with suitable
— furnishings (see Part 1).

N

Make sure the parents or guardians associated with the child (listed after
their name) are dead. This may happen in the ordinary course of your
adventure —they may be killed during a dragon attack; in a Forsworn
Raid, Vampire attack, or other random act; or as collateral domage from
your Storm Call Shout. Or you can sloy the parents yourself!

|
N

Wait 24 hours or so (and make sure your Bounty in the Hold in question
is ot zero).

I‘\_/l \\//l\\,.

Locate the child. Once you complete Dark Brotherhood Quest: Innocence
Lost, if Constance Michel is sfill alive, newly orphaned children are usually
sent fo Honorhall Orphanage in Riften. Otherwise, you can find them
wandering the streets of their city or living in their old house.

ihe Siderd

(o) —t
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If the child has been sent to the orphanage, you can adopt them by
speaking to Constance Michel and completing her questionnaire, just as with
any of the orphanage orphans. Otherwise, speak to the child directly and
agree to adopt them, and they automatically travel to your abode.

%) NOTE Again, if Constance Michel dies, you can simply wait 24
hours, then speak to any adoptable child and adopt them.

Street Urchins

Alesan: An errand  Blaise: A stable Sofie: A girl

boy in Dawnstar. boy at Katla’s selling flowers
Farm on the streets of

Windhelm

There are four other orphans you can find living on the rough streets of a
city in Skyrim. In order to adopt them, all you need to do is own a home
with a children’s bedroom or a Hearthfire home with svitable furnishings (see
Part 1). Approach the child you want to adopt, bring the discussion around
to adoption, and agree to adopt them. They will automatically travel to

your abode.

Other Notes

A few days after completing Dark Brotherhood Quest: With Friends Like
These..., if you have not adopted a child, expect to receive a nofe entitled
“Consider Adoption” from Constance Michel, suggesfing you visit Honorhall
Orphanage.

Other children living in Skyrim (such as Agni, Kayd, or Virkmund) cannot
be adopted, as their parents are integral to your adventure. They can never
can be orphaned in the first place.

If you decide to move to another house you own, you can speak fo
your spouse (who fells the child), or if you are unmarried, you can tell your
children yourself. Assuming your next dwelling has the correct setup for a
child (a children’s bedroom or a main hall or bedrooms addition with beds in
it), your children will appear at your new home the next time you visit.

If you're building a Hearthfire home, your child always moves into the
west wing bedrooms addition if it is built and furnished properly, If only your
main hall is fully furnished, your children will sleep there instead. And if you
build the bedrooms addition after the child is there, you need to move away,
then return for the child to move into the bedrooms addition.

(> Part 3: You've Got to Be Kidding

The hard work of caring for a child is soon learned and cherished.

Samuel may stomp his
feet and hate sweeping
but he’s o kind child
at heort
Now that you have one
or two children in your
home, a number of
additional benefits and

tasks present themselves.
Here's what to look for:

Resting Bonus: A Parent's Love

Assuming you're not a vampire or werewolf (who crave sustenance via other
means), sleep in the house where your children live to receive the Father’s
Love (male adventurers) and Mother’s Love (female adventurers). This is in
addition to any other “Rested” bonuses you may also receive.

NOTE Father’s/Mother’s Love: Healing spells and potions restore
25 percent more health for 8 hours.

HEARTHFIRE ADOPTION



The Gift of Charity

If you give your child on allowance or gift (see below), you receive the Gift of
Charity blessing, just as if you had given a coin to a beggar. This is in addifion
to any other effects the gift may have.

Your Child's Basic Behaviors

Unless you choose to give your child some orders, which supersede these
antics, your child makes him or herself at home in your dwelling in a variety

of ways: They spend their mornings around the house, sweeping, reading,
practicing their instruments, and exploring their new home. After lunch, they
go outside and play until dinnertime. In the evenings, if you've given your child
a weapon and your house has a practice dummy, they often spar with it. If
your child has a doll, they may play with it, too.

Giving Orders: Basic Discipline

When you begin a conversation with your child, you can “request” that he or
she follow one particular order. When that order is given, the child obeys it
for three hours or unfil you give them another one. Sometimes, if the order isn't
something your child wants to do (such as “chores”), expect a small tantrum or

whine. You can relent or insist they complete the task you've given them.
@ NOTE  Orders have a priority: If you give the child o low-priority
order {“Go outside”), giving them a higher-priority order
. (“Go o bed") overrides the lower one. If you give the child a high-priority

ordet you won't be able o give them a lower-priority order until the
highor-priomy one expires.

The orders you have available and how they are carried out (along with
their priorities) are as follows:

1. Go Outside: Available from 6:00 a.m. to 9:00 p.m., if the child is in the
house. The child leaves the house and plays outside.

2. Go Inside: Available whenever the child is not in the house. The child
heads back inside and mopes around.

3. Do Your Chores: Available from 6:00 a.m. to 9:00 p.m. The child bégins
a sweeping regimen throughout the house.

4. Go to Bed: Available from 6:00 p.m. to 8:00 a.m., if the child is not
already asleep. The child goes to sleep in their bed.

Giving Orders: Games

All work and no play may make your child more prone to tantrums, so it's
imporfant fo play games with them. This is one of the conversation options
and works as follows:

Ask them if they want to play o game. If this occurs at night, your child
asks if this is really okay.

Then you can choose either a gome of tag or hide-and-seek.

Follow the Miscellaneous Objective prompts and watch out; if other
children are present, they can get roped into the game, tool

Asking your child fo play a game cancels anything else they are doing;
this order has the highest priority. However, once the game is under way,
giving your child another order ends the game.

Giving Gifts
Samuel looks smart in
his new tunic, but he’d

rather be wielding o
wooden sword,

Children are happiest
when they're
preoccupied, ideally with
a gift you've picked up
on your fravels. Such
items include:

Children’s weapons (daggers or the wooden sword)
Children’s clothes (these are gender-specific miscellaneous items)

Children’s books (yellow book of riddles, efc.)

<CJ TRAINING THE INVENTORY THE BESTIARY
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Children's toys (a doll)
Sweets (such as a sweetrol| or taffy)

Such items are mostly found in shops, though you may find them in
cupboard or other containers on your travels. If you're searching for a gift
you want to give your child with some urgency, try the following:

Most general goods vendors and miscellaneous containers (such as
cupboards) have a chance of having a wooden sword, doll, or children’s
clothes.

If you visit Radiant Raiment in Solitude, Endarie always has a complete set
of children’s clothes in stock.

Visit any of the three Khaijiit Caravans if you want to buy a wooden
sword, doll, or children’s clothes.

When you return and give the gift to your child (through conversation),
he or she reacts differently depending on the type of gift:

Weapons: They take it immediately (any previously equipped weapon
is placed in their bedroom chest). If you have a practice dummy in your
house, they run off to spar with it immediately and practice for about an
hour. This sparring practice becomes a part of their evening routine.

Clothing: They wear it immediately, and their former clothing is placed in
their bedroom chest.

Dolls (girls only): Boys aren't interested in this gift. Your girl plays with the
doll for about an hour. It reappears from time to time as o basic behavior
as your girl plays with it.

Books: The book is placed in their bedroom chest.

Food: If you hand over some food, they eat it immediately.

@ NOTE Every gift has an intrinsic value 1o it. Sometimes your child
wants fo give you a giff, mdﬂ\emofegiﬁsywm,'ho
 better the likelihood of receiving @ more impressive gift in reurn. E

Regardless of the gift you hand over, you're rewarded the Gift of Charity
blessing: +10 to Speech for one hour.

Your Child’s Bedroom Chest

Your child keeps their belongings in a bedroom chest or dresser, which over
time fills with items they’ve collected or that you’ve given them. You can

take whatever you wish from this chest. The child’s own items tend to be
rudimentary {but sometimes rare) ingredients, small trinkets, and occasionally
a valuable [random] item. The quality of their trinkets and the chance of
finding o valuable item increases based on the value of the gifts you've given
them.

Check this chest once every five days so it keeps refilling. If you move to
a different home, your child will start a new collection there (any items in the
chest in your old home remain there).

Returning Home and Other Antics

After a parficularly arduous quest, refurning home to your child (and perhaps
your spouse) should be a joy. Or at least a passable way to continue your
existence before you're inevitably slain by bandits. Upon your return, expect
your child fo be eager to interact with you in one of the following (usually
randomly determined) ways:

Thanks for Adopting Me!: Your child rushes in to say hello and thanks you
for adopting him or her.

Thanks for Adopting Me, Look What | Found!: Your child rushes in to greet
you, thanks you for adopting them, and then fells you there's a few items
they've collected in their bedroom chest. You can take one or all of them if
you'd like.

Look What | Found!: Your child rushes in fo tell you he or she has been
collecting items and has placed them in their bedroom chest. You can take
any of them if you want.

Can We Keep Him?: If your family doesn’t already have an animal
companion, and you haven't previously banned them and you bring home
an animal companion, your child may ask if they can keep the animal
when you don’t need it. Consult the Hearthfire Pets section below for more
details.
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It Followed Me Home!: If your family doesn't already have a pet and you
haven't previously banned them, there’s a chance that your child is waiting
for you with a small animal. Your child asks if they can keep it. Consult the
Hearthfire Pets section below for more details.

Mudcrabs are smarter than youl: If you have two children, when you
arrive home, your children may be calling each other names. If you don't
intervene, the argument ends with both children beginning a game of tag.
Speak to either child to:

Break up the argument.
> Order the child you're speaking with fo their room.

Or back off and let the argument continue. The more aggressive

child always wins the argument, just like Braith does when she

harangues Lars in Whiterun.
You Smell Like a Hagraven!: If you have two children, when you arrive
home, they may be calling each other names. If you don't intervene, the
argument ends with one of the children running off and crying. They head
to their room for an hour. You can:

Break up the argument.
Order the child you're speaking with to their room.
Or back off and let the argument continue.

Can | Have My Allowance?: Your child may run up to you and ask for
money. Respond o this mini-shakedown by handing over some of your
current gold, which can range from nothing all the way up to 1,000 coins.
Any gold is added to your child's personal collection and will raise the
value of any items they subsequently find and gift to you.

If you give your child one or more gold, you receive the Gift of Charity
blessing. If you fail to give your child any money on three consecutive
occasions, the next present they get you may be especially disappointing.
They've come to the conclusion that your family is poor, and hand over
some beggar’s clothing. The cheek of it!

| Got You a Present!: Your child may dash up to you and hand over a gift
they've found or bought for you. There's a small [10 percent] chance you'll
receive two of the same item. The value of the item depends on the child's
personal funds: The larger their allowance, the better the items they get for
you. The value of these gifts is also deducted from their savings, so don't
expect a one-ime allowance fo support pricey gifts for long. Over time,
this always works out in your favor, so giving your child 30 gold always
results in them giving you items worth more than 30 gold.

| Want a Present!: Your child may dash up to you and ask if you've
brought them a present. You can:

Ask what they want, and they point you in the direction of a
vendor with tle item (usually Radiant Raiment or one of the Khajiit
Caravans).
You can give them a gift, and your child takes it with a gleeful
exclamation.
Or you can refuse to give them a gift, and your child leaves you
feeling a little insulted.
Can We Play a Game?: Your child may dash up to you ask if you want to
play a gome with them. You can answer yes and begin a game of either
tag or hide-and-seek. Or, you can answer no (mentioning the hour if it's
between 10:00 p.m. and 6:00 a.m.) and your child leaves you feeling a
little put out.

[>> Hearthfire Animal Adoption

An added benefit of adoption is that your children can take care of
your animals. There are two types of animals they can “adopt”: animal
companions and pefs.

Animal Companions

Bring home a four-legged
friend and your child will
love him and hug him
and squeeze him...

If you bring home an
animal companion (such
as a dog), your children
may ask if they can keep
it. You have three options
at this point:

o W SKY

If you agree, then later dismiss your animal companion, they will return to
the house your children are living in and wait for you there. You can ask
them to rejoin you at any time.

If you decline, your children won't ask again for at least 15 days.

If you put your foot down and say no pets, your children will never ask
again and will never try to adopt a house pet, either.

You can adopt only one animal companion at a time. If your adopted
animal companion is killed, you can adopt a replacement.

TIP  Ifyou're trying to get your children to adopt your animal
companion but they are engaged in another activity instead, fry
leaving town and coming back in another day or two. You can't force this.

@.Z.? NOTE Note that some animal companions, such os Armored Trolls
and Death Hounds, don't make good pets for children. Your
children may read, but they won't ask to keep them.

The following animal companions are available for adoption by your
children:

Common dogs: Vigilance, Meeko, Stray Dog.
Dawnguard Huskies: Bran or Sceolang.

Pets

Meet Samuel’s pet mudcrab, Mr. Snapper. He was recently saved from the
cooking pot.

You're not the only one with a plan to bring home an animal; your children
may also be spotted playing with a stray and (as mentioned previous) may
ask you whether they can keep them. Your decisions are’as follows:

You can agree, and the animal lives in your house, following your child
around.

You can refuse, and your child sends the animal away. They won't try to
adopt another pet for at least 15 days.

You can refuse with vigor, saying “no pets” firmly. Your child never asks
again and won't show inferest in adopting an animal companion either!
Fine, be like that!l

C{f‘) NOTE You can adopt only one pet at a time. If your current pet is
killed, you can adopt a replacement. This event has a random
chance of occurring, so you can't force it.

The following pets are available for adoption if your children brings one
home:

Hares (girls only)
Mudcrabs (boys only)

Skeevers (boys only)
White foxes (girls only)
Red foxes (girls only)

Don't kill your pets. If you do, your children will “Never CAUTION (;3}/
speak o you again.” Well, for a day or two. |

|
|
|
1
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THE INVENTORY

INVENTORY OVERVIEW

Behold the charts and tables of Skyrim! The following pages deluge you with information on the thousands of spells, weapons, armor sefs, and items that you
can acquire during your adventure. If you're interested in the properties of an item you haven't found yet, want to compare it to another item, or simply wont to
see everything that is possible to find, you'll find the information here.

There are a few general rules you should be aware of before digging in:

As described in the skills section of Training (see page 12), many skills, perks, and enchantments affect the damage you do with weapons, the protection
you receive from armor, and the cost of your spells. To account for this, the game automatically calculates those effects and applies them to the spells and items
you see in game. The values listed below are the base values for the item in question: you will rarely, if ever, see these exact numbers because of the impact of
your skills. But this list is still an effective way of comparing two items to gauge the relative differences between them.

Some items, especially unique weapons and armor, are marked as being Leveled. This means that the actual item you receive in game will be dependent
on your level, and may have better statistics and stronger versions of the enchantments listed here.

Some enchantments and effects are said to Stack with others. This means that the benefits of those effects are cumulative; they combine fo give you a
stronger result.

Color-oding: In the following tables, elements from the original gome ore in white and gray. i #SkyrimLegendaryGuide
Elements from the Downguard, Hearthfire, and Dragonborn add-ons have been color-coded os follows: @

[ REEEETI Downguard /Hearthfire [ | Ash shell Dragonborn

See our top ten inventory items a
www.primagames.com/SkyrimLegendary

A SPELLS

[>> Table I: Spells

Spells are an essential tool for many characters, from Arch-mages who have mastered the intricacies of all five Schools
of Magic to those that merely dabble in sorcery to suit their needs, such as a Thief who relies on Invisibility, or a
Warrior who invokes a healing spell to cure his wounds. This section lists all of the spells available to you. You will find
or buy most of these in the form of Spell Tomes, although you may be taught a few of them directly.

Spell List Notes

Only spells that can be used by your character are included on this list. It does not include Powers, such as a
Vampire's Embrace of Shadows or a Werewolf's Beast Form, or enemy spells or spelllike effects that you can’t acquire.

All Destruction Spells have secondary effects based on their element, regardless of whether those effects are listed in the spell description.

All Fire spells can light enemies on fire, causing your foes to take additional damage for several seconds. This makes fire spells especially effective
against foes with high health.

All Frost spells do Stamina damage equal to their Health damage, and slow targets by 50% for several seconds (the exact duration varies by
spell). This makes them especially effective against berserkers and other foes who rely on power attacks, shield bashes, and other tactics that depend
on stamina.

All Shock spells do Magicka damage equal to half their Health damage (except where otherwise noted). This makes them ideal for crippling
enemy mages. '

Spell List Key
Spell Name: The name of the spell as it appears in your Magic Menu.

Level: The level of the spell (Novice - Master). Unique or quest-based spells in each School of Magic are included in a ‘Special’ category at the bottom
of the list.

Standard Cost: The cost of the spell after taking the relevant spell level perk, with the minimum skill required to do so. So Novice Spells are displayed
at Skill 15, Apprentice at 25, efc. This is the most useful number, as it provides the most realistic basis for cost comparison among spells.

Base Cost: The cost of the spell at skill level 15, with no perks.

Skill 100 Cost: The cost of the spell ot skill level 100, after taking all of the spell level perks. This is provided for comparison so you can see how the
costs diminish as you become more proficient.

Description: The description of the spell as it appears in your Magic Menu.

Notes and Restrictions: Lists any quests or other significant limiting factors that govern when you can acquire the spell. Also provides clarifications on
how the spell works, and tips on using it effectively.

INVENTORY OVERVIEW © SPELLS > 7131
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DESCRIPTION NOTES AND RESTRICTIONS
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Dmm.m 78 826 278 Altogel i thecen ot il oesistorepocyzed o 155 s&wmdmmwdwmmmrmmmw

Convers 25 points o heolh into mogickn pr sacond, Caster Can only be found in Labyrinthion Chosm, during College of Winterhold Quest: The Staff

ial - : o
Equilibrium Speca 0 0 0 4 of Mognus, in a side chamber. A risky spell, but it is  fast, low-cost way fo recover o
D 7‘,",0%, || (unbekﬂled by this effect, ot Hogikain  hury W |
f This spellis sometimes sold by Enthir, Mmma&owmhwm
sy ol i Do S, o S e T . s ek e
D °'°'°5°'“ it s Gty ony. ransform o piece of fon Ore (2 gokd) to Gold Oe (50 gold). Prit :
CONJURATION ‘

‘ Sold by Tolvs in Tel Mithryn. For half the cost of o Bound Sword, ywcmgetsl;:;:rd

[] boundDogger Mok | 23 47 15 Geolsomogidoggerfor 1205 Sheaheit o e, Wﬂ“ﬁmﬂmgwmm sl

AT T et L

: ; ; Duolcusnng this soell does not give you dual bound swords. If that's what you want,
D ndSwod | Noie | 4182 | 27| Comesomogiovodor 1205 Sheohetodipl, iy Gl SO

(:]“‘""" Yoice 4% a1 Summonso Fomirfor 60 hrer th ot g !
D SoaToon L hovo 4 % 30 ?‘;“','if',"?? “,W;"k deod bOdY fofight fo’!fvou fo 605 Works on (re;;n;res up fo Ly, 7 f g
[:[ e AWe 70 149 SO Geolesmogc bofe oefo 1205 Sttt odiel _
D Conjure Flome Apprentice 62 132 44 Suynrpons 0 Flome Atonoch for 60 wherever the coster s Flome Atronachs do good ranged damage, but are fairly weak in melee,

poinfing.
Summons o Boneman Archer from the Soul Coirm for 605 | Bonemen hove shightly more health thon Flame Atronachs but generally do fess

| | whesever the (aster is pointing. | damage. They are: cheapet 1o cast, though.
Roanimote Apprentice | 60 127 42 ggc;r.\imm 0 more poweroldead body o fightfor you for Works on creatures up to Lv13.

[Jswitop | Apewie 44 94 | 31 Wormetdeswitin60s Hsasod [Tl e o e S e |
| i 0 forget , fills o soul gem. on eye on your soul gem inventory- you don't want fo woste o ono
i _ Skeever's soul. Remember that human souls can only be coptured in Block Soul Gems.
’ Only works on conjured daedra (not on 'permanent’ ones, like those in some Worlock
E]‘ Banish Doedra ~ Adept 72 173 58 Weaker summoned doedra are sent back to Oblivion. ?:?rge:nm:id z‘;gg ml?(ﬁlu w‘m ?ktv;g g(gil:wgoﬁxml\’xkﬂ% J:em:m
buying you some space against even higher-evel foes.

mowmmnnm ths spell oso creates bound arrows that lot for the fe of the

(] oomdow Mot 76 183 61 Coolesomogiowfor 1205 Shecbeito el

Summans o Mistman from the Soul Coirn for 605 wherevsr

the Coser & poting Mistmen ore frost-based spellcasters with high heolth

Found only in Apocrypha. Seekers ottack from
[ ] ConiwoSeoker Adept 5B 139 | 46 Summons o Seekerfu 60s whereverte costeis poning o't s s,y oot e, i e o e

D Conjure Frost ‘ Adept ' 79 189 g3 Summons o Frost Atronoch for 60s wherever the coster is Frost Atronachs do good meles damage and have high health, but lack o ranged

' Atronach i | | | _ poining. . attack. e ’
DW (Aept | 68 162 54 momﬂwbowmﬁﬂlhmhm . Works on creatures up fo Lv21. Faad dgh-swl
| Commond Expet 80 204 n Powerful summoned ond raised creatures are put under your  Only works on conjured daedro (not on ‘permanent' ones, like those in many Warlock
Doedra control. dungeons). Works on Doedra up to Lv20 (Frost Atronachs ond lower).

The Sider Scrolls
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DESCRIPTION

D Conjure Ash
Guardion
[:] Conjure
Dremora Lord
D Conjure Storm
Afronach

D Dread Zombie

Expert

Expert

—

g

S

=
112 30 101
118 316 106
107 284 95
100 266 89
7 190 64

(reates on Ash Guardian that guards that Jocafion until
destroyed. Consumes o heort stone from your inventory,
without which it will be hostile.

Summons a Dremora Lord for 60s.

Summons a Storm Atronoch for 60s wherever the caster s
pointing.

Reanimate a very powerful deod body to fight for you for
60s.

Powerful summoned doedra creatures are sent back fo
Oblivion.

Summons o Wrathman from the Soul Coin for 60s wherever

the coster is poinfing.

NOTES AND RESTRICTIONS
Sold by Talvas in Tel Mithryn. Ash Guardians are primarily melee combatants, although
they do have o shorttange ash cloud attack. Make sure you have o Heart Stone in

inventory before casting this spell (or the Guardion will attack you), and be owore
. the Guardion will guard the location where you summon it instead of following you.
gyemo:? Lords are powerful melee combatants with o number of fire spells o their
isposl.

Storm Atronachs are powerful ronged combatants.

Works on creatures up fo Lv30.

Only works on conjured daedra (not on ‘permanent’ ones, like those in many Warlock
WRMOII Doedra up to Lv20 (Frost Afronachs ond lower). Staggers ony
it

leﬂﬂmmepowedulwmrixswimhmnlwtinasnsmwﬂwdtbmnwm
fron

D Flome Throll

(] Frost Tl
D Storm Thl
Homi

D Fomiﬁ

Summon
Amiel's Shade

Summon
] Unbound
Dremoro

[ | Fomes
D Frosthite
(] spus

D Fire Rune
(] Fiebal
[j Freeze

(] FostRune
D Ice Spike

(] iie

I:] Lightning Boft
(] tohing kune

A/rerahr
Detect Dead

TRAINING

Maoster

Moster

Master

Special -
Apprentice
Special -
Apprentice
Novic

Novice

Novice

Novice

Apprentice

Apprenfice

Apprentice

Apprentice
Apprentice

Apprentice

Apprentice

Apprentice

ion Spell:

d THE INVENTORY

29 881 2%
267 793 267
326 969 326
356 1057 356
24 50 17
0 0 0
88 176 59
b/s 135 @ 4fs
1/s s 4
8/s  18/s 5/
98 207 69
17 36 12
12 2% 8
122 258 87
25 42 14
12 26 8
21 45 15
134 284 95

Alteration Spell:
Dragonhide

Rea deod ;
wm'ep:m body permanently to fight for you. Only

Summons o Flome Atronach permanently.

Summons a Frost Atronach permonently.

Summons o Storm Atronoch permanently.
Summons o Flaming Fomiliar which will charge into bottle

. ond explode.

Summons the Shade of Amiel Gane for 60s wherever the
caster is poinfing.

Summons on unbound Dremora.

DESTRUCTION

A gout of fire that does 8 points per second. Targets on fire

e extia damage.
A blost of cold that does 8 points of domage per second to
Health and Stomino.
ightning that does 8 points of shock domage fo Heolth and
Magicka per second.
Cost on a nearby surface, it explodes for 50 points of fire
domage when enemies come near.

A blast of fire that does 25 points of domage. Torgets on fire
take extra domage.

Ars'dp&eofkethmdoesmpomsofﬁostdamgemﬂeuhh
ond Stamina and slows the torget for 15s.

" Cast on a nearby surfce, it explodes for 50 points of frost

domage when enemies come negr.

Works on creatures up to Lv40,

Reward for College of Winterhold Radiant Quest: Conjuration Ritual Spell. Thralls are
stronger versions of the standard atronachs. After casting this spell, consider resting or
waifing to recover your magicka.

m%&m, affer completing College of Winterhold Rodiant Quest: Conjuration

Sold by Phins, after completing College of Winterhold Rodiont Quest: Conjuration
Ritual Spell.

Reword for Dungeon Quest: A Scroll for Anska. The Floming Familiar will behave like o
standard Familiar for o few seconds, then explode for 40 points of domage.

Reward for College of Winterhold Rodiant Quest: Amiel's Endeavor. Amiel's Shode is
physically weak, but o powerful spellcaster.

Quest spell for College of Winterhold Radiant Quest: Conjurotion Rituol Spefl. Summons

on Unbound Dremora in a specific location for the quest. Otherwise, no effect.

Torgets on fire foke more domage becouse they're burning; the spell doesn't do bonus
domoge if they're buming.

Runes last indefinately, but you can only place one ot o time. For best results, place
them in o corridor the enemy will have fo use, then pull them towards you. In a pinch,
you can also cast a rune directly under on enemy fo frigger the explosion immediately,
although that's less efficient than your other spells.

You can only cost this spell while wearing Ahzidal's Ring of Arcona, found in Kolbjorn
Barrow. While it does slightly less domage than Ice Spike, it costs only half os much,
and slows the farget for long enough for you to get away (or back up and cost again).
Imbweﬂeadmmtm-mnogdnmm”mmnwwmuﬂw

A spike of ice that does 25 points of frost domage to Health .

ond Stoming.

A blast of flame that sets the torget on fire, doing 4 domage
per second for 155.

A bolt of lightning that does 25 points of shock damage to
Health ond half thot to Magicka.

Cost on o nearby surface, it explodes for 50 points of shock
domage when enemies come near,

__4

Aherah';n Spell:

Alteration

You can only cast this spell while wearing Ahzidal's Ring of Arcang, found in Kolbjor
Barrow. This spell costs less than Firebolt, and by the end of its duration, does more
than twice the domage. This effect does stack (allowing you fo accelerote the domage

by costing it repeatedly). Ignite olso prevents enemies with health regeneration (ke
Trolls or Karstaag) from regenerating while it losts.

Conjuration

Conjuration Spell:

Spell: Spell:
Mass Paralysis Telekinesis Command Daedra Conjure Ash Guardian
v B > My
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DESCRIPTION

NOTES AND RESTRICTIONS

[ ] Choi Lightning | Adept
(] Fiebal Adept
[ ] Fome Cook ~ Adept
[ ] Frost ook Adept
[ ]keStom  Adept
D Lightning Clook | Adept
(I8 b
(] ey Speor Expert
[ ] incinerste ~~ xpen
[ ] Tundetot  Eoert
[ ] Wl of Fomes  Exper
[ ] wallofFrost ~ xpert
[:Il Woll of Storms  Expert
[ ]Gimod  Moster
[ ] FieStom | Master
[T hosw
Ariel's Special -
Convecion | Novice
(] Vompiic o §Pec0l
[ ] cowoge Novice
[ ] Goinoyonce  Novice
[] roy Novice
[ ] com Apprentice
[ ] Feu Apprentice
(] muffe Apprentice
(] Frenyy Adept
[] FrenzyRuns  Adept
[ ] raly gt
[ ] istiity  Expert
(ry | eper

Conjuration Spell:
Dead Thrall

107

17
53
137
125
106
98
113
39/s
45/s
48/s
328

423

41/

77

103

42
m
96

137

117
254

278
17
326
298
282
22
0
104/s
12145
128/5
975

1257

122/s

Vories

35
22/s

59

129
135

127

184

245

85

93
42

110

95

88
101
35/s
40/s
43/s
328

423

41/

Vories

1/s
20

43
45

42

62

82

3
99
86

Destruction Spell:
Blizzard

Lightning bolt that does 40 points of shock damage to Health
ond holf to Magicko, then leaps o a new forget.

Afiery explosion for 40 points of domage in o 15 foot radius.
Targets on fire foke extra domage.

For 60s, opponents in melee range toke 8 poinfs of fire
damage per second. Targets on fire toke extra domage.

For 60s, tslnmleermgeroke&pomtsofﬁost

damags ond Stomina domage per second.

A freezing whirlwind that does 40 points of frost domoge per
second to Heolth ond Stomina.

For 60, nearby opponents foke 8 points of shock domage

and hlf magicko domage.

For 60s, opponents in melee range have o chance of being

flung away.

mwdksﬁuldmwpoinfsofhostdmmgewﬂedih
Stomina.

A blast of fire that does 60 points of damage. Targefs on fire
toke extra domage.

A Thunderbot that does 60 points of shock damage fo Health
ond holf that to Magicka.

Sprayed on the ground, it creates o wall of fire thot does 50
points of fire domage per second.

Sprayed on the ground, it creates a wall of frost that does 50
points of frost damage per second.

Sprayed on the ground, it creates a wall of lightning that does
50 points of shock domage per second.

Torgets foke 20 points of frost domage for 10s, plus Stoming
domage.

A 100 point firey explosion centered on the caster. Does more
domage to closer torgets.

Torget tokes 75 points of shock domage per second to
Heolth, and holf that to Mogicko.

Burns the target 1 points per second. Targets on fire toke
extro domage.

Absorb health from the target.

ILLUSION
Torget won't flee for 60s ond gets some extra health and
stoming.

Shows the path fo the current goal.
f(‘;:ur?'orugas ond people up fo Lvé wil attack onything nearby

(reatures ond people up to Lv9 won't fight for 30s.
Creatures and people up to Lv flee from combat for 30s.

You move more quietly for 180s.

(reatures and peaple up to Lv14 will attack onyone nearby
for 60s.

Torgets up to Lv20 that fail to resist are frenzied for 30s.

Torgets won't flee for 60s and get extra health and stomina.

Coster is invisible for 30s. Activating an obiect or atfacking
will break the spell.

Creatutes and people up fo Lv20 won't fight for 60s.

Destruction Spell:

Destruction Spell:

Clook spells are great if you expect fo be in melee frequently, or prefer shortange
spells (Flomes, Wall of Flames, etc.), o they significantly increase your damage
output.

Sold by Talvas in Tel Mithryn.

Sold by Forolda, after completing College of Winterhold Radiant Quest: Destruction
Ritvol Spell. Dumgeseverythmgmukngemﬁsaomdmecusmfml%

Reward for College of Winterhold Rodiont Quest: Destruction Rituol Spell. Does extro
domage to things closer to the caster.

Sold by Forolda, ofter completing College of Winterhold Rodiant Quest: Destruction
Ritual Spell. Not an area-of-effect spell, Lightning Storm is a single concentrated bolt
thot does massive domage and disintegrates fargefs.

Quest spell for College of Winterhold Radiant Quest: Amiel's Endeavor. Heats Dwarven
Convectors for the quest. Otherwise, not especially useful.

A spell unique to Vompires, Vompiric Drain both domages your foes and restores your
own health.

Best used to strengthen a follower. In a pinch, you con also use it as o cheap way to
stop weak enemies from fleeing.

Clairvoyance isn't a spell you'll need very often, but it can be  real help if you get lost
in 0 dungeon.

Torges a single foe. Best cost at range, since they'll attack anyone neatby
indiscriminately, including you.

Torgets a single foe.

Torgets a single foe.

Silences your movement. Importunt for stealthy characters, or anyone who wants to fry
sneaking oround while weoring armor.

Targets a single foe.

Sold by Tolvas in Tel Mithryn. Mmmmihmmmeoflhelmsexplmwﬂ
be frenzied, moking this great for getting o fi band of enemies to stort
ﬁghnng NommmﬁnueﬂmﬂmskalskumMaﬁerpetkmmthemngeofms

Turgets a single foe.
Another important spell for stealthy characters. Combined with Muffle, you should be
able to sneak by most foes without too much difficulty.

Affects oll foes in o small areo.

Destruction Spell: lllusion Spell:
Fire Storm Lightning Storm Vampiric Drain Invisibility
PRIMA OFFICIAL GAME GUIDE WWW.PRIMAGAMES.COM
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DESCRIPTION

NOTES AND RESTRICTIONS

[ ] kot Boot | 104 | 278 | 93 | Seavresondpeopl poleie 20 s om combotfr 1y e ol o
Imges‘mmwedcunbotskik,hwlih,mdsim Soldbyﬂrms after complefing College of Winterhold Radiant Quest: liusion Ritual
[:l Glokms  hoser 194 577 14 8 ool et Aok B b o
uh Sold by Drevis, after completing College of Winterhold Rodiant Quest: Illusion Ritual
D Homory | Mot | 312927 | 312 Geowesond eope o v2S ney 't figh o 0s. | gyt o ,mgegmbg :
- Sold by Drevis, ofter completing College of Winterhold Rodiont Quest:Husion Ritva
Dﬂyslem Mo 257765257 Geowes ond e o5 s fomcombu s o e TR
D Moyhem Master 94 873 | 294  Creatures and people up fo Lv25 will ottock onyone neorby | Reward for College of Winterhold Rodiant Quest: lusion Rituol Spel. Affecs oll foes
h _ | | | | for 60s. in 0 lorge oreo.
[ Visionof the  Special - Quest spell for interhold Rodiant Quest: Illusion Ritual Spell. Reveals the
ThEo  (Mowes | O | O | 0 |Seswhetohescomot wmm%lmmmwmwmmugw
RESTORATION
: ; tfsmmwkmmdumyw,ﬂmimmdyhsdsawmeopywmmm
[ Jtoong  Moics /5 11/5 | 3s o thocotr 10poms o s | ot £ i xSk o s B e o
A Ward's armor bonus stacks with the Alteration line of ‘flesh spells for an even
: Increases armor rating by 40 points and negates up to 40
D lesserWord — Novice 15/s 30/ | 10/s stronger defense. Wards ore for more effective against spells, olthough they tie up a
v _ ‘ poins of spell domage o efets. . hand and cost more o maintain, "
[ fostteoing  Appremice 30 65 21 Heals the cstr SO i, i oog ok s fcen fon b g, ot o s,

may be fost enough fo pull you back from the brink of death in a dlose |

15 . Heals the torget 10 points per second, but not undead,
atronachs, or machines.

Heals the undeod forget 10 points per second, but not the
living, Atronachs, or machines,

Increases armor rating by 60 points and negates up to 60

D Healing Hands | Apprentice
Apprentice

10/s

Altows you to heol Serana or your resurrected minions.

[ ] SteodfostWard  Apoventice 24/ S1fs | 17 oot o e o

. Sun Fire Apprentice | 10 21 Ball of sunlight thor does 25 points of domage o undead. wm(mgng :;":: 3,‘3"‘ Fie e ool does mor dhumge o Undeod
Lﬂeﬁw Apprentice 35 74 24 Undeod up to Lvé flee for 30s. Targets a single foe.

(] GoseWounds Adspt 46 111 | 37 Heoshe oser 100 poins. '

Increases armor roting by 80 points ond negates up to 80
B/s | points of spell domage or effects.

Heals the torget 75 points, but not undead, atronachs, or
machines.

[:] G«eutu Wurd
D Heal Other

Adept s | 18/s

Adept 29 | A

Heals the undeod forget 75 paiats but not the living, Heol Undead has o higher casting cost bust is significantly more afficient than
Afronachs; o machines. Necromantic Healing.
| ‘ TRy A Sold by Talvos in Tel Mithryn. Before using this spel, consult the Bestiory for more
Adept 9N 1 | 13 g:g;&MhlmmmbSmmwm information on which enemies ore immune o resistant to poison. Note that the
| Destruction skill's Rune Master perk increases the range spol.

Affects all undeod in the arc of fire.

Al offected undead up to level 8 flee for 30s.

Far 80s, undead in melee range take. 10 points of sun
damoge pes second.
Undead up to Lv13 flee for 30s.

Sunfight explosion that does 40 points of domage in o

e Yodt adl)i i -}
(]l gy | 2 | 00 |

W Stendor’s Au | Adept

A slightly cheaper oltemative to Flome Clook if you're fighting undead.
[ ] wmundeod ' Adept | 62 | 148 | 50
. Vompire's Bane | Adept

Targets o single foe.
Fiteball is slightly more expensive but has the same rodius and generaly does mare

15-foot rodius o undead. dumoge fo undeod
g% Expert 56 151 50 Undeod up to Lv30 entering the circle will flee. (reotes o wording circle around the locafion where the spell is cost.
(] Gondteding  Bpst 84 22475 Hoolsevryone ose o the casr 200 o, A e Mo e BN S
‘:l Repel Undeod | Bxpert | 117 311 | 105 Al offected undead up to Lv16 flee for 30s. | Affects oll undeod in the orc offire.
UnSo  bget 8 235 | 79 Undeoduptol2) feefur30s. Togts singe e

‘ Reward for College of Winterhold Rodiant Quest: Restoration Ritual Spel. Affects all

Sets undead up to Lv30 on fire and makes them fles for 30s. neotby ndeod i 0 loge v,

D Bane of the
Undeod

Motr | 293 871 293
Dsmmcm Mostr 212 632

' lhdsudupmlvaSathnadmIﬂe&Cnsmheols * Sold by Colete, ofer completing Collge o Winterhod Radon Quest: Restoration
212 20 beithpsecond nsie o el G |

(restes o warding circle around the location where the spellis cast.

Restoration Spell:

Restoration Spell:

lIIusnon Spell: lllusion Spell Restoration Spell: Restoration Spell:
Mayhem Muffle Bane of the Undead Greater Ward Guardian Circle Vampire's Bane
& g SPELLS > — %)
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A WEAPONS, ARMOR, AND ITEMS

HHOD B

[»> Table II: General Data

Weapon Base Properties

This section lists the relative speed and stagger chance for each type of weapon, allowing you to choose the one
best suited to your needs.

Standard Weapon, Heavy Armor, and Light Armor Progression
This section lists the standard weapon and armor materials in order of increasing value and damage/armor rating.

For each material, the table identifies the level at which it normally begins to appear.

You can obtain items earlier than the indicated level in a variety of ways, such as aggressively increasing your
Smithing Skill, discovering an exceptional ifem in a treasure chest, or clearing a dungeon well above your current level.
Non-enchanted items show up at lower levels than their enchanted versions. Typically, enchanted items show up ~1-5 levels after the stated
‘Commonly Available’ level.
For each material, the level of the enchantments typically found on it are also listed. This is always a range, corresponding to the ‘Enchantment
Level’ column in the Derived Enchantments Table. So, for example:

Orcish Swords can be found with Ench Level 2-4 enchantments. So you might find an Orcish Sword of Flames (Fire Damage Ench Level 4), but
never an Orcish Sword of the Inferno (Fire Damage Ench Level 6).

Dragonscale Boots can be found with level 4-6 enchantments. So you might find a Dragonscale Boots of the Ox (Carry Weight Ench Level 5), but
never a Dragonscale Boots of Lifting (Carry Weight Ench Level 1).

This range does not restrict the kinds of items you can enchant. So while you're never given an Orcish Sword of the Inferno, you could enchant an
Orcish Sword with a comparable fire enchantment if you really wanted to.

Bow: Dwarven Black One-Handed Weapon: One-Handed Weapon: One-Handed Weapon: One-Handed Weapon Two-Handed Weapon:

136

Bow of Fate Daedric Sword Dragonborn Mace Glass War Axe Blade of Woe The Longhammer

K% WEAPON TYPE | RELATIVE SPEED STAGGER CHANCE % MATERIAL  COMMONLY AVAILABLE  ENCHANTMENT LEVELS

WEAPON BASE PROPERTIES STANDARD WEAPON PROGRESSION
l:] Dagger Fostest None 3 Iron vl 1-3
D Sword Lowest D Steel lv2 13
[ Jworiee | Jordsh vé 24
[ Iioce [ Jowarven w12 24
| Greatsword [ INortic v18 35
[ JBotteoce [ Jehen 19 35

D Worhommer Slowest Highest D Glass 27 35
[ stohin Lv35 46

[ty 36 I

- STANDARD HEAVY ARMOR PROGRESSION [ Jooed v 46 "

Iron vl 13 AT

| JBonemold vl 13 [

DSteel lvé 13 ATERIA MM AVAILAB

Dl)wnrven v 12 24 STANDARD LIGHT ARMOR PROGRESSION

[ Jchiin Heovy W7 24 [ Jhide i 13

[ |steel Plte lv18 24 [ Jucother vé 13

[ Ihordic lv24 35 [ Jain W1 24
[ Joush 25 35 [ Jeven 12 24

[ ebony 1v32 35 [ Jsced 7 4

[ stobim 1v39 4 [ stolim Light v35 35

D Drogonplate Lvd0 44 D Glass Lv36 35

D Doedric lv48 46 D Dragonscole lv48 46
s Tre ider S
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[> Table Ill: Weapons

This section lists all of the weapons in the game and their properties.

The critical damage of all weapons is always equal to half their base damage, rounded down.

Weapons marked “Uses [Material] enchant list” have the same enchantment levels as an item of the indicated

material type.

Enchanted weapons will have a higher value than shown here. The additional value added by the enchantment

depends on the type and strength of the enchantment.

Weapons marked “Leveled” have several different leveled variants; you will always receive the one most

appropriate to your level. Higherlevel versions may have better statistics and stronger enchantments than the example listed here.

All weapons with the exception of Unique Weapons (of any type) can be found in a variety of locations throughout the world. Unique Weapons
are tracked in the Atlas Chapter (page 685) and Appendices of this guide. Note that unique items typically can’t be disenchanted unless their

. enchantment is one of the base enchantments.

% NAME S8 3
a = =
STANDARD ONE-HANDED
WEAPONS
[ o0 Dogger 4 2 10
[Jronhoe 19 13|35
[ ] ron Sword 74y |5
: Iron War Axe 8 |11 |30
[ Jweldogger 5 25 18
: Steel Mace |10 |14 | 65
[ Jsedswd 8 10 45
[ | seeWorke 19 |12 |55
ot 6 3
[ Jocishmoce |11 |15 | 105
[ Jodswd 9 175
[ JoashWarke |10 |13 |90
[ ] vorenDogger |7 35 55
[ ] owonenthoe |12 16 | 190
[ ] vorvenSwod 1012135
: Dworven WorAxe | 11 | 14 165
[ Jvenbogger 8 4 95
[ Jovenoe 13 17 330
[ Jovnswod 1113 23
[ JevenwWorne (12 15 280
[ ] NoricDogsr 18 35| 118
[ Yodichoe 113 16 410
[ | Modcswod (11112 | 290
] NodicWarke 12 14 350
— B LA
[ JGossDogger 945165
[ ] Gloss Moce 14 |18 | 575
[ ]Gosswod 12 14 410
[ | osWorke |13 |16 [490
BoyDoggr 10 |5 290
[ ] Boyhoe (16 119 1000
[ JfoySwod 18 15 70
[ | ehonyWorke |15 |17 | 865
Suhimbogger | 10 45 395
SuhinMoe 16 18 | 1375
SohimSword |13 14 985
Shin Worke |15 16 1180
DoedicDogger 11 6 500

DoedricMoce 116 ' 20

DoedicSwod 14 16
|| Doedric War Ave 15
B Diogonbone Dogger 12

Drogonbone Mace 17

Diogorbone Sword 1§

Diogonbare Wor Are 16 1700

STANDARD TWO-HANDED

_ WEAPONS
[T fonBottewe | 16 | 20 55
[ ] ionGrotswod 15 16 50
[ ] ronWothommer | 18 | 24 60
[ ] Seelattese 18 21 100
[ ] steelGreatswod 17 17 90
[ ] steelWahommer 20 25 110
[ ] OcshBotteoe | 19| 25| 165
[ ] OuishGreotsword 18 18 75
[ ] Orih Warbommer | 21 26 180
[ ] OworvenBatless 20 23 300
[ ] owonen Greotswod | 19 19 270
[ | owonen Vahommer 22 27 325
(] evenottee | 21 24 520
[ | BvenGrootswod 20 20 470
[ ] hen Wohonmer | 23 28| 565
[ ] NordcBatee 21 23 650
[ ] Noricrectsword 20 19 | 585
] NordcVohonmer | 23 27 700
|| Glass Battleaxe | 22|25 | 900
[ ] GossGeatswod 21 22 820
: Glass Worhommer | 24 | 29 | 985
[ ] toonyBattewe 23 26 1585
[ | ey Greotsword | 22 22 1440
| eonyVahanmar 25 30 1725
|| obvinBotese 24 25 | 2150
[ ] suhimGreatwod 23 21 1970
[ tohim Warbommer | 26 29 2850
| DoedicBatteme 25 27 2750
|| Doedic Geatword | 24| 23 | 2500
[ Doedic Wahommer 27 31 4000

WEAPONS, ARMOR AND

Dragonbione
Battleoxe

| Brogonbone
Greotsword
Dragonbone
Warhammer

STANDARD BOWS
[ JiongBw |65 30
(] toniogbou 77| 50
[ ] orcsh Bow 0 9 1150 |
[ ] ovovendow 12 10| 210
(] eenBow 1312 | 470
[ ] NoicBw 13 11 580
[ Glos Bow |15 1] &0
R LU LR B
[ ] sohimBow 17 15| 1800
] DoodicBow | 19 18 2500
ARROWS
E Iron Arrow (8]0
[ sedton 10 0 2
[ Josharow 1120 3
hosemnr (120 3
: Dwarven Arrow 4|0 ]| 4
[ vk 16 0 5
[ ] Gloss Anow 80| 6
[ | tboyhow 0 0 7
SwhimArow 20 0 | 7
DoedicAow 24 0 8
] ?

CROSSBOWS

*Note: Uses lon enchont list,
| nbonced Gossbiow 19 1 15

*Note: Atfocks with this crossbow ignore S0% of
ormor. Can sfill be encharted.

. Dwarven Crosshow
*Note: Uses Efven anchont fist

Enhanced Dwarven
oo 2 |21 | 558

“Note: Attacks with this crossbow ignore 50% of
Armor. Can still be enchanted.

ITEMS

THE BESTIARY

QUESTS

ATLAS OF SKYRIM

APPENDICES AND INDEX

of fire
*Naote: Explodes for 10 points of fire domoge:

Exploding Steel Bolt
. of lce L 5

*Note: Explodes for 10 paints of frost domoge to
Health ond Stamine )

Exploding Steel Bolt
e 1077013

" Note: Explodes for 10 points of shock damaege fo
Health und half that to Mogicka
W 0o ot

. Exploding Dwarven

Bo of Fire

*Note: Explodes for 15 paints of fire domage.

Exploding Dwarven
W BEs) 0
*Note: Explodes for 15 points of frost domoge fo
Heolth and Stomina

Exploding Dwarven

40

Wio 15

B Bolof ok 1Bl s
*Note: Explodes for 15 points of shock domoge to
Health and half that to Mogicko.
__ SKYFORGE WEAPONS
Skyforge Steel
D Batkeoe” B B
Skyforge Steel
L] ot L
Skyforge Steel
l:]_ G| 1|17 | M0
S'e" |
Dﬁws““““‘ 0 w0
Skyforge Steel War
‘|:| ' Wiz ow
*Note: Sold only ot Skyforge. ,
‘ | Nord Hero Bottle
[ ke AR
[] NodteroBow* 8 12 45
| Nord Hero
 Graswor AR
[] NordHooSwo* 8 12 13
[ ] o Heo W kee* | 9 | 14| 15
*Note: Con forge at Skyforge ofter Gory of the Dead. |
ENEMY / FACTION-SPECIFIC

~ WEAPONS ,
[ odewhoriater {5 27|y




Ancient Nord
o AR
(] mdent ot Swort* | 8 12 13

*Note: Does odditional damage to vompires (+5).
Con still be enchanted.

Downguord
- Washamme 75

*MNote; Does odditionol damage o vompires (+5),
(on still be enchonted

Honed Ancient Nord
L Bote Ave* 21| 25| 50

110

s §

Honed Andent Nord | 1, 1 1o | 93

Dgouelplehndenﬂlord 1|18
*Note: Useslron enchont s

[ ] tocent Nord w101 0| 1
Drogon Pres Dogger 6~ 5 9
Falmer Bow [ 12115 |
FlnerSwod 10 18 &7
FolmerWorkxe | 11 | 21 |
[ FolmerSuppeBow 15 20 410

JUIC IO

&4 NAME = | ENCHANTMENT NOTES
=

| ~ STAFFS

[ Forswom Staf 08 8 Flomes
| Gond Stoffof Gaming. | 0| 8 1393 (ol
GundSoffof Repusion 0 8 1289 Rapel Undad
| Grond Staff of Tuming 0 | 8 1520 Tum Greater Undeed
MiorStoffofToming 0 8 556 TumLesser Undeod
Staff of Banishing 0 8 92 Banish Doedra
| Stoff of Chain Lightning 0 8 Choin Lightning
?m;( Chain Lightning, 0 3 Chain Lighoing

[ | stofof e B Com

:‘ Stoff of Courage ' 0 8 7 Courage

[ ] stffof DosdicCommond 0 8 2307 Commond Dosdro

[ | suffofdreodzombies | 0 | 8 1248 Dreod Zombie

[ stoff of xpulion 0 8 2% el Dedro

[ ] St of Feor 0 | 8 2443 Fear

[ stof of Frshlis 08 1309 Firball ,
Staff of Firebolfs 8
' Staff of Firebolts, Falmer 8

Staft of the Flome

] Hoved AndentNod o0 | 1 o
| L 0N e

HE
al=| =
| Folmer Arrow [ 7 (0] 1
[__] Honed Fomer Sword 12 18 205
[ |82
[ foswombe 14 W B
[ | foswomBow 8 9 %5
[ JFoswomswod 8 12 5
|| FoswomAwow 7 0
RedngSper 10 0 2
SherGeatwod | 17 12 160
SherSwd 8 7 10
[ | mpeilgow” 9 8 %0

I

Imperiol Sword* 8 10 2

'_Nore: Uses lron enchant list.

OTHER WEAPONS &TOOLS
Andent Nordic
P 510 50
(] Blodes Sword 110 30
[ ] Pidoe 510 5

Note: Required fo chop wood.

CHILDREN'S TOYS (HEARTHFIRE)

. Atronach, Folmes 0
] stoffof Fiames 0 8 18 Flmes
[ ] soffof Frenzy R RRIL Frenzy
L] ot of Frostie 0 8 198 Fustite
[ stff o Fury 0 8 8 Fury -
The §ider Scroils’V 7 =
13 .

j‘ Staff of Ice Spikes
[ stofof ke Stomns

j Staff of lcy Spear
Staff of Ice Spikes, Folmer

| Staff bf Ice Storms, Folmer

. Statf of Lighming Bolts,
i Folmer

s
S
8
B
8
8
—
8
8
8
8
] o of Mogelight 8 2% Mogelight
[ ] Stoff of Mending 8 613 Heal Other
[ ] Stafof Poolysis 8 395 Pordyze
: Staf of Reanimation 8 949 Resnimate Corpse
[} Stoffof Repsion 8 675 Repel Lesser Undeod
: Staff of Revenants 8 M Revenont
[ o of Sol Tropping B 98 Soul Trop
(] stofof Spaks 8 218 Sparks
[} Stff o he Fomitor 8 %2  Coniwe Fomio
: Stoff of the Flome Aronoch (8| 12| Conjure Flame Atronach
[ ] StffoftheFomeWol 0 8 1310 WolofFames
[ toffofthe FrostAonoch | 0 | 8 1106 | Conjore Frost Aronoch
[ ] stoffoftheFostWol | 0 | 8 1468 Wolof Frost
] Stffoftheteoingtond 0 8 198 Heoing Honds
[ ] Stoffof he Stom Avonach | 0 | 8 1656 | Conue Stom Avonach
(] swffoiteSomWol 0 8 1531 WolofStoms
[ ] Stoff of Thunderbols 08 778 Thunderbol
[ Stofof Tming 08 103 Tom Undeod
[ ] Stoffof Vooguishwent 0| 8 1807 Rout
[ stofofZombies 0 8 49 Raselombe
- UNIQUE WEAPONS - DUNGEONS
[ ] Aegisbone 18 24 135 Fost Domage S
] Aogis Bow 1[7] %
[ Bloodthom |5 |25 s Soul rop
(] Bolor's Oothblode 11 /10 1014 Domoge Stoming 25, Fear
[ Boni's Dogger Po [« s
[ ] Bowofthe Hunt 10 | 7 434 +20 Domoge to nimos
|| Coremonial Ave 9] '
: Ceremonial Sword |8 [12] 5
|| Drogon Pist Sof 0 8 150 Wollof Flomes
[ ] Drogon Prest Stff 0 8 143 Wall o Storms
[ ] DoiboodBotfenre 21 5 266 AsohHeath 15
[ ] Drainheart Sword 113 73 Absot Suming 15
[ ] Duinspell Bow W6 458 Mot Mogida 15
[ ] e n9 30 Frost Damoge 10
| Eyeof Mekko 0 8 123 Fireboll
[ ] Froki's bow 6 S 307  Domage Stomina 10
] Godoor's Soffof Choming 0 & 803 Fay
|| Gouldor Blockblode 8 12 24 Aoso Health Leveled
] oduBodkbow 14 18 750 MobMogda Leveled
(] Ghostiade 8 | 1 300 | +3Damoge (ignores Amor)
[ Holdir's Stof 08 184 Gm8Swllop
8 | THE INVENTORY

PRIMA OFFICIAL GAME GUIDE

5N ‘ Ice Spike
1401 Ice Storm
Iy Spear

lee Spike
lte Storm

L
=—— =
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S =
g &5 ENCHANTMENT NOTES
a =
[ Henorook's Sof 08 19 Wil o Storms
[ ] tonoron Hoce 9 13 99 BowsFieDonagect Night  Leveled
j Lunar Iron Sword |79 8 | Bomsfie Damoge of Night ~ Leveled
[ ] norkonWorke 8 11 94 BonusFie Damogeat Night  Leveled
: Lunor Steel Moce 10 |14 129 | BonusFie Domoge of Night =~ Leveled
[ JwnorSeelSwod 8 10 69 | BomusFieDamogetlight  Loveled
[ wnorSteelWarke | 9 |12 119 | BowsFire Domoge ot Night | Leveld
[Jrisirton |5 10 qos  FoWplhansion | G
|| Okin 1211 30 Frost Domage 10
[ Poucher’s e 5 10 31 +3Domoge o Animos
[ Red oges Bone |11 (15 345 | Bum Undeod, om Undeod
[ e Eoge's Fury 8 12 91 FieDomogeS
(] Rundi's Dogger 5 (25 18
| ] SpderConmolRd 1 8 153 Plce Spider Beccon
[ ] StffofbogsWah | 0 | 8 1310 | Wolof lames
[ | uffof fyk Godduson 0 8 5% Lighting Bol
(] Jealbareaceoffey | 1g | 91 320 | S fop Fe Domage 10
[ Meloghonmer 21 18 90 Fosterswings
[ ] The Pl Bide | 8 12 169 | Frost Domage, Fear Leveled
] e Woodsmon's Fiend | 17 20 28
[ ] Tolshone 225 121 | FieDamoge 1510 Tols
] Windsher T 10 40 Koockdown on ash 60%
UNIQUE WEAPONS - QUEST REWARDS
(] Blode of Woe 127 880 Abso Heolth 10
I:I Chillrend 1011582 Frost Domage, Paralyze Leveled
(] e 00w mm&”‘ Lovled
[ ] Fiinil's End 1312 78 Frost Domage 20

e\
= S 5 ENCHANTMENT
S = =

S E
g S| 3 | ENCHANTMENT NOTES
el =
| o BT Sonin 10
] ightingo Boce 0 g | Mbdeh M
(] Nhtogoe Bow T s
[ ] sti s |2] s
[ tafof Mogus 0 B 1468 Absot Mogics, then Health |
[ The Ruefl e 2210 1183 Damage Stomina 20
[ ] vod'slodyDogger | 5 |25 15 25% o it Choce
[ Wouthog (25 25 2000 1.2« Damoge fo Ehes
. UNIQUE WEAPONS - QUEST ITEMS
|| Alessandra’s Dagger 5111 10
[ ] Aven's FomiySwod 7 9 25
[ ] Bolgua'sGeatswod 17 17 200
[ Blode o Socfice 0 4 14
[ ] Broken Sof 70 s
[ Do’ Bow 8 7 5
[ Ghorbosh's ncestol ke~ 8 11 30
[ ] Gimseve 1M T FrostDomage 15
[ Heodsmon's Ave E2EDEE
[ ] Hiol's Sword g |n2] 13 |
:' Kahvozein's Fang (65 9|
|| Nettebone [ [0] 5
[ ] oveenFreydis'sSward 8 |10 45
[ ] Rusty Moce 7|0, s
[ ] ShogolsWotommer | 21 | 26 200 |
[ swffofhcaneuhoriy 0 8 2443 For
[ o of Tondi 0 8 250 Mass ol
[ st Sword I8 o] 2]

e
—]
=
—

NOTES

ENCHANTMENT

UNIQUE WEAPONS - DAWNGUARD
0 Summon a Oworven Spidet or Sphere for 60

Undead take 20 points of sun domage;

other fatgats foke half that, Bloodcursed

Arrows 0iso causa you to ohsorh heaith from
| Your Victim.

Il Bioodcused Ehven Arow Ausiel's Bow,

PR Couses sunburst attocks 1o neatby trgeds
B Swicoved Seakeow. | 16| 0 | 16| gy o il B
For every 10 undzod you kill with this oxe,
thie oxe will do +10 Sun Damage to undend
(up to +100).
Bashing places o rune an o neatby surface;
the rune explodes for 50 poins of fire
L\ | domogewhen enemies comeneor
: Absorbs 15 points of Health, Magicko, and
| " T | Stomino if wielded by o vompire.

| Calm fargets up oLy 8 for 30s.
Fires 30% foster than a standard bow.

. Downguard Runie Axe

I Downguard Rune Hommer | 22

| Hodkon's Sword
-_ Stoff of Rounvold

W

Two-Handed
| Weapon:
Stalhrim
Battleaxe

| seconds wherever the caster is pointing.

Shiouds the sun in dmknes;rf sl;m;t-!;_

UNIQUE WEAPONS - DRAGONBORN

[ ] bootsophe 13
[ ] Boodskol Bode ~ 21 '
Glas Bow of he 1
 StogPince
Gﬂ )
g |a
Dworven Block
[ Lot | ¥
[ Hoorost 5
[ todsbone 10
[ ] Miook'sSwt 0
[ Miook's Sword 12
[] sodkender 13
[Jsontes v

WEAPONS, ARMOR AND ITEMS

THE BESTIARY

TRAINING <o/1 THE INVENTORY

QUESTS

10

16

2

10

10

10

14

7]

ATLAS OF SKYRIM

1859

500
375

1767
1446

946

20
1130
w
1892

1175

 Tetode Lsh, Absrh Stoming

When duakwielded with
Soulrender, Absorb Health 15,
25% chance of Reduce Armor

100f 15

Power Attacks release an energy
blost that does 30 Mogic Damage
+5 Health ond Stomina per 20

 vimols Kiled, up 0 +25

50% chance each of +25 fire,
+25 frost, and +25 shock
domage

50% chance each of Absorb
Health 25, Absorb Mogicka 25,

| Absorb Stomina 25 !
Counts as on
Frost Damoge 15, 3% chonce of 0

Ice Form

:+200mmgovsﬂmkets
Summons fentocles that stogger
and poison foes

. Absorb Mogicka 15,

Bloodscythe,
| 25% chance of Dispel Magic

Shock Domoge 30

APPENDICES AND INDEX



[>> Table IV: Armor

This section lists all of the armor, robes, and other clothing available to you, and their properties.

Armor and Clothing marked “Uses [Material] enchant list” has the some enchantment levels as an item of the indicated
material type.

Circlets, Rings, and Necklaces may appear with armor enchantments of any level.

Enchanted armor will have a higher value than shown here. The additional value added by the enchantment depends
on the type and strength of the enchantment.

Armor and Clothing marked “Leveled” has several different leveled variants; you will always receive the one most appropriate to your level.
Higher-level versions may have better statistics and stronger enchantments than the example listed here.

All shields are listed as being ‘Heavy Armor’. However, they don’t count as Heavy Armor for the purposes of skills or perks. For example:

O Your Heavy Armor skill doesn’t make you any better with a shield.
{ IF you have perks that only work if you're wearing a full set of light armor or no armor, holding a shield doesn’t count against you.

Clothing often comes in a variety of appearances that aren't distinguished by name (there are at least a half-dozen ‘boots’, for example). So a
representative item from each set has been listed here. Be aware that an item’s appearance and properties may vary slightly between instances of
these items.

All Armor and Clothing, with the excepfion of Unique Armor (of any type) can be found in a variety of locations throughout the world. Unique
Armor and Ouffits are tracked in the Atlas Chapter (page 685) and Appendices of this guide.

i — - - - - —

Sl&E | = w =
s o = s g & S 5 E =
~ STANDARD HEAVY ARMOR SETS ] i vy Boots 6 Heow | | DoedicGountlets 18 6 625  Heaw
(] ton Amor 5 %0 125 Hey [ | GineowGoless 14 | 5 | 135  Heow | | | Doedichemet 23 | 15 | 1600  Heoy
[ ] tron Boos 0 6 25  Hew [ ] Ciheowheimet 19 | 5 | 135 | Hew [ DoedicShield 315 1600 Heow
(] ton Gounters 10 5 25 Heoy [ | SeelPoeAma 40 | 38 625 | Heoy STANDARD LIGHT ARMOR SETS |
[ tron Helmet 5 |5 60 | Heow [ |Seelfateboos |14 | 9 125 | ey || Hidehmor 05 50 lgh
(] on i 2 12 60 |Hewy | [ ] uelPoecontes 14 | 6 | 125 | Heow | | fideBoos 5 1|0 | g
[ ] bomemodhmor 32 34 290  Heow [ | olPoetemet 19 6 | 300  Hey || HideBoces EARNE R
[] bmemodPoion 15 |33 290 |y [ |welPoeshdd % | W 35 | by | [ ] et 0 2 | 25 | ght |
[ Boucdons 27 60 oy ) lodcGnedAmor 43 3100 | ey L] tide Shield 5. 4 5 lfoh'
[: T P T e ] Nodic Coned Boots 15 6 220 | Heawy || Leather Amor 26 6 125 | Llight
[toacktdn 17 [ 45 | 155 [ tuoy |- po MKCOMGRONG 15 | 6 | ZD | bawy L _jheos R
[: g L = 3 [ Nordic Corved Helmet 20 | 7 550 | Hemy || Leather Bracers | 7] 2] 325 b‘ght
D'lwmdﬂomold YR | Mo tel | 10| 35| Howy | ] { b oo 2 lE TS
Amor L5 ) | Orcsh Armot 40 | 35 1000 | Heaw | L_|Chifin Amor L34 M0 Light
wa 13| 9 60 | Heow || OrshBoas 15 7 200  Hew =~ L_|ChiinBoots 9 1 | 50 | ght
(] mostbend 5 7 oy Orih G 15 [ 7 | 200 [ fho L _ENESE B LA UGIE
| | | Orcish Helmet 20 8 500 Heaw =(hmn Helmet 14| 1 125 . Light
(] fopovedBoemod 45| 17 135 | dooy | [ Ovish S 30 | 14| 50 | Heawy | [ |CiinShied 58 75 | lght
Dmmw il = (= [ | Ebony Amor 483 1500 | Heaw || Elven Amor 770 (A N 23 bﬂd
== || Ebony Boots 16 | 7 | 275 | Heawy Elven Boots 8 | 1 | 45 | light
| St i 085 75 Heow [ gonyGounll 6 7 25 | Heoy L] EvenGounlets 8§ 1 45 gt
| Steel Cuffed Boots 1218 | 55 | Heay [ ] Ebony Helmet 2110 | 750 | Heaw : Eiven Helmet 131 110 | light
| SeelShinBoos 12| B 55 Heow [ goony Shind 2 W 750 | tey [ EvenStied a4 N | gt
|| Steel NodicGountets | 12 | 4 | S5 | Heowy f Stabrim Amor 4 | 38 2200 | Heow | | Scoled Amor 26 | 350 | lght
|_| See Impeol Guutes 12 4 85 Heow [ iohim Boas 7 450 | Heoy || SaledomAmr 32 6 350  Ugh
[ StelHeimet 7 |5 125 Heow | [™|shimGunts 17 | 7 | 450 | Heoy | | ScledBoos 9 2| 70 | lgh
_| Stoel Homed Hemet 17 5 | 125 | Heow [T uhimboket 22 | 7 1135 | Hemw | || ScoledBoces 9 2 0 gt
|_J Steel Sied 4 |12 150 Heow [ pogopotehmor 46 | 40 | 2125 | Heaw | | ScoledHelmet M2 5| g
| Dvovenhmor 34| 45 | 400 Heow 7] pgonboos 17 8 | 425 | Hew [ ] Suhimlghthma | % 7 | 95 | lgh
[ voventoos 113 | 10 85 oo | [T oogopiteomtes 17 | 8 45 | ooy | || Subimignboos | 12 2 | 215 | Ly
; Dworven Gountlets. 13 | 8 85 | Heow D Drogonplote Helmet 22 8 1050 ' Heawy : Stobvim Light Brocers 12 2 215 Lght
) Dwarentelmet |18 | 12 | 200 | Hew [ pogomiowestiod 34 | 15 | 1050 | Heoy | || Sohuimlghtheinet | 17 | 2 | 465 | lgh
|| Dvovenhed 26 12 25 | Heow [ poudic o 9 50 320 Moy || SwobinShid 0010 60 g
) G HeawAmor (40 | 35 | 650 | Moo | ™ poei poos 18 | 10 625 | Heny | [ Gosshmor 37 | 00 | lgh
Tre §lder Scralls'V
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— 42 1] = S sl |
] lss Guntors EEETN 190 | lght |

Goshmet 16 2 | 450 lgh |

GusSteld | 27 | 6 | 450 | Lh
(] bognsthmr 4110 [ 150 | g |
) DoporscabBooks | 12 | 3| 300 | Lih
(] oot | 12 ,é,a_l,_spﬁ ra
[ ] bogonscole Helmet | 17 | 4 | 750 | Light |

DogorsaeStied 29| 6 | 750 | light |
_ STANDARD ARMOR PIECES S
ERshcnEsa
(] ondedonamor | 28 | 35 | 200 | Heay
Note: Uses bonenchontlist, |
[:Inundednonsrueld 2 | 12 100 | Heow |
Mot Ueshonenchant i, |
[ ] snddedhma | 23 6 | 75 | gt |
Note: Uses Leatherenchontbst, |
[ evncidedhmor | 35 | 4 | 550 | lgh
Note Uses Glossonchont i, |

SOLDIER AND GUARD ARMOR

[ imporlghtAmor® | 23 | 6 | 75 | g

impeiclUghtBoos* | 6 | 2 | 15 | Lght |

gt B | 6 | 1 [ 15| g |
[ impercl ght e | 11| 2 | 35 | ligh |
[ inpeilght o= | 19 4 40 | ught |
[ idedlopeid | 95 | 4 | 15 | g
"um.u:slmummu. i BT

_lmpefialArmo«' | 25 [ 35 | 100 | Heaw |
(] it 10| 8| 20| o |
i | Imperiol Brocers* | 10 4 | 15 | Heawy |
[ pwclteoer | 15| 5| 50| ey |
*Noe: Uses Steel enchant st ]
Dhmdllelmet (85 | 30 | Heoy |

=
=
<o
e}
=

35ll.i|i1t

' Hoomarch Guord's | 3

 Shield | 3 [ 40 | Hoow
Mokorh Guor'smor| 23 6 | 75 | lgh |
Markarth Guord's \ :
[ b ,-” AR
D”""""‘G"“"“ [1713[4011“:«*
[] pieGuodshmor | 23 | 6 | 75 | Lght |
Pole Guor's Holmet | 11 | 2 | 35 Luumj
|| Pole Guard's Shield | 17 ] 3 40 | Heawy

6
RlﬂenGtmrdsHehne' [n]2] 3%
3

| Rt GuodsStidd | 17 ’70 Mooy
|| Solitude BuardsArrnor | 86 75 Light
Climoses [z s ]
(] solide oo Shied | 17 | 3 | 40 | Heow |
(] Whtenn Guot'shmor | 23 | 6 75 | ght |
Whiteron Guard's | ‘ )
Litbos [V 2] % | U]
Wndhelm Guord's Fese] o | -
Shield ! lz 73 4077~7Heavy
E‘WG‘“"’ % 6w
Winterhold Guard's s :
o nlz2| s ugm
Winterhod Guard's |
S |17 4_3;140 lllmy’

I
DAWNGUARD ARMOR
Il Downguord Amor 2|6
I Oovnguord Boots 8 | 15
B Oownguord Gountiets A Light

B ovnguord Helmer 16 | 15 Light
Note: 25% less domage from vompire offacks and Dioin Life spells
while wearing o complete st of Dawnguaed ormar.

Light
Light

& NAME
Nompire Armor of Mojor 2% 5

. (onjuration

Note: +50% Magicka Regen, Fortify Conjuration 17%

Vompire Amor of
| Eminent Conjuration o T e N

Note: +50% Magicka Regen, Fortify Conjuration 20%

Varmgies Armor of
. Extreme Conjuration % 5 325

Note: +50% Magicka Regen, Fortify Conjurafion 22%

Vompire Armor of
- Peerless Conjuration %13 375
Note: +50% Magicka Regen, Fortify Conjuration 25%

Vompite Amor of Minor
. Destruction Bl A 195

Note: +50% Mogicka Regen, Forfify Destruction 12

Vompire Armor of :
. Destruction 55 25

Light

Light

Note: +50% Magicku Ragan, Fortify Destruction 15%

Vompire Armot of Mojor
Destruction LS %0

Note: +50% Mogicka Regen, Fortify Destrution. 17%

Vomgire Armor of
. Eminent Deshuction 5lS 275

Note: +50% Mogicka Regen, Fortify Destruction 20%

Vompire Amor of
. Extreme Destruction & 5 35

Note: +50% Magicka Regen, Forfify Destruction 22%

Vomipite Ammor of i
. Peerless Destruchion G 375

Note: +50% Magicka Regen, Fortify Destuction 25%
Vampite Amor of
| Quickening L 2
Note: +75% Mogicka Regen
Vompire Armor of :
. Recharging 0
Note: +100% Magicka Regen

- Vampire Armor. of
Replenishing

Note: +125% Magitku Regen

- Vormpie Amor of
Resurgence

Note; +150% Magicka Regen
ENEMY / FACTION-SPECIFIC ARMOR

Light

Light

tight

Light

Light

Light

Light

Light

i Dawnguord Heavy 7 -
n et Oe's | 17 | 4 [ 3 | oy | W i, e Bl [ mcenttodhmar |25 28 125 | Heow
—— T————— an i H i [
HMM 20 ]2-1 50 | Heaw . ugum Lt 13 9 Heavy E Ancient Nord Boots | 10 5 ‘25 | Heay
S?ormdook Cuirass 2] 8 2% ‘ me . Duwngumd Heavy 1 : g5 it ‘E Aﬂmﬂf NOI’d Goumlets 10 = 4 | 25 7 Heuvryi
Somdookteer | 10| 2 | 12 | lgt Edpger [ mcnt o telnet 15 4 60 Heow
e SRR I Downgoord ull elmet 18 | 10 220 | Hoowy [ siodes emar “ 45 40 Heay
s e A ,,,9 R Note: 257 fess domoge from vampie oftocks ond Droin Life spells | RV I o R
Fur Gountlets ' 5 | ZJ 5 ' Light while wearing o complete set of Davmguord armor. E Blodes Boats \ o, !'3 185 o) M.,‘
D Stomclock Officer | 7 78 7375 O ljfhi B Dovnguod Shield 2 | 10 240 | Heowy [: Blodes Gountlefs 13 8 185 | Heawy
Armor - | L1 - Hﬁg LI Note: +10 Bush damage against vompires. E Bhdesllolmet '18711'2 1200 | Heaw
I e e Al s VAMPIRE ARMOR (] Bodsshiet |26 |12 225 | Hoow
1 Stormdook Officer EIE 7"]&1{ =L Vompire Robes | Gisthosk |17 F* 50 | Heow
— Brocers ! R || Vompite Gloves *Culist Robes B US
i S T N R O Vi o Exdonmen.Hogidorgenels 75% s
; ;E&sﬁﬁarmGuurd 7 NP1 | Smpsion =0.iﬁstﬂoots IO P LI /T
— Helmet 1 | 2 1 _J’Fh_'_‘ Vlompire Armer Culfist Gloves |7 15 (30 | light
Dmfdkmh&nds » K : 7 1 gt | Varmpite Boots :..W;L"E‘SI_"_”', 15 12 30 Heoy
D Folkeath Guard's it | 3 | R I Vompie Gounflets | Falmer Armor Q 31 {— | 75 | Heawy
 Helmet | | 77_733” 7ﬂ‘ i Vomgie Aot of Minor | ¢ ] Folmer Boos 12 |4 55 Heavy
! Falkraath Goand's. 1 | - | o | Conjurotion — 8 m i ;‘ ey he
Shield 4l i b | “‘WY ! Note: +50% Magick Regen, Fortify Conjuration 12° Gw'm fl;,l NS s | Heavy :
[:l r—— = ! » i . Vamgite Aumor of 2% | s || Falmer Helmet 0 |5 |25 Heovy
R Bl [t I Conpraton S Ty 1S Famas Hordened Aot~ 34 | 40 | 250 | Heawy
Note: +50% Maogicka Regen, Fortify Conjuration 15%
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¥ NAME
. Folmer Hordened Boots
m e

Fulmer Hordened Helm

Falmer Heavy Aot

_merHeovyBoms (]

Folmer Heavy Gountlets 6

. Folmet Heavy Helm | 8 |
et 850 e
[ | FosvomAmor |26 6 |100 | light
[ Foowomos 72 20 lght
: Forsworn Gountlets | 7 2 .light
[ ] fosomHeoddess 12 2 50 lgh
[ Foramr B 6 50 gt

| Fuboes 6 (110 ligw
[ ] Furtlmet Mol lgh
(Jrushoss (6 2 4 b
[ | MoogTongAmer 26 5150 lght
[ ] MoogTongBoots |8 2 |35 light
[ ] Mooglonbness |7 2|25 gt
| MoogTongtood |12 (15 |2 lght
[ | Pentus Ocons mr |23 |6 |75 light
[ romsocdontion 6 1115 i

B 61|15 b
[]fatbts 13 1 |35 |
(] Tholmr Boots s (110
[ ] ThonarBoes 5110
] hoimor Hood 5 (1 |0
[ ] Mok 0440

Hooded Tholnor |0 |5 | 430

| Robes™
Note: Desrucion pels cost 12% ess bocost.
[ ] oventghthmor 126 4 125 lgh

[ evenlghtboos 7 1 (25 light
[ ] oven lght Gontits |71 |25 ligh
[ vnlghtheimer 12 1 60 Light

=
7 4  Heowy
Wolf Gountlets 12 v 4 n Heovy
| Wolf Helmet 17 {4 125 | Heowy
E Vioerming Robes 8 5 10
STANDARD ROBES & HOODS
Some robes come in several visual styles that do not offect their names
or other properfies. »
(] Block Robes 0T
[ ] slue Robes 0 1 s
[ College Robes o, [i" [ ]
[ | Hooded BlockRobes 0 |1 |5
|| Hooded Blue Robes 0 1 5
: Maontled College Robes | 0 15
[ ] BockMogeRobes™ 0 1153
[ fosctonhon 19 |1 s
El Necromancer Robes* L U
D :mg Necromancer | 0 1 55
Hote: +50% Hogicka Regen
(] robes o [1 |5
Note: Uses Warlock Robes enchont ist.
[:l Novice Robes 0 1 153

o +50%”agtkokegsn,udu“mmlym(olbgokobesmdmt
[] opreniceRobes (0 |1 539

;Is'ote +75% Maogicke Regen; additionally uses College Robes enchant

[] Adept Robes 0o 1 |9

Note: +100%Midwkoom odditionally uses CollegeRobes
enchant s,

] ExpenRohes 0 |1 [ |
Nt 15K ok Repr oty s Collge Robes
] Mustef Robes 0 |1 | 2298
N:gﬁ;lSO%llamdwkagon oddimmlyms (ollogokobas
[ Novce Hood ERE

Note: +30 Magicko

(] topontiotiond 0 |1 415
Note: +40 Mogicke

V] = o
NAME =y B = R 9
[islE | &
[ Adept Hood 0 1 58
 Note: +50 Mogicka
JEWELRY - CIRCLETS
I:lCoppefmeIvyxCIdst o |z e
Copper ond Moonstone ' -
D Circlet 0 _2 | Eofﬂ.,, .
(] commrondiatyCicet 0 (2 150 |
Copper and Sapphire
D Circlet ‘ 0 2 . 200
D Siverond Moonstone o | 5 | 959
D ludeundSopphue A 0 ' ? ' 300
Jodomdfnmld i
et 02w
Sitver and Sopphire
D (Circlet ; , : | 0
[] codandpubyCicet 0 2 450
Gold ond Emerold
Circlet 0 |2 il
JEWELRY - RINGS
] i ing 0 02530
(] o Rig o o5 s |
[ ] SivecGometkng |0 025 160
(] SheranetystRng 0 025 180
[ ] sherrubyRng 0 025 20 |
[ ] GodSopphieRing 0 025 500
[ | odEnecddking 0 | 025 700
[ ] GodDamondRig | 0 025 900
JEWELRY - NECKLACES & AMULETS
[ siverNeclce 005 6
[ ] GoldNecce 005 10
[ Siver Joweled Neckioce 0 05 380
|| Gold Jeweled Neckloce | 0 | 0.5 | 485
[ ] codRbyNectice 0 05 550
Silver Sopphire
[;lmm 0|05 s
[ ] Siver Emerald Necdce 0 05 830
|| Gold Diomond Neckloce | 0| 0.5 | 1200
[ | docntordAmdet 0 |1 100 |

[ ] wolt Amor 3120 |55 | Heay
4 NAME = ENCHANTMENT 2 g | ENCHANTMENT
= = =
o JEWELRY - DIVINES AMULETS [ ] Folo's WeddingBond 0 03 150
|| AmdtofAkotosh | 0 1 89 +25% Mogicka Regen ] Glovescfhepugiist | 5 | 2 | 194 | Ught | +10 Unomed damoge
|| Amulet of Arkay [O[1]N4] | +10 Health Dmoﬂm 27N 8 | 545 HWVY Resist Frost 30%
L Amulet of Dibel [0 0 |18 +15 Speechaft D Ironhond Gountlets 1) 4| 44 rHeavy 7 Improve Two-Handed 15%
Amulet of Julianos 0 | 108 +10 Mugicku | I | | |mmkdmy5% mmm
. e 2 oo _— L[] Kyne's Token 0 1 3 "
[ wmwetcitmaets 01 96 | +10Simio D g G st R L
[ Amolet of oo 0 1 316 | Restootonspels cost 10% s o cost. .D Rt et sl A § 285 LUGK LS St s
] oetaisior |0 1 196 || et bk 10% e e [ redoors Goce S 1 N7 light  Muifl, Stoming Regenects Fster
[ Aot of Tols lo[1] 2] T etween Shous euced by 20% Dlutgeofthe Blooded 20 8 | 300 Heovy ' Boshes do 3 Bleeding Domage / 5s.
(] At ofzeiter 01 s Prics ore 0% befer D — UNIGUE ZRM?R BgRA;GON :g:{ESTN':ASKS
UNIQUE ARMOR - DUNGEON REWARDS ot Lo ol 8 5t i
MdanHelnstdﬂw T ' ‘ Heal wearer and domoge enemies when
E[ 15 4 841 Heow  Resist Firs 40% ‘[:] Konohik 27 00 Heoy | b, Cicetoseviono Do
D mademohheSovum | 7 4 71201 Light I spells cost 5% less fo cast. fos =il | Imp(ove Lockpicking 20%, Archery 20%,
[ oosis 15185 lgh | RO
-l - Tre Sider Scrolls' V il I r. &
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i
= = ENCHANTMENT = ENCHANTMENT
<<
|| Morokei (5 4| 63 light | +100% Mogicks Regen || Nightingole Amor* | 34 | 12 | 1249 | Light | + Stuming, Resist Frost
[ Nohsin 7 9 | 273, ey ;;20',‘}“;9;";0;:"0”“ Destcion 20%, [ | NgdeBoos® | 10| 2| 235 | Lin | Mt
[j o | A I s 1521 Hewy | Resist Fire 30% ResistFost 30%, Ress [: Nightingale Gloves* _ 10 A 2 81 _ Light llmptove Lockpick, Improve One-Handed
, sl Shock 30% (] vightngle oot 15 2 804 | Light | rove luson
[ ] rolgo (23 9| 982 | ooy | +70Shming “Note: eveld
(] totm B 9 [mz oy | o hnmcmmmmumm | Nhtweower'sBond | 0| 03 1131 Imptove Sneok 10%, Destrcion 10%
‘ L U
Fe— Savos Aren's Amulet 0|1 |88 +50 Mogicka
20 (o Wm ht, Improve Prices 20%, = =1 —1 ; :
E]“"“"ﬂ i Il . Wmemfg o " [T shedofsoliude | 26| 12 | 555 | Hemy | Rest Mg, Improve Block
Wooden Mosk 2] 2] a bgm Timeshift he Lobyrinthion Sanctuary Note: Leveled
’ UNIQUEARMOR QUEST REWARDS (] shiedof Ysgomar | 30 | 12 1715 _ Heowy | +20 Health, Resist ogic 20%
(] Mot htcdoken | 2 | 1 },W Lt ’ammwrmmm %Shmudedhmo« (29| 7 | 373 | lght | ResistPoisn 50%
pa— L ol i ] shrouded Boots 8 2 305 Lght Moffe
Note: Leveled b= ! !
[ aodentShouded Amor | 33| 5| 617 | Light | ResstPoison 100% %5"””“"“::' ': : Z; _ E::,: V:mptove::::;x
I | | Shrouded Cowl Maskdess | 1 | mprove
|| Ancient Shrouded Boofs | 12 | 0.5 | 355 | Light | Muffle ‘ W 1 SR :
; Ancent Shouded Col 15 1 1199 Light | Impove Avchery 35% ‘:]. Shiouded Gloves B2 125 Uit | Bcubos e domge
|| Ancient Shrouded Gloves | 12 | 1 | 175 | Light | Double One-Honded sneck otfock domage :lShmdadedmes 0 ,0'5, 0 m W“‘“W,MMW
Jimeskbs 01 209 MsssolShlesnon [ strouded Hood 005 465 | gt inpon Sk 5%
[ Amorofthe Od6ods | 24| 3 | 611 | Light | Descion spls cost 15% e o cos %M“’“ (0105 70 | light .'":ﬂ“‘”“’"’“‘“‘“"
[ T T O P e (e ([ ] ShoudedShoes | 0 05 | 150 Mot
[ ] Asgeirs WeddingBond | 0 03 100 | A Pl L
[ ] Boos 0| 1| 603 | Ress Shock % ijW‘V 003 m | eicaheg 205 |
(icero's Boots 0 05 35 Muffle | ! d A
=51 I i Thieves Guild Armor 29 7 | 665  Light | +20 Corry Weight
[] Go'sCotes | 0 | 1 |19ag | Imorove Onetonded 20%, Improve :I ' e iy i B
= R Rt I L [ Mo | 39| ¢ 1299 | g | 435 o Woih
[ Geer's loves 10105175 | Double Oneionded sneok ofock domage L UL (o Jin el i
[ Gt 0005 268 | npoveSonk35% Dmmzﬁ |9 15| 241 | light | ImprovePcpocket15%
G ekt ) | 0 [ 05| 06 +30 Healt  mproved) R IER G ol
i S . (] thioesGoldGowes | 9| 1| 222 Liht | Imrove ockic 1%
Dmmt(wms 005 78 | 430Sonim gm&mam 0] 1 w5 | g | i lodgc 5%
f,‘;”g'fn‘gﬂ‘}“(’g"gm” 005|795 +30 Magida (] MievesGuidHood | 13 | 15 | 551 | Light | improve Pices 10%
e e Lot Ty Thieves Guld Hood ‘
[:lﬁ“““""“‘"“""’ 805 S92 Lght | inproveAchery 20% (inpove) L B e s
(] uidostrsmor | 38 10 | 1779 Lht | 450 Cony Weigh %3‘””"*‘”"“’“"” ; 023 3(2:) L bapove ockck 20%
(] coMhosersboos | 11 2| 649 Lght | inprove Pekgocket35% jw'"‘""s:‘“'dedm‘“"“"' N
[ ] Guld Moser's Goves | 11| 2 | 599 | Light | improve Lockpick 35% :lw:: = M"s‘ ST hl.:ht .
(] GutdMoser'stood | 16 3| 1252 light _ inproveSpeech 20% el s i or
[ ] teimof Winetad | 17| 5 | 125 e .%ms"””d"dg’:s "j* ; V :z :3:: i —
Helmet of the Okd Gods 12 | 1 345 30 Magicke e L~ | ety Sao
IE] e T e e ;m:fom - UNIQUE ARMOR - QUEST ITEMS
J e e Ty R (] modors' Aot of Aoy | 0 | 1| 294 410 et
Dbstus(bﬂns _ 0| '”63: MM : || Calcelmo's Ring ' 0 03| 20 J - 7
|| Jester's Gloves | 0105125 . .DoubleOnerHundedsneokonuckdumge | Chormed Necklace | 005 790 '+2sc«rywwm
: Jester's Hot 0 (051806 | | Improve Sneck 30% : Cursed Ring of Hirine | 0 1 0.3 | 50 Random werewolf transformations.
[ ] JoweledAnet | 0|05 1000 Noe: No efectexcept on werewohes.
: Linwe's Armor (318 | 368 Lght 1375 Stomina L Enchanted Ring | 003 207 | +20 Health
[ ] tiowe's Boots 11| 2| BT lght | improve Sneck 15% __| beafonfiod 0 05 5
:A linwe's Gloves In|2 483 Light WW'S% L_J Fifis Sive Locket 0 05 30
|| Linwe's Hood |16 | 2 | 563 Whght .In\ptoveAt(hequS% __J Fousing Gloves N |
Ilaaosfudot 0 2509 ' Improve Magicka || I:;Kdir'sSNeH | M | JZ | 60 | Heaw |
Note: Lveld [ | MosTei's Ring 003 4
(] ' Ring 003 43| impove Achemy 15% [ ] joggedConn |23 9| 5000 | Heowy |
Nate: Bonus reward or ark Bothehoad Quest Mouning Never Comes. [ ] Leother Hood o1 ] 0
+50 Magicka, Improve Coniuraion 25%, | [~ | Mo Sharpis 0| 03| 10 |
[ Wecomoncer Amet 0 05 2635 5% et o i e [ :::s:mS;:lerng g g: 21500
t .
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% NAME ENCHANTMENT ENCHANTMENT

a
=

ARMOR
WEIGHT
VALUE
TYPE

(] Moste'stemet | 11| 2 | 35 | Ught | || RoggisAncestolShied | 20 | 12| 60 | Heowy |
[ et eSSt iy s Tine bewoen Shouts ool by 20% | L Sounhol:ﬁm;::tm - 0 08 184 | SpelscostBelesstocst
1 s 4 : 4 : ‘ Shd“'“s
D Porty Boots olol s Tonithar ' 0 | 1 ' 691 . }WMP&&SW%
Dhtyﬂothes ‘ 0 25 | | D Strange Amulet | 0| 0 1000 .
mmmw . 0 . 1 . 205 A ATlme between Shouts reduced by 20% D ﬂﬁmgenmms 101 5 34 -Hewy Improve Smithing 15%
(] Reyds Neckoce 0 05 30 [ ] Viol's Gold Ring 003 75
D, Ring of Pure Mixtures | 0 | 03 | 337 Improve Alchemy 12% D Yista's Necklace 0 05 50
o —_
0 NAME S S 5w ENCHANTMENT
= i (S e
UNIQUE ARMOR - DRAGONBORN ACOLYTE PRIEST MASKS
Retains the lost Stonding Stone ability -Ahzidol: 'Inugnses Fire Resistance
you held, gronfing you its effects DAhzidul 23 9 | 1165 Heavy by S0% ond Fire spel domage
in oddition to those of your curren! | | | by 25%". T
Stone. -Dukoon: “Increoses Frost
Enemies struck by this shick become [T 23 9 | 1202 Heaw | Resistonce by 50% and Frostspel
% 12 2,000 emd for I; sec?eds, mu:;dng therm | ' domage by 25%".
unoble fo attack or be attacked. Tohksiisos: *Increasas Shock
Your Bats Power diins ife from [ aohisos 28 9 | 1239 Heowy | Resistonce by 50% and Shock spell
I Ao of Bars 0 05 1000 edyibicns domage by 155"
Note: Mo effect unless you ore in Vompia Lord Form.Note: : UNIQUE ARMOR - DRAGONBORN DUNGEON REWARDS
] Your Summon Gargoyle spell ‘ +60 Stamina, Breath of Nchuak
. Amulet of the Gorgoyle 0. 0.5 1,000 summans on additional gorgoyle for D Ve i 5] e B sl Power
30 seconds: UNIQUE ARMOR - DRAGONBORN QUEST REWARDS
Note: No effect untess you ore in Vampire Lord Form. Ahzidal's Armor of 5% chance of paralyzing enemies
et e D Rebuton A3 70 e ks
i e 1 ; ] ‘mm"d W9 NS ey Wookig
Ancient Folmer Gounflets = 9 Ahzi(hlvs Gountlets of | Words ore 2?% m’, ubsqu
Stotes the energy of blocked ottacks. D Warding W | 6 | 1750 | Heow ﬁdmmﬁomlmunm
W fuiels Shield 32 Pertorming o paseer bash will rleose ! ~ S -
- L [ Madstamatvson | 19| 6 | 1250 | beow | 258 b
| Bone Hovk Aot 0 100 sy 7| e bk
Goe o g Qs B dis [ Abaido's Rngofucono 0 03 | 1425 fows 1w e
+IOBosﬁdanmgemmlwmww, T e | l L. — LY
ond sustoined blocking crestes o D Ahzidal's Ring of L0 03 nhoo Reanimoted creatures for
W Dovnguond Rove Shield 27 450 inor sun shield doing 10 poits of Necromoncy | i . 50 Frost Damage when hi
bt Bl [ ] Boduodshmo | 33 7 2079 lght | +50Cony Weigh
B loderofSant i 5 2422 +50 Stamino, +50 Carry Weight (] Bocquon'sBoos | 13 | 2 | 836 | lght  inpuove Pdpocket40%
B Rig of e Bt 0 03 197 +100 Health. Unarmed attacks do on D Bockguord'sGloves | 8 2 | 778 | Light | Improve Lockpick 40%
Sl s oddfonal 20 domoge [ ] Blockguord's Hood 18 2 1745 light | Improve Prices 25%
Note: No effect untess you ore in Yomipice Lord Form, Y ? [:]f Dmmm | 39 7 | 1600‘ Light '+ISSmimpuDMItun
’ +100 Magicko, Regensrate -+ I 1 1 : ’
W Ring of the Erudite 0 03 1,803 Hagcko/scond [ Deatitond Bos o2 W0 g mmwmwnmm
Note: No effect untess you ore in Vemipire Lord Foim,
[] Shs%ugﬂehm:w 2 6 600 | Heow [ vosbbmduntes | 12 2| 3571 | g | G e
= e e 1155 o g,y [ veobondtdn 165 2| 750 g o s i
B oo ' W T ‘ * When wom with Mirock's Gloves
B VonpieRoylAmmor | 30 9 455 | light  +125% Mogicko Regen [ Miook's Bt no2o® ond Robes, "‘,’g‘;:“ Hogico
Absorbtion fo 15%.

Heavy Armor: Heavy Armor: Heavy Armor: Light Armor: Light Armor: Light Armor:

Dwarven Armor Orcish Armor Stalhrim Armor Ancient Shrouded Armor of the Old Gods Elven Gilded Armor
Armor
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Light Armor:
Fur Armor

Light Armor:
Glass Armor

Shield:
Auriel’s Shield

ENCHANTMENT

Shield:
Orcish Shield

Shield:
Dragonplate Shield

Shield:
Shield of Ysgramor

[ ] irook's Gloves 7015 30 lght
(] Mirook's Mask B 9 73 Heow
Note: Leveled
[ ] irooks Robes 0 1| 100
] Fing of Bloodlst 0 | 03 1500
o =
NAME £s 2 g
=== =

CLOTHING - STANDARD QUTFITS

Common clothes worn by people throughout Skyrim. Most ouffits

hove several visual styles, but similar or identical nomes.
D Arm Bondages 0 05| 1
(] Beted Tunic 012
:] Blacksmith's Apron 01 8
[ ] Boos 0| 1] 3
:} Brown Robes [0 [ 1[5 |
[ ] chid's Clthes ol 1]
[ cotes 0 15
[ ] collge Boats 8 0 0
[ ] cow 010
[ coffd Boos 0|8 |
[ ] Dunmer Outit IERES
+75% Magicka Regen
[ Donmer Shoes 0 2 %
[ ] Embelished Robes 23 100
[ ] Embroidered Gorment 0 1 100
[ ] Fine Amguards 7 [05| 2
[ ] FineBoots 0 0
(] Fine Boots HERES
|| Fine Clthes 01| 5
(] Fine Clohes 01 3%
[ ] Fine Hot 0 05 25
[ ] Fine Roiment 0 1 100
Footwtops T
[ Fueined Boots EIERED
[ ] Furimmed ok 01|10
(] Gided Wistguors 705 N
:I Gloves 0 05| 1
TRAINING @> THE INVENTORY

Light

light

When worn with Mirack's Boots
ond Robes, increases Magicko
| Absorbtion to 15%.

Magic Resistonce

Absorb Magicka 5% from Spefls

ond Dragon Breath Shouts, Chance

of Tentadle Explosions when struck
| in melee

While in Beast Form, +50%

Outgoing Domage, +50% Incoming

Damage

| Green Robes

D Grey Robes

(] Hommerell 6ot
D Hot

] Heod bondoges

D Hooded Brown Robes
(] Hooded Green Robes
[:] Hooded Grey Robes
[ ] Hooded Monk Robes
:] Hooded Necromancer Robes
[ ] Hooded Red Robes
:I Mage Hood

[ Montled Collge Robes
j Miner's Clothes

[ Monk Robes

j Necromancer Robes

Noble Clothes

(] Peoted Shoes

j Radiont Raiment Fine Clothes
D Ragged Boots

:l Rogged Cap

:‘ Rogged Robes

:]_ Red Robes
:I Redguord Boots
:] Refined Tunic
:] Roughspun Tunic

THE BESTIARY

WEAPONS, ARMOR AND TEMS
QUESTS

o
S ENCHANTMENT
=T
(] Ring ofstnct 0 03| 30 PG o ok, Sy
(] Ring o he Hont 0 03| 350 e
[ Ring o the Moon 0 03| 250 e s o, T o
D Telvanni Robes | 0 2 . 75 ‘ Magicka regenerates 75% foster.
UNIQUE ARMOR - DRAGONBORN QUEST ITEMS
[ ] Boro' Neckoce 0 05/ 580 |
[ ] Nelot's Rngof Tcking | 0 0.3 | 100
== = S| ===
ol 1] [ ] shoes 1| 0] 2
0|15 {1 kol Boors 715 30 | ught
01 5 [ ] kool oot 2 5 100 | Light
005 1 (] Skool loves 7015 30 | lght
5.0 0 (] koo Hot 6 15| 400 | Ligh
NRE [ temple Pist Boots T ENES
o] fus | (] remple PestHood ENES
0|1]s ] Tomple Pest Rohes 0|27
R B +75% Magicko Regen
0|15 (] chefs Tnic 0 1. 8
0if ] s | [ ] chef's ot 005 1
011 [T Moumer' Hot 0005 1
L2 E Mourer's Clothes 0| 2
0 1| 2] (] Aiks Hood 005 2
AEREN QUEST / UNIQUE OUTFITS
0! 5 Unique outfits worn by important characters or during specil events.
T S Emperor's Robes 0|1 | 100
W (] Myttic Down Boats 0115
2141 ] Mytic Down Gloves 01|12
011 % [ ] Mythic Dawn Robes 02 |2
AR [ Mytic Down Robes 0of2]n»
AEEE [ utics abes 01 00
o los| 1 I: Utfric's Boots 01|25
AR (] uic's Broces 505 2
TRIEH [ ] Wedding Dress 0150
01115 (] Wedding Sondals Lo | 1|
AEEER [: Wedding Wreath 0105/ 10
23 100 [ enero! Tl Armor 318 65
01|
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_CRAFTING: ALCHEMY ___

[ Table V: Ingredients

| This table lists all the available ingredients and their properties (weight, value, effects). In addition, three sample
| locations are shown where the ingredients can be found (usually in abundance, although this varies as some ingredients
| are only encountered as a single item rather than in clusters).

LOCATION A LOCATION B LOCATION C
(AMOUNTIF | (AMOUNT IF (AMOUNT IF
APPLICABLE) APPLICABLE) APPLICABLE)

Weakness Forify Sneok Weakness to [9.00] Riften (7.00] Windhelm g Catch these fish randomly in lokes,
to Frost ME0K | poison (Plonkside) (Docks) rivers, ond the ocean.
[DG.03] Ancestor Only avoiloble inside the Ancestor
Glode Glode.

o S SO0 Roven Rok [SSU] Impoct . ;
an. Mine (neor Alchemy %](m Crater (west of Tel m@mms«m

| el 4 . | | lob) e Mithryn) .
; [S.5C] Reavers' [5.504] Kolbjorn
D Jsh Hopper 03120 m” m Ught Resist Shock !rl:gkness 0 Folly (Secondary Barrow (northeastern (5515] Sun Stone Found on the bodies of Ash Hoppers.

Ash Creep . s
[ fnCe o3 20 OMOB® | jnichiy | ResistFie

Jelly . . ‘ Locafion) exteio) (wester exterior) |
‘ ! 5.505] Wreck of ) [S.S11] Fort :
Ashen Gross e | Weoknessto | Forty . (5505 (5.506] Hrod's Found on Spky Grass the exteriorof
[ |5 01| 1 Resstfie | gont lotgcing | FoySneok |t Stidnr Sl | P ECTRRUEL ) Fosmot (auhem | O R
=R ‘ { | (north exterior) { exterior)
. Found on bear corpses. Check the
Restore Fortify Do [9.33] Fallowstone ~ [8.05] Moss Mother  Pine Forest Exterior
[ ]BeoCows 01 2 oo | Forlyheoh 0 oo [ s g (ot e ma . Mosforlcaons o hve beos o
D_ . ! 0 ! . : 2:;:"0:, ' gfume [ Isefugepemre A \Sflhe:;l;ness fo | [9.10] Honeyshond EZ'.;?] Goldenglow ' H (omTonﬁIz’If%und near beehives, which
| ™' | % | Stoming | Staming | Stoming | we | Estate are plentiful here.
= Resist Fortify Light Fortify [9.10] Honeystrand  [9.29] Goldenglow - ( found near beehives, which
D_ Beakive Husk | L Poison | Amor 'FmifySmak | Destruction  Cave  Estate ,[] mm
Bleedin Weakness ’ Weakness to ' ’ [1.10] Pinemoon [2.02) Chillwind Depths = [9.04] Geirmund's £y
D oy 03|10 | g™ | Foy Bk | pit Rt Mogc | (g 4] 58 P | e | Pontl i tese coves,
Damage ‘ Fortify [2.02] Chillwind (8.21] Helldir's [9.34] Lost :
[Jtisvot 02 12 G Py Resoete gt IEMO RIS Pt i (9 | P thss cos.
3 » 7.00] Windhelm ] o
Blue Butterfly Domage | Fortify Damage Fortify [ ; .| Catch butterflies from midair fo pluck
D Wing 01 2 | sioming Conjuration | Mogicka Regen | Enchanting ét":#g::)”h s (8.10] Evergreen Grove | Pine Forest Exteror | 4 o wings "
' TR | | [ y ' These blus dragonflies are common
[ ousdomiog 01 1 /&8 foth | Rt Fan A | LIISen |y sk e ass et ily v
fo w5 | 2 | ﬁm’f | E‘mﬂm  Forf Hel mﬂiﬁ toqn | 1001 Sltde 1) | (.00 Rien (7) | Ay widemess. | et atnd s (o,
[Toowlsk |05 20 B ot | uyboc  foy | (SO0 itk | 1081 Bk | (SN o Fond oo Tokod
‘ ' Damoge o Forify Rovoge [8.18] Bleak Falls | Found on Skeletons and Drougr. Check
D Boue Med 03 | 5| Stoming | Resist o | Conjurction ' Stomina . Barrow (3:42] Voo (4) | Any Drouge Dungeon | the Atlas for references to ﬂmggcrecmte.

Found on Forswor BriorHearts, the
. Restore : et [5.44] Lost Valley  [5.26] Red Eagle {5.18] Broken !
D Briar Heart 05 20 Mogicka Forfify Block ~ Poralysis Fortify Mogicka Redoukt Redoubt Towet Redoubt leaders ﬂ;f, most fF';:rsvm)m Redoubts.

[5.506] Hrodulf's [5.509]

Burnt ;
; Weakness | Fortify Domage (5.507) Brodir Grove  Ramshackle Trading A

[] ogn 05| 20 R |t | Hogdaegm | SO  House ()south (oo nding) | Post (oot | Found o th bodes of Bumt Spigon

| Lo ! L L= R , suroundings) |
Restore ¢ . Lingering (3.06] Nihteoler ~ [1.20] Shodowgreen . Catch bt from midai fo lck
(] ooty Wing 01| 3 B iy e Ioog ek S o b P FrstEcta | (KA1
? [ | [2.08] Swamp 2 .
: Domage | Fortify Forfify ; [ [2.K] Summoning Usually grows in frozen coast or
[ wiskot | 01 5 Stomina | Onehanded | Marksmon Poralysis gﬁ;ﬁ,ﬁf‘:‘;{m of | Siones (cose by) (5) | (2.00) Morthal (5) mufshlngd.
| Charred  Restore . = ' [3.10] Fort Dunstod | [6.08] Sleeping e (3.07] Red Rood  Usually roasting on borfirs, This connot
[ omvrtite 05 1 Gompa Gl Resthuism  Resobeoh | Comp (2 Puss (2) be cooke,
4.06) Frostflow e ; 7
Weokness ; .| Domage 2 [ [2.02] Chillwind Depths = [9.23] Tolvald's Found on this enemy, as well as aross
D Chourus bggs 021 10 to Poison Forify Stoming Magicka Invisbiy l(.lggolhgm (Rbyss) (150+) Cove (100+) these Caves.
[06:11] Darkll [06.12] [FV1LE| [DG.12] [FV3.F] Somefimes horvested from o dead
Passage Forgatten Vole Cave Shampslope Cove. ~ Chourus Hunter.
: Lingering < ;
- Resist Damage . [5.20] Salvius [7.15] Mixwater [8.11] Holf-Moon i

I:I Chicken'skgg = 0.5 = 2 Mogi Magicko Regen Waterbreathing ggurgﬁgz fom (3) il 3) Wil (2) Usually found in Chicken Nests.

‘ ' Reste Domage Fortty Cory | Wecknessto | [7.20] Bonestiewn  (7.05] Kynesgrove ~ [7.17] Convangr :

L] E‘””““"’ o lE Moo | S e g Cest (7) (coseby) (6) e (6 ol o s Gt okt
fimson moge | Domoge i P [10.02) Blackreoch Only found in Blockreach. See
Nirnroot 02 | 10 | ok Staming Imisilty Resist Mogkc | (44) H H | Bloicykreach :nop for mora information.
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LOCATION A
(AMOUNT IF
APPLICABLE)

| [9.00] Riften

NOTES

Catch these fish randomly in lokes,

[ ] Doedro et | 05 | 250
le)eoﬁhl (AR

Dragon's
(] i 015
(] owoneni | 03 15
Dfnoplosm 0125

[ ]8esta 01 10
(] 03
= el
[ (o i e
Folmer Ear . 02 ‘ 107
D
E]F‘*‘”““"‘ ‘0.1 15
[ Fresats | 03| 50
[jnyumm Ler [z
[ Frost Miriom | 0.
[ rostsas 03 ;1001
il I
(] earic 03 1

(] Gontlidn 03§

[ Joontse | 1|20

Restore | Damage Domage
Health Stomina Regen | Magicka
' Domoge R 1
o smm | Sow
Resist Fire | Fortify Borter | Forfify llusion
ol :":z i | [
estore orf
Mogxku | Destruction Ful Negda i}
. Fortfy | Weokness fo
Mﬁu  Morksmon | Frost
| ‘
e
Restore ‘
foome | Rovoge et | o
| agmge | Frenzy ‘ Resist Poison
m ‘ m Light Cure Disease
Weakness o Restore
to Frost Resit Fire Magicko
CFoy Lo
| Resist : Ravoge
Fost | oy o  Mogicka
Weokness Restore
Resit | ¢ . | Regenerate
| Poison | Forly Stomina | Magicke
‘ x?h?f | Rovoge Foath | wm
| Domoge | ¢, For
Smmigu Forly Health Weight

‘Rmoailudh

Feor

' Weokness to

Poison
Fortiy

Twohanded

Restore
| Magicka

Damage Health

. Resist Fire

Fortiy

Twohonded

. Restore Health

ot
 Lockpicking

Resst Mogic

Regenerate
Magicka

 Regenerate

| Stamina
Damage

| Stamina Regen

Fortly
Conjuration

- Regenerate

Health
Restore

Domage

. Lodge (5)

(Plonkside)

[3.06] Nightcaller
Temple (2)

' [2.23) Lobyinthion |

(Shalidor's Maze)
L5

[7.20) Bonestrewn
(rest (154)

JLCE
| [6.09] Ronnveig's

Fost

i 'bo]'mh (Bee

Barb) (7)
[SSIS] Sun Stone

(exterior giont
| mushrooms)

[5.29] Karthspire
Comp (2)

(4.13) Aftond (7)

[5.500] Raven Rock

(interior houses)

[8.02] Sunderstone
Gorge (3)

" [1.10] Pinemoon

. Cove (604)

[9.35) Black-Briar

(9.0 Rflen
e g od
mm)m

[l 24] Eost Empire
Warehouse (9)

' [2.10] Fort
Showhawk

| exteriar) (14)
2.07) Talking Stone

[3.11] Shrine of

LOCATION B LOCATION €
(AMOUNT IF (AMOUNT IF
APPLICABLE) APPLICABLE)
l7 00) Windhelm 2
' College of
Doednc Quests: The . Y
Winterhold Radiant
Black Star or Pieces of
perar | st ek
' [2.08) Fnlmhm(i ) | wm{d

1+,

! . College) (5)
[7.05] Kynesgrove (7) gn?dugdfggum
[3.31] Irkngthand (2) [4 13] Alftand (1)

| [4.00] College of

| 402 Yogid
[6.00] Whiterun [ 35] Blod(&ia

| (Drogonsreach) (9)  Lodge (7)

[5.500] Tel Mithryn
(exterior giont None

. mushrooms) §

' Pine Forest Exterior Snowy mountains
(hunt the animal) (hunt the animal)

| [4.00) Colege of | Any Dwarven

- Winterhold (3+) ' Dungeon.

(5.500] Roven Rock | (:oM00) Skoal
(skies above) m (ks
[3.06) Nightcaller [4.20) Septimus
Temple (3) Signus' Outpost

| [9.04) Geirmond's Holl ~ (2.02] Chilwind

| (404) . Depths (30+)
[9.00) Riften (Temple [5.00) Markarth

~ of Maro) (4) | (Vindrell Holl) (3)
| [4.00) of

e i ‘[509] Hormugstot)

| [1.00] Salitude (Vitoio | [3.10) Fort
 Vid's House_ (8) | Dunstod (7)
| [2.21] Kenstog Ruins | [2,16] Ustengrov
\ (west of ® | ®

{6 08] Sleeping Tree

[8.1 7) Secunda's
Kiss

‘ {06.11) Dorkfal Goto | Nore
[7.00] Windhelm

 rivers, and the oceon.

Found on Dremoro. Cannot be obtained
from summoned Dremora. Check the
Atlos for references to this creature.

: ;mmmﬂma

A plant that looks like o dragon's

tongue, not actually the tongue of o

| drogon! Usually found in Eastmarch,

Found on many Dwarven Automatons,
:mm!

Found on Ghosts. Check the Atlos for
| references to this creature.

Dried Elves Eor con be found in most
. dwellings.

Usuuly hangs from Emperor Parasol
giant mushroom)

?fmlonsmcus reumlas

. Check the Ao for
aegture,

references to

| Found on Falmer. Check the Atios for
| references to this creature.

Found on the bodies of Felsood Terns;
shoot the birds from the sky with

| arrows, bolfs, magic, or Shouts.

Found on Flame Atronachs, but cannot
be obtained from summoned Atronachs.
Check the Atios for references to this

| aeature.

Plentiful in these caves.

| Many buildings in Riften contoin Dred
| Frost Mirriom.
| Found on Frost Afronachs, but cannot

* be oboined from summoned Aronachs.
Check the Atlos for references fo this

| treqture.
Usuolly found in many dwellings.

' Found on Gionts. Check the Atis for

references to this creature.
Only found in fhe Darkfoll cave system,

; - (3.08) Frostmere | Found on Wispmothers. Check the Atlos
D Giow Dust 05| 20 Magicka Mogscku Regen Destrumon Resist Shock Mehrunes Dogon (3) g);ln(e ofthe Kinge) Crypt for references.
| Gowing | oo | ¢ Rest | Forfy | [9.23) Tohold's | [406) Frostlow | [1.06] LostEcho
Climmge 0205 B8 D romsowm i SIDSS% EHISRY DO mebinseos
: ) 3.00] Dawnstor i
Resist Rova For Restore [10.04] Japhet's [ A : Plentiful along the marshy northem
(Jowsrod |01 | 1 o8| o . | (amgoniothe N | (e
— | R | ey | . (8.3 Glomorl | Foond on Hogrvens. Ceck the s
[ 1o Jos o2 | o o g B (50 HoysEd | (536 Do Gk 000 Pl e
| Hogoven | | o | Dom | Forflty ‘ Wecknessfo | i | [8.03] Glenmoril | Found on Hagravens. Check the Atlos
D Fggthers | 01|20 | Mugicc'lg(: | (omnﬁon | Frenzy | Shock (5.03] Ho's End | [5.36] Deod Crone Rock Coven | for references to this creature.
‘ ‘ found clinging to stone
1 | ‘ Fortfy (1.00] Solitude (Hall  [6.12) Dustman’s Caim [802]Smdelsm Usualy
[ toonghos 03 1 (o Forybeh | S Ol b 00 @51 Bopee) | o e oy g s
[ [ | ' ' ’ [ ' Shog; hqwfl:sﬁom sk% o d;m this
Restore : Fortify Cor ; (1.00] Solitude [8.12) Bloated Mon's | Any Silver Hond ingredient from them, or from Silver
D Hawk Beok | 0.3 | 15 Stamina Resist Frost wogg'fﬁ' " Resst Shock (Exterior, Docks) Grotto Location gund Members during The Companions
| Quests.
v |nm i | [ Dl eyl | et el
Hawk (e i [1.00] : 's
s 00|15y |l | Fosok | GRS | e Location mmmmmcmm
i | ! = Lt ST 8 i i ! l !
. Restore ' " Damoge .| [9.00] Riften {7.00] Windhelm ) Cotch these fish randomly in lokes,
[ tisop |03 6 ol | Folyagdo | ol | Woredreohing | i (odks) t  sivers, ond the ocean.
oo | 1|5 [S500 [omvons |80 (G0 e e e |6 e peniinen,
4 WEAPONS, ARMOR AND ITEMS | CRAFTING: ALCHEMY ) > (Mg
5 TRAINING d THE INVENTORY THE BESTIARY QUESTS ATLAS OF SKYRIM APPENDICES AND INDEX A
Sl Lax I



LOCATION A LOCATION B LOCATION C
(AMOUNT IF (AMOUNT IF (AMOUNT IF

g &= APPLICABLE)  APPLICABLE) APPLICABLE)
L Paralysis mﬂfﬂ Fortify Sneck .[4.1.3] Aftond (3) gv€3(]3§olvald's »Egvzl(lzgleochdiﬂ Very rore.
e 1[5 T (e AT B S vt |
it |05 | e [ |, [ (k0| QLT | et
Cmsw | °'3Ai - R R v ".[82‘)]"“““" ‘mm) Pl |
| I est 0
l:l JainRoot | 0.5 | 10 }iﬁ;ﬂml;lhge DM'; i ‘2?0"&% ngz Regen g%l:«%h&h:nod [ H g:t:: %ﬂufﬁfgn{mﬁo&mﬁm

instontly. It makes by for the strongest
| poisons of any ingredient.

TR 5 C[7.0] Miswatch  [8.33] South 730 The ;
DWW 0 rmm o | | poetit 1) ‘mamw | AonchSone (5| Ny ond i Fxsimch o,
) [5.00] Morkarth | [5.7) Shrine of Dibello:

D Jonioar s | 0.1 | 1 mc:gness mmon E?gte;'r‘erme gmﬁ Regen ’(zxra;o; ]uzd )(ldhm Bn;!ge at 0ld Hroldan '[3?’")2' m&v‘(‘g Mainly found in The Reach.
‘ ines) (15+ (8
= e e gt N S T3 1) G s o i RS § e TG A BN ey
w Restore ! Domage Pine Forest Exterior  The Rift (hunt the Tundra Plains (hunt  Found on Elk. Check the Atlas for
[ ] ogerntes | 01 2 | G&O0 ,"“"VS'"'*“IS‘“’  Stoming Regen  (hunt he onimal)_ rimo) Cheonimd) | references fo i creatue.
gl s, |
Resist . .| Rovoge Fortify empe ot NO'B, | (5.12) Clfside Retreat | [5.28) Rebel's Grows across the Tundra plains of
D Lovender 0111 Mogic Forty Stomina Magicka Conjuration Wind Disti, ond (east of location) (8) | Cairn (5) Whiterun Hold.
Dr%&o;s«euch)
(4
: ' , !
oMot lm Syl | |3oawm (1201 Stedowgeen | [608) Seping 1 i o i o pck
[ 01505 * Invisbility their wings. Pale-winged Luna Moths
D ‘ o | Lo AT s TR om0 o b fond ot sy ot g,
Weakness  Restore Regenerate [9.00] Riften [7.37) Crogslone (8.02] Sunderstone | Sold by Khajiit Caravans. Otherwise,
D Mﬂ“‘ S"?“‘ | 0'3 50 | fo Fire Resast Fros Magicka | Magicka (Worehouse) (6) Covern (2) | Gorge (1) | very ore. |
L ‘ . This species of mushroom grows on |
| | Reswe  lngeing | o 08 Fusmee LAV g g o
L Houleicle 03| 4 hogda ’nmau.m STt RS o o | o G (3 | 041 s e o s
| Mudood Restore L [6.27] Riverwood | [6.H] King of the The bonks of most | Found on Mudcrabs. Check the s for |
EJ Chifin 70'3 2 l‘Stummu Cure Disnse RM’ i ,.Rmt F,“ | (river banks) Mudcrobs rivers and lokes. | references fo this creature. |
o’ } | Regenerate | [2.02] Chilwind | [8.21) Holldr's Coin | [5.11] Lior’s i ; [
(] torioskot | 03| 0 m lodoiding " Hedh  Dephs(60) | (189) Refeat (10) "“”""“““‘"‘""“"mm =
| | | [5500] Gostand | 5001 Foven
hokidy 05| 20 Pk | e ot ;"’"“F‘ Foo | 5 Wotwokond | 5  RockHine ummmmermdm
D = ‘ ] o SR AR IR e L RS o SO R 0 , 4
M oy | 223 abyithion Soltde “"’”'“"‘V fl o hesearees.
Nhshode 0.1 [ | ””:;m Donege | oY (2.23]labyintion g 0 ot (105) | (1001 (mainly in pine foest)
D £y B, l Roet | Giomipa. | Desudion. | (108 , | mditﬁdomdlmmm W
' Domuge Domu —— (9.06) Sarethi [8.K] Alchemist's Comp: | (3.00] Downstor | Aside from Sarethi's Form, these are |
D NIerOT 02 E Health Srummo = Invrs»tnlrty Resist Magic  Fom(8) | Evergreen Woods (3) | (coost) (3) | fom)dalongnve«l'mnks . |
7 Nordc Fo— ]Foniy u O Ophen's | (401 HolsFoly | [205] Cobbars frdo orclong |
L o 01'5 m """”"’“"“"lm Pdgodet Teor (19 19 e i Ford g “ |
' ’ » ' * These or dragonfles ore common |
Orange Restore | Rovoge Fortify Lingering [1.00] Solitude (Hall | [3.27] Forsoken nge ;
D‘ Dortwing 011 Stamina Mugi(ko Pickpocket Damage Health | of the Dead) (6) Cove (5) Aoy wikdomess ls?nﬂﬁeo: g:r;:s 5 sspocilly oound
[Jreat 0] 2 gm rmiym s RS ["’g,s“‘“""" WM () [ ‘“"”"‘"‘“"‘““W {
] PineT Restore Meokness o | pco '[9251 Shar's Stone | (6.02] Rotiksteod | [9.18] Avanchnzel ‘lookfmbtrds nesswnhmesemomed"
| Stoming icking Poison yloja's House) (6) | (Lemkil's House) (S (exterior) brown eqgs, mainly in forested areas.
[DG 03] Ancestor {061 ll Doatkfall (06.71] Dorkfoll
Glode P Giotto

[2 07] Tolking Stone
Comp

[6 08] Sleeping Tree [8.17] Secunda's | Found on o Mommoth. Check the Atlas
Comp Kiss for references to this creature.

S st = = + ———|
|

7‘\ [ ; 7\“'“"" |
.ro.uzlm Fortfy Sneok m ResitFros %’('{f)ﬂ"" “5‘3“"“9""""‘“‘ Anywilkrmss. Pl round these ares.

V i | ' [ 2 » | Plentitl oround the Capital of Whiterun

E;dwf:lounmm 01 2 f::;?‘(fu fdmu Forfify Magicka = Damoge Health [63))0] Whiterun é&lwg?n] (S]hg;iawgteen Any wilderness. g:;!;'vnnhm the spacious Shadowgreen
1 oa | 1< | Damage | Forffy Pt oy  [900Rftlen | [7.00) Windhelm ' Catch these fish randornly in lokes,
D,“"'“’W (0315 | e S vm * (Plonkside) (Dodks) H . vers, o the ocean,
[]fokoble | g | 5 |Rsoe oy Do | Weoesio | [S00)Matoh | (542)Vthume os | {220 SO | Lookiubids st it sl

fag ‘ Heoth | Onehonded | Stomina Magic (Warrens) (3) east of enfronce) idges) green eggs, mainly in the Reach.

| SabreCot | Restore | Forify Heowy | | Weoknessto | [6.10) Drelos’  Pine Forest Exterior | Snowy mountuins  Found on a Sabre Cot. Check the Atiss |
Dvm |01 ‘ 7 Somo | Amor | oty Smifiog | puoe™ | Cotge 2) (hunt the onima) ~ (huntthe onimol)  for efeences o this ceate.
) .00] College of
Weakness | Forty Regenete | L4 20t | (6.29] Felglow (3.0] For .

D Salt Pile 02 2 oMogic | Restoraion Slow Mogicko (V;Tmhold (Midden) Keep (5) lg Dunstod (5) Most merchants carry this.
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LOCATIONA | LOCATION B  LOCATION C

(AMOUNTIF | (AMOUNT IF (AMOUNT IF
APPLICABLE) ' APPLICABLE) APPLICABLE)

| o BlMointe (93
[ sabyptoion 03 4 Meooes popo o Repomwne  fofyCory (98 WondCors | [ELAMGE o SOy o o e ol s

to Magic Staming Weight Comp: Loke Geir (3) @ 1o the oke) (3) o stumps.
Ravi Ravage Rovage Lingering [5.505] Wreck of the  [S.500] Tel Mi S
D ;j:::"w &1 :estore Stoming Magicko Damage Health [5:500] Raven Rock Strident Squall  (soutfwest em Plonffl i oo Soubers Ach Londs
ide Domage . [9.00 Riften [7.00] Windhelm Cotch these fish randomly in lakes,
Path 03 115 oming  StomingRegen | RvogeHeoh  ResstFost i (Dodks) f ooyl
Damage %0 X -
; ; Fortify Light [3.10] Fort Dunstad | [3.06] Nightcaller [5.17] Liar's Found on Skeevers. Check the Atlas for
D SkeoverTol | 02 ' 3 zg:r"m Rovoge Health | Damage Healh Armor (8 Temple (4) Retreat (4) references fo this creature.
Soughterfh Resst  Fory lingering o [BA) Horker E5.021 Wk O T (245 Faohot Uoch o s o v,
[] 03 |90 {3 Fortfy Stomina - Stonding Stones Brihammer (oceon) '
Egg . Poison ' Pickpocket Domage Health (15) (10) (7+) Sloughterfish.
Sugherfsh Resst | lngeing | ForifyMeay | ¢ . (8.03) Glenmodl | 9.23) Tolvold's A loke in Skyim | .04 on Siughtis. Check the Atlos
D Scoles 0113 Frost Domage Health | Armor Forify Block Coven (6) Cave (4) :\E:Irf Slougherfish for referentesugo this creature.
g ‘ Lingering . ;
Weakness ~ Fortify Pine Forest Exterior  The Rift (hunt the Tundra Plains (hunt  Found on Deer. Check the Atlas for
D Smal Aetrs | 0.1 | 2 to Poison  Restoration m Dumage Heah (hunt the onimal) | animal) the animal) references to this creature.
Restore Fortify Fortify : [9.04] Geirmund's : Easier o purchase from Apothecary
D Swibel | 0.1 |2 Stomine | One-honded Restoration Resis Frost Hall (3) (4.13] Aftond (1) H troders. Otherwise very rare.
3 <o Foriity . ] [4.07] Driftshode [7.10] Troitor's Post ~ [4.00] College of  Find these outside, where snow is on
[ ] soowberies 0.1 ' 4 ResistFie Bdatng | Rt ResstShok gl 0 Wilohod (1) | e gomd.
Ravage e Fortify Rovage [5.503] Old Atfius [S Sl 0] Highpoint [S.S11] Fort -
E] SpownAsh | 0.1 20 Siaming Resist Fire Enchanfng Mogicko Fin Twer Frostmoth Found on the remains of Ash Spawn.
7 : 2 : Found on some Frostbite Spiders, or
A Fortify Fortify [4.15] lronbind [6.00] Whiterun
D Spider Egg 02 5 Domoge 3 L [5.09) Hormugstah (8) close by their lairs. Check the Mas fov
Stoming m Regen  Lockpicking Marksman Barow (1) (Jorrvosks) (7) Toloronces o thi roghve:
Domoge | 5, Fory (8.05] Moss Mother  [1.20] Shodow i
. : — ; ; green  (4.00] College of | Found on Spriggans. Check the Atlos for
D Spiggon Sop | 02 | 15 :zl;ogg;;ko Enchanting Forly Smithing Alteration Covern Cavern Winterhold (2) references fo this creature.
Swamp Ry | Lingering : (2.19) Movortys | L2.00) Horhol Gwamp Monh ko e vt g
03 5 Domage Poralysis Restore Health | | - to the northwestond ~ [-]
Fungal Pod Shod | ot Lo (o) (10) " A0C Hiookmarch Hod
Weakness g Regenerate Restore [8.05] Moss Mother = [1.20] Shodowgreen [1.11] Clearpine  Found on Spriggans. Check the Atios for
D, Topruot 05 |15 | Magic Foréy hision Magicko Mogicka Covern Cavern Pond references fo this creature.
: 1.00] Solitude ; : ;
5 Resist Rovage T Forfify Heovy [ (1.17] Drogon Bridge | [6.27] Riverwood  Mainly found in scrubland ond oround
[ Jmitotn | 01 1 FLF g RosstFol. e P‘ﬁ'ﬂ;;"d oA ) sefflements.
Lingering ' [3.00] Downstar | Look for these glowing insects of dusk
Torchbug Restore Weakness fo ; . [4.00] College of  [3.27] Forsaken Cave : . ;
I:] Thils 01 1 Stoming mrg::az Magi Fortify Stomina Winterhold (10+) (54) gl;e White Hall) g; gig::ds)(mss the wildemess (but not
Weokness | Forfify Cory Dom [5.509] Ramshackle = [S.512] Ashfallow Found in the exterior of Southern
[ ] womokoor |02 1 S L Hoge Sow Toding Pog il (5.515] Sun Stone | 1o
Resist Fortify [1.24] Eost Empire | [6.30] Groywinter Animol Dens across | Found on Trolls. Check the Atlas for
I:l Tl ot R Poison Twohonded Frenzy Domage Healt Worehouse (15+)  Watch the wildemess. references to this creature.
; (1.00] Solitude \
[Juntotaton 01 1 85 otiyhogda Futfybok ot ot (i 04 R 1812 o Fond going i, ot o e,
. ' Any Court Wizord's e e
g - Restore Regenerate " (8.25] No [6.07] Broken Fong Quarters, or your ound on Vompires. Check the Atlas for
D Vompie Dust | 0.2 | 25 | vty Magicka Heafth Core Diseose | it Bosion | Cove house's Alchemy | references to this creature.
Lab.
: 4.00] C Found on Storm Atronachs, but connot
[1.00] Sode ~(9.00] Rifen L . 3
. Weakness | o ., . T ! of Winte be obtained from summoned Atronachs.
Void Salts 02 125 Resist Mogic ~ Domage Health  Fortify Mogicke ~ (Proudspire Manor (Honeyside Alchemy ; :
D to Shock Achemy Lob) () Lob) () ms %gmm«mms
Lingering ‘ | Check the lorger towns (such as
[ Wheat 01 5 B0 gy oot | DT Domoge | [123] Kot Fom | (602 Roksheod | 1021 BOMeBOM i) o ot Fovor (i)
0 Mogicko Harvesting Crops?.
g Weakness | Forfify Heavy  Restore Rovage [2.02] Chillwind [8.21] Holldic's Coim ~ (6.26) White River ; E
[Jwieer 03 0 5o hmo Mogds  Mogda  Dephs(404) (209 Wk 155) | oL e e
) : . [5.J] Dwarven .
Wisp Restore | Forfify Fortify Carry ’ s [3.08] Frostmere -~y R Found on Wispmothers, Check the Atlas
[] Wopings | &' 2 | Stomino | Destucion | Weight Resist Mogic | ¢y (2.23] Labyintion szsmt"’;:e?f e | fo references

Stomina Regen | Cave Volkibar (Courtyord) |

I | ; [
Domoge [06.11] Dorkfoll | [D6:03) Ancestor Glade [06.09] Costle |

Blisterwort Ectoplasm Poison Bloom River Befty Slaughterfish Egg Yellow Mountain
Flower
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[»> Table VI: Alchemy Effects List

This list that reveals every Alchemic Effect, and which ingredients have those effects.

EFFECT
o e

[:l Cure Disease

D Domoge Health

D Domage Mogicka

D Domage Mogicke
Regen

D Domoge Stomino

I:] gg;:ge Stomina
L__] Fear

D Fortify Alteration
E] Fortfy Borter
[ Forty Block

Fortify G
O™

D Fortfy Conjuration
[ Foriy Destuction
I:I Fortify Enchanting

[ Foriy Health

Fortify Heavy
Armor

(] Forfy sion
D Fortfy Light Armor
[ Fority Lockpicking
[:] Fortify Magicko
(] Forily Morksmon
D gﬂhﬂunded
] oty Picpocket
D Forfify Restoration
[ Forify Smithing
D Fortfy Sneak

[ ] Foriy Stoming

Fortfy
Twohonded

D Frenzy
[ invisilty

T

150
It

INGREDIENTS WITH THIS EFFECT

Charred Skeever Hide, Felsood Tem Feathers, Howk Feathers, Mudcrab Chifin,
Vampire Dust

Crimson Nirnroot, Deathbell, Ectoplasm, Emperor Parasol Moss, Folmer Ear,
Human Flesh, Human Heort, Imp Stool, Jarrin Root, Nightshade, Nimroot, Poison
Bloom, Red Mountain Flower, River Betty, Skeever Tail, Smoll Antlers, Troll Fat,
Void Salts

Butterfiy Wing, Chourus Eqgs, Daedro Heart, Eye of Sabre Cat, Glow Dust,
Hagroven Feathers, Hanging Moss, Human Heart, Jarrin Root, Luna Moth Wing,
Namira's Rot, Nordic Barnacle, Trama Root

Ancestor Moth Wing, Bear Claws, Blue Butterfly Wing, Blue Mountain Flower,
Burt Spriggan Wood, Chourus Hunter Antennge, Chicken's Egg, Glow Dust,
Hanging Moss, Hawk's Egg, Human Heart, Jorrin Root, Nightshade, Spider Egg,
Spriggon Sop

Ancestor Moth Wing, Ash Creep Cluster, Blisterwart, Blue Butterfly Wing, Bone
Meal, Canis Root, Chaurus Hunter Antennae, Crimson Nirnroot, Cyrodific Spodeta,
Giant's Toe, Jarrin Root, Nimroot, Rack Worbler Egg, Spider Egg

(reep Cluster, Doedra Heart, Frost Mirriom, Giant's Toe, Histcorp, Juniper Berries,
Large Antlers, Silverside Perch, Skeever Tail, Wheat, Yellow Mountoin Flower
Blue Dartwing, Cyrodilic Spadetoil, Doedra Heart, Gleamblossom, Nomira's Rot,
Netch Jelly, Poison Bloom, Powdered Mommoth Tusk

Burnt Spriggan Wood, Gross Pod, River Betty, Spriggan Sap

Butterfly Wing, Dragon's Tongue, Hagraven Claw, Tundro Cotton

Bleeding Crown, Boar Tusk, Briar Heart, Honeycomb, Pearl, Slaughterfish Scoles,
Tundra Cotton

(reep Cluster, Giont's Toe, Hawk Beak, Netch Jelly, Poison Bloom, River Betty,
Scaly Pholiota, Trama Root, Wisp Wroppings

Ancestor Moth Wing, Blue Butterfly Wing, Blue Mountain Flower, Bone Meal,
Chaurus Hunter Antennag, Frost Salts, Hograven Feathers, Lovender

Ash Creep Cluster, Beehive Husk, Ectoplasm, Glow Dust, Glowing Mushroom,
Nightshade, Wisp Wroppings

Ancestor Moth Wing, Blue Butterfly Wing, Chourus Hunter Antennae, Hograven
Clow, Snowberries, Spawn Ash, Spriggan Sap

Beor Claws, Blue Mountain Flower, Boar Tusk, Giont's Toe, Glowing Mushroom,
Hanging Moss, Wheat, Yellow Mountain Flower

Ice Wraith Teeth, Sabre Cot Tooth, Sloughterfish Scales, Thistle Branch, White Cop

Dragon's Tongue, Dwarven Oil, Mora Tapinello, Scaly Pholiota, Toproot
Ash Hopper Jelly, Beehive Husk, Felsoad Tern Feathers, Hawk Feathers,
Honeycomb, Luna Moth Wing, Skeever Toil

Ashen Grass Pod, Folmer Eor, Namiro's Rot, Pine Thrush Egg, Spider Egg

Briar Heart, Ectoplosm, Emperor Parasol Moss, Histcarp, Jozbay Grapes, Red
Mountain Flower, Selmon Roe, Tundra Cotton, Void Solts

Conis Root, Elves Ear, Juniper Berries, Spider Eqg

Bear Clows, Canis Root, Honging Maoss, Hawk Feathers, Rock Warbler Egg, Small
Pearl

Blue Dartwing, Nordic Barnacle, Orange Dartwing, Sloughterfish Egq

Abecean Longfin, Cyrodilic Spodetail, Salt Pile, Small Antlers, Small Pearl, Yellow
Mountain Flower

Blisterwort, Glowing Mushroom, Sabre Cat Tooth, Spriggan Sap

Abecean Longfin, Ashen Grass Pod, Beehive Husk, Frost Mirriom, Howk Feathers,
Human Flesh, Powdered Mammoth Tusk, Purple Mountain Flower

Boor Tusk, Chourus Eqgs, Garlic, Lorge Antlers, Lovender, Soughterfish Egg,
Torchbug Thorax

Drogon's Tongue, Emperor Parasol Moss, Fly Amanita, Troll Fat

Blisterwort, Boar Tusk, Folmer Ear, Fly Amanita, Hagraven Feathers, Human
Heart, Troll Fat

Ash Creep Cluster, Chourus Eggs, Crimson Nimroot, lce Wraith Teeth, Luno Moth
Wing, Nimroot, Vampire Dust

Imp Stool, Mora Tapinello, Orange Dartwing, Scathecrow, Sloughterfish Egg,
Sloughterfish Scoles

The §ider Scrolis

S v

IM

SKY

D Lingering Damage
Magicko
D Lingering Domage

Stoming

[j Porolysis
D Rovoge Health

D Ravage Magick
D Ravoge Stamina
D Regenerate Health

D Regenerate
Magicka
D Regenerote
Stomina
[ ResitFie
D Resist Frost

[ ] Resist Mogic

D Resist Poison
D Resist Shock

D Restore Health

D Restore Magicka

[:] Restore Staming

D Slow
l:] Waterbreathing
|:] Weakness fo Fire

D Weakness to Frost

Weakness fo
Magic
Weakness to
Poison

D mness fo

Hagraven Clow, Purple Mountain Flower, Swamp Fungol Pod, Torchbug Thorax,
Wheot

Butterfly Wing, Chicken's Egg, Howk's Egg, Nightshade, Small Antlers

Brior Heort, Conis Root, Gleamblossom, Human Flesh, Imp Stool, Netch Jelly,
Swomp Fungol Pod

Cyrodilic Spodetail, Eye of Sabre Cat, Giant Lichen, Jozbay Gropes, Scathecrow,
Silverside Perch, Skeever Toil

Frost Mirriom, Gross Pod, Lavender, Orange Dartwing, Spawn Ash, Red Mountain
Flower, Scathecraw, White Cop

Bee, Bone Meal, Deathbell, Honeycomb, Spown Ash, Scathecrow, Thistle Branch

Emperor Parasol Moss, Garlic, Gleamblossom, Juniper Berries, Luna Math Wing,
Nomira's Rot, Nordic Barnacle, Yompire Dust

Dwarven O, Fire Solfs, Garlic, Jazbay Grapes, Moon Sugar, Salmon Roe, Solt
Pile, Taproot

Bee, Fly Amanita, Mora Tapinella, Scaly Pholiota

Ash Creep Cluster, Ashen Gross Pod, Bone Megl, Dragon's Tongue, Elves Eor, Fire
Salts, Fly Amanito, Mudcrab Chitin, Snowberries, Spawn Ash

Frost Mirriom, Frost Salts, Hawk Beak, Moon Sugar, Purple Mountain Flower,
Silverside Perch, Slaughterfish Scales, Small Pearl, Snowberries, Thistle Branch
Bleedi?)? Crown, Chicken's Egg, Crimson Nimroot, Felsood Tem Feathers,
Gleamblossom, Hograven Claw, Howk s Egg, Lavender, Nimroot, Tundra Cotton,
Void Softs, Wisp Wrappings

Beshive Husk, Charred Skeever Hide, Falmer Eor, Garlic, Grass Pod, Mudcrob
Chitin, Sloughterfish Egg, Thistle Branch, Troll Fat, Yellow Mountain Flower

Ash Hopper Jelly, Blue Dartwing, Glow Dust, Glowing Mushroom, Howk Beak,
Pearl, Pine Thrush Egg, Snowberries, Swamp Fungal Pod

Ash Hopper Jelly, Blisterwort, Blue Dartwing, Blue Mountain Flower, Butterfly
Wing, Charred Skeever Hide, Doedra Heart, Eye of Sabre Cat, Felsaod Tern
Feathers, Imp Stool, Rock Warbler Egg, Swamp Fungal Pod, Wheat

Brior Heort, Creep Cluster, Dwarven Oil, Ectoplosm, Elves Ear, Fire Salfs, Frost
Salfs, Giant Lichen, Grass Pod, Human Flesh, Moon Sugar, Mora Tapinellg, Pearl,
Red Mountain Flower, Taproot, Vampire Dust, White Cap

Bear Clows, Bes, Chorred Skeever Hide, Eye of Sobre Cat, Howk Beak, Histcarp,
Honeycomb, Lorge Antlers, Mudcrab Chifin, Netch Jelly, Oronge Dortwing, Pearl,
Pine Thrush Eqq, Powdered Mommoth Tusk, Purple Mountain Flower, Sabre

Cat Tooth, Salmon Roe, Silverside Perch, Small Pearl, Torchbug Thorax, Wisp
Wrappings

Burnt Spriggan Wood, Deathbell, Lorge Antlers, Poison Bloom, River Betty, Saft
Pile, Trama Root

(Chicken's Egg, Howk's Egg, Histcarp, Nordic Barnacle, Salmon Roe

Bleeding Crown, Burt Spriggan Wood, Frast Sals, lee Wraith Teeth, Juniper
Berries, Moon Sugar, Powdered Mommoth Tusk

Abecean Longfin, Ash Hopper Jelly, Elves Ear, Fire Salts, lce Wraith Teeth, White
Cop

Creep Cluster, Dwarven Oil, Jozboy Grapes, Rock Warbler Egg, Solt Pile, Scaly
Pholioto, Taproot, Torchbug Thorox

Abecean Longfin, Bleeding Crown, Chaurus Eggs, Deathbell, Giant Lichen, Pine
Thrush Egg, Sabre Cat Tooth, Small Antlers

Ashen Grass Pod, Bee, Giant Lichen, Hograven Feathers, Troma Root, Void Salts

Potion:
Lingering Potion of Deadly
Stamina Poison
Poison
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CRAFTING: ENCHANTMENTS

[>> Table VII: Soul Gems

A list of soul gems and their properties. Note that the Filled Soul Gems listed here are the ‘standard’ filled soul gems you
can find in the world. If you Soul Trap a weaker creature into a larger gem, the resulting value will be reduced.

(] Petty Soul Gem

D Lesser Soul Gem

[ ] Common Soul 6em

D Greater Soul Gem
(] 6rond Soul Gem
[ ] Block Soul Gem

01 10

02 25
03 50
04 ' 100
05 200

1 1 500

250
500
1000
2000
3000
3000

Con hold creature souls below Lvd.
Can hold creature souls below Lv16.

| Con hold creature souls below Lv28.

Con hold creature souls below Lv38.
Can hold any creature soul.
Con hold any human soul.

[®> Table VIII: Base Enchantments

The two tables below list all of the base weapon and armor enchantments.

When Disenchanting an item, you always learn its Base Enchantment.

) So disenchanting a Daedric Mace of the Inferno teaches you ‘Fire

Damage’.

) But disenchanting an Iron Sword of Embers also teaches you ‘Fire
Damage’. Despite the cheaper item, you learn the same effect.

When Enchanting an item:

) You can apply any weapon enchantment to any weapon.

You can apply armor enchantments only to a subset of armor pieces,
as shown below.

V] BASE

encHanTment  EFFECT

D Absorb Health
[ Absorb Magicko
D Absorb Stamina
[ Bonih

D Chaos

D Fear

D Fire Damage
(] Frost Domoge
D Magicka Damage
[ | Poolyze

[ ] Shock Domage
D Soul Trap

D Stomina Domage
D Tum Undeod

TRAINING

Absorh # Health,
Absorb # Magicka.
Absorb # Stomina.

WEAPON BASE ENCHANTMENTS

Banishes summoned doedra below level £.
50% chonce each of +# fire, +# frost, and +# shock damage

(reatures below level # flee for 30s.

| +# fire damage.
+# frost domoge.
+# magicka damoge.

Paralyzes creatures below level #.

+# shock domage.

Soul trops creatures thot die within # seconds.

+# mogicke domage.

Undead below level # flee for 30s.

Stathrim
War Axe of
Terror

@5 THE INVENTORY

A

Bonemold
Gauntlets of
Alteration

Examples:

You can enchant any weapon
with Fire Damage, from a dagger to
a warhammer.

You can apply Waterbreathing
to any Helm, Ring, or Necklace.

(] pettySoulem (Fled) 01 40 250
[ ] tossorSoulGem (Filed) 02 80 | 500
[ Common SoulGem (Filed) 03 150 1000
D Greater Soul Gem (Filled) 04 350 | 2000
[ ] GondSoulGem (Fild) 0.5 500 3000
[ Block Soul Gem (Filled) 11200 | 3000

Holds a petty soul.
Holds a lesser soul.

Holds a common soul.
Holds a greater soul.
Holds  grond soul.

Holds @ human soul.

You can put Muffle on any pair
of Boots, but only on Boots.

CRAFTING: ALCHEMY - CRAFTING: ENCHANTMENTS

THE BESTIARY QUESTS

K% MoDIFIER
X Potions and poisons you

D Fortiy Achemy | ot ve #5% stronger. X X R
; . Aterafion spells cost #%

(] Forty Ao (#5007 XX X | X

D Fortify Archery Ll;t;egses bow domage X X X | X
. When blocking, you block

[ JroryBock 0 ™0 ol X I

D \Fﬂmtfﬂﬂv +# Carry Weight XX X | X
oo Conjuration spells cost #%

D Fortify Conjuration mwst'w XX 4
: . Destruction spells cost #%

D Fortity Destruction . s"coct X X X | X

D Fortify Healing  Increases your health X £

Rate regeneration rate by #%.

[ ] Forty Health -+ Health X X [ X | &

D mﬁy Heavy Isnkflrlegyses your Heavy Armor X vl
of ill by #.

D Fortfy lusion :gu[s:](;? spells cost #% less ' XX

[ Forty it o | gt for Ut Ao XX x| %

I:l Fortfy Lockpicking | Locks ore #% eosier fo pick. | X X X X

I:l Fortify Mogicka  +# Magicka X X XSl X

[0
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Fortify Mogick
Rote

o _
OneHonded
(] Fortiy Pickpocket
[ Forty Restoraton
] oty Smithing

[ Forty Sneak

D Fortify Speech
(] Fortity Stoming

BASE ENCHANTMENT

Increases your magick
regeneration rote by #%.
Increases one-handed
weapon domage by #%.
Pickpocketing items is #%
easier.

Restoration spells cost #%
less to cast.

Weapons and armor
improvements ore #%
stronger.

 Sneaking s #% easier.

Prices you get are #%
better.

+# Stoming

s
2 2
X X
X
X
| X
X | X
-
I

[*> Table IX: Derived Enchantments

This table lists all of the Enchantments that can appear on items you find in the world.

Derived Enchantments Key

‘ Fortify Stomina
Rate

L]

D Resist Disease
[ ] ResisFie
[ Resist Frost
[__—] Resist Magic
[ Resist Poison
D Resist Shock
[ Watetbreating

Modifier: The item suffix (or, occasionally, prefix) that identifies the enchantment.

Base Enchantment: The enchantment that you learn if you disenchant the item. Cross-reference

this with the Base Enchantments Table for a complete description of the enchantment.

Ench Level: The level of this particular enchantment. Cross-reference this with the General

Data Table to identify which material types this enchantment can appear on.

Magnitude: The “strength” of this particular enchantment, which might be expressed as a percentage, duration, level, or raw modifier. Plug this

into the “#” in the bose enchantment’s description.

BASE ENCHANTMENT = o
=2

Increoses your stamina
regeneration rate by #%.
Increases twohanded
weapon domage by #%.
You move silently when
sneaking.

+#% Disense Resistance
+#% Fire Resistance
+#% Frost Resistance

==

ol CHEST

+#% Mogic Resistonce (ol

forms of mogic)
+#% Poison Resistonce

‘ +#% Shock Resistance

ol NECKLACE

X
X od %
X
T s
| x| x| x]x
AES R
X | x| X
A EIF
X | X X X
e

Not every possible combination of weapon, material, and enchantment permitted under this system exists in Skyrim... but the vast majority do.

For Example: You find an Elven Mace of Enervating. Looking it up on this table, you find that its Base Enchantment is “Magicka Damage”, and its
magnitude is “50". Cross-referencing this with the Base Enchantments Table tells you that it does “+50 Magicka Damage”.

Note that the College of Winterhold Robes work a little differently:

There are five basic robes: Novice, Apprentice, Adept, Expert, Master. Each of these robes has a specific Fortify Magicka Rate enchantment on it,

as listed on the

Armor page.

In addifion to that enchantment, these robes may also have an additional enchantment related to one of the five schools of magic. The modifier is
just the name of the school, since the magnitude is determined by the type of robe. So, for example, you can find:

Novice Robes of Conjuration [+50% Magicka Regen; 12% Conjuration]

Apprentice Robes of Conjuration [+75% Magicka Regen; 15% Conjuration]

Apprentice Robes of Destruction [+75% Magicka Regen; 15% Destruction]

&

=

s

=%

STANDARD WEAPON
ENCHANTMENTS

[ ] of Absoption | Abso Heath | 2 5
(] of Consoming _ Absoib Helth 3 10
I—_.]'ofl)muring Absorb Health | 4 15
[ Joftoeding ' MbsobHeath 5 20
D_ ofﬁ\eVumpie.Absofb Health | 6 = 25
(ol sohonng A28 5 10
[ of Homoing ,mko ER
(] o vimonig o 4 20
he Elide

el S

[ ] of bvoking
[ of the Sorcete
[ ] of Gleaning |
D of Reaping
[ ] of Horvesting
[ of oy
[ of Subsuming !
(] oftonsting

s

CTols ¥

SKYRIM

ENCHANTMENT

BASE

Absorb

 Magicka

Absorby
Mogicka
Absorb
Stamina
Absorb
Staming
Absorb
Stomina
Absorb
Stomina
Absorb

Stamina

Banish

Sall ENCH LEVEL

o~

20

25

30
W12

=
E B
MODIFIER E T
[0 e =
== =
[ ] of xpeling | Bonish 5 W
[ ] of naiiotng - Barish 6 L3
[ JofChoos Chos | 3 15
[ ] oftighChoos (Choos 4 20
of Extreme
s Coos 5| 2%
of Ulimate
| Fe Goos | 6 %
D of Dismay Feor | )
[ ] of cownrdice | Feor 2 W
D of Feor Fear 3 wo
[ ] of Despaic ~ Fear 4 W3
D of Dread Feor 5 W6

HE INVENTORY

of Embers
of Burning
of Scorching

wi]

of the Blaze
of the Infemo

[
[

of Cold /
Chils

[ ] of Frost
D of lee
D of Freezing

PRIMA OFFICIAL GAME GUIDE

= ol

E & B

=

R

Fear 60
Fire Domoge | 1 B
fieDomoge =~ 2 10
Fire Damoge _ 3 |15
FireDomage 4 20
fire Domage | 5 | 25
FieDomage 6 | 30
Frost Domoge | 1 5
FostDomoge 2 10
FostDomage | 3 | 15
FrostDomage 4 = 20

WWW.PRIMAGAMES.COM



ENCHANTMENT

2
oty

 Nchemy

Fortify

 Nchemy

Fortiy
Alchemy
Fortify
Alteration
Fortify
Alterotion
Fority
Alteration
Fortfy
Alteration
Fortfy
Alteration

Fortfy

. Aeration

Fortify Block

Fotfy Bock

Fortify Block
Forfify Block

Fortfy Block

Fortify Block

Fortify Corry -

Weight

. Fortify Carry
Meight
Fortify Carry

Weight

i Conry
Mei

Fortify Carry
Weight

Cony
Weignt |
Fortiy

Conjuration

Forify
 Conjuration

Fortify

Conjuration
il
| Coniorat

‘ Fortify

Conjuration

oty

i

‘ Forﬁfy

' Destruction
Forfy

Fonﬁy
Destruction

F
s

I
 Destrucion

Fortfy
Destruction

o

Ll ENCH LEVEL

+50

0 (]

2% D
2%

12% [j
15% [I
s
o L

22%

15% D

‘25% I:]
so% [ ]

% [ ]
% [ ]
+25 D

+30

» +35 D

+40

O
]
15% D

17% |:]'

L] S
L]
% [:]
25% D
]
[]

12%

15%

(I
I:l

]

NCHANTMENT

BASE
E
Sl ENCH LEVEL

of Remedy ;ztrtelfy Healing

o g oY Helg
of beﬁfvﬂeuling' 5 ‘

Regenerafion | Rafe

of Reviva m""“‘“ﬂ: 6|

o inor | iy bt | 1
of edh  Forfy ool 2

of Major )
Healfh Fortify Health | 3

‘ﬂj:‘h““' orfy oot 4

Health
of Peerless Forify Hoolth | 6

of the Minor >FonifyHeuvy ‘ 1
) Knight  Armor

ofExreme | ¢orct et | 5

of e Kaght PO Forfyfeon |

of the Major Fom‘fy Heavy 3 '
Knight | Armor = |]
of the Eminent Fotﬁ!y Heavy 4
Knight !
of the Extreme Forrify Heavy 5
 Knight | Amor

of the Peerless Fom'{y Heavy 6
Koight

GO ot i | 1

ffluson  Forfy loson 2
of Moior | por lusion | 3

 llusion

+45 D

ﬂflu?i‘(;':lm Fortify llusion =~ 4
ofExteme ¢ oo |
llusion Fortiy llusion | 5

of Peodess ¢ oo

ofthe Minor oy ght | |

| Squire Armor |
ditheSque | POV UBH g
ofthe Maor | Fonfy ght | 5
Squire | Armor

of the Eminent myugm 4
Armor

oftheExnenw Forly light | 5

| Squire  Armor | |
of me Pesrless Fmiy lght
of Mmor . Fo'fffY . ]
lockpicking ' Lockpicking |

o iy [0 2
of Mojor | Fortiy ‘ 3

 Lockpicking | Lockpicking | © |
of Eminent  Fortfy 4

lockpicking  Lodkpicking

| of Extreme | Forfify 5

Lotkpicking | Lockpicking | |
Fortfy

lodgicing _ locgcing  ©

of Magicka ;Aomku

g O

Mogicka

~ CRAFTING: ENCHANTMENTS

MAGNITUDE

20%

30%

40%

+20
430
+40
+50

+60

20
2
25
i
5%
7%

20%
2%
25%

20
7
5
| 15%

20%
25%

=
=
1
=
2=
1:] of Major Fortify
Mogicka Mogick
D of Eminent  Forfy
of Extreme Fortify
' Magicko Magicke
D of Peerless  Fortfy
 Mogicke
D of Re(hurgmg MO;:if(Yk o Rote
D Replenishing Maskkn Rate
Forty
D of Restrgence Magicka Rate
Fortfy
[ ooy o
[:] xﬁ x:&“ Fortify Archery
(] ofAchery  Forty Achary
f A :
l:] xx (h::;' Fortify Archery ‘
of Eminent :
[:]. Ny | Foy by
of Extr 3
L iy oty
O e
D of Minor Fortify
| L Wielding | OneHonded
[awen (5%,
D. of Major ' Fortify
Wielding | One-Honded
D of Eminent  Fortify
D uf Extreme Fortify
Wielding One-Honded
of Peerless i
I el SV
of Minor Deft Fortify
' Hands Pickpocket
Forffy
[:] of efods
[:I of Mojor Deft  Fortify
Hands Pickpocket
of Eminent  Fortify
Deft Honds  Pickpocket
of Extreme  Fortify
Deft Honds ' Pickpocket
o Peerless  Fortify
) DeftHonds  Pickpocket
of Minor Fortify
Restoration  Restoration
l:] of Resotin FOY
D o Ma|or Fotﬁf;
' Resforation | Restoration
D of Eminent  Forfify
of Extreme  Fortify
' Restorafion | Restoration
D of Pearless  Fortiy
 Restoration
D of Minor Fortify
Smithing Smithing
[] of smiting  EY
D of Major Fortify
Smithing Smithing

Sl ENCH LEVEL

-

15%

| 25%

15%

MAGNITUDE

+40

| +50

+60

1470

40%

60%

80%

15%
20%
25%

30%
35%

40%

15%
20%

25%

30%

35%

40%

15%

20%

25%

30%

35%

40%

12%

17%

2%

12%

17%

= Al
5
PP —
g2 |2 =
[ ] ofBlzzots | Frost Domage | 5 25
[ o Wine Fosbomge | 6| 30 ] b
[Jofsoppng | Mogda 1y 4 | " Achamy
a! L of Peerless
ofbiing  MoBko 5 1 g L Achemy
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MODIFIER

of Eminent
Smithing

D of Extreme
Smithing
D of Peerless
Smithi
D of Minor
Sneaking
[ ] of Sneaking
D of Major
Sneaking
of Eminent
Sneaking
D of Extreme
' Sneaking
D of Peerless
Sneaking
of Minor
Hoggling
(] ofHogging
[:I of Major
Hoggling
D of Eminent
Hoggling
of Extreme
Hoggling
D of Peerless
Haggling
of Minor
Stamina

D of Stamina

of Major
Stoming

D of Eminent

of Extreme
Stomina

of Peerless
[ S

of
Recuperation
of
Rejuvenation

D of Invigoration
[ ] of Renewal
D giﬁghinot Sure
[ ] of Sure Gip
D of Mmm Sure

of Emnent
Sure Grip

Wy
D Sure Grip
[ of ufing

of Disease
Resistonce

D of Disease
Immonity |
[ ] of ResistFie
D of Woning Fire

ENCHANTMENT

Forffy
Staming
Forify
Stoming
Fortfy
Stomina
Fortfy
Stomina
Forfify
Stamina Rate
Forfify
Stomina Rote
Fortify

Stamina Rate |

Fortfy
Stoming Rate
Fortiy

Twotonded |

Fortfy

Twotonded

Fortify

TwoHonded |

Fortfy
TwoHonded

Fortify
Two-Handed

Fortfy
Two-Handed

Muffle
Resist Diseose
Resist Diseose

Resist Fire
Resist Fire
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6

3
24

[Neck
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[Neck
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1
2
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MAGNITUDE

15%

25%
30%

35%

+20
+30
+40
+50
+60
+10
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40%
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100%

15%
30%
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[*> Table X: Staff Enchantments

This table lists all of the Staffs you can create using the Staff Enchanter in Tel Mithryn on the isle of Solstheim. In
order to use this device, you must complete Solstheim Side Quest: Reluctant Steward for Neloth; see page 637 for
further details. Note that unenchanted staffs are given o you by Neloth, and must be imbued with Heart Stones.

‘ INGREDIENTS

} PRODUCES

ALTERATION STAFFS

D 1 Unenchonted Alteration Staff, 2 Heart Stones Staff of Magelight

D 1 Unenchanted Alferation Stoff, 4 Heort Stones Staff of Poralysis
CONJURATION STAFFS

D 1 Unenchanted Conjuration Staff, 1 Heort Stones Stoff of Zombies

D 1 Unenchonted Conjuration Staff, 1 Heart Stones Staff of the Fomiliar

D 1 Unenchonted Conjuration Stoff, 2 Heart Stones Staff of Reanimtion

D 1 Unenchanted Conjuration Staff, 2 Heart Stones Staff of the Flame Atronach

D 1 Unenchanted Conjuration Stoff, 2 Heart Stones Staff of Soul Trapping

[:] 1 Unenchanted Conjuration Staff, 3 Heart Stones Staff of the Frost Atronach

D 1 Unenchanted Conjuration Staff, 3 Heart Stones Staff of Revenants

[:] 1 Unenchanted Conjuration Staff, 3 Heort Stones Staff of Banishing

D 1 Unenchonted Conjuration Stoff, 4 Heart Stones Staff of the Storm Atronach

D 1 Unenchanted Conjuration Stoff, 4 Heart Stones Staff of Dread Zombies

[ ] 1 Unenchanted Conjuraton Stff, 4 Heart Stones~~ Stffof Expusion

D 1 Unenchanted Conjuration Staff, 4 Heart Stones Staff of Doedric Command
DESTRUCTION STAFFS

D 1 Unenchanted Destruction Staff, 1 Heart Stones Staff of Flomes

[:] 1 Unenchanted Destruction Staff, 1 Heart Stones Staff of Frosthite

[:] 1 Unenchanted Destruction Staff, 1 Heart Stones Stoff of Sparks

[ ] 1 Unenchonted Destrucion Stoff, 2 Heort Stones ~~ Staffof Lightning Bols

[:] 1 Unenchanted Destruction Stoff, 2 Heart Stones Stoff of Firebolts

[:] 1 Unenchanted Destruction Stoff, 2 Heart Stones Staff of lce Spikes

D 1 Unenchonted Destruction Staff, 3 Heart Stones Staff of Fireballs

8
8

o o Co ©o oo o o €O o o ©o oo

o ©o © ©o o o o

{g VALUE

239
3965

449
926
949
127
986
1106
824
926
1656
1248
2092
2307

183
198
218
538
456
511

1309

INGREDIENTS

[ |1 Unenchonted Destucion Stof, 3 Heart Stones
D 1 Unenchonted Destruction Staff, 3 Heart Stones
D 1 Unenchanted Destruction Stoff, 4 Heart Stones
D 1 Unenchanted Destruction Staff, 4 Heart Stones
D 1 Unenchanted Destruction Staff, 4 Heart Stones
D 1 Unenchonted Destruction Staff, 4 Heart Stones
D 1 Unenchanted Destruction Stoff, 4 Heart Stones
D 1 Unenchanted Destruction Stoff, 4 Heart Stones

' PRODUCES

Staff of Chain Lightning
Staff of Ice Storms
Staff of lcy Spear

Staff of Inceration
Stoff of the Flome Wall
Staff of the Frost Woll
Staff of the Storm Wall
Staff of Thunderbolts

ILLUSION STAFFS

D 1 Unenchonted llusion Staff, 1 Heart Stones Staff of Courage

D 1 Unenchanted lllusion Stoff, 2 Heart Stones Staff of Fear

[ ] 1 Unenchanted lusion Soff, 2 Heart Stones Stoff of Cam

[ 11 Unenchanted tlusion Soff, 2 Heart Stones Stoff of Fury

D 1 Unenchanted lusion Stoff, 3 Heart Stones Staff of Frenzy

D 1 Unenchanted lllusion Staff, 3 Heart Stones Staff of Inspiration

D 1 Unenchanted llusion Staff, 4 Heort Stones Staff of Vonquishment
RESTORATION STAFFS

D 1 Unenchonted Restoration Staff, 2 Heart Stones Staff of the Healing Hand

D 1 Unenchanted Restoration Staff, 2 Hearf Stones Minor Staff of Tuming

D 1 Unenchanted Restoration Staff, 3 Heart Stones Staff of Repulsion

D 1 Unenchonted Restoration Stoff, 3 Heart Stones Staff of Mending

D 1 Unenchanted Restoration Stuff, 3 Heart Stones Staff of Turing

D 1 Unenchanted Restoration Stoff, 4 Heart Stones Grond Stoff of Repulsion

D 1 Unenchanted Restoration Staff, 4 Heart Stones Grond Staff of Tuming

!

© ©o o o o o o o o ©o ©o o o o oo

o oo o o ™ o o©

1494
1401
2931
2750
1310
1468
1531
178

2443
1153
803
1149
37
1807

198
556
675
613
1036
1289
1520

Staff: Book: Book Book: Book: Book
Staff of Vanquishment Heavy Armor Forging Jornibret's Last Dance The Red Kitchen Reader Unknown Book, vol. IV Black Book: Untold
Legends

Seroll Gem: Food: Food: Miscellaneous ltems: Quest lfem
Scroll of Soul Trap Flawless Diamond Eidar Cheese Wheel Apple Cabbage Stew Skull (Runic) Karstaag’s Skull B_
b |
CRAFTING: ENCHANTMENTS [ 1ss
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[»> Table XI: Daedric Artifacts

A list all of the Daedric Artifacts and their abilities. Daedric Artifacts can only
be obtained by completing the relevant Daedric Quest. See the Daedric Quests
chapter or the Atlas for more details.

ENCHANTMENT

DAEDRIC ARTIFACTS - WEAPONS

D Downbreaker Sword 12 1 10 740  +10 Fire Damoge; Costs Bane of the Undead on killing an undeod
D Ebony Blode Sword 13 10 2000 ' Absorb Health 10-30.
D Mace of Molog Bal | Mace 16 | 18 1257 | 25 Magicka Damage, 25 Stomina Damoge, Soul Trop Begins at 10, increases to 30 os you kil 10 friends.
[ ] Mehrunes' Razor  Dagger 3 860  1%dstont ki
D Songuine Rose Stoff 0 | 10 /2087 | Summons o Dremora for 60s.
D Skull of Cormuption ~ Stoff 0 10 1680 20 Damage, or 50 if powered with dreams from sleeping people A Dremoro Lord.
D Volendrung Worhommer | 25 26 1843 | Absorb Stomina 50
D Wabbojock Stoff 0 10 1565 ' Change torget creature into another random creature
DAEDRIC ARTIFACTS - ARMOR

D Ebony Mail Armor 45 28 5000  Muffle while sneaking, Poison Clook when in combat
D Ring of Hircine Ring 0 03 400  +1 Werewolf Tronsform / Doy Must already be o werewolf fo use this.
D Ring of Namiro Ring 0 03 870  +50 Stomino. Feeding from NPC corpses raises Health by 50 and Health Regen by 50% for 4 houss
‘:] Savior's Hide Armor 26 6 2679 | Resist Mogic 15%, Resist Poison 50%
D Spellbreaker Shield 38 12 277 | Automatic Strength-50 spell word while blocking

DAEDRIC ARTIFACTS - OTHER ITEMS
[ Jhawo'sStr SoulGem 0 1000 Reusable Grond Soul Gem
D Oghma Infinium | Book 12500 | Once only, +5 Skill Increases to your choice of Combat, Magic, or Stealth Skills. Block Soul Gems store human souks.
[ ] skeletonkey ' Lockpck 05 0 Unbreokobl Lockpick
D The Black Star Soul Gem 0 1000  Reusable Black Soul Gem

[*> Table XII: Books

A list of all the books in the game, including Skill Books, Functional Books, and Common
Books. Sample locations of every Common and Functional book are listed here; sample
locations for Skill Books are listed in the Appendices, as well as across the Atlas.

| i =
g g :?lS“SﬁUATED SA%&(MTED ! NAME g ?IS“Sﬁ(IATED

SKILL BOOKS [ JosnimondtheOs 1 70 Heawy Amor [ ] ing 1 50 TwoHonded

D The Armorer's Challenge 1 70 Smithing D The Knights of the Nine 1 70 Heavy Armor D Song Of Hrormir ] 50  TwoHanded

[ ] tostScobbordof Akish 1 70 Smithng ] The Reor Guard 1 50 Lt Amor [ IsatfeotSoncelr 1 50 TwoHonded

I:] Light Armor Forging 1 70 | Smithing D Ice and Chifin | 50 | Light Armor D Enchanter's Primer 1 50 | Enchonting

[ chei's Hear 1 70 Smithing [ ] tombret'stostDonce 1 50 light Amor [ ] A Trogedy in Block 1 50 Enchonfing

D Heavy Armor Forging 1 70 Smithing D The Refugess 1 50  Light Armor D Twin Secrets ] 50  Enchonting

% :):um'sm of Abemonit 1 50 Block [ | RoveRgheos 1 50  Light Amor (] Coomeof eopot 59 g
e Mirror 1 50 | Block D The Importance of Where ' 1 50 | OneHonded R T _

[ JADoeinFies2 1 S0 Beck [ ] 2920, Momiog S0 1 50 | Oneondd Wl o 1| 50 Exconting
[ ] Worior 1| 50 | Block ] Fie ond Darkess 1| 50 OneHonded [ ] ooughterof theMben 1 60 Aeration
D Batfle of Red Mountoin 1 50  Block [:] Night Falls on Sentinel 1 50  OneHonded D Breathing Water 1 60 | Alteration
] Holerds e 1| 70 Heaw Amor [ Moce et 1| 50 Oneonded [ siis 1 60 Aetion
D 2920, MidYear, vb 1 70 Heovy Amor D Words and Philosophy 1 50  TwoHonded D Reality & Other Folsehoods | 1 60 | Alteration
[:I Chimorvomidium ] 70 Heavy Amor D The Legendary Sancre Tor ' | 50  TwoHonded D The Lunar Lorkhan 1 60  Alterotion

5 e —

« & SKYRIM

Y PRIMA OFFICIAL GAME GUIDE WWW.PRIMAGAMES.COM



@
- = (v

NAME § g é\ilsl(]l(lATED SAI%ISS.[IMED éa?ﬁ(lATED

[ JmeDoosofobiion |1 | 50 [Conon | [ ] 2920, Ro'sHond,vd |1 | 55 |Restoraton

[ vininl Biges | 50 Contion [ MyseryolToom,y2 |1 | 55 eswoion |

: 2920, Hearth Fire, v9 (1[50 (oniumfion [:'AﬁumemDinnef 1155 ‘Alchem'y

[ |m0fostil o (150 Coroton [ ] fommos g |3 | 55 [y |

e e [ ] songofheMchemiss |1 | 55 | Achemy |

|t d st [V 5 ot [ deRombienis 1| 55 Adny [ heeThiows 1| 75 Sk

e [ ] bl GidetoSkyim 1| 55 | chemy om0 o8 1| 75 Sk

b Mt iy I 1"‘“‘“”"“ [ tolodedRoon 1| 75 lodpidng | [ Soced Wines 1|75 [Sneck

Sl R [IMheWotOuen 1 1 75 lodgiding | || lsgendofkeyhose |1 | 75 |Stesk

o o 5 SO D [ popeclokDsgn 1| 75 |lackpdking | || TeRlichenRoodr 1 | 75 Snek

R EE Ll e [ Mancesinlodgiciog |1 | 75 |lodgig | | |ADawemAme L1 Dl 60 S

=~2920'Smsrm'.ﬂ b HW . ] Surfeit of Thieves ED lndtpir.kmg :='ADun<einFile,v7 R .Speech

— The Block Ars On Tl :] ! 60 Wusion E The Gold Ribbon of Merit h | 65 ‘Anhery ‘ ‘=-2920,S«ondSoed,vS f ] 80 .Spaedl

g R 4 S B A «”'"‘f“" [ Itohoisronsiploson |1 | 65 hdey | [ I TebyiogGome 1 60 Speech

;Mﬂwdrﬂlﬂ"’:"““ : ! :2 :::j:‘oﬁon EVemocwsondBwiox 16 :Auhery Dwdﬂlm ] » 50 w

[ JRuilPjogeny |1 55 | Restoion e L Bl o) b - gag T

=t - " — ] meBockhrow, 2 1| 65 | Achery

|| The Exodus 5 s 1mmh

APPROX
NUMBER

APPROX
NUMBER
ACROSS
SKYRIM

SAMPLE LOCATION SAMPLE LOCATION

ACROSS
SKYRIM

FUNCTIONAL BOOKS Avin Togfozer 1|4 | [7.00) Windhelm (Polocsof the Kings) | 2
[t Exploer's Guide to Skyim | 1| 8| [1.00) Sinde (T Bocs' Coege) | 16 | [ | Aldinis Reo L1 B 1.00) Soinde (T B’ Coege) 17
[ | Amongstthe rouge 1| 14| [1.00] Soinde (T Winking Skeov) | |
I The Actherium Wass Fort Downguard of Caste Volhor [ tcestos cnd e Dwomer 1| 8 | 1.00] Solide (togsin's Nomats) 24
Storts S Quest Lot o the Ages [ tecedonts of vemer ow | 1|5 (1.00] Solde (The Boris'Colege) | 40
el L. ‘ [ cno Restored 1] 6 s ]
[ et U1 2 eme | m | ] weonookcomtBook] | 1| 2| [1.00] Soide e Bors Golege) | 17
Storts Solstheim Sde Quest: Decthbrondf you re Level 36+. - [ mgonion Acount Book2 1| 12 | [1.00] Sofde (Templeofthe Dvines) 3
I:]Thelegend of Red Eogle 1|5 [1.00] Solitude (The Bords' College) | 38 : Argonian Account, Book 3 [1 3 [1.00] Solitude (The Bards' Callege) N
Stars Dungean Quest The Lagend of Red Eol. [ Mgonion Acount, Book 4| 1 12| [4.07 Dshods Reuge [
E]sl;:al;g::smm 1 A 11 [1.00] Solitude (The Bards' College) 2 ‘gl Azwa o th Bo | ‘ | 10 | ‘{:&?{L gggm of Winterhold (Hall of | ;
Dﬂoelhmh shoing | 1| 25 ) Sepitmus Signus's Outpost | 4 L) Beggor Pince | 1| 5 [1.00) Solitude (The Bords' College) 45
Stors Doedrc Quest: Boethioh's Caling. Only oppers after you reach Level 32. |__| Biogrophy of Barenzich, v1 1 | 3 | [1.00) Solitde (The Bords' College) | 44
[ 'COMMON BOOKS [ ] Bioguphy of Borenziah,v2 | 1| 3 [1.00) Solide (he B’ Colege) 40
|| 16 Accods of Modness, v V1 1| 25 | (3.06] Nightcalr Temple [+ E Biogrophy of Barenzioh,v3 | 1 | 3 [1.00] Solitude (The Bords' College) 9
| 2920, Evening Stor, 12 | 1 | 11 | [1.00] Soltude (Angleine's Aromofis) | 3 | Bone, Part! 16 TelMithyn 9
[ ] 2920, it Sead, 13 111 (7.00) Wdhelm (Poloceofthe Kings) 3 =3°.;,,p,,.] "1 6 Roven Rock (Bulwark 5
; 2920, Su's Dusk,v11 |11 11|14 00]Sofm1de(AnglemesAmmams)‘ 3 TWHWWWW&V' 12| [1.00) Sotude (The Bords Colege)
(|0 swishegy 1| 3 [0.16] Tews W FE [ Bief Hisory o e Empie,v2 1 | 2 [1.0] Slide (The Bors Colege)
='AChildren‘sAnuod 16 [ [1.00] Sofitude (The Bords' College) | 21 :wmdmm v 1 2 [1.00) Solitode (The Bords' Colege)
|| ADonce infire, 1 (13 [1.00) Soitude (The Bors’ Colege) 16 [ e tistry ofthe Empie, vé | 1 | 2| [1.00] Solude (The Bords' Collge)
A Dance in Fire, v3 1 | 3 | [1.00) Solitude (The Bards' College) 5 [1.28) Katarich (Dark Brotherhood
| AdonceinFie, 14100 Soie (B Coegs) | 14| DB"’""""W DR o)
[ JAboneinfie s | 1 30 | (.00 Riten (isveiKeep) | 1 (] casof skyim BEA - i
[ ADeomofSomgorde | 1| 8 [1.00) Soice (The Bords'Cobege) | 15 Dmsw il s mdw
) [emggibachy 13 | [1.00] Soifude (The Bods' Colege) | 21 (] Cnged s “]‘ 11 1ol i v )
[T A, SwestMotber | 1| 6| (1.00] Soliude (The B’ Colege) | 20 Chorwicfoninge Ltters,vI | 1 | 13 [1.00) Soitde (Te Bards Coege)
_] Ao e 18 D00 s e Gl | 1| [ Gl ot 1|13 100t Ot ')
[ Jtebuonddodn [ 1050000 Sk (et ol | 29 | [ Comilonioe 2| 1| 13407 Db
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APPROX APPROX

NUMBER

NUMBER
SAMPLE LOGATION et SAMPLE LOCATION ACROSS

SKYRIM SKYRIM
[ ] s P ARocpe | 1| 11| (5.00) Motkorh (Endo's Hose) | 1 (] oy ofRoven ot Yo I | 1 7 Rovn Rock (e Rhiget) | 8|
(] Chironof e Ablaker | 1 11| SkoolVige (Shamon'sHut) 2 [ ] History of Roven Rock, Vo, Il 17 Roven Rock (The Rcing Netch) & |
D(hildreﬂ ofthe Sky 1% gbgg]skmml%\my%nensz 2 %Horkerl\mxks | 14 [[1.00] Sofitude (The Bords' College) | 19 :
et immrtol Bood 1| 4 1100 Soitde (heBors'Colege) | 18
(] Ginonoritn (1120 St S Ot ‘ : ’ " | [4.00] Colege of Wintethold
[ ronidesof ot~ | 1| 30 [s 0] Markarh Dvemer Museum) | 1 (] nveil Rt Sorkel | 1| 13y pgqm | &
4 Wa b ‘ [1.00] Solude (The Bards' College)
(] oo i ’ﬁm 1 I ool of Wit Aogoh | 1 | 20 | College of Winerhold Ghconceum) ||
' Confessions of o Dunmer. | 5 | = ‘ Tronslated version of Unknown Book, vol. .
Roven Rock (Bubark)
[ s =y 13 Rk 3 (| iling- Before You'e Klld | 13| [1.00] Slce (The Bors' Colege) | 20
I ool ofiFr |11 g ool [ ob & the Dogn (12 1100 Soitde (Te Bods' Colege) | 18
: [6.29) Fellgow Kesp (Colegeof
[ ] Dorkest Dorkness (1501001 Solide (e B olegs) | 47 anstlﬂngoflheAyietds RAE: ,Wime!hold%m Hmm‘g"m\l | !
(] eothof o Wondere 1w m(mwm 1 [ tioofUielSepimVl | 15 [1.00] Soltde (e Bas' Colege) | 47
I Diory of Faie Agorven 1| 20 | College of Winterhold Ghcangsum) L Uves of te Sains (15 Tel it e 2
Tronslated version of Unkrown Book, vol. I || Lusty Agonion Mad Folio | 1 25| Wreck ofthe Srident Squall |
DgomgM%n‘elungwge:Myih 1| 14 | [5:31] Sky Hoven Temple 1 =llyconth«opkflegendsof$kyﬁm' 1| 20 [8.00] Whitenn (Jorrvesks) [ 1 ‘
T ;  Mogic o the 112 (902 ShodteorhBorow | 3
(] oo of Syt 1] 7000 Shvde et ol | 16| = ek omeSky S
' ! Mixed Unit Tactics 1 5 [1.00] Solitude (The Bords' College) 48
D ) 1 10 [5.00] Markarth (Dwemer Museum 6 bt 1 {
D' arves, v [ 1] Bookshelf s DWW 1] s &md%mﬂ 0 |
' [5.00] Morkorth (Dwemes Museum = i v B Rt RTac S el
[ e, 2 |18 ﬁmlm l > [ | Mystery of oo, v 1 1| 3| [1.00] Sorde (The Bords Colege) | 17 |
[ owones, 13 1|10 | (5.00] Markorh (Amlef ond Sons) | 2 [ ] MystryofTolog, v5 110 [1.00) Soinde (e Bods Colege) 2|
Libipild , - [ | |
(] owemer Histoyond Colwe 113 [1.00) Sinde (Caste Dow) g [ ] s of Sheogorat 1| 2 |11.00) Soine (e Bors' Cole) | 31|
[ owemer Inquries Vol | 11 8 [ml 'I‘f?'k""h (Dwemer Museum 19 || Nchunak's Fire ond Faith ) | 20 Fohlbthorz (Exterior) R
% | . .
D iies Vol 16 nou s mmw’ 575 =NefevorMoonundS'm 1| 30 |[5.00] Morkorth (Dwemer Museum) 1 |
D.Dwem s i (5.00] Nakarh (Dwemer Museom | = || Nerovorot Red Mowntoin 1 30 Tel Mihryn [
Sty sl L' % Bookshel) | [ | WGosto! Kvoto! Kaiis! | 1| 20 ﬂn .00] Soltde (The Bords' Colege) | 1 |
[ efecsofheBlarSculs | 1 25 LL001 Ol of Wil 3 Duwmrmqmm 13 l‘“”""“’ﬂ“*"“"“""’” 0|
‘ o 400 Coleget Winehold | ™ : tret . ; ——
B T O T o ST S TN
[Jfoldtosionbine | 1 11100 ke GodenRoment) | 2 = m"‘:’:"d L0k ds.‘:‘”’ -
] bt 1120100 S O b e | 2 [ Joolothloduntes 16 010 S (oo ) |
[ ] Fofkent 112 [1.00] Solde (e B Colege) | 3 =;$:f°?°r‘;,°:°°“f : : [:-gz’:“:m"f:::w | :: t
[ Felent 1| 12 (000 Wtohod Qo' logpose) | 2 | gOiTe bt 16 [1.00) Sode e Bus Colege) |16 __J
] FinlLesson 1M (534) 0d Hodon [ Lt b e e e
[ FieSongsof ing Wborh | 1 30 | .00 Wicheim Polcoofhfings) | 1| g o 0N Boneless s | 1100 (307 Wokig Dreors i
[ righfontelane 1 13 [531]SyHown Tl 7 | %MD@W )0 (A Vgl |1
[ forge, ommecond il | 1 14 407) Drfsode Rege | 1 [ oleoomlmGoson 1 100 1407) Wi eoms et
[ ] Fogment: Onhoesm | 1 20 e e | 1 [ ondpocryphe: Pying s~ | 1 100 5.407] Woking Dreams | 7
[ Fiontie, Conqest 15| [1.00) Soitde (he B’ Coege) | 29 ] 0 s L1 10 LAkl et Glet) 4
ettt 6 100 Sl (hobucs g | 34| L JOnSememla [ 1112 (100 S o s ol |1
= : D th o ) [5.00] Morkarth (Dwermer Museum
| Ghosts n the Storm | 1| 13 |[8.00] Falkreath (Jor's Longhouse) | 2 | | On the Great Collopse 12 Bookshelf 6
[ coiesondlomenss: 1 25 gg‘%‘,‘}“m 0 e g sk Ghow
[ Gods ond Worstip | 1|5 |[1.00) Sofude (e B Clege) | 31 [ ] ol voome 2 110 [9.00) Rfen Bim's Bor) | 1
[ Geat Hobinges 113 14.00] Whiteun Comvosko) j [ Ponsion o he Ancestor Mot 1 8 [1.00] Slinde (The Bors' Colege) 15
[_] tonging Gorers | 1| 30 |[9.36] Loroshbur | 2 [ | Pysicaties of Werswohes | 1| 14 [8.11] HoliHoon il 2 |
(] Yo Fuskis S| 1| 7| (00) Sl Bk Colge) | 14| (| P ogofhkboom | 1| 6| (1.01 Sl T b o) | 19|
Hotbone's Bestry: 1 14| [400] Colegeof Wintol - o R L1120 L 5SIE Ry s et L3
Automatons | :(Aumueum) | || Report: Disosteratlonith | 1 | 3 [1.00] Soltude (The Bards' College) | 25
(] Hotor's et ogrens | 16 [1.00] Selide (e B Colege) | 16 || Rising Theat, Vol | 1| 6 [1.00] Salitude (The Bords' Colege) | 13
[ Hoton's Besry: e Wahs| 17 01.00] Solde T Bors’Colege) |16 [ g T, Vol 0 1] 60001 Sl B Colog) |14
D"mmfkmkockvdl 1 | 7 RovenRock (The Retching Netch) | 11 || Risig Theeat, Vol I 1| & [1.00] Solitude (The Bards' College) 16
The §ider Scn

- S [( Y R ] M <4 THE INVENTORY >
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APPROX APPR(?[X
NUMBER NUMBER
SAMPLE LOCATION ALROSS SAMPLE LOCATION AROSS
SKYRIM SKYRIM
e Py T 0 |6 [11.00) Soltde (e Ba' Coege) | 14| || The ot Vr 161100 Solude (e B Colege) | 15|
[ | Ruins of Kemetze 7 [6.00] Whitern orrvsks) 2 [ he uordion ond he Titor 220 kool Vilage (reathal) 2
11,250 o Cir [ I metodsofSkyim | 1| 3 [1.00) Soiiwde (The Bois' Colege) | 19
 Rewar fr Side Ques: mpotience of g Suint. TheHopeoftheRedorn | 1 5| [1.00] oiide (e Bars'Coege) 31
=SMMGEWQJIU J L8l (IW]SOEMO(TMM'CM) |16 m,ﬂm 21} AEE] Raven Rock (Bubwak) g
Shodowmarks 1 30 (9.00] Riten (The Roway Cisten) 4 ‘ (Colmd
= 1 | ‘ |
[ Stezwrond theDvies 1| 11| (1.00] Soiude (T Winkig Skoowed) 3 D“"“““‘WW s "“"“““m ‘
[ shor oy f orowid | 1| 15 1.00) o (o) | ¢ | [ ey i o, 1 IEREC ooj Rifen (i (HuelgosBunkhouse) 4
|| Sogofthe Askeldo Men | 1 5| [1.00] Soltude (The Bards"College) | 16 [] e tusy Argoion Maid, 2~ 1| 14 | [9.00] Riten (oslge's Bonkhouse) 3
Songs of Skyrim 1 | 10 | [7.05] Kynesgrove (Braidwood Inn) 1 [6.00] Whiterun (Drogonsteach Jorl's
e - L The Madnessof Pl Gl Al 1
(] sogsof Sy Rovsed | 1|14 (6211 Pl Fom {20 Dm: il o _‘[Jlu;f:]ﬂ) |
|| Songs of the Retum, Vol 19 | 1 | 6 [[1.00] Solmlde(lhesords College) 18 L) ,‘w’ﬁ“,"‘ - Sl 00] Soltude (The Bords' Co L
[ ] songsof heRetm, w24 | 1| 30 1600 Wi (o) [ =“"°‘*"°"°“ Ujs 4“-0015"'""'“‘“"“5‘*@) N
[ ] Songsofthe Retum, Vol 7 | 1 | 6 | [1.00] Sl (The Bords' Colege) | 17 |_| The g Ciden L 2°_."°°15°"""°m“°"‘c°'°9°’ )4
o o T ‘  The Paison Song, Book I~~~ 13 Raven Rock (ot House) 6
[ s, ) [ | The Poson Song, Bookll -~ 1 3 Roven Rock (Ao House) 5
[ ] Somgorte: AReeaminatin | 1| 12| 15.00] Rt R i | 2 ] ekoionsong Bkl 1| 3 Roven Rock o s 5
] sitof i il & ,I‘MWWMW’ L [ he Pison Song, Book N~~~ 13 Roven Rock (Mo House) 4
[ ] spitof the Doedro 1251600 Ruihend (Rorks o) || [ ebosmSon BockV | 1| 3 Ko Rock A Has) "
[ e Motour o thkeoth | 1|7 [1.00) e (e B oleg) |16 The Poon Song, Book VI~ 13 Roven Rock (A House) 3
(] mesaoe DB by |2 TehioSog bW 1| 3 fowitokllorho) | 2
] mm/mm 1] 8 'noo]soimmm-w) [Waz | The Ransom of Zarek ez {ﬂmlmﬂhem‘(dm) 14
- 1k A | , b
[ ] The Amult o i Kngs ] . 6 | [1.00] Solitude (The Bards' (ollege) 27 =lThe Real Barenzioh, v1 1 : 5 : . 00] Solitude (The Bards' College) 21
[ ] Thehpprntc's Assstont 112 (B.00) Foleath (CopsightFom) 2 | The Reol Borenzih, v2 1] 3 {1.00) Sobee (e Sors Cooge) | 41
[ The Anticiations i ] 14 [SA07) WGWMIB(UWM [ : The Real Barenzioh, v3 1| 5 [1.00] Solitude (The Bords" College) 37
[ I Mencionfesy 1 6 [1.00)Soitode (heBords'Colege) | 22 | L MeRedlBomiohvd | 1 | 5 [1.00] Soiude (The Bors Colege) | 37
™1 The e Mon o T 6 Roven Rock Bolvrk) 17 L] he Reol Borenzioh, v5 1|5 [6.00] Whiteun Uomask) 2
[ MebeoofMatah 18 [1.00] Solids (T B Colege) ] e recomotr (16 Roven Rock Temple) 4
The Beginner's Guida fo Any of the three plats of fond, on the i [3.25] Nightgate Inn (Corred by
| Homesteading ! Compenter’s kabgndl : E]Theked Mk g 1) A  Fultheim) ]
Accessible once Hearthfire begins =DIOMYWI,V0|.I | 1| & RavenRock (Temple) 9
. The Betvayed 1 College of Winfeshold (Arconaeum) L The Red Year, Vol. I [ | & Raven Rock (Temple) 5
Transkated version of Unknown Book, vol. 1. | [4.00) Colaos of Winterhold
mmmmmmms 1] 5
] The Bock Arow, v ' 11.00) Soltude (The Bords' Colege) | Elmesm o Amdemmmm) :
| 11.00) Slrde (The Bords' Colege) | | :
. The Book of Uife and Service Soul Coim [SC1.I| Steps of the Barrier =‘m5@qu’ﬂ ! > »Ww]mamdm ! 15
| ) [ | heSongofpaoal,y2 | 1| 5| [1.00] Soliude (The Bads' Colege) | 18
(i | g L0 o of et TieSoogofPeind,vd | 1 | 5 [1.00] Soiue TheBods'Coege) 15
BT T BN "("mﬁ;aoi‘gm;,aemm e ] ;h:songof:im;lw 1] 5 i“ .00) Solude (The Bords' Colege) 14
& BT . i of alind, 5 15 [1.00] Soliude (The Bords' Colege) 18
[ I MeCokeandMeDiomnd | 1 | 5 (1.00] Soiud (heBors' Colge) 47 | i "5 4 . :
[ he iy o Soe 14| [1.00) Soide (The Bors' Coege) | 24 =T'::S°"9:;:L'“:'V" L] HEND S°“"’d°$:3°‘“ E:‘:':) |12
o ERFT el v 15 [1.00] Solinds (The Bards'Colege) 11
The Code of Malocath 1 2 [1.00) Soiiwde (The Bos' Colege) 23 L_ The Song of Plinal, v | k
iebosatosm | 1| 5 [Wibion 51 (5 [ | The Song of Pelnl, v8 1|5 | [1.00] Soltude (The Bods' Colege) | 12
| “HM = 3 'l I ]'] WWIWWM) | 1 Thie Sulfry Argonion Bard, v! | Deod Diop Mina |
im S B’mk, | : ! ; T v (menyWurrens : - :lTheToleof Dro'Zir 1|1 §[8.00] Falkreath (Dengeir's House) 2
M e’ fideou) [ The Tols isoke 1 7[00 Soinde (TeBuePoocs) 18
Dmmw« 1112 {200 B (v Mo 3 [ he Thid Door 1|11 (5.00] Morkorh (Vindel Hol 1
S| [4.00] Colege of Wintehold The Thi Ero Timeline 18 ([1.00] Soitode The Bods' Colege)
[ el A st T aconoeun) ’ Touching e Sky 1| 20 | Collge of Winterhold (rcangeum)
Dn"m ) 1 X 57 *[1.00) Solitude (The Bords' (“W') | 54 ! Transiated version of Unknown Book, val, IV,
] The Fisthold Revol | 1|7 [1.00] Soitude (The Bods' Colege) | 32 [ ] e Tre Notureof Orcs 1| 20 | [5.38) Dushokh Yo 4
[ heFive For St 17 Roven Rock (Bubwok) 6 ] he e Noble's Code 17 TelMitn 4
4] OTHER ITEMS > 1715
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APPROX

SAMPLE LOCATION s
SKYRIM
] The Forgoten Vole [FVZAI Snowloke
Entrance: The Sprawled Skeleton.
Umgwﬂbwlfnbookmdgweyw its fronslafion, ﬂnﬂenuyed
I o ok, . B g it L e i
Urog il buythis book ond give you it ranlaion, Journal o Mirl Angaih.
T R Vot
Urog will buy this book and give you its ranslotion, Diary of Foite Agarwen.
(koo ool 170 fie entee (161 Fone
g will buy this book ond give ing the Sky.
[Random Dungeon] (College of
] he Waters of Oblvion 1| 30 | Winterhold Rodiont Quesr: Voluobe 1
| Book Procurement)
[ he i Eves |1 25 [1.00] Solfude (The Bods' Colege) | )
D The Windhelm Letters 1 » 7 | [1.00] Sofitude (The Bards' College) 15
[ e Wipmate ] 0 ol f Wil 5
[ | The Wolf Queen, v2 (1| 4 [[1.00] Soltude (The Bords' Coege) | 22
[ | The Wolf ueen, 3 1 4 [1.00) Soliude (The Bords' ollege) | 27
[ | The Wof Queen, 4 (1|4 [[1.00) Soltde (The Bors' Colege) | 17
[ ] The WlfQueen, v5 1 4 [1.00) Soinde (The Bats' Colege) |~ 21
:] The Wolf Queen, vé 1 | 30 |[6.00] Whiterun (Dragonsreach) | 2
[ ] The Wolf Queen, v7 1 4 [1.00) Slde (The Buris Colege) | 19
[ | The Wolf Queen, 8 1| 12 11.00] Sotde (Provdspie Monor) | 2
[ ] The Woodautter's Wie 18 [1.00] Soitude (The Bords'College) 14
[ There 8e Drogors L1 11| (627) Riverwood (Sesping Gionton) | 1
[ Thiefof Vie 15 [1.00) Soliude (The Bods Coege) 42
[ ] Thisk, A Revisd History 13 [SAO7) Woking Dreoms (Chopter V) | 2
[ Jop 1 13 [5.502] Blood Skal Borow (Exteior) | 1
D Treatise on Ayleidic Cities 1 | 25 |[3.00) Dawnstor (The White Holl) 1

[®> Table XIli: Spell Tomes

A list of spell tomes. Cross-reference this list with the
Spell Table (on page 132) to identify any restrictions.

¥ nAME

E e
= 2=  TEACHES SPELL
e

APPROX
NUMBER
ACROSS
SKYRIM

SAMPLE LOCATION

[ | s of . lessi 15 [1.00] Soitude (The Bards' College) | 13
D. Troll Slaying 1| 8 [1.00] Solitude (The Bards' College) 15
(] Uncommen Tt 13 [1.00] Sode (e Bork'Coege) 28
D Varieties of Doedra 1 n éigﬁ]xé%';(gug?égmﬂg)(Dued"( 2
(] VereisofFithinhe Empie. | 1 13 Tl Mitiyn |
L—_, Vernaccus ond Bourlor | 6 [1.00] Solitude (The Bards' College) 19
[ Wobbojock 1 7 [1.00] Solude (The Bars' College) | 15
[ | Walking the Word, Vol X 1| 8 |[1.00] Solinde (The Bards' College) | 15
[ WorottheistComdl 1| 25 | [5.00) Morkorh Owemer Museum) 1
[ ] wotcher of tones 1| 8 [1.00] Solide (The Bords' College) | 16
(] mmg‘ Whenthe | 1 13 (N3] Fabbihorz 1
[ ] Wind ond Sond 1100  [Rondom dungeon] 1
[ ] Words o the Wind 15 TelMityn 6
: Words of Clon Mother Ahnissi | 1 | 14 [4.00] Winterhold (The Frozen Hearth) ]
[ ] Wrait's Wedding Dowy 1 10 [1.25] Brinewater Groto {78
[ ] Yelow Book of Riddes 1| 3 |[1.00] Sofiude (The Bods' Colege) | 31
[ Yogolondhe Seoéhosts 1 5 [1.00] Solude (The Bt Colege) 37

£
NAME 2 =2 |NOTES

= =

BLACK BOOKS

(] Blok Book: Episolary Acumen 1| 2000 Foundin Nchrdok Reoding Room.
[ | Bock Book: lamentand Firee 1 2000 Found n Koo Barow.
[ ] Block Book: Th Hidden Filight 12000 Found in el ihyn.
[ Block Book: The Sallow Regent 12000  Found in Whit Ridge Barow Sanctum.
[ ] Blck Book: The WindsofChonge. 1 2000 Found n Rven Rock Mie.
[ Block Book: Untok Legends 12000 Found i Benkongerke reot Holl.
| Block Book: Woking reams 12000 Found in The Temple of Mook Sanctum,

= TEACHES SPELL

=

NAME

L SPELL TOMES D Bgil'lnfizme: Chain 1| 390 | Choin Lighting D igzlrllgfme Conjure Frost Y E?rgi::;ihhw
[ SoelTome:AshRone | 1| 635 Ash Rune Wkﬂwmm : » e :
T spelfome: s Shel | 1| 425 AshShl W 1| 650 Gideof Potecton DMistmun M) 75 Conre Mismon
D aﬁglggme‘ Boeofthe | | | 1200 ﬁﬂzzozzjf the D Spell Tome: Clairvoyonce |~ 1 | 50 | Clairvoyonce [:] Ssg::;mi Conjore 1 307 Conjure Sesker
— Tome: Close Wounds 1 360  Close Wounds 7 ; z

SpellTome: Borish Doedia 1 346 Banish Doedro [ et Tome: [ Sl ome: oo Som |4 ot St
== r— ! D Spell Tome: Command 1 ee0 |c d Doed Atronoch Anonach

Spel Tome: Blizzard 1 | 1350 | Blizzord Daedro L e e
— Spell Tome: Bound e Spell Tome: Conjute Ash [ Contors J6h (] Spel Tome: Conje 175  Conjure Wrathman
[ i 199 BundBotteos | [ ] crenome (onee | 70, | :]Wm'h'm"
— 5 Spell Tome: Courage 1 46 (Couroge

T 1 Spell Tome: Conjure g
4 = ::’;:B”’ : 333: z‘;"l"‘j*’“ s RERELEEl [ selionedeod ol | 1| 1270 | Deod ol
el Dogger DSpalIm:(mim 1m0 mnrebrm [ ] pelTome: Detectlfe. 1 332 DetectLfe
|| Spell Tome: Bound Sword | 1 | 49 | Bound Sword ’
W R Spell Tone: Coni ‘ - :] Spell Tome: Defect Undead | 1 = 600 | Datect Deod
— :”:I — TRET T [ ] finia V4 |Coneefomilr | [T ool fme:Dogontide | 1 1389 Digonhice
o DR 1 il DSpeﬂTm Coriue Flome 1 %9 Conjure Flame :]Spell Tome: Dreod Zombie = 1 | 630 ' Dread Zombie
|| Spell Tome: Condlelight * 1 44 | Candlelight Atronach
The E'-,_: Scre

3

SKYR 1 M & _
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NAME S = TEACHES SPELL ¥4 NAME £ = [TEACHES SPELL
= = | =

I

LI

EEEEEEEN

[
Ll
]
L]
[l

I Sl Tome: Heal Undeod 370 | Heal Undead

[]
L]
L]

[ spll Fme: Eonyfesh
[ Spell Tome: Expel Doedra

Spell Tome: Fost Healing
Spell Tome: Fear

: Spell Tome: Fire Rune
|| Spell Tome: Fire Storm
[ Spell Tome: Frebll

Spell Tome: Firebolt
Spell Tome: Flame Cloak
Spell Tome: Flome Thrall
Spell Tome: Flomes

Spell Tome: Frenzy

Spell Tome: Frenzy Rune
Spell Tome: Frost Clook
Spell Tome: Frost Rune
Spell Tome: Frost Thrall
Spell Tome: Frosthite
Spell Tome: Fury

Spell Tome: Grand Healing
Spell Tome: Greater Word

SpellTome: Guardio Cide

Spell Tome: Hormony
Spell Tome: Heol Other

Spell Tome: Healing
Spell Tome: Healing Hands
Spell Tome: Hysteria

1
]
1
]
1
1
1
]
1
]
1
]
1
1
1
]
1
1
1
I
1
1
1
1

I
1
1

Ebonyflesh
Expel Doedra
94 Fast Healing
Feor

Fire Rune
Fire Storm
Firebol

96 Firebolt
Flome Clook
Flome Throll
Flomes

1260

330
310
340
92

Frenzy
Frenzy Rune
Frost Clook
Frost Rune
1300 | Frost Thrall
47  Frosthite

43 Fuy

680  Grond Healing
341 Greater Ward
1220 Guordion Circle
1220 | Hormony
300  Heol Other

50 Healing
89 | Healing Honds

1240 Hysteria

[*> Table XIV: Potions

A list of all the standard potions and poisons in the realm, including usable
potions acquired as part of a quest (like Vaermina's Torpor). Non-usable potions
(for example, potions you are asked to deliver fo someone) are listed on a table

in the Other Items section.

-
| — )
POTIONNAME | & 3 EFFECT
POTIONS
Dke Wraith Essence 05 96 Zg?e' Frost Resistonce,
[]pondfGe 05 79 s oo dsses.
D(we Poison 0.5 31 | Cures oll active poisons.
[ ] potonof Stengh 0.5 170 +20 Cany Weigt, 5m
| Drought o Stength | 0.5 266 +30 Coy Weight, Sm
[ ] soluion of Swengh 0.5 365 +40 Cay Weight, 5m
] Phierof Strength 0.5 | 467 | +50 Carry Weight, Sm
[ ] ecof Sength 0.5 571 +60 Cay Weight, Sm
;‘;g“g:;gﬁm 05 | 311 | +50% Heolh Regen, 5m
tof
W 05 380  +60% Health Regen, 5m
Solution of
Regenerafion 0.5 | 451 | +70% Health Regen, 5m
[ | ocal 05 522 +80%Heath Regen, Sm
Regeneration 3 2
TRAINING /.% THE INVENTORY

D Spell Tome: Ice Spike
[ spell Tome: ke Stom
[: Spell Tome: Icy Spear
(] spel Tome: Incierate
[ spell Tome: Invistiy
[: Spell Tome: Ironflesh
[ ]
L]

D Spell Tome: Lightning
Clook

Spell Tome: Lesser Ward
Spell Tome: Lightning Bolf

] SoelTome: Litning Rune

D Spell Tome: Lightning

[ soelt Tome: Mageligh

D Spell Tome: Mass Poralysis

D Spell Tome: Mayhem
[ ] Spell Tome: Muffle

. | Spell Iome Necomontic |

]
1
1
1
1
1
]
1

1

96 ' lce Spike
Ice Storm
ey Spear
Incinerate
Invisibility
Ironflesh
Lesser Word
Lightning Bolt
Lightning Cloak

Lightning Rune
Lightning Storm
Magelight
Mass Poralysis

1400

87
1280
1250

88

D Spell Tome Ookflesh
(] spelt Tome: Pocy
D Spell Tome: Poralyze

[ spelt Tome: Poison Rune
D Spell Tome: Raise Zombie

[ spelt ome: Raly

D Spell Tome: Reanimate

Corpse

e

44 Ookflesh

610
685 | Porolyze

290  Poison Rune
49 | Raise Zombie

Rolly

99 | Reanimate Corpse

Repel Lesser
33 \dend

% NAME

TEACHES SPELL

[
x
=2
el
=

e
— ]
=
=

[ Spell Tome: Repel Undead 1 ' 655 | Repel Undeod
[ ] spellTome:Revenont 1 340 Revencnt

[ | Spe Tome: Rout 1653 Rout

[ ] spelTome: Soulop 1 100 SoulTip
[ el Tome: Sporks 1 4 Spoks

[ ool lome: Steodost 17| gt o

- Spell Tome: Stendon’s
!

| 335 | Stendan's Aura

ii

[ soell Tome: Stoneflesh 1
D Spell Tome: Storm Thrall 1
|

95 Stoneflesh

1350  Storm Thrall

I pe Tome: Sun Fie 80 Sun Fire

[ ] Soell Tome: Telekinesss 1
[ soell Tome: Thundetbolt 1
Spell Tome: Transmute 1

D Mineral Ore

[:‘I Spell Tome: Tum Greater 1

D Spall Tome: Turn Lesser 1
Undead

[ ] pellTome: Tom Undeod 1

Spell Tome: Vamgire's
| Bong

[ ] Spel Tome: Woll of Fames 1
DSpelITome: Woll of Frost 1

[ Spell Tome: Woll of Storms 1
D Spell Tome: |
Woterbreathing

D mlnme: Whirwind 1

326  Telekinesis

Thunderboh
Tronsmute

Tum Greater
Undeod

Tumn Lesser Undeod
Tom Undeod

680
700
125

340

Wall of Flames
Wall of Frost
Wall of Storms

Waterbreathing

395 Whirhwind Clook

Dﬂiximf Regeneration ' 0.5 ' 668
[ ]poionctHeath 05 67
[ ] rought of Health | 0.5 145
[ ] Soluton of Health 0.5 226
[ ] riflerof Heoh | 05 311
[ JeidrofHeath 05 398
Potion of Extra
Magicko 05 58
Draught of Extra
[ hosie 05 124
Solution of Extra
Hogido 05 194
Philter of Extra
[]Mdm 05 266
Elixir of Extra
Magcto 05 | 341
[ Jranelom s o
™ OTHER TEMS
THE BESTIARY QUESTS

+100% Health Regen,
5m

+20 Max Health, 60
+40 Mox Health, 60s
+60 Max Health, 60s
+80 Max Health, 60s
+100 Max Health, 60s

+20 Mox Magicke, 60s
+40 Mox Mogicka, 60s
+60 Mox Magicko, 60s
+80 Max Magicko, 60s
+100 Max Magicke, 60s
+50% Magicka Regen,

ATLAS OF SKYRIM

D Dgte;'g:lytoflusnng 05 380 ;gl()’n Magicka Regen,
[ [icbiestiatg fig5 bguy 1 106 Mok Foge,
Potency 5m
D :I;itl;zr(:f Lasfing 05 522 ;g‘()?‘u Magicka Regen,
[fidloig g g +100% Hogs
Potency Regen, Sm
[ pofion of Alteration | 0.5 49 |+25% Altration, 60s
[ oroughtof Aertion 0.5 106 +50% Ateraion, 605
] i of Aeration | 0.5 | 165 | +75% Aterotion, 60s
[ | i of Alraion 0.5 227 +100% Aeraion, 405
DPon‘on of Hoggling | 0.5 ' 84  +10% Better Prices, 30s
[ orought of Hogglng 0.5 131 +15% Beter Pics, 305
[ ] Phiter of Hogging | 0.5 | 180 |+25% Befter Prices, 30s
[ ] i of Hogging 0.5 230 +30% Bater Pices, 30s
[ fotonctthe 05| 45 +10% Bock, 05
Mg
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[% POTION NAME g =Ry

t of the
Wk
[:] Philter of the

Defender
Elixi of the Defender 0.5
Conjurer's Pofion 05

[
[]
[] coniwer's rought 05
(]
[
L]

Conjurer's Elixir 05
Potion of Destruction = 0.5

[ omets 05

[:] Phiter of Destroton 0.5
[ ] eiiof Desrucion 0.5
[ ] nchonter'sPoton 0.5
[ ] Enchontr's Drooght 0.5
Enchonter's Philter 0.5
[ | enchonters Bl 05
[ potion o the Kight 0.5
] Orought o he knight 0.5
Philer of the Knight 0.5
Bl of he Knight 0.5
Potion of llusion 0.5
Drought of llosion 0.5
Philter of lusion 0.5
[ Jesicoflsn 05
[ ] Skimisher's Potin 0.5
| Skirmisher's Drought 0.5
Skirmisher's Philter v 0.5
Skimisher's it~ 0.5
Potion of Lockpicking | 0.5
m 05
Philer of Lockpicking | 0.5

JL

I

I

LI l[:ll—ll_ll—ll II

|| Pofion of True Shot ' 0.5
|| Drought of True Shot 0.5
Philter of True Shot 0.5

|

] poton o the Warrior | 0.5
D Draught of the 05
Worior :

(] i o the Warior | 0.5
[ ] i of the Werior 0.5

(] pofionof Gibness 0.5

(] oroght of Gibwess 0.5
[ ] it of Glbness 0.5

[ | enicofGibress 05

D Potion of 05
Pickpocketing :

[0 u.umm e
Philter of 05
Pickpockefing

[ e o Pckpockeing 0.5

D Potion of the Healer 0.5

| Conjurer's Philter ' 0.5

i of ockgicking 05

[ dxof TueShat 05

VA

123
61

132
207
284
9

151

207
265
54
84
116
148
45
70
%
123
99
212
33
455
45
10
96
123
45

10

9
123
9
151
207
265

9
151
207

265

96
151
207
265

96
151

207

265
96

0.5 70 +15%Block, 60s
05 96  +20% Block, 60s

+25% Block, 60s
+25% Conjuration, 60s
+50% Conjuration, 60s

» +75% Conjuration, 60s

+100% Conjuration, 80s
+20°% Destruction, 60s

+30% Destruction, 60s

+40% Destruction, 60s
+50% Destruction, 605

+10% Enchanting, 60s

+15% Enchanting, 60s
+20% Enchanting, 60s
+25% Enchonting, 60s
+10 Heavy Amor, 605
+15 Heavy Amor, 60s
+20 Heavy Armor, 60s
+25 Heavy Armor, 60s
+25% lllusion, 60s
+50% llusion, 60s
+15% llusion, 60s
+100% Musion, 60s

*+10 Light Ao, 605

+15 Light Ao, 605
+20 Light Armor, 605
+25 Light Armor, 60s
+20% Lockpicking, 305

+30% Lockpicking, 30s
+40% Lockpicking, 30s

+50% Lockpicking, 30s
+20% Bow Damage, 60s
+30% Bow Damage, 605
+40% Bow Damage, 60s
+50% Bow Domage, 60s
+20% One-Honded
Domoge, 60s

+30% One-Honded
Domage, 60s

+40% One-Honded

Domage, 60s
+50% One-Handed

 Domage, 60s

+20 Speech, 605

+30 Speech, 60s
+40 Speech, 60s

+50 Speech, 60s

+20% Pickpocket, 60s
+30% Pickpocket, 605
+40% Pickpocket, 60s
+50% Pickpocket, 60s

+20% Restoration, 60s

Thre Gider Scrolls' V

D POTIONNAME | 2 = ErreCT
= =

[ brought f the Heoler 0.5
(] Pie of he Healer | 0.5
(] e o the Heoler 0.5
[ ] Bodkmit's Poton | 0.5
|| Blocksmith's Dought - 0.5
|| Bocksmit's hiter | 0.5
[ Bocksmit' B~ 0.5
|| Potion of Light Feet 0.5
Drought of Light Feet 0.5
[ | Phiterof ght Feet 0.5
(] e of gt Fest 0.5

Potion of the
Berserker 03

e

Philter of the
Bersrker 05

(] i of the Brserker | 0.5

' Pofion of Enhanced 05
Staming ’

wa&mm 05

D Solufion of Enhonced 05
Stoming

Philter of Enhonced 05
Stoming ¢
Hlixir of Enhonced 05
Stoming )

[ ] potioncfViger 05
[ ] boughtof Vigr | 05
[ JsoionofViga 05
D Phifter of Vigor 0.5

[ e of Vigo 05
Potion of Bref

L sty 03

D Potion of Extended 05
inisil v

D Potion of Enduring 05
 Invisibility 24|
D Pohond?rolmged 05
Elixir of Fire
Resistonce 05

Ol o

Drought of Fire
D Resistonce ' s

| et s

Hlixir of Resistonce ‘
W 05

Droﬁonofkesme '05
Cold :

D Drought of Resistance 05

l:] Phitel of Resistonce. ¢
Elnur of Magic

D Resistance 03

D Potion of Ifnuc 05

I:] Draught of Magic » 05
Resistance g

- SKYRIM

151

4
731

1142

1568

341

3n

451
522
668
214
334
459

587

265
9%
151
207
265
9%
151
207

247

141

+30% Restoroion, 605

+40% Restoration, 60s
+50% Restoration, 60s
+20% Smithing, 30s
+30% Smithing, 30s
+40% Smithing, 305
+50% Smithing, 30s
+10% Sneak, 60s
+15% Sneok, 60s

| +20% Sneak, 60s

+25% Sneak, 60s
+20% TwoHanded
Domage, 60s
+30% Two-Handed
Damage, 60s
+40% Two-Honded
Domoge, 60s
+50% Two-Honded
Damoge, 60s

+20 Max Stoming, 5m

+40 Max Stomina, Sm
+60 Max Stamina, 5Sm
+80 Max Stoming, Sm

+100 Max Staming, 5m
+50% Stamina Regen,
5m

' +60% Stomin Regen,
380 5m

+70% Stoming Regen,
5m

+80% Stamina Regen,
5m

+100% Stomino Regen,
5m

Invisibility 20s

Invisibiity 30s

Invisibility 405

Invisibility 50

+50% Fire Resistonce
+20% Fire Resistance
+30% Fire Resistonce

+40% Fire Resistonce

+50% Frost Resistance

+20% Frost Resistonce
+30% Frost Resistonce
+40% Frost Resistance

+25% Magic Resistonce

+10% Magic Resistance

+15% Magic Resistance

D Philter of Magic

Resistonce
Elixir of Shock
Resistonce

D Pofion of Shock
Resistonce

D Draught of Shock
Resistonce

D Philer of Shod(

Potion of Mmor
Healing

] Poton f Heaiing
Potion of Plentiful
Healing

D Potion of Vigorous

Healing
Potion of Extreme
Heoling

D Potion of Ultimate
Healing

I:] Potion of Minor
Magicko

] potion of Magio

Potion of Plentiful
Magicka

D Potion of Vigorous
Magicka
Pofion of Extreme
Magicko
D Pation of Ultimate
Mogicka
Potion of Minor
Stoming
[ potion of Staming
D Potion of Plentiful
Stomina

l:] Potion of Vigorous
Stomina
Potion of Extreme
Stomina

Pofin of Ulmote
Stomina

[ Weak Poison

l___] Poison

[ potent Poison

[ ] Vit Poson

[ eody Poien

D Weak Lingering
 Poison

[ ] tingering Poison
D Potent hngenng
[T pien b
[Jistvms
B i
[ ] Mogicka Poison
[
D m Magick
[
[{jrtvie

WEIGHT

o o
wn

5
05
0.5
05

05
05
05

0.5

0.5

0.5

05
05
0.5

05
0.5
05

0.5
05
0.5

05

0.5

193
265
96
151
207

7
36
57

19
123
251

20
44
69

95
148
150

20
44
69

95

148

POTION NAME § EFFECT
>

+20% Magic Resistance
+50% Shock Resistonce
+20% Shock Resistonce
+30% Shock Resistance
+40% Shock Resistonce

Restore Health 25
Restore Health 50
Restore Health 75

Restore Health 100
Restore Health 150
Restore Health Full
Restore Magicka 25
Restore Magicka 50
Restore Magicka 75
Restore Magicke 100
Restore Magicka 150
Restore Magicka Full
Restore Stomina 25

Restore Stomina 50

Restore Stomina 75

Restore Stamina 100

Restore Staming 150

05 150 Restore Stomina Full

05
05

05
0.5
0.5

0.5

POISONS

58
103
149
21
296

55
86

9
162
235

348

465

Domage Health 15
Domage Health 25
Domage Health 35
Domage Health 50
Damage Health 65
Damoge Health 1/5, 10s
Domage Health 1/s, 15s
Damoge Heolth 2/s, 155
Damage Health 2/s, 20s
Damage Health 3/s, 20s

Damage Mogicko 30
Damage Mogicka 50
Damage Mogicka 70
Domage Mogicka 100

Domoge Mogicka 130

Domage Mogicka
1/5,10s

WWW PRIMAGAMES.COM



3
POTIONNAME & | = EFFECT
= =
DmasonI L s
Dlusﬁng Magicka 05 33 Domage Magicka
Poison ; 2/5, 15
Dmm 05 45 Domage Mogicko
Poison : 2/5,20s
DUn(eusingMugirku 05 71 Domage Mogicka
Poison : 3/s, 20s
DW“R“WY 05 79 -100% Magicko Regen,
Paison - 105
Magicka Recovery 05 | 169 -100% Maogicko Regen,
Poison ’ 205
Potent Recovery -100% Magicka Regen,
DPM 05 25 3 |
Malign Recovery -100% Mogicka Regen,
o 05 414 i)
Deodly Recovery -100% Magicko Regen,
[ ror el
mea 0.5 75  Damogo Stomina 30
[ ] SuminoPoison 0.5 133" Damage Stamina 50
puert SO0 5 192 Domoge Stomina 70
[ ] it Stomia 5 385 amoge Somi 100
[ peody St | 5380 Damoge Stamin 130
Lingering Stoming Damoge Stoming
[ 05 6 s
DEnduringSmmim 05 12 Domage Stamina
Poison ? 2/s, 30s
Losting Staming Damage
(] pn 05 2 3/ 50
DPefsisﬁngSmminu 05 %7 Damage Stamina
Poison ‘ 4/s,30s
Unceasing Stoming Domage Stoming
[ poen 05 3 R
(] Weok VgorPoson 05 74 0% Stoming Regen,
[ ] Vigor Poisn 05 157 | J00% St b
[ ] potnt Vigor Poson 05 248,400 > Ren,
[ Molgn Vigroson 05 3410 Somin Rgen,
[ ] Weok FearPoison 0.5 98 Feor(opto L), 305
[ | Feor oison 05 164 Fear (spolsB), 30s
|| Potent Fear Poison 0.5 ' 281 ' Fear (up fo Lv13), 30
[ ] Viulent FearPoison 0.5 402 Feor (p 0 1118), 30s
|| Deadly Fear Poison 0.5 526 ' Fear (up to Lv23), 30s
[ ] Weok Fenzy Poison 0.5 | 88 Frenzy (sp 1o 5), 10s
|| Frenzy Poison 0.5 ' 147 Frenzy (up fo Lv8), 10s
[ | poten Frenzy Poison 0.5 252 Frenzy (p 1o v13), 105
[ prntFensy 05| 340 | Fronzy sp 10 18), 105
[ Deady Frenzy Poison 0.5 472 Frenzy (up 10 423), 105
Weok P .
W i 05 132 Pooss, 5
[ JroolysisPoson 05 233 Poralyss, Ss
[ btet Py 5 337 P,
Vinent .
(] potentPuokss 05 500 pooks, 105
[] DesdvPoliss 5 781 | Poass, 155
(] Werk s toFie 05 116 0 e Resstoce,

TRAINING <0\3 THE INVENTORY

THE BESTIARY

=
POTIONNAME S = EFFEC
= =
[ hesontnfie |05 | 164 |35 FeeResismes,
Potent Aversion 70% Fie Resistonce,
oo 05 215 3
Malign Aversion -85% Fire Resistonce,
Dmfi«e 05 | 266 30s
I:lﬂeutlym:sim 05 318 -100% Fire Resistance,
to Fire 2 30s
Weak Aversion 05 9% -40% Frost Resistonce,
to Frost ’ 30s
[ mesimiofost 05 137 3o Fost Ressonce,
Potent Aversion -70% Frost Resistance,
to Frost 05 1 179 30s
[]Manhesion g g -85 st Resionc,
1o Frost ; 30s
Deadly Aversion -100% Frost Resistance,
Dfofm 05 265 3o
Weok Averson to 40% Mogic Resistonce,
Mage 05 19 3
[ mesintotogc | 05 274 35 Mok Resstoce,
Potent Averson fo -70% Mogic Resistonce,
[ oge 05 358 3
Molign Aversion to -85% Mogic Resistance,
[]} ooy 05 M3 3
Magc : 30s
Weak Aversion to 05 135 -40% Shock Resistance,
Shock : 30s
[ wesontoStack 05 19 5% SockRessfonce,
Potent Aversion fo -70% Shock Resistance,
[ ]om 05 250 3
Dmmmm 05 310 g&%mume,
DDeudlyAversiomo 05 371 -100% Shock Resistance,
Shock ; 30s
Domage Health 5/5,
[ ] Fostite Venom 0.5 21 Domoge Magicka
5/s,4s
THIEVES' GUILD COMPOUND POTIONS
+10 Light Amor, +15%
[ rotionof Confit 0.5 115 D e,
6
+15 Light Armor, +20%
[ ] Drought o Confic 0.5 166 Onced Duncg,
6
+20 Light Amar, +25%
[ ] witerof Confit 0.5 219 Onimed Danc,
+30 Light Amor, +35%
[ Jeiirofconfic | 0.5 330 OneHonded Domoge,
80s
. +40 Light Amor, +45%
[ Rt o5 mg Onefors g,
+50 Light Amor, +55%
(] ime i of onfit| 0.5 559 OneHonded Domoge,
40s
3 Invisibilty 30s, Restore
[ Jroioncitsope 05 351 bV
D- Drought of Escope |+ 0.5 495 u‘;ﬁ:‘l%w" Restore
Invisibity 455, Restore
[ miberofEscope 05 90 fih 15
[Jebioiiope |05 g6 [Msbit 305 Resore
: Invisibity 55, Restore
(] orond B of scope 0.5 753 st
(] pim B o scpe | 0.5 840 My 805, Restoe
OTHERTENS

QUESTS

ATLAS OF SKYRIM

POTIONNAME 2 S prreqT
= =

' +15% Bow Damoge,
[ ] potonof Keenshot 0.5 74 Zzzsmnm,
' | +20% Bow Domage,
[ ] Orought of Keenshot | 0.5 ' 102 +7% Sunita Rgr,
6
+25% Bow Damage,
[ ] phiterof Keenshot 0.5 131 155 S g
' +30% Bow Domage,
DEEximeeenshot 0.5 ' 161 ' +11% Stomina Regen,
60s
Grand B o Taohfon Do,
05 191 +13% Stoming Regen,
Keenshot by
: : +40% Bow Domoge,
mﬁfrwi 05 221 Z&S%Smminu Regen,
S
+15% Lockpcking,
[ Jroonofloveny 05 140 F20 OGS
+20% Lockpicking,
[ ] brought of Loceny | 0.5 192 120% Pkoodet
’ +25% Lockpicking,
[ ] pitlrof oreny 0.5 246 1755 ot
TR +30% Lockpicking,
DEIwrof Lorceny 05 302 3 Pickpocket
Grond Bt of +35% Lockpicking,
Lrcey 05 38 355 Pcpocket
Prime Efixir of 05 414 +40% Lockpicking,
Larceny ’ +40% Pickpocket
. +20 Canry Weight, +20
(] pofonof Pnder 05 511 0 COAT
+30 Carry Weight, +30
[ ooughtof Punder | 05 799 |1 P PR
+40 Corry Weight, +40
(] hiterof Pnder 05 1096 o R
e +50 Corry Weight, +50
(] oot Ponder | 05 1402 o o0 o
Grond Eir of +60 Cany Weight, +60
Punder 03 1713 g Samin, Sm
Prime Elixir of +70 Corry Weight, +70
Plunder 05 | 2029 Max Staming, Sm
QUEST POTIONS
[ ] totus bxrot 0.5 86  Domoge Health 6/5, 10s
[ ] keWnihBone 05 221 Domage Healh 50
[ | Mihtshode Bxtoct | 0.5 12 Damoge Health 1, 10s
. +100 Mox Health, Slow
(] Seeping ostp 05 100 09”2
e Dragons do 25% less
P ;
DEsbetns ofion 05 250 domoge.
= Enter the dreams f those
DVoetmslapu 05 0 around you,
fheitePiol 5 341 Voies by fc
Pull ofthe 0.5 50 Look ke  host o 305
[:]Fulmer Blood Eiodr 0.5 1 Restore Health 1
[ ]vehetlocboce 0.5 5 Restore Stming 25
[ ] whiteGoldTower 05 5| Restore Stomina 25
[ ] ciff Roces 05 5 Restoe Stoming 25

Potion: Persisting
Stamina Poison

APPENDICES AND INDEX
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05| 7

.IRedwnterSkomm ‘ us 3 |

| Equivalent to feeding

| on human blood for
mrmeakn
 Lrecover 100 Heolth.
| For 60, you gain 25%

| Mogic Resistance and are
| profected from Soul Droin
~_effects in the Soul Caim.

[ Restore Stamina 40
| slow 50% for 48s.

[*> Table XV: Other ltems

This section lists all of the other major
items you can find in Skyrim.

| =
¥ POTION NAME | g 2

= EFFE(T

POTIONS - DRAGONBORN

Potion of Minor
Welkbeing

[ | Poton of Welkbeing | 0.5 84
139 RestoreHeolh, Hogico,

D Potion of Plenfiful 05
Weltbeing :

Pofion of Vigorous
L1 Wekeig i

05 33

Restore Health, Mogicko,
ond Stoming 15

ond Stomina 35

ond Stomina 55

19 Restore Heolth, Magicko,
ond Stomina 75

Restore Health, Magicko,

= L
% POTION NAME § S

Pofion of Extreme 05 239 Restofe Health, Magicko,
Welkbeing and Stoming 90

Potion of Ulfimate 05 29 Restore Health, Magicko,
Wellbeing ’ ond Stomine 100

Potion of !
Woterwoking 0.5 500  Waterwolking 60s

] ol of Bane f the Undeod
[:] Scroll of Blizzard
[ scroll of Coll o s
[ ] ol of Deod Theol
(] scroll of Dogonide
D Scroll of Fire Storm
[ scoll of Fome Thal
D Scroll of Frost Thrall
] Saol of Guordion Cice
D Scroll of Hormony

[ ] scollof Hysteia

D Scroll of Mass Paralysis
[ saoll of Mayhem

[ ] Scol of Storm Thval

[ shaiidor' Insighs: Aeraion*

D Shalidor's Insights: Conjuration*™

[ Sholidor'sInsights: Destucion*

D Shalidor's Insights: llusion*™

[ ] shoidar's Inights: Magicko™

D Shalidor's Insights: Restoration™

SCROLLS
While these scrolls are the most common, you may occasionally find o scroll that casts o lesser spell.

05 500
0.5 ' 500
0.5 500
0.5 500
0.5 250
05 500
0.5 500
0.5 500
05 250
05 ' 500
05 500
0.5 500
05 500
0.5 500

Blizzard

Call to Arms
Deod Thrall
Drogonhide
Fire Storm
Flame Throll
Frost Thrall
Guordion Circle
Hormony
Hysterio

Mass Poralysis
Mayhem
Storm Thrall

100% longer.
100% longer.
100% longer.
100% longer.

Regeneration.
05 5

=

100% longer.

*Note: Reward for College of Winterhold quest Shalidor’s Insight,
0.5 100 Flome Clook, explodes near undeod.
Note: Quest item for College of Winterhold quest 1'zargo’s Experiment.

D J'z0rgo’s Flame Clook Scroll

Food: Sujomma

o8

Dragon Claw:
Ruby Dragon Claw

CYR

Bane of the Undeod

For 2m, Alteration spells cost 50% less and last
For 2m, Conjuration spells cost 50% less and last
For 2m, Destruction spells cost 50% less and last
For 2m, Whssion spells cost 50% less ond lost

For 2m, +100 Magicka ond +100% Magicka

For 2m, Restoration spells cost 50% less and last

Quest ltem:
Skeleton Key

]M

[ ] Exploding Flome Spider
(] xplodingFost Spder
[ ] exploding Poison Spider
[ exloding Shock Spde
] Fome Clooked Spider
] Frost Clooked Spides
(] Glowing Spider

[ ] sumping Flome Spider
(] fumping Frost Spide
[ Jamping Poison Spide

[ tumping Shock Spider

[ ] Mind Contol Spider
[ ] oispte
] poison Clooked Spider

[ ] Shock Clooked Spder

05

05

05

05

05

05

05

05

05

05

05

05
0.5

05

0.5

100

SPIDERS

Tosses a deod spider on the ground which explodes
for 16-96 physicol domage and 26-106 fire
(based on your fevel) when an enemy
ges close.
Tosses a dead spider on the ground which explodes
for 16:96 physicol domage and 26-106 frost
domoge (based on your level) when an enemy
gets close.

Tosses o deod spider on the ground which explodes
for 16-96 physical ond 26-106 poison

(based on your level) when an enemy
oy

Tosses a deod spider on the ground which explodes
for 16-96 physical domoge ond 26-106 shock
dum?e (based on your level) when an enemy
gets dose.

Tosses o Flame Cloaked spider on the ground that
qufoIIuwywmd(mselHOfiedumgepec
second fo enemies that get too dose
Imafmﬂookedspaduonthegmmdlhm
will follow you ond couse 15-40 frost damage per
second fo enemies that get too dose.

Spawns a glowing spider that will follow you,
lighting the sumounding area. Only one can be
spawned ot a fime.

Tosses  Jumping Flome spider on the ground that
will follow you ond lounch itself of nearby enemies,
exploding for 16-96 physical domage and 26-106
fire damoge (based on your level).

Tosses a Jumping Frost spider on the ground that
will follow you ond lounch itself af nearby enemies,
exploding for 16-96 physicol damoge and 26-106
frost domoge (bosed on your level).

Tosses o Jumping Poison spider on the thot
will follow you ond lounch itself of enemies,
exploding for 16-96 physical domoge and 26-106
poison domage (based on your level)

Tosses o Jumping Shock spider on the ground that
will follow you ond lounch itself ot nearby enemies,
exploding for 16-96 physical domage ond 26-106
shock damage (based on your level).

Creatures and people that this spider atfaches to
will fight for you for 30s.

Spawns o spider that secretes o flammable oil
when it feels threatened.

Tosses o Poison Clooked spider on the ground thot
will follow you and cause 1540 poison domage
per second to enemies that get too close.

Tosses o Shock Cloaked spider on the ground that
will follow you ond couse 15-40 shock damage per
second fo enemies that get too dlose.
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1 [ Heart Stone 1

! [ ] oidholan Ore 1

[ oworven Metol igo 130 [ ouickiver Ore l

[ Conndum Ingot 14 [T]sheoe !

[ oidhocom ngo 1|45 | [ ] haocie O l

[ s ingo 150 [ Moonsone O l

[ cuksiver ot 160 | [ eodoe I

[ toaitorsne 175 [y !

] ol oot 100 [ subim i
[ Refied Molocite 1100 GEMS

[ tbony Ingo 1150 [ ] Gomet 01

ORE [ ] Amethyst 0l

[ ] ronre 112 [ ] Flowiess Gomet 0l

[ Ao Wine
[ nople Cabboge Stew - 05 8

[ 05 | 12 Res't!re Stoming 15

' Restore Health 10,
Restore Stoming 15
Restore Heolth 5,
Foutify Archary 5%/60s
i Her,rhh:e‘\

- Apple Dumpling 01 3

.‘ Chicken Dynipling

I Com Cowder

Flowless Amethys 01 180 [ Pkl 5] 5 )
 Ruby (0 200 | [ Soow FoxPel 05| 7
Flowess Ry 01 350 [ ] wot pe 10
Sophie 101400 | [ ] e Wol pe 1|18
Fiowless Sopphie 01 500 [ ] Deetie 20
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